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s spectacular VGA virtual reality system
s breathtaking musical soundtrack for

Adlib, Sound Blaster

s digitized stereo sound effects for

Sound Blaster, Sound Source
s over 20 complete floors to cover

s 4 levels of play difficulty

8 special extra challenges for advanced

game players

8 saves multiple games in process

8 "the player is 'there' like no game
I've ever played..."

a "the sound and the visual action, is

frighteningly realistic..."

a "I can't remember a game making
such effective use of perspecfive and

sound and fhereby evoking such

Infense physiological responses from

Its players."

fUBfif SCORE UUU 1 IBEftlTH ABM
s! ZMOj 3 '^! I7i!| «5H

evil in which only you
! A breathtaking

musical soundtrack sets the mood, while

amazing "first person" visual perspec-

tive and spectacular digital stereo sound

effects give an experience like no other

game you've ever played!

Game by id Software. Published by FormGen Corporation, Box 279, North Andover, MA, USA, 01845-0279 (009)263-2390 (416)057-4141 Fax: (415)057-4531
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DARK SAVANT

CL.23R01^1
A Fantasy Role-Playing Simulation by D.W. Bradley

CRUSADERS

Welcome to the sequel to Bane of the Cosmic Forge and the only game that could possibly follow its iead.

It's everything Bane was...and more.

2S6 Colors • Outdoor Campaigns • Full Musical Score & Sound Effects • Auto Mapping
True Point & Click Mouse Interface • Unprecedented depth of story

SIR-TECH
Ogdensburg Business Center, Suite 2E Ogdensburg, New York 13669

To order or for a dealer nearest you call

1 -800-447-1230
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THEY’RE BACKIH
with new skills, for a new world

12 BRAND NEW TRIBES OF
LEMMINGS. EACH WITH THEIR OWN
SKILLS

SKIERS, SURFERS, BONGO PLAYERS,

SNAKE-CHARMERS & MORE
PUZZUNG PROBLEMS WITH
HILARIOUS ANIMATION

SAVE THE TRIBES & WIN THE
TAUSMAN

8-WAY SCROLUNG

ENHANCED SOUND SUPPORT
WITH DIGITISED LEMMING VOICES

production designed by

RIVETING GAME PLAY IN THE
LEMMINGS TRADITION

Psygnosis

29 Saint Mary’s Court

Brookline, MA 02146
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^ chance to test drive ten of the world’s sleekest,

fastest exoticars on ten of America's most breathtaking high-

ways and race courses. You choose: will it be the Porsche

959. Ferrari F40. Corvette ZRl. Lotus Esprit Turbo. Eagle

Talon. Toyota MR2. 1957 Femiri Testarossa. Mercedes Cll

prototype racer. Shelby Cobra, or Lamborghini Countach?

You can’t even afford the insurance on some of these cars.

We're offering you the keys and unlimited mileage.

To onicr: Vi.sii your liKiil reiiiiler or call I (StXll 245-4525 anyiiiiie. Car anti Driver is

available lor IBM anti compatibles tor S5y.y5.

400 Line Hi-rcs 256 Color
VGA Graphics

2 Player head-to-head play

via modem or network

HIM Ncrcciis. lUM a ri'plsli'ivj inuleniiirk ol' lnli.'rii;Uii<iul UusiiiL'ss Coqi. Hv l.vnior KL'M'jrL-h. t'iir;ind Driver :i n.'^i^lLr<.'d irndcin.irk ol'llachoue M.it:a/ino> Iikv, tindL'r hy

lUfi'ir.'iilc .An^. Tlio iradi'iiurk nl'itic rc'ix'OiM' pn<dix'l\ iiro ihc pri>dik'ls v>l'ihL’irrL"-|X'L-li\oc-i>rpiiralt' nu tiers, till I'l whieh liii\e nn nl'ltliahoi) uiih tiles'iroiiie Ans.

Tfiis [irxdiiel is niM eiidi'rsed i<r sfxiisiired hy jiiy I'l'llie respeelixs' iiiiliiinuMk' inaniifiieliirers.
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A Sneak Preview of Dynamix’ Betrayal at Krondor
by Johnny L. Wilson

I
n Ruyiiioncl E. Feist's iiuilti-volLime

“Riflwar Saga,” two worlds arc Joined

by a magical corridor: Kelewan. the

alien world of the warlike Tsurani, and
Midkemia, the world of the protagonists

— a Middle Eailh-like land ol'clves, dwar-

ves and dragons. In creating Betrayal at

Krondor, the new CRPG from Dynamix.
a corridor exists between three worlds: the

world of pcople-and-paper role-playing

where the Friday night gaming group of

Feist and his friends created the land of

Midkemia, the literary saga ol‘ Mid-
kemia’s history in the Riftwar novels and,

returning almost full circle, the world of

computer role-playing where Design
Team Leader John Cutter magically trans-

forms the Midkemian mythos into a three-

dimensional environment.

Midkemia is an ideal gaming environ-

ment. The world is large and peopled with

fantasy races. Though most of the feudal

lords pay homage to a central king, the

government is practically balkanized

enough to be subject to civil war breaking

out at any given time. This makes for

plenty of intrigue within the ranks of the

protagonists’ own kingdom. Then, there is

the threat from without (whether the Mid-

kemian Empire of Kesh or the Tsuranu-
anni Empire of Kelewan) and the myster-

ies of antiquity (the Valheru and the

devastation of the Chaos Wars). All add to

the “gameability” quotient of the universe.

As Betrayal at Krondor reaches the

computer screen, Midkemia has become
so much a three-dimensional environment

that gamers will sometimes wonder if they

are playing a flight simulator rather than a

CRPG. Indeed, one CGW staffer stated

that he fell like he was about to take ofi'as

he moved quickly down the on-screen

road between first-person perspectives ol'

mountains and trees, seashores and build-

ings. The gamer will simply use the direc-

tional aiTows and compass at the bottom
of the screen and move the paily of char-

acters along a step at a lime. Then, once
the paity is in the center of a road, the

gamer can toggle an “auto-road” feature

and place the cursor over a directional

arrow. By holding down the mouse button,

the party will simply blitz down the road,

affording a movement bonus for being on
the road that is visually communicated to

the gamer rather than numerically pre-

sented. Indeed, if one so desires, it is pos-

sible to zoom high above the parly in an

overhead map view and zip down the road

so fast that one has a sense of Hying (and

that is appropriate because any further re-

leases in the series may well have the

option of allowing the gamer’s charac-

ter(s) to fly).

As players encounter on-screen ene-

mies, they occasionally hide behind tcr-

1‘ain featui'es such as trees and come out to

ambush the party or they scale larger as

they come closer and smaller as they flee.

When players encounter on-screen ob-

jects. they scale as the parly closes or

broadens range on them. One need only

click the light mouse button to determine

Pdije ti Compmer (Jciiiiiiip World



what an object is and the left mouse button

(once the party is close enough) to exam-
ine the object. We also liked the shading

and brightening that constantly indicated

the cycling of day and night.

S;'
i

^

-

‘

' .

;

k

’

I

Much of the Dynamix visualization of

Miclkemia is stunning, but Cutler’s team

has established a solid corridor between

the technological interpretation of the

world and the literary inteipretation of the

world via a lavish use of text. The entire

game is structured according to chapters in

a book, a book which would feature events

taking place between A Darkness at

Sethanon and Prince of the Blood. As the

player solves each portion of the game
successfully, anoiiier chapter is intro-

duced. The pages of text are presented in

a beautiful, illustrated manuscript format

and are occasionally enhanced by images

of the characters and animated sequences

(with the limited movement of some early

Japanimation). it is very obvious to even

the most casual fan that the writers must
have studied Feist very thoroughly or col-

laborated effectively with him. The tone of

the text is just right.

Well Met! (NPC Interaction)

When the player’s party encounters a

non-player character who is not bent on

immediately attacking the party, there is a

digitized on-screen photograph of the

character displayed on the screen. Much of

the conversation is handled via the text

pages indicated above, but the program

also parses the subject matter of the NPC’s
conversation into clues for the player.

Thus, when the NPC is finished with

his/her canned speech, a screen appears

with a set of on-screen buttons. Many or,

conceivably, all of these buttons will list

potential new topics for the NPC to dis-

cuss.

All the gamer needs to do is point and

click on one of these active topic buttons

and the NPC goes on with the conversa-

tion. At the end of this new information,

there may even be more topic buttons

available. In this way, the player can ex-

tend or suspend the party’s conversations

with NPCs by either selecting new topics

or not.

It Is RiftH'«r! (Combat)

Combat is handled very elegantly in Be-

trayal at Krondor. The gamer’s party of

characters and any bad guys or monsters

appear in the 3-D image area at the top of

the screen. Then, in a phased movement
where the sequence is governed by the

character’s Speed rating, characters move
and/or swing/spellcast in descending or-

der. For tactical movement, the gamer
moves the cursor until a green rectangle

appears on the 3-Space ground where the

character should finish his/her move. If the

character is in range to attack, a yellow

rectangle will appear around the feet of the

enemy as the gamer moves the cursor to-

ward the enemy. If the character can cast

magic at the enemy, a blue rectangle will

appear around the feet of the enemy.

If the gamer wishes to strike, he/she need

only make a mouse-click while the yellow

or blue rectangle is in place. Damage, if

any, is immediately as.sessed and the turn

progresses to the next fastest character or

enemy. Combat continues until one side is

destroyed or successfully retreats (the

combat AI is smart enough to retreat,

often!).

Note: After combat, it is wise to select

the campfire icon and “Camp Until

Healed.” Characters can restore up to 80%
of their strength in this way, even without

benefit of healing spells.

Magician: Gamer (Spellcasting)

Feist does not elaborate very much on
the magical system used in either Kelcwan
or Midkemia. So, Cutter’s team was
forced to fill out the references. In the first

book of the series (either Magician in

hardbound or Magician: Apprentice in

softcover), Kulgan speaks of Pug under-

standing the logical structures of magic.

Later, in softcover’s Magician: Master,

Pug is informed by his alien mentor that

Midkemian practitioners only understand

part of the structure of their magic,

Once a gamer clicks on the amulet icon,

a spellcasting menu appears. The spell-

casting menu consists of several spell cir-

cles containing geometi'ical forms with

arcane symbols in each area of the dia-

gram. Assuming that the character can cast

a certain spell, the gamer need only move

the cursor over one of the arcane symbols

and the name of the spell will appear,

along with the range of damage said spell

could cause and the potential cost in en-

ergy (Health points) should the character

cast it.

With some spells, many of the small dots

on the outside of the spell circle will be

highlighted. In such a case, the informa-

tion on damage and energy (Health) cost

is dynamic and changes as the gamer
moves the cursor along the outside of the

spell circle. This is because the different

dots on the outside of the circle represent

the amount of Health which ihe.spellcaster

is willing to put into casting the spell.

Once the spell is selected and the amount

of energy to be placed into casting it is

determined, the view returns to the combat

screen. Then, the gamer need merely as-

certain that the blue rectangle is placed

around the enemy’s feel and click the

mouse button. The visual effects are often

very striking with enemy’s turned into

stone and shattering into dust or burned to

a crisp and frittering into ash.

Naturally, as characters advance, there

are more and more geometrical diagrams

to be discovered and, hence, more spells

to be cast. In a real sense, the magic system

for the computer game seems very much
in tune with the spirit of the magic system

at which Feist hinted in the books, but did

not detail. The magic system will not sat-

isfy gamers who wish to gather spell com-
ponents or mix potions, but it should

satisfy those who have read the Riftwar

series of novels.

El Krondor Pasa
(Conclusion)

Betrayal at Krondor bridges the gulf

between three fantasy environments.

Some literary purists will insist that it is

not possible to transform a novelist’s fic-

tional universe into an interactive environ-

ment. Some gamers will dislike the

digitized images that look almost like pa-

per dolls against the 3-Space world. Yet,

we believe that many gamers will believe

that it docs so successfully due to the ex-

cellent implementation of its technology

and the obvious collaboration with the

novelist who spawned Midkemia. cgw
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IMMAND 35 NEW POWSTAK^-kTHE WORLD-WINNER \RS: RAZ

CIVILIZATIO^JS WITH CATASTROPHIC QUAKES; 'HE OCEANS TO A BOIL! RIP
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[unleash ^ TORNADOES TO RAVAGE

rsbE/biAB< LICA.

[UST g/tTING WARMEyr^cND )5T POWERFUL

!TFUL SEAT ATOP M^OlYMPUS!AN>3 CLAIM YOUR R,

Tob^h your opponent’s lands
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Populous 11 is Availabli: por the IBM and compatibles for $59.95, To ord^r; visit your local retailer or cai^
1 (800) 245-452S anytime. Populous is a trademark of Electronic Arts. IBM screen shots.
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Once pu've defealed alien armies,

solved murders, and overcome curses,

real life seems lilie child's plaij.

Danj^er, Deceit.

1' r i u ni p h s

.

Tragedies.

And always,

the unexpected.

The Lost Treasures of

Infocom I 8i. II may be just

games. But then, so is life. Which

is wily you’ll find these two

incredible collections indispensi-

ble in your quest for individual

fulfillment. Self realization. And,

most importantly, engrossing

entertainment.

For those inibued with imagi-

nation, a sense of adventure and

mountains of determination, The

Lost Treasures of lufoeom I 8:

II are a paradise of pleasure.

Herein are contained many of the

finest interactive entertainment

programs ever written.

Twenty classics in Lost

Treasures I alone. Including five

Zorh fantasies. Mysteries like

Deadline and Witness. Science

fiction favorites like The Hitch-

hiker's Guide to the Galaxy and

Starcross. Eleven more in Lost

Treasures II with the likes of

Plundered Hearts, Border Zone,

Trinity and Sherlock Holmes.

Ask your software retailer for

The Lost Treasures of Infocom.

That way the next time life

seems a little too real, you’ll have

some really exciting adventures

just waiting.
inPocoiiN

Available for .MS-DOS, MS-DOS CD-iU)M. .Macintosii. ami .MiiciiiKisli OD-RUM. Visit your local retailer or call l-.S0{)-477-3()5() nr to order.
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C omputers supply more than artificial opponents and playing environments for games and
simulations. Computers also provide tools for: personal creativity and entertainment; the blend-

ing of media; group interaction; altered perspectives; new environments; faster processing of

game/graphics data; and larger images. In this special section:

• Paula Giese unveils new ways to play with data and images on our computers, creating conceptual
breakthroughs as we "play" with our world;

• CGW Editor Johnny L. Wilson visits Activision's sound stage to observe the blending of live actors and
computerized backgrounds for Return to Zork-,

• Paul C. Schuytema unveils the heart and soul of the techno-wizardry underlying VWE's BattleTech
Centers;

• Chris Lombardi checks out the angles and technology to be found in l•motion's Alone in the Dark
Lovecraftian polygon-filled graphic adventure;

• CGW looks at the Al and 3-D rendering to be found in Bullfrog's upcoming strategy/adventure set in

a dark future;

• CGW's editorial staff considers the gaming potential of technologies demonstrated at Eall Comdex;
and

• Chuck Miller shows us how to get a large VGA image without ttDTV.



Power to the
Imagination

Bourbaki’s FracTools

by Paula Giese
[’{tuLi Gicsc is president of Compiilcx
Services, n computer consullinp firm ihdl

works with bwyers and construction

companies. She is a former Professor of

Humanities at the University of

Minnesota, where she was Cditor-in-Chief

and writer for the Minnesota Math and
Science Teachini> Project which
developed a harids-on curriculum for

grades K through 6 and a teacher
education program.

elte settings which prevent selected colors from moving and

changing, so images can be meaningrully color-animated (just the

eyes move, to show life, say), rather than “ait colors How” which

is ideal lor most kaleidoscope abstractions.

To illustrate, the three “I'rog planet” images are part of a one-slide

F
ractals have generated great scientific excitement in the past

decade. They are images from a revolution in human thought,

showing aspects of reality (with applications ranging from

neurology to stock market cycles) only discoverable by using

computer graphics. Many shareware programs exist which enable

one to generate them.

FmcToois is the centerpiece of a

family of slick, professional soft-

wares for those who want to play with

(rather than research) the fantastic

shapes. With the tools available in

this program, one can How colors

through them, merge them with other

images, and easily make slide-shows

that combine fractal and painted or

scanned PCX images. Its easy-to-use

graphically-based menu-driyen sys-

tem. support for SuperVGA and

comprehensive manual make it the

best current low-cost fractal software

choice for those whose recreational

preference is artistic or creative.

Pretty Shapes and Colors

FracTools generates Mandelbrot

and Julia fractals from zooms on the

images that come with the program.

Images are generated in the proprie-

tary format that allows innumerable

interactive changes from Color and

Effects menu choices. FracTools

also saves any image in the industry-

standard paint-raster PCX format. It

can load any PCX (not just a fractal)

for color changes and pseudo-anima-

tion. FracTools supports control pal-

TITLE: TracTools

SYSTEM: IBM
PRICE: S3S,00

PROTECTION: None
DESIGNERS: Myers (Tools; Zoom);

DISTRIBUTORS; Boutbdki (Boise, ID);

COMPANION
PROGRAMS:

Medid (Nicosia, CA)

FracTuncs, IracZoOins

Posf 14 Coiiipiuvr Camiitfi World



icrcd "stars’' through a wildly colorful rotating nova, while the

colors and lighting of the 256-color foreground scene PaintBrush-

collugcd over it change appropriately.

"Musicians from Hell" uses the same technique to animate a

16-color standard VGA image. The backgn^und and most of the

musicians' bodies are set to not "strobe" or color-change. The
musicians' cheeks, lips, fingers, and eyes appear to move as they

play, while the fractal representing their weird music revolves.

"Musicians” is music-driven by another Bourbaki program,

FracTimes. which can use AdLib, Soundblasler, or Roland song-

files, or can display animated images driven by live play on
Roland-MPU-compatible MIDI instruments. A user-scripted se-

ries of images responds with colors in rhythmic motion to pitch,

tone, volume and velocity. FracTunes is a lighl-and-color instru-

ment that you can Jam with visually as well as musically, creating

computer-assisted multimedia karaoke.

After playing with fractal images for a while, users can save any
version they like as PCX files,, which can be reloaded for color

palette flows and I'otations. or incrged with other images using any
paint program. Spectacular fractals can form backgrounds, or parts

of them can be made into cutouts which can be clipped to painted

or scanned images. Fractals make excellent components of images
intended to convey a fantastic, futuristic, or spiritual feeling.

"Annie’s Dream” (page 16) collages the sleeping girl onto a

butterlly-shaped Newtonian fractal from one of the ready-made
sets Bourbaki sells. Newtonians are among the other kinds of

fractals that a sister program. FraeZooni, generates. When color-

animated, the bands of color flow outward along the wings, so the

giant dream butterlly appears to be alive.

Clear, Professional Menuing
"AsEasy as (Fmgerpainting) only neater..." {page 16) shows

FracTool.s" well-designed drop-down menus at work making a

palette foi‘ animation of a Newtonian fractal. In 16- or 256-color

modes, the image’s palette can be clicked to .select from among
millions of colors by moving the sliding bars. (Hei'e they’re shown
set to vary Hue, Tint, Brightness. A mouse-click changes the

metiKid to Red-Green-Blue variation.) The cross-hair cursor will

click-select a screen-pixel for color editing by jumping to the

palette, so that all instances of that pixel’s color can be changed.

In 256-color modes (VGA only), the palette is bigger. Cursor
jump-selecting and spectral palette-pans are essential aids to edit-

ing that even the ‘'magic-wand” selections of expensive profes-

sional raster-edit programs cannot do. The "random” (generate a

new palette) and “copy” (ranges of colors from one place to

another) operations are useful for creating and trying many com-
binations quickly. All palettes can be saved as re-usable .PAL files.

Any images can be gray-scales automatically or converted to 'Mine

an” for B&W printing, using palettes that come with FracTool.s.

The major omission in FracTool.s is that it does not support any
pi'inter drivers. To print spectacular images, they must be loaded
into a program that handles PCX file formats. FracTools doesn’t

do real file management—just gets and saves the several file types

it uses— but its graphical file access capabilities are well-designed

(superior to those of Windows), intuitive for users who wander
multiple drives with many subdirectories.

The manual needs layout glitz and it isn’t always clear how to

use ilie complete information it crowds in. There should be more
examples. Yet, the manual does clearly state a major truth about
FracTools: the way to learn to use it in 3 words is "play, play, play.”

The changes that can be run on abstract fractal images are mesmer-
izing.

After doing that a while, one may wish to gel into color-animating
non-abstract images where the methods arc the same (but the

effects controls are limited to picking the moving and fixed colors,

flow control and speed settings). The manual has no information

on making such slide-shows, because Bourbaki did not sec the

possibilities of this (I invented it); they thought FracTools as a

kaleidoscope. It is much more.

Effects Menu F/X

Simple slidc-show.s—selecting effects and different palettes to

(low or strobe colors, and lining up image files—can be menu-gen-
erated from FracTools. An easy scripting language makes more
complex shows possible. There are no fade transition effects,' such
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wass^

Kidshows, Digital Photoshows,
Grabbed-Screen Shows

as pro presentation programs offer, but

the pseudo-animations of controlled

color changes are more fun. PCX files can

be assembled from many other programs
(including screen-grabbers), so there are

story-telling possibilities, including oc-

casional text screens.

For fractal files, there are many more
effects than the controllable color flows.

From the effects menu, changing the

number of iterations (under which the

fractal was originally generated) changes

its appearance dramatically. Other effects

include Stained Glass (dark outlines

around each colored area) and the Dust

(which reduces a fractal to lacy whorls of

multicolor sparkles). The Kaleidoscope

effect divides a fractal into four mirrored

images, joining them seamlessly.

FracTooh' ASCII text “show scripts”

can automate the best of one’s graphic

experiments. Unfortunately, although

scripts can loop, pan and mimic some
expensive presentation-package transi-

tions, lack of an “IF” in this laneuage and

of “STOP, GO BACK, CONTINUE,
GOTO” commands means only self-run-

ning. non-interactive, shows can be cre-

ated. Bourbaki wasn’t thinking of such

shows; they were thinking of fractal ka-

leidoscopes. Fortu-

nately, shows can be

given to friends who
don't have the program

or uploaded to BBSs
without piracy, because

there is a very basic

giveaway showdriver.

Fascination with frac-

tals’ beauty and endless

intricacy may inspire

one to learn more about

them, mathematically

and scientifically. The
manual begins this with

a short, plain-language

simplification of what

Mandelbrot-type frac-

tals are, and a suggested reading list.

Bourbaki’s FraeZooms can assist further. It gen-

erates some types (Newtonians, differential equa-

tions. Pickover Biomoiphs) that the main program

cannot, as well as providing a utility for batch-gen-

eration of sets of fractals unattended, which is handy

if you have complex ones to regenerate at time-con-

suming higher resolutions. When FraeZooms runs

on a subdirectory of fractal files, it generates an

ASCII file of records containing analytic informa-

tion, parameters, values or variables, etc., which can

be imported to a spreadsheet or database to system-

atically compare sets of fractal images and study

their properties.

The whole Bourbaki “frac family” is highly rec-

ommended, as is the only retail source for it: Media
Magic (800/882-8284), a catalog dealer for many
fascinating books and softwares on the integrative

theme of “art. mathematics, science and computers.

You gots

Z gLAOl

FracTools is a simple, inexpensive show creator that

even young kids can use. With grade-schoolers from

local school computer clubs, I’ve collaborated on sev-

eral shows that have been hits with other kids and

parents. Foiir-ycar-old Lisa’s picture of me (scanned

from her drawing, paint-colored by her older cousins)

is all too recognizable. I've duplicated it to show one

color-change plus comments from young art critics,

Youngsters can create palettes for fire flickering across

buildings, How colors to make a sunrise, flash lighten-

ing on a stormy ocean...

It isn’t necessary to write scripts to get many of these

effects, but kids may be motivated to learn how. Frac-

Tools’ menu methods provide immediate yet vividly

satisfying results children can realistically achieve.

This often leads to experiments with the scripting lan-

guage. FracTools has no

real competition. Those

0

Changed

her

SHIRT!

with artistic or creative

leanings will be inspired

and delighted by Frac-

Tools. FracTitnes, and
other Fracs.

These tools put what may
be the greatest discovery of

our age, Benoit Mandel-

brot's visuai-malhemalical

work that harnesses the in-

finite in never-ending exfo-

liating networks at the

service of the power of the

imagination. Now that's

techno-wizardry, cbw
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From NovaLoglc’”,tte creators

olWOLfPACK™.

Firstsimulator mih rsai-limo cauirais o!

m Unsurpassedspeedandmaneuverability
aReal-time fly-bys through actual terrain data
a One-minute learning curve
t Superb musicalscore andsound

MUM.OVERjga^s

lulalioifSMonMme

llhe ultimate in 21st

rcopters - the Boeing

COMANCHE'

the promise

true! You comi

Century Attack

Sikorsky RAH-66 Comanche, not just over,

but in and around ultra-realistic 3-D

terrain. Can it be true? Absolutely!

Thanks to NovaLogic's radical new

simulation environment VOXEL SPACE™,

which produces graphics 500 times more

detailedthan any of those tired old

polygon graphic games. You'll dive from

mountain peaks, dart through winding

canyons, and roar through pulse-pounding

combat in stunning cloud-fMled skies.



More About Fractals. .

.

Forgotten Monsters,
Ferocious Mathematicians

reason for relying increasingly on jcompiiier] graphics

iwt.v lluil something strange and totally unexpected began to

happen with consistency. Our graphics did more than inform.

They made people dream. Colleaguesflocked to tell us that we

had made them .see their own work in a different light, and had

helped them by unveiling previously unnoticed analogies. For

ihefir.st time, theyfelt that what they saw directly affected what

they did next. All problems are not resolved, but manyproblems

are deeply changed. ”— Benoit Mandelbrot

Millennia from now. the creation/cliscovery of fractals will

riink with the invention of writing and numbers in the history

of human thought. In a century, IBM may be remembered only

as the vast, bumbling computer bureaucracy which sheltered

Mandelbrot and provided him

tools to develop this revolution.

This hasn’t come ea.sily. Man-
delbrot is a maverick outsider,

but his genius is .such that the

math Esrablishment has fought,

rather than ignored, him. Rec-

ognition of the importance of

his work has come more

through the sciences and the

arts.

Moved by the irony of its

name conjoined with fractals.

Mandelbrot contacted Bour-

baki-lhe-software-company.

“What made me laugh,” he

wrote Bourbaki. "is the juxta-

position of the two words that

play central and opposite roles

in my life, fractal and Bour-

baki... As to Bourbaki. it was the name of a strange cull which

reigned in Paris for decades, and which I resisted and fought

with a satisfying degree of ultimate success."

In the early years, Mandelbrot (who is French by binh)

published liis mathematical researches mainly in Comptes Ren-

dus. a French academic journal. He was fiercely opposed by

"the Bourbaki Group,” which began in the !920s as a handful

of French mathematicians who wanted to return true rigor to

mathematics, infested with sloppy thinking in their view. They

adopted a pseudonym for their aggi-essive publications, Nicho-

las Bourbaki, after an obscure statue in a park where they first

met.

Lurking behind this name. Bourbaki, the anonymous mathe-

maticians I'ired off a still-continuing barrage of textbooks and

articles which ripped into the iterative methods and what they

termed the pathological monsters of Cantor. Peano. and their

intellectual descendants—including Mandelbrot and his fol-

lowers.

No longer young idealists on a quest lor purity, they are now

antique bastions of rigor moitis whose views dominate Ameri-

can math textbooks and academic teaching. Mandelbrot’s work

is anathema to them, a revival of ancient "monsters and pa-

thologies” such mathematicians threw in the dungeon, forever,

they hoped. It is war. No lasers or swords. Instead, the combat-

ants are savants, the liberated monsters beautiful, the spell-cast-

ing formulae arcane, potions only helpful after-hours, and final

point scoring is for future generations.

So. Mandelbrot naturally wanted to know if Bourbakl’s

FracTools were some covert ploy by Bourbaki-the-ferocious-

math-purists emanating from the unlikely locale of Boise,

Idaho, where Bourbaki-the-software-company (who probably

didn't understand the history of their name) has been producing

the fine DOS shell I DIR ("Wonder”) for more than a decade.

Or. as Mandelbrot tactfully put it, "The reason I write is to ask

whether the juxtaposition of these two terms (fractal and Bour-

baki) was accidental or deliber-

ate.”

He was pleased to learn from

Bourbaki-the-software-compa

ny that FracTools was not some
mathematicians’ war-move; it is

actually an homage to his work.

This work has entered our cul-

ture in a unique way, not by pop
simplifications (the way relativ-

ity theory did after The Bomb),

but via widespread hands-on

play with the methods and con-

cepts.

This came about by historical

accident: at just the right lime,

cheap, powerful computers

were available to the young in

spirit, to future scientists not yet

part of The Establishment, and to those who like intricate

mental activity, especially using their own hands and eyes, even

if no one pays them for it.

Fractals became both a source for dreams of new sciences and

an intensely involving recreation for fairly large numbers of

people. The intensity of recreational involvement seems to

arise from an intuitive perception that "fractal thinking” sup-

plies something vital that is missing from the Western rational

tradition, something which isn’t supplied by airhead neo-mys-

lic babble.

Historically, defensive rationalists have maintained that "the

sleep of reason breeds nightmares” of death, destruction, war,

evil. But there are other dreams. Perhaps it is those dreams that

fractal thinking laps, aided by computer power, and may yet

awaken to life for everyone. "All problems are not resolved,

but ..."

Illustration: Replicated within the periodicity bulbs of a

Mandelbrotfractal generated by FracTools, Benoit Mandel-

brot smiles. Behind him is a logarithmic ratios formula for

determiningfractal dimensions. Lower left, the “duelingfrac-

taV' is positioned as on the 1985 Scientific American cover

that broughtfractals to 50,000 hobbyists ’ attention.
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On Location In

The Great
Underground Empire

On The Set of

Return to Zork

by Jolinmj L. Wilson

T
he technician calmly says, “Speed.” The director, Peter

Sprague, calls for “Action!” and Robyn Lively, the youthful

red-haired actress dressed as a fairy, pushes an invisible

object off of her. The set is relatively bare, except for assorted

lights, microphone booms and a large blue screen behind the

actress. Yet. the monitor shows Robyn in the midst ofa lush, green
forest.

Such is the magic of computer gi'aphics and such was the setting

when CGW invaded the sound stage of Activision’s upcoming
Return to Zork (Return). The concepts behind the project had
sounded interesting, but we an ived at the set with a ton of skepti-

cism (largely due to our feelings about Leather Goclde.s.se.s of
Rhobos If) and left with an equivalent amount of expectation. The
design team really seems to have learned from the mistakes and
built on the strengths of the first attempt to create a full-scale

graphic adventure from a classic Infocom title.

First of ail, LGOR // used amateur voice talents. Return uses

professional actors and actresses, as wcl I as an experienced screen-
writer on-set to clean up and refine dialogue on the lly. Second.
LGOP II was designed to be easy and accessible to entry-level

players. Return has the most intricate puz/le structure we’ve seen

in quite a while. LGOP's interface could be described as “clunky,”

at best. Return'?, interface may be revolutionary. It is certainly an

interface that I would have said could not be done. LGOP'?, art had
an unfinished, almost crude, look. Return's art is being integrated
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with the live actors from the very beginning. In short. Return has

the potential ofbeing ... well. ... a real Infocoin game.

Cast Party

The cast is very interesting. We observed Ernest Lively, perhaps

best known for his television role as Cooter on “The Dukes of

Hazard” and his recent appearance in the action dim “Passenger

57,” playing the part of a one-armed adventurer. Between scenes,

we asked him about the main difference between film and televi-

'

sion acting and his first experience of appearing in a computer

game. “The biggest dilTercnce is that there’s no one to act off of,”

he stated and went on to explain that, since most of his lines were

directed at the player of the game, there was no acting synergy

between his character and the one (the player’s) he was speaking

to. Although this is often the case when close-ups are being filmed

for a series or film, most of his scenes in the game are strictly solo

performances. Further, the actors often had to film six or seven

different responses for each potential action by the player. It is

tough to gel into an acting rhythm under such circumstances. He
did like the fact that the Media Design West and Activision

production crews kept the filming on schedule and “didn’t have to

stop for half a day because the director didn’t like the light.”

All of the actors and actresses had to participate in one ritual

unique to the requirements of a computer game. In order to use

William Volk’s technology, which synchronizes phonemes and

facial movement, each performer was required to say a standard

line in three emotional states. So, at some time during each

performer’s tenure in front ol* the camera, a casual observer would

observe him or her shouting, “Mad dogs howling at the wind, so

let’s eat!” The line doesn’t make much sense semantically, but it

does phonetically, as the line contains all of the phonetic units of

which English words are made. 'I'cchnicians will be able to use the

facial movements from the line to create lip-synced dialogue.

Those who used to watch “'fwin Peaks” should recognize the

game s lairy, Kobyn Lively; fans of “The Wonder Years” should

enjoy the troll, .lason Hervey (Wayne); and filmgoers who remem-
ber the remake of“Flash Gordon” should be familiar with the blind

bowman, Sam Jones.

One of the actresses, Lori Lively, serves as a spirit in the woods
and will be morphed into a tree. As an additional creative touch,

Lori sings her part. Tougher yet, she had to sing her part a capella

on the set and the accompaniment will be scored under her part at

a later time. Fortunately, the project’s voice coach, Teri Mason,

has perfect pitch and was able to cue Lori and assist her in staying

in the same key throughout each song segment.

Exit, Stage Right

The blue screen in the background of the sound stage was used

as part of a chromakey technique. Filin studios ofien use the blue

screen in connection with invisibility and special effects. Much
like the weatherman on a local television newscast where the map
is processed in, the backgrounds are computerized and processed

into the shots during the filming.

According to art director Joe Asperin, use of the chromakey

method serves to assist the six computer artists on the project when
they have to match cameras and light between the live video and

the 3-D rendered backgrounds. Without filming in chromakey, the

artists have to match shadows and light sourcing between actors

and backgrounds after the fact and it is much tougher to make the

scenes look natural.

The objects in the backgrounds were modeled in a 3-D program

called Injhu-D and the design team plans to do a CD-ROMversion
where players will be able to walk into locations much like in

Virgin’s The 7th Guest (but, because of Volk’s compression

routine, requiring only one compact disc). Further, even the back-

grounds arc composed such that very few of the shots are “square

on.” Instead, the artists strove to create new and interesting angles.

Page 20 Coinpiilcr Gaming IVorlii



Michelle Em. the screenwriter iJa:.:. Heart, wriilcn lor Robert

Redford's Sundance Productions) who rewrote the original dia-

logue. complimented the artists' approach. That is signiHcant

because Michelle is an Art Center College of Design graduate and
worked for Robert Abel's special elTecls group. Indeed, several of

her storyboards were used in the spectacular "other-worldly”

sections of the original SfarTrek: The Movie. So. she knows
storyboards and she was impressed. (She is also an cxocrienccd

Infoconi gamer, dating back to the

games, too.)

A Maze Of Twisty Icons,

None Looking Alike

Perhaps, the most phenomenal
improvement we observed in Re-
turn to Zork is the ambitious new
interface. Based on studies con-

ducted at M.I.T.. the interface

should always be where the user is

looking. In Return' case, the Iwo-

biiUon interface consists of the

mouse plus a pop-up diamond con-

figuration with up to eight icon-

based options. Now. the diamond
pops up wherever the cursor is lo-

cated. Presumably, thtit is where
the gamer is going to be looking.

The mouse button on the right brings uji the player's inventory and
the left button conjures the diamond with the optiojis.

Although this editor would have said it couldn't be done, we
believe the icon-based interface solves some of the communica-
tion problems encountered with other non-text parsers, There is an

icon for photographing the creatures, objects and characters en-

countered. as well as an icon for recording the dialogues in certain

encounters and taking notes on clues uncovered. From the data

saved via these icons, the gamer can show the "pictures" and
"notes" to the NPCs encountered or play the "recordings" for them
in order to gain other clues.

In essence, the game has not lost the text capacity of the classic

Infoconi stories, it is simply that one uses images and captured

sound bytes to prompt the on-screen characters into telling more
and more of the story. Further, the interface allows players to

assume one of three body language poses: bored, interested or

threatening, when they interrogate an on-screen character/crea-

ture. This allows a richness that has been absent heretofore in

non-text graphic adventures.

Tell Me A Story

No one should get the impression, however, that Return to Zork

is all technological fanfaiv and no story. Designer Doug Barnett

(who wrote Cinemaware’s Lords of the Risin^ii Sim) scripted the

original plot, wrote the original dialogue and developed the puz/.lc

structure. Doug had always been an admirer of the Tnfbcom
classics and was thrilled to have the chance to create this return to

the Great Underground Empire.

Once the game was east. Michelle Em entered the picture and

began rewriting the dialogue to fit the characterizations she was
seeing emerge from the cast. Michelle really loves working in the

game genre. So much so that she often plays Inibcom adventures

before she writes, because they help her start visualizing scenes as

a "warm-up" to writing her own material.

Asked about the toughest challenge in switching from screen-

writing to writing games. Em suggested that it is tough trying to

write funny dialogue from 24 different character perspectives,

Asked what was most satisfying about making the switch, she said:

"When I see a movie. I get impatient. They're so ossified. There

is such a foi’inula. Games arc like the beginning of the movie
business. People are having so much fun that you don’t mind

working long hours." She went on to explain that she enjoyed the

possibility of breaking the mold in the game business.

Closing Credits

1'wo consummate professionals serve to pul the entire produc-

tion together. Executive Producer David Mangone of Media Dc-

film crew which included the

Emmy-winning (for ABC
20/20 ' segments) team of

Glenn and Karen Winter and
"King of the Telepromplers"
Larry Kiasen (Larry has

worked with eveiyone from

President Reagan to actors in

dog food commercials). Ac-
tivision Producer Eddie Dom-
brower (designer of Earl

Weaver Ra.sehall) brought in

long-time acting buddy Peter

Snraguc to direct the actors.

anisl Joe Asperin to coor-

dinate the look of the produc-

tion. Both producers were
extremely impressed with the

other's pi'ofessionalism and.

in observing them, it was dif-

ncuii to realize that they had never woi'ked with each other prior

to the shoot.

In summary. Activision seems to be making all the right moves
as they attempt to bring gamers back to the G.U.E. for a Return to

Zork. After observing the set. we can't wail until the premiere, cgw
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Plunge into a medieval world to

conquer Cascatia, an untamed
land of conquest & glory. Invade

castles, fly over mountains, and
use the forest to your advantage

as you battle across the

Cascatian Realm, to become the

reigning king. Just about the

best strategy and tactics game
you will ever play.

• NINE BEAUTIFUL SCENARIOS.
• A RANDOM MAP GENERATOR.
• UTILIZE BASIC HUMAN UNITS, THE
FANTASY UNITS OR BOTH.

• 21 LEVELS OF PLAY (STRONG Al).

• MODEM PLAY.
• COMPLETE GAME SCORING HISTORY.
• RICH IN STRATEGY AND TACTICS.
• SEVERAL FULL CAMPAIGN
CONQUESTS.

The “Conquered Kingdoms"
computer game Is IBM PC and
soon to be Amiga compatible. It

can be obtained through your

favorite retailer or ordered direct by

calling:

1-908-788-2799

©1992 Q.Q.P. All rights resented.

IBM is a trademark of International

Business Machines.
Amiga is a trademark of Commordore.
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The Design of Virtual World
Entertainments’ Battletech Center

No Galaxy!”

T
he 3 1 St century is a dangerous place,

especially for a MechWarrior. But

ask anyone who’s risked their neck

for their Mouse’s honor and they’ll tell you
that nothing can compare to the thrill. Slid-

ing into the Mark Vll cockpit, wrapping
their hands around the targeting stick and
transmission slider, pumping their feet on

the cool steel pedals and scanning the con-

trols, the MechWarrior becomes a part of
something else. Being the eyes and brain

of a sixty-ton, thirty-meter Balllemech is

no picnic. They must turn a machine of
cndo-steel and actuators into an athlete,

sprinting it across the dusty surface of a

mining planet, closing in for the kill and

triggering an Alpha strike, all before the

thin crescent moon descends over the dis-

tant hills. No, nothing can compare.

In Virtual World Entertainment’s

Battletech Center (located at Chicago’s

North Pier), the experience is far more
lhanjustagame, it’s a virtual lourde force.

Anyone who has played Activision’s

MechWairior''mov}?, the setting: far future

battlefields where the standard technology

of war is an anny of huge, anthropomor-
phic robots controlled by elite MechWar-
riors. At the Battletech Center, they’ve

created the experience of actually piloting

one of these dreadnoughts, from training

to the mission briefing to the battle. The
player slides into a custom-built virtual

cockpit with over 100 working controls

and instruments to do battle in real time

against real opponents.

The experience plays havoc with one’s

adrenal systems. A large speaker mounted
behind the cockpit chair rumbles and

shakes one’s bones. Twin screens sur-

rounded by lights and toggles fill and illu-

minate the dark, womb-like cockpit. The
BattleTech experience goes a step farther

than the “traditional” headgear-based vir-

tual reality systems by creating not a vir-

tual real ity, but a virtual experience. When
one is silting in that dark cockpit, wailing

fertile elevator to deliver the ’mech to the

surface, it is possible to almost believe that

one has been transported to the 31st cen-

luiy. Nothing in that cockpit betrays the

experience and, in the heat of battle, as

one’s eyes shift from instrument to instru-

ment, processing information, and every

limb actively controls the movement and
performance of the ’mech, one’s aware-
ness is certainly transported to the year

3052.

The game centers around combat be-

tween these Battlemechs, from simple

scenarios of “shoot eveiything in sight”

for the novices, to urban team warfare and
twilight battles where the arcing missiles

cast eerie glows across the purple horizon.

A battle typically involves up to eight

players and the Battletech Center has en-

couraged the development of organized

teams to compete in "league” matches

several nights a week.

The entire experience lasts approxi-

mately one half-hour, with a little over ten

minutes devoted to pure cockpit warfare.

A player has the option of choosing and
configuring one of four ’mechs. During a

sortie’s brieftng, touch-sensitive graphical

databases are available to view the design

and armament of friendly and opposition

’mechs. After the sortie is fought, the play-

ers gather in the debriefing zone to review
their performance and discuss tactics.

The Battletech Center is a marvel of
computer game design in which every-

thing has been created to support the ex-

perience: custom-made computer
liardware, cutting-edge computer pro-

gramming, costumed attendants, and fu-

turistic architecture.

The idea lor the Battletech Center ger-

minated back in 1979. Jordan Weisman
and L. Ross Babcock 111 were two friends

who wanted to create the ultimate interac-

tive entertainment experience. Based
loosely on the bridge of the first Alien

movie, their original idea was to pit teams
of individuals working on the bridge of a

spaceship against other individuals, 'fhey

attempted to secure funding, but because

they were a recent college graduate and a

college dropout, the funding Just wasn’t

available and their forward-thinking idea

of what computers could do was just “out

there”. The idea was put on hold.

In the mid-1980’s, Weisman and Jordan

were attending an industry model show
and saw some models that caught their

attention, 'fhey were figures based on sev-

eral Japanese animation series featuring

robot warriors. These robots were fanci-

ful, semi-sentient creatures empowered
with near-mythical abilities. In the car-

toons such as Gundam and Robotech, they

battled, along with the help of wide-eyed
teenagers, to save the world. Weisman
was captivated by the models, and they

were being dumped at huge discounts, The
two bought a ton of the models, and con-

tacted the Japanese companies about li-
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censes to use the anthropomorphic im-

ages.

They began to think about these robotic

“creatures” and their imagination kicked

in. They worked on creating a fictional

world which was more Western in influ-

ence, based on the history of the Roman
successor states and the hordes of raiding

Mongols. Weisman was very interested in

history and he believed that a few people,

brainstorming^ could think ofa fairly plau-

sible fictional history, but if you used ac-

liia! history as a template, you then had the

actions of millions of individuals to draw

upon, 'fhey also wanted to dcmythologize

the robots, making them purely machines

(albeit very advanced machines)

more akin to tanks than super-

heros, They imagined what would

be necessary to keep these ma-
chines of war running, from pilots

to repair technicians.

Weisman and Babcock wanted

to make the world a declining cul-

ture (it’sjustmore interesting, says

Weisman), where the technology

of the past was superior to the cur-

rent technology. They created a

scavenger society, where an armed
forces recruitment slogan could

have been: “Join the army and

drive the ’mech your father drove.”

In 1985, they created FASA cor-

poration (which stands for “Fre-

donian Aeronautics and Space
Administration” alter the fictional

country from the Marx Brothers’ movie.

Duck Soup) and began publishing the Bat-

lleTech boardgame (now in its third edi-

tion). They thought it would only take a

few years to build the capital for their

interactive entertainment center, but it

turned out to take a lot more time and

money than expected ($3.5 million to open

the first center).

The boardgame has become immensely
popular, spawning an entire series of sup-
plements, technical documentation, and

even a popular series of science fiction

novels. The game is basically a tactical

science fiction wargame in which the

players control regiments of BattleMechs

in a wide array of scenarios. The game-
universe Is set in the far future, in a region

of space called the Inner Sphere, governed

by rival and feuding, feudal houses (a deri-

vation of the Roman successor states). In

the evolving history of the game universe,

the Inner Sphere has recently been in-

vaded by clans (the historical Mongols)
who control new technology Battlemechs

called OmniMechs ('mechs which are

modular and easily reconfigured). This in-

vasion occurs in the game year 3052, the

“current” year of the Batilelech Center.

It was in 1 987 when Weisman and Bab-
'

cock finally generated enough capital to

begin work on their entertainment center.

When they first met with programmers to

initiate the planning of the first center,

they still were not sure what it would be

based upon. After talking with the pro-

grammers about the feasibility ofthe pro-

ject, the BattleTech universe seemed a

perfect environment for their interactive

entertainment center.

During these early stages of planning,

FASA licensed its Battletech game con-

cepts to software houses, who created such

games as The Crescent Hawk ’s Revenge

and MechWarrior. The multiplayer Mec/i-

warrior which is playing now on GEnie
received much more active input from

rlu' Ready Area of the Chicago RaltleTech Center

FASA. The current president of FASA,
Sam Lewis, worked closely to design a

vast role-playing world and database that

fit into the BattleTech universe. Eventu-

ally, they hope to use this growing data-

base to link all of the Battletech Centers

together, enabling the victories in one

Center to effect on the political and his-

torical history ofthe entire “Inner Sphere.”

Conceptual Reality

it was in 1990 when the newly formed

company, Virtual World Entertain-

ments, opened the first Battletech Center

in Chicago. Weisman remembers being

there on that first day, seeing his dream
becoming a reality. “It was wonderful,” he

said,, “but when I came back the next day,

I could see all ofthe things we did wrong,

all of the things that needed improve-

ment.” So, as soon as the Center had be-

gun, it was already involved in the

dynamic process ofre-crcalion, which has

recently culminated in a completely re-

worked program and cockpit system

called the Mark VII.

In designing the center, Jordan Weisman
wanted to create a “live-action role-play-

ing environment for cooperative storytel-

ling.” He has always been interested in

I'ole-playing games and the imaginative

entertainment they offer, but he wanted to

make that type of cooperative play avail-

able to more people across a wider spec-

trum. Role-players (pencil and paper)

must create the world in their imaginations

and are much more willing to suspend

disbeliefjust by talking about it. To make
the appeal larger, however, Weisman saw

the need to make the experience as real as

possible, encompassing every aspect of

the Center. With this in mind, they envi-

sioned a multi-faceted experience, divid-

ing the Center up into several major

“experience” areas: observation platform,

briefing, ready area, cockpit and mission

review.

Weisman and Babcock consid-

ered making the experience “tradi-

tional” virtual reality, with the hel-

mets for stereo vision, etc., but they

felt that the technology was still in

its infancy. In the head-mounted

systems, the graphic resolution is

low, the lag-time and frame rate for

the moving image is choppy and

disorientating, and there is the ob-

vious encumbrance of the helmet.

Weisman feels that a cockpit-based

system is the best current technol-

ogy for suspension of disbelief.

They wanted to create an experi-

ence that went beyond the arcade,

and was aimed at an older, more
sophisticated audience (18-35).

Weisman points out that when
coin-op games came into existence,

they were indeed played by adults,

but since most arcade games are based

almost entirely on hand-eye coordination

and the learning is by rote, ten to twelve-

Launch Itay 7

year olds are better than adults. And who,
as an adult, will stick with something that

a kid is better at? That, coupled with the

arcades’ move to the malls, excluded an

older, more sophisticated audience.

In the BattleTech Center's game, suc-

cess is not based on hand-eye coordination

alone. Actually, other things such as re-

source management, strategy, tactics and

communication are much more essential
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to success. Adults are better at and more
interested in games of this nature. Also,

players are grouped by experience level,

so a new player will never be laser fodder
for the wily BaitleTech-]X\og\.\\ (though it

is a good and humbling experience to play

against an expert at least once in your
apprenticeship. 1 played against one of the

Center's starters and was smoked time
and lime again. However, seeing his robot

sprint past me, then swivel back, firing

while running beyond my range, only

made me hungrier for improvement).

Nuts and Bolts

The cockpit itself is a marvel, boasting

over 100 buttons and switches which all

work and all contribute to the experience.

Weisman points out that this is a simula-

tor, not an arcade game. The cockpit is

designed with user-configuration in mind.

Any game can be played at any level,

selected by the user while in the cockpit.

The player can steer and aim with the

joystick or elect to steer with the

foot pedals. There are also options

for weapon configuration, torso

rotation, targeting, scanners,

transmission and reactor heat. As
Jordan says: “Everybody should

be able to drive a Lambourghini,

but the person who has more ex-

perience will be better at it. So
anyone might drive it with an

automatic, while an enthusiast

will shift with a manual.”

There is no HUD in the simula-

tor, as is utilized in so many com-
puter simulations. Weisman
wanted to take advantage of the

lull cockpit, keeping the player’s

eyes moving, checking the status

of varying systems. Enabling the

player to scan the cockpit, eyes

always moving, says Weisman,
makes the adrenaline pump a lot

faster.

Greg Corson is the lead pro-

grammer at Virtual World Enter-

tainments. While the first version

of the game, which was recently

phased out, was contracted out to a pro-

gramming house, all ofthe latest program-

ming is done in-house. VWE employs
three programmers, two hardware engi-

neers and one “very prolific” computer
artist.

Corson explains that the process ofmak-
ing the game begins with a pencil and a

pad ofpaper, sketching the various aspects

ofthe system. It is important to remember
that the Ba/tleTech experience is multi-

faceted, with different areas ofexperience,

and each area (ready area, debriefing,

cockpit) designed with the others in mind.

Once the basic “look” ofthe experience

has been sketched out, they focused on the

logistics (this is a business, remember) of
moving people through the experience and
setting up the time duration for each seg-

ment.

When it came time to actually begin
work on the game design, Corson first

looked at the BattleTecIi boardgame. The
detail and the background come from the

original rules, as well as the designs forthe

robots and the weapons systems. Corson
points out that the boardgame was de-

signed lor play with dice on a hex board
and certain aspects of it had to be modified
in order to move the experience into real-

time, mostly through trial and error to

arrive at the right type of controls.

'I’he programming lor the game was
written in C on Macintosh Quadra 700's

and, when the game is up and running, a

Quadra which is configured before each
session by an operator, sets up the vari-

ables for the encounter. Each cockpit

houses its own computer, sporting two
CPU’s, a graphics controller and a secon-

View from inside Ihe cockpit

dary computer controlling all of the cock-

pit instruments. All told, each cockpit

contains roughly 12 MB of llAM. At the

beginning ofeach day, the program for the

game is downloaded into each cockpit,

and when the game is running, each com-
puter controls the events in its own portion

ofa vast world-database.

Corson says the most amazing thing,

from a technical point of view, is that the

whole thing actually works together. The
Center has sixteen cockpits, each with at

least two CPUs, as well as a central com-
puter and other secondai'y computers all

linked together, all controlling such things

as graphics, light-rendering, arcs and tar-

geting of missiles, logistical information

and radar.

He’s Got The Look!

The staff artist at Virtual World Enter-

tainments, David McCoy, entered the

world ofcomputer gaming from broadcast

animation. McCoy thought he knew
nearly everything he needed to know
about computer graphics when he joined

the Battletech team, but he quickly learned

that things are perceived much differently

in “the heat of battle.” No longer is detail

the most central issue. How things “feel”

is much more important. McCoy said that

during the development ofthe BattleTech

Center's graphics, he had to constantly

wrestle with the battle of “How nice does
it look?” vs. “How fast does it render?”

McCoy also quickly adopted a game
designer’s philosophy: ifsomeone is mov-
ing around in their ’mech, just looking at

objects, then they (the game team) haven’t

done their job very well. As McCoy says:

“you can look at things all you
want in reality.” What they are

creating is an active, vibrant

world where there is very little

time for browsing.

During the design process,

the first step was to get the

program to work smoothly. In

the first play-test, the robots

skated rigidly around the

world, with no fluid move-
ment. Once the dynamics of
the games were solid, then

came the animation.

McCoy first starts by ren-

dering the ’mech in a 3-D
CAD program, utilizing the

Battletech boardgame’s vis-

ual information. He makes the

’mech as detailed and compli-

cated as possible, ready forthe

“glory shot” of graphic design

prowess. He then strips it

down, creating six or seven

levels of simplified shapes

which are drawn at farther and
farther distances. The goal, he

says, is to optimize the computer horse-

power. The system has plenty of memory,
he says, but rendering the movement of
complex shapes slows the processor

down.

Afterthe ’mech is designed, the parts are

then stripped apart and entered into the

animation program where they are reas-

sembled into the joints and vertices of a

dynamic Battlemech. Using a computer
program to create a “virtual claymalion

studio,” McCoy is able to move the virtual

'mech in real-time with a custom-made
controller box. By working its joints

through various movements, he creates

“key frames” which the computer fills in
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BattleMechs in aclinn

with the proper smooth motion.
McCoy points out that each ’mech has

several different gaits animated in, and
when the speed of the robot reaches a'

certain point, the computer changes
the animation from a walk to a run.

Corson says that when they were
working on animating the ’mechs, a

wrong line of code could throw the

animation off, making the robot move
in some kind of “insane breakdance”,
with the torso spinning around the

waist, the arms coming off and reat-

taching, etc.

Unlike broadcast animation, says

McCoy, where a single frame might
take hours and hours ofrendering, he can
create animations in real-time, seeing the

results immediately. The process is much
more flexible, allowing for trial-and-error

attempts to make the movements as real-

istic as possible.

The player’s cockpit generates the infor-

mation for his or her own mech, saying, in

essence, “here’s the position I’m in, here

are my vertices,’’ and that infonnation is

picked up by the other cockpits where the

mech is displayed, lumbering, walking or

sprinting.

When the whole system works together,

it is a gaming experience like no other, and

fortunately, they have spent a good deal of
lime worfong on the mission debriefing

area of the center, where you can watch a

replay of your entire battle from a bird’s-

eye view, while another monitor displays

each ’mech, the damage it has taken, etc.'

It’s amazing how easily perfect strangers

can come together when discussing their

battle, pointing to the screen and nodding
when a particular tactic seems to work
especially well. •

;

Weisman and Babcock envisioned a so-

cial gaming atmosphere, and they have
certainly delivered. After debriefing, each
player receives a printed mission report,

which gives a play-by-play account of the
mission’s highlights as well as scores for

the individual players.

Currently, there is only one Center in the

United .States, in Chicago (there are also

Centers in Tokyo and Yokohama), but

Virtual World Entertainments has just an-

nounced plans to open up six more Cen-
ters across the U.S., as well as to expand
the game even further.

From the results that they have achieved

so far and what they have learned about
large-scale interactive game design, the

future seems wide open. Weisman sees

this form ofentertainment as an evolution-

ary step forward, beyond the banalities of
“sit and watch” television. Weisman is a

visionary, optimistic that this form of en-

tertainment will grow to the verisimilitude

of movies and plays, and as he says: “the

whole stalfhere tends to think years ahead
of the technology, so we’ll have plenty to

do— for quite a while.”

Virtual World Entertainments, liic.

1 100 W. Cermak, Suite B404
Chicago, IL 60608
(312)243-65,15

Battletech Center

North Pier

435 E; Illinois St, #334
Chicago, IL 6061

1

(312)836-5977
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Polygon Technology in l•Motion’s Horror Adventure,
Alone in the Dark

by Chris Lombardi

I
t Struck me as odd, pulling into the driveway oT Interplay

Productions in Irvine, CA, that the two most interesting horror

adventure games of ’93 were being producedjust a block away
from each other. Looking down the winding road of a planned

commercial zone in one ofthe most notorious planned communi-
ties in Southern California (a scar)' thought in itself), 1 could see

the distinctive red and white of the sign that marked the home of

Virgin Games, where 1 knew that frantic programmers were
working feverishly to finish their long-awaited and much hyped,

7th Guest.

While the Virgin team worked to stuff their technological behe-

moth onto two CD-ROM discs, 1 visited Interplay to discuss the

beta version of a horror game that had materialized on my desk

earlier that week. 'This game, entitled Alone in the Dark {Alone)

and designed by the h'rcnch developers Iiifogrammes and l»IVlo-

tion (a new publishing partnership with Interplay), comes no-

where near the visual and technological splendor of the Virgin

production, but it does use an old technology in a new way to

produce a fresh and engaging 3-D adventure gaming environment.

And, while we’ve yet to see much game-play behind the 3-D visual

llreworks of 7th Guest, the 3-D technology used in Alone both

creates a convincing 3-D work with visual l1air and lends itself to

complex and rewarding play. And it won’t require a CD-ROM in

order to enjoy it.

The “old” technology used in Alone is our dear friend, the

polygon. The player assumes the role of a character whose image
is composed of simple geometric shapes. As one will notice from

the screenshots showing close-up images of the character, the

result is rather rough—resembling the creation of a child and her

set of wooden blocks. My immediate reaction to this rough hewn
image was a disinterested shrug. Then, I started moving this

blockhead around the 3-D environment. After watching the char-

acter stroll casually about the room, pushing objects around, and

bending over to examine and pick-up 3-D objects, 1 was beginning

to understand what the designers were attempting to accomplish.

Then, after my first deadly encounter with a bizarre reptilian duck,

wherein my character punched and kicked, with great Huidily and

a life-like agility, at the bill ol' this creature of Lovecraftian

inspiration (and died as a result), my cold disposition began to

thaw, and I restarted the game intrigued.

Alone in the Dark is set in the classic adventure game locale—
the haunted house. Since the very beginning, game designers have

loved this setting for its discrete room structure and its limitless

potential as a breeding ground for spooks, ghoulies, secret com-
partments and passages. Alone uses these conceptual design tools

to good effect, creating a world where one is constantly looking

over one’s shoulder and searching ever)' shadowed nook for the

mechanism that reveals the secret study. Enhancing the effect of

these haunted 3-D environs is the extensive use of“camera angles”

to continually change the player’s perspective. As one’s character

moves about a room, one’s perspective will change many times;

from a slraight-away side-on pan, to an overhead “closet-set” shot,

to an “inferior-view” from floor level, to many other perspectives

in the visual grammar of cinema. While many rooms have only

two such camera views, some have up to nine! When teamed with

some nice sound effects (floors creaking with every step, eerie

bowlings, fiendish laughs, and growls from monsters), these

changing perspectives have the effect of pulling the viewer into

the environment in a similar manner as the effect achieved by

Ultima Underworld and Wolfenstein 3-D, and, of course, 111m.

Gamers should be warned, however, that the unique cinematic

angles sometimes get too clever. Swift changes in the viewpoint

can occasionally be disastrous when the player’s character is in

combat mode. At the very least, these shifts can be disorienting.

Yet, given the option of not having the amazing variety of angles

and never having a disorienting moment in combat or having the

variety and occasionally being discomfited, most gamers would
opt for the latter.
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With the hackneyed haunted mansion setting, comes the hack-

neyed storyline. 7'hc player can choose to play one of two charac-

ters: the bespectacled Victorian sleuth. Detective Carnby, or the

young Victorian heiress, Miss Emily 1 iartwood. Both enter the

haunted abode oflhe deceased Jeremy Hartwood to investigate his

“suicide.” Of course, the player comes to realize that the Mart-

wood’s death was not a suicide at all, but just might be the result

of his naughty delvings into the occult. Apparently his clumsy
gropings for occult power had opened up a satanic portal, turning

his lovely manor into a spiritual bus station at the junction of our
reality and of unseen evil. As hinted at earlier, the story and setting

owe much to the work of H.P. Lovecrall. While Alone does not

acknowledge this debt, the Rumor Bag Guy has informed me that

l•Motion’s/lnterplay’s next two releases using this game system

will bear LovecralVs name, as they have acquired the official Call

ofCthulhu license.

Unusual for an

adventure in these

“point and click”

times. Alone does

not have a mouse
interface. Players

control the motions

of their polygon

characters and ac-

cess their inven-

tories with the key-

pad. As players

scroll through the

individual items, a 3-D spinning image oflhe artifact appears in a

window, each item with a few action options associated with it. In

the version I played, the keypad controls worked well in control-

ling the characters motions (the game often requires fine move-
ments which make mouse control inappropriate), though it was
rather clumsy when it came to accessing the inventory. Fortu-

nately, 1 was playing the European version which has just been

released overseas. Interplay will be refining the game before

releasing it in the U.S. (target date: February), fixing a few glitches

and tweaking the interface. These tweaks include adding “hot

keys” for common character actions and adding additional func-

tions to the inventory system, and thereby eliminating the sources

ofmy frustration.

While on the sub-

ject of game me-
chanics, I must
mention a small,

though all loo

slick, feature of

Alone's save game
system. When the

save game feature

is selected, a spe-

cial screen appears

where six save

game names are

listed, along with a

small “screen capture” of the point at which the game was saved.

This is a great help for adventurers like myself who can get so

involved that they don’t have the presence of mind to write clear

and understandable descriptions of the save stale. \\\ Alone, when
I come back to the game on a subsequent night, I no longer have

to scratch my head over filenames like “SNUFFED THE
GHOULIE” or “GOT THE THINGY”. I simply look at the save

game screens to know exactly where the game state was saved to

disk. Nice touch!

Despite the rough edges (literally) of /1/one’s polygon lechnol-

2nd Save 'donigEf

(fie CEosef

®cad®innei-T'arfv

3A,r( (3'aEEery

A. Q,uc$tiona&Ee Save

ogy, I think the designers have really accomplished something in

this game—something that will cause other established adventure

game producers to lift their heads out of their 2-D box blinders and
consider another gaming dimension. I look at the rough poly-im-

ages in Alone and am reminded of the state of lank and flight

simulators using the same technology a few years ago. If the use

ofpolys in adventure games progresses the way polygon rendered

sims have, adventure gamers can look forward to some exciting

3-D game environments in the near liiturc. For now, one need not

bemoan the fact that one hasn’t the cash for the CD-ROM upgrade
necessary to play an exciting horror game with neat technology.

They need only play Alone in the Dark, which I’ve come to call,

“7//7 Guest for the rest of us.” cgw

SOFTWARE CLOSEOUTS
IBM, AMIGA, APPLE, COMMODORE 64/128, ATARI ST, MAC & MORE

IBM AH CADE .GAMES:
Arkanolil II

Bubble Bobble
Operation Wall

Ql<
Rambo HI

Renegade
Sky Shark
Harmony

The Ball Gar

Savage

S'Blf

il Over Germany
IS of Lrberly

’„Tr
I Sinks

Roadwar Europa
Mrd-Wrnicr
Frrezone

Fireleam 2200

IBM SPORTS SIMULATIOHS:
T.V. Sports Football S14

L'pefi:

$19 50
$14.50
$14.50
$16.50
$16.50

jsiers S 9.50

TT 6 S 9.50

30l U-Boat Srmulalor $19.50
Of Fire $10.50

Frrday Nrght Poker $14.50
Blackiack Academy S 9.50

Jigsaw $16.50
BallleChess ll $19.50
Super Password S 950
WILD & COOL GAMES:
Continuum $16.50

earns $14 50
pros $16.50
s from Space $14.50

Grave Va

Subuleo Tu
Downhill Challenge Skiing

Superblke Challenge
-

p Football

S 9.50

$ 9 50
$16.50
$16.50
$29.50
S 950
$19.50
$16.50
$14.50
$14.50
$16.50
$14.50

BM_flD.VENTUBE GAMES:“
• Rogers 1 $19 50

5S 0l Lancs

Iragons of Flams

Jusslron II

Vat of ths Lancs

War $19 50
St4 5C

$14 50

Super Huey II

Star Girder II

Carrier CorttmanU

Sky Chase
David Wolf Secrel Agent
Blue Angels
Rocket Rengcf
Air Strike USA
Blue Max $19 50

PresidenI Elect

Geography S 9 60

. . Geography $9 50
Baihey Beat goes to School $14.50
Discover Numbers S 500

er Alphabet $ 5 00
er Malh S 500
A Math 1-2-3 $16.50

VISA/MC ORDERS CALL TOLL-FREE

1-800-676-6616
Credll Card Orders Only III I ($25 minimum)

s more Items tor all

dilfereni compulsrs... Apple,

Atari, Amiga, C64I128, MAC,

; more IBMMS-DOS I!

COMPSULT
P.O. BOX 5160

SAN LUIS OBISPO
CA 93403

SUPER BUNDLE FOR C-64/128

.15„GAMES .FOR_$1.4.50

Includes. Demolilion Mission,

rmy Moves, Bad SIrecI Brawler.

Tai-Pan, Fist. Tai-Ceii, Mutanis,

Cyrus Chess. Doc the Oesiroyer.

i Uridium Less Ihen $1.S9 eaclil

SUPER BUNDLE FOR AMIGA
10_GAMES_EQIl_S14JO

Vampue Emprs. Sky Blaslei, Triple k.

Crystal Hammer, Pmal Missco, UWe
Dragon, Eskimo Games, Powerstyx, Spm

World i Clever and Smart.

ExTie &
^ \T

8ja_ QDJJ0M__30FTWARE;’^
^

Barney Beat goes lo School $
:D Grab Bag $ IS.K

;0 Game Coneciion
*

Ihessmasler 3000
lOROM CoHeClim wCIA $2900
to’oen Immortal S39a
Great Cites ol me Work) $4901

kounddmeBaskervres $4900
tor-es in me FasI Lane

Quest 5

. . up Mower Goose
hisenui Shareware 2 0 ..

Beaet ot Monkey Island $4900
'-ImesConsullingOeleclive $4900
Much Shareware $3900
ima 1-6 Bundle $ 49 00

VGA ^rum $ 39 00

Wing Commander Bundle $49 CO
Nin2_Commarde^4JltmaJ_6£^

‘

TO ORDER: Send check or money order including shipping Charges of $5 for

U.S.A.,S8forCanada,S16allolhers.Caiiforniansmustinclude7.25%sale$tax,

Toreceiveourcompletecalalog of over 2,000 ifemsforallcompuler types, send

S2 incashorstampslofheabove address. The catalog isFREEwilhany order.

To ctieckfflraiiilemnatllstedhere,call(a05)544-6516.
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Your Chance to get your own back! Conquest ofJapan gives you

five cities, each with money to hire armies -it is up to you to buy the

right soldiers, and direct your armies to conquer Honshu, Japan's

main island! In a truly epic production, you are both the

general,planning campaigns, and the army commander, directing

troops within each battle. All battles are played out in real time,

with your soldiers moving into formation in fantastic, colourful

animation! You can become as involved as you like -from

watching progress, to instructing individual men if you wish to!

You can even choose to play each battle In Hi Res (386/25

machines or better reccommended) or faster Low Res.

FEATURES:
• Miniature-Style war simulation

• Cities located differently each game
• Choice ofauthentic troop formations

9 Simple to play

0 Your chance to conquerJapan!!

Impressions IMPRESSIONS SOFTWARE INC. 7 MELROSE DRIVE FARMINGTON CONNECTICUT 06032.
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R
idley Scoii would be proud. The
3-D rendered urban landscape of

Bull frog’ s upcom ing Syndicate

(working lillc) I'eaUires ihc Hini noir look

of Fritz Lang’s Metropolis-'Nxih an over-

dose of pcrpelLial acid rain and ominous
shadows. It is Blade Runner Meets Neiiro-

inancer. an occidental version of Effin-

gcr’s Budayeen or a dark shadow city I'rom

a Lewis Shiner novella.

Syndicate uses hot new technology to

venture into the universe of cyberpunk.

Though novelist Norman Spinrad (Utile

Heroes) offered last rites for the genre, by

questioning its existence as a genre, in a

1989 essay in Isaac Asimov’s Science Fic-

tion magazine (March, 1989), the dark

future venue with its prodigious interlock-

ing corporations, massive data processing

networks, freebooting hackers and

brain/personality enhancement modules

seems to be gaining in popularity with

gamers. R. Talsoriaii's Cyberpunk. Steve

Jackson Game.s‘ G.U.R.P.S. Cyberpunk,

FASA's Sliadowrun (with its blend of

magic and cyberpunk) and GDW’s Dark
Cwt.s’p/racy (blending horror, magic, sci-fi

and a touch of cyberpunk) are all success-

ful role-playing games and Hacker, a card

game about breaking into computer net-

works from Steve Jackson Games, has

done very well (tind may even be licensed

as a computer game). Furlhei'. though nei-

ther Interplay's Neuromancer nor Inl'o-

coiiTs Circuit's Edi’e were as successful

as hoped, their commercial performance

proved there was some market for cyber-

punk computer games.

Syndicate features many of the conven-

tions associated with the genre. There is a

standard Brobdingnagian corporation,

MegaCorp. Further, one's agents can be

fitted with “mindcaps,” brain enhance-

ment iTiodules that connected directly into

the user’s neural system, similar to what
William Gibson called MicrevSofts,

George Alec Effingercalled “daddies” (to

go with “moddies”) and Rudy Rucker

called Wetware.

Also, the game is being designed to fea-

ture network play (sort of a cyburb of its

own) for up to eight people. Players will

direct theii' agents (each with computer AI
based on three major attributes: Percep-

tion. Intelligence and Aggression) to inter-

act with other agents by adjusii ng their AI.

to manipulate his/her on-screen

The goal is to make the AI agents within

the game so real, using Eliza-esque algo-

rithms. that players on a network won't

know when they are encountering human-

controllcd agents or Al-controlled agents.

Such a design objective is somewhat cy-

beipunk in and of itself. Finally. Bullfrog

intends to create 60 incredibly detailed

urban cities in which the player will be

As in Bullfrog’s most successful games,

Populous and Powennon^er. the game
world will continue to update in a simu-

lated real-time mode, and the garner will

react by making real-time decisions via a

point and click interface. The agents are

roughly equivalent to the military leaders

of Powernwnger and the designers prom-
ise that the AI routines for the citizens of

the cities are even more detailed than those

in that game of world conquest. (Appar-

ently, not everyone realized that eveiy on-

screen character in Powernwnger had a

name, occupation and home town.)

As the screenshots on this page should

communicate, Electronic Arts and Bull-

frog have created a stunning visual pres-

entation. What remains to be seen is

whether gamers are ready, not only for

real-time strategy/role-playing in a mod-
ern world, but for cyberpunk strategy and

role-playing in a very dark future. We
suspect they are. cgw
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IBM

256-color

VGA

iaMatial
IsTllggM

terror where

vampires, werewolves

and zombies prowl the

dead of night. Confront

Kairn, whose lethal powers

flow from the blood of his

murdered family. Will you

emerge as the

Or become his final victim?

Your fate will be sealed within

the Veil of Darkness.

Unravel terrilying riddles.

Fullill bone-chilling quests.

Clash in a deadly face-off with

the vampire Kairn.

Live the horror with heart-stopping l|^K,
,

graphics and animation, stunning

cinematic sequences, haunting music,

and blood-curdling sound effects.
'

Fight for your life in one of three combat

levels. Use the right weapon to destroy

each ghoul, werewolf, and zombie. Or die. ^
Meet a host of spectral characters whose dark

secrets reveal more of the mystery.

Sink deep into this gothic nightmare with state-

of-the-art game play. Immerse yourself with the

easy-to-use Reai Time Visual point-and-click interface.

Record every step you take with line-of-sight

auto-mapping and print-out feature.

For more

information,

call SSI at

408/737 -6800 .

€1 992 Strategic Simulations. Inc. Ail rights reserved.



Pentium"^ Futures and
Computer Game Survival

F
all Comdex is certainly held in the

right town. Las Vegas is synony-

mous with gambling and that is prob-

ably the right symbolism for the current

state ofthe entertainment software indus-

try. It seems that the software industry is

always waiting to rake in the big chips on
the next shooter, but the odds are never

what one thought they were going to be.

At this year’s Comdex, CGW hoped to

discover information about Intel’s 586
chip and, if possible, more about “Smart
T.V.” platforms like Sega’s CD-ROM
drive and 3DO's upcoming machine. Un-
fortunately, the hard data was meagre or

non-existent on both. As always, however,

the computing industry’s major exposition

was thought-provoking.

Chip Shots

Intel’s new chip will not be called the

586. Instead, the company used a major

portion of their exhibit to introduce the

Penliiim™. 'fhe chip manufacturer used

prototypes from Compaq, Dell, IBM,
NCR and NEC to demonstrate real-time

3-D animation and full-motion video at

four times the image area ofthe maximum
image able to be handled by a 486. Since

Comdex is predominantly a business/pro-

ductivity-oriented showcase, the demon-
strations featured CAD applications and a

3-D architectural program that let one zip

through a fully-rendered house at, figura-

tively speaking, lightspeed.

Since the demonstrations were not

“hands on,” we cannot be sure how fast the

processor would handle an Ultima Under-

work!, Betrayal at Krondor or F-15 Strike

Eagle III, but we feel confident that the

100 MIPS (million instructions per sec-

ond) will provide the five times the integer

performance and ten times the floating

point performance that Intel promises.

Such speed virtually guarantees more
authentic vehicle simulation performance

and more effective use of the 3-D render-

ing technology which is becoming so

popular in state-of-the-art games.

Tube Stake

As for 3 DO, we attended a panel on

“Smart TV: Mass Market Computing” in

which Robert Faber, Vice-President of

Marketing for the new technology com-

CMC's WHO KILLED SAM RUPERT?

pany spoke (along with Bemie Mitchell,

National Marketing Manager of Philips

Consumer Electronics [CD-I], Doug
Glen, Director of Marketing for Sega’s

Multimedia Products, and Howard Elias,

Vice-President of Tandy Corporation).

Whereas the other three panelists had defi-

nite products to talk about, Faber outlined

a philosophical prospectus for a Smart TV
technology. Faber indicated that repack-

aging technologies (i.e. hiding the com-
puter) is not adequate for a new platform

to find acceptance. He insisted that there

m ust be a breakthrough that sets a stake far

enough out in the future for consumei-s to

want to be part of the picture. He also

hinted at a need for a marketing support

plan to assure availability ofthe new tech-

nology and a long-range plan to lower the

cost (although he ominously observed,

“Few technologies that are really worth-

while start out inexpensive.”). Faber was
unable to comment on the specifics ofthe

3DO machine, but industry wags are now
questioning 3DO’s commitment to the

principles originally espoused by Trip

Hawkins when he began preaching the

virtues ofthe “black box” some years ago
(i.e. connectivity, cable network affili-

ation and mass market pricing). There

were some hints, however, that 3DO
would be releasing some specifics at their

presentation on the opening day of the

Winter Consumer Electronics Show in

January' of 1993.

With regard to products already on the

market, however, Bemie Mitchell im-

pressed the audience with his portable

CD-I (with its six-inch color screen) and

his assurance that the platform is not only

compatible with audio CD formats, CD-
ROM, CD-ROM-XA and Kodak’s Photo-

CD, but would also be compatible with a

CD-R (CD-Recordable) technology cur-

rently under development.

Howard Elias presented a video tape

touting the virtues ofTandy’s VIS (Video

Information System). Again, the system

consists of a box that connects to one’s

television screen and “hides” the com-
puter. Fhe VIS is, essentially, a 286-based

CD-ROM machine sans keyboard.

Doug Glen demonstrated the NighlTrap
video game, which uses actual video foot-

age, on the Sega CD platform. He ob-

served that the launch shipment of CDs
sold out and pointed out that, as a $299
add-on, the Sega CD is the only multime-

dia platform with mass market pricing.

Glen’s vision ol'the future for entertain-

ment systems includes; 1) movies on de-

mand; 2) games on demand; 3) interactive

movie games; and 4) video faxing ofbusi-

ness, educational and shopping informa-

tion. Though the current Sega Genesis

configuration does not feature connectiv-

ity (with the original Tele-Genesis long

since dead), Glen recognized that connec-

tivity is becoming more important in the

marketplace and will continue to grow in

importance.

With regard to connectivity, neither

Glen nor Faber were able to confirm their

respective plans for the future, but Elias

observed that the VIS had provision for

modem output, due to their anticipated

usage with home shopping options, and

Mitchell announced that Philips is cur-

rently involved in a joint venture with

GTE (General Telephone and Electron-

ics) to provide a fiber-optic connection to

the CD-I some time in the future.

Sound Investment

Multimedia was still a major topic of

discussion at Comdex and, as a result,

sound card manufacturers had a signifi-

cant presence. AdLib has relumed and

will be marketing the AdLib GoW sound

card, a move that will be supported by
game manufacturers like Wcsftvood As-

sociates {Legend of Kyrandia, Dune 11)

and ICOM Simulations {Sherlock Hol-

mes: Consulting Detective). Creative
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In 3-D
Action Fihta^!

THE SMOOTHEST 3-D SCROLLING
GRAPHICS EVER!
Ultima” Underworld"

move over!

Legends of Valour"

sets a new standard

with the smoothest,

most life-like screen

scrolling in fantasy

adventures. The fast,

seamless first-person

view never jerks or

slows down — even

when you’re turning.

And unlike the

competition, our

256-color VGA
texture and detail

is retained even

when you move
close to an object.

TWO VIRTUAL
WORLDS! Explore two

huge worlds; 28 miles of

ovetworld town an

underground series of.

dungeons and labyrinths.

Never before has any world

been so massive or fully
'

developed. The dynamic, evolving

music score further heightens the realism,

SIMPLE INTERFACE, SMOOTH MOVES. Use the

streamlined point-and-click interface to easily interact

with hundreds of characters and

monsters, each with a unique

personality. One-touch icon-

based combat sequences are

fast and furious. Encounters

change depending

on day or night

conditions.

And Auto-
' mapping

tracks every

step you take.

A LEGENDARY
STORY. Choose

from an array of

professions by joining

.
any of nine guilds.

Embark on over 45 excit-

ing quests with multiple

endings. Restore a king

to power, slay an evil

demon and become

the stuff of which

legends are written!

LEGENDS OF VALOUR.
3-D fantasy adventuring

never looked better!

Forplay on IBM and Amiga.
Cluebook available.

SEEING IS

BELIEVING!

Check out our demo at your

nearest software store!

Experience the hottest, smoothest 3-D scrollinggraphics ever in an underworld, or any worldl

TO ORDER BY VISA/MC; call 1-800-245-4525 (in USA & Canada) . ULTIMA and UNDERWORLD are tiadfmarks of Richatd Ganiou and ORIGIN Systems, Inc., icspctlivcly.

LEGENDSOFVALOURisatrademarkofStraicgicSimulations, Inc. '51992 Strategic Simulations, Inc. All rights reserved.
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Labs, Inc. had major booth space in two
of the exhibition venues in order to dem-
onstrate the possibilities ^ov Sound Blaster

Pro applications (though Judging from
their exhibits, computer games will not

play a large part in their 1 993 strategy).

Further, the Pro Audio Spectrum was well-

supported by exhibitions from Origin

Systems {Ultima VII, Wing Commander)
and MicroProse {Mantis, F-15 Strike

Eagle III).

In support of sound cards, QSound was
also getting significant attention with their

demonstration booth where attendees

could experience “surround-sound” with-

out expensive, additional hardware.

QSonnd has software-driven algorithms

which enhance the capacity ofone’s exist-

ing system, assuming correct speaker

placement.

The newsiest sound presentation was at

the Roland booth, however. Roland pre-

sented two new sound systems for use

with multimedia. The SC-7 SoundModule
provides both MIDI and DSP capability

(with 128 digital samples of instrument

sounds) for IBM and Macintosh users at a

suggested retail price of under $400. The
module comes complete with all the ca-

bles needed to connect directly to the serial

port. At the top end, Roland introduced

The Audio Producer™ (TAP-10) sound

card, a 1 6-bit stereo system complete with

their MPU-401 sequencing software (an

amazing set of tools), A/D/A converter,

MIDI interface and a capability of per-

forming 2-track monaural sampling reso-

lution at 44.1/22.05/11.025 kHz. Both
cards are compatible with existing games
and feature maximum tlexibility for com-
position and sound sampling.

Give Me A Home Where the

CD-ROMs ROM
One general disappointment over the

last few years has been the dearth of inter-

esting entertainment software on the CD-
ROM platforms. In general, the products

have been shovelware, text-intensive or

only slight enhancements of previous

products. It was encouraging to note a few
exceptions at this year’s Comdex. Natu-

rally, one was the long-awaited The 7th

Guest from Virgin (as well as promised

CD versions of their Conan and Dune ti-

tles). Virgin has taken the premium route

in product development.

Another approach was presented by
Creative Multimedia Corporation
(CMC). CMC is publishing low-cost, but

high value, CD-products in many areas

(education and reference, as well as enter-

tainment). Their $39.99 mystery game for

the Macintosh, Who Killed Sam Rupert?,

features Quick-Time style 111m clips when
suspects are interrogated and for a variety

of investigative activities. For traditional

gamers, the product probably has too

many free-running segments, but it offers

plenty for entry-level gamers. Further,

their first product in The Taran Trilog}’,

Beyond the Wall of Stars ($49.95) has

enough decision points to keep matters

interesting and presents lots of text with

enough animation to encourage further

rcading/exploration.

Checking The Map
In short, there are plenty of new devel-

opments in the offing that can affect com-
puter gamers. Unfortunately, there is no
clear direction as to where technology is

taking the computer gaming hobby. This

era of expected consolidation and conflu-

ence has become just as fragmented as the

last era of diverse formats and non-stand-

ardization. CGW

Broaden your horizons, challenge your mind and interact with other players across the nation.

Star Quest is a computer moderated play-by-mail game, allowing you to compete with up to

100 other players. Imagine.. .an area of 1,000,000 cubic lightyears around our own Sun

consisting of 800 stars and close to 10,000 planets, moons, and other objects. Players become

explorers, diplomats, merchants, warlords and emperors competing for victory points in five

different areas. Game turns are run every three weeks and cost from $4.00 to $12.00 depending

on the number of orders. Our "Game Startup" package includes rules, map and first five turns

for only $18.00. Rules are only $3.00.

For more information on 'this game or to receive information on other games
offer^ contact: ” . •

- DELTAX GAMING
^ ^ * 548 Great Hill Drive • Ballwin, Missouri 63021 . C .
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Flight Fromlhe Ground Up
Enter a time when pilots really flew

plcines. . . airspeed was manageable, controls

were simple, nothing was computerized. Dog-

fight success was determined by toughness

and talent, not technology.

Air Warrior* lets you experience the thrill

of air combat in 11 of tihe most feared warplanes

of theWWII and Korean eras: Mustang P-51,

Bf-109, Zero, P-38, Corsair, Spitfire, A-26

Invader; FW-190, MiG-15, Ki-84, F-86. This is

the training school for on-line air combat duty

against GEnie' AirWarrior veterans. The

theatre of operations could have over SO planes

airborne at any time; not a welcome mat for a

novice pilot.

AirWarrior is the firstandonly SuperVGA
(640 X 480 X 256 color) flight sim.Take to the

sides in 3 modes: Begitmei; Intermediate or

Expert. Film your toughest missions and re-fly

them differently to sharpen flight skills, Test

yourself against a buddy in modem-to-modem

airspace. But, log as many practice hours as you

can; it's a wild blue yonder on-line. For further inlo

on GEnie AirWarrior call 1-S00.S3B-9636. Available on MS-DOS,

November 1992.

Dei^t letMm bock on ifs a veteran move.

Sght and squeese to keep a Zera horn seraing

A PURI IRHING mRTNPRSHIP corporationA PUBUSHING PARTNERSHIP

Begev#2,IIKH)Haiasehim,buline AhWmIer ltaitaiiletedtro<fen«kci(l[«»<olC(irp<>r9len,.c'^l992ALlRIEHISRBaVlD.Kononl-is

enough foM to esrape from beWnd enemy Hnes. an|^stere<)had<nct)cB(Kenoa1Co.,ltd. cm2KanoMi.AlI(tshht«Mcr*d.XemBn1C(itMKinttn|i

liiw: I <900} 896-H]KT (4486). CaHf nt S.TOper Mlnvte.bvdi ton* phon* required.Miaen nst
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S
ometimes I tire of playing the latest,

greatest advenlLire on a teeny tiny

14” screen. A 1
7” or 20” Super VGA

monitor would be much more appropriate

for the task. Unfortunately, my aspirations

of playing computer games on a large

screen far surpass my budget for doing the

same. Ltu-ge-screen monitors, ranging in

price from $900 to $2400, are simply out

of my price range.

Do You See What I See?

Now. for a substantial amount less, the

gamer can connect his or her computer to

a large screen television and bring com-
puter gaming to new visual heights (and

widths). Aitech International has just re-

leased two encoder boxe.s which allow the

user to connect a computer with VGA card

to any video device, including TVs, VCRs
and video projection systems. NTSC, S-

VHS and PAL are all .suppoiled by these

handy convertei's designed for multimedia
applications, including games.

Crossed Signals

So what are they? The ProPC/TV and
ProPC/TV Plus are external devices that

convert VGA text and sraphics output into

an NTSC, PAL or S-VHS signal. Small

enough to fit in a pocket or purse, these

devices allow the gamer to get the “big

picture” at more affordable costs. Remem-
ber, though, affordable varies from person

to person. The base version. ProPC/TV,
retails for $299 with the more capable

ProPC/TV Plus at $499.

Making a Resolution

The primary difference between these

two models is in ease of use and supported

resolutions. The ProPC/TV Plus allows

one to use both a VGA monitor and tele-

vision simultaneously. while the

ProPCTTV only supports one output de-

vice. Both units provide NTSC. PAL and
S-VHS output, a power supply and all

necessary cables (the latter arc, however,
a little on the short side).

The second major difference involves

the level of VGA suppon provided.

Though the ProPC/T\^ can handle VGA
up to 640 X 480. it only supports 1 6 colors

in that mode. The ProPC/TV Plus sup-

ports VGA and SVGA, with up to 16

million colors in 640 x 480 resolution.

How Refreshing!

While both encoders performed well, the

ProPC/TV Plus is a superior product

which is easier to use than its lesser

brother. I did. though, experience one
somewhat noticeable problem during test-

ing — a light band scrolling from bottom
to lop across the TV screen. According to

Aitcch’s technical support representative,

this is caused by differing refresh rates

between television (60Hz) and VGA
(which can be either 59. 60 or 72Hz).

Solving this problem requires changing
the dip switches on the VGA card to match
its video refresh rate to that of the TV. I

elected not to fiddle with my VGA card

settings.

Size Makes a Ditt'erence

In the end. the buyer must justify an

expense. While these devices will enable

one to connect a PC to a large screen TV.
adding another $100 will allow the pur-

chase of a high quality 16” VGA monitor
like the NEC MultiSync 4D. Yet there is,

for example, quite a difference in size

between a 16” and 27” screen (1 used a

Sony 27” T/v/i/rwu color television for my
tests). The other major consideration is

logistics. If computer and television share

the same room or can be brought together

easily, playing on a large screen can be

quite an attractive option. However, if a

great deal of “rearranging” is in order each
time one wants to increase the visual size

of his game world, this option becomes
less appealing.

Getting the Picture

If 1 had to make a choice. 1 would opt for

the ProPCTTV Plus over the ProPC/TV
due to its slightly belter image quality, the

extended resolutions available and the

ability to view both a VGA monitor and
television screen simultaneously (it makes
running the required TSR software much
easier and eliminates the cable swapping
required by the less expensive unit). Hon-
estly, though, if it is a chore to bring the

computer and television together for use,

I would pass on the encoders and go for

the 16” NEC MultiSync 4D monitor.

Though the picture is not nearly as large,

the image is much sharper and there are no

relocation hassles. However, if I had a

second PC that 1 could keep near the tele-

vision, oi- better yet a laptop that I could

easily connect, I would definitely think

long and hard about picking up the Aitech

converter.

Either way, large screen gaming does

make a difference. It heightens the experi-

ence. making the game world seem all the

more real. Too bad the checkbook looks

so anemic!

For more information on these products,

contact Aitech at Aitech International.

830 Hillview Court. Suite 145. Milpitas,

CA 95035 or call (408) 946-3291. cgw
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F
rigid winter winds swept over an

aiready chiiied Gotham City.

Random street crimes were run-

riing at an aii-time high, despite the

hoiidays. Down beiow, in the city's

frozen sewers, Oswald Cobblepot,

known as The Penguin, pianned

more mayhem and schemed the

takeover of the frightened metro-

poiis. Gotham City /sin trouble. A
desperate call to Batman goes up.

Partner with Batman to salvage

Gotham City from The Penguin's

cold-hearted plot. Guide him in swift,

life-like moves from dark alleys to

rooftops in vivid scenes straight

from the hit movie,"Batman
Returns:' Control his combat style,

and help conduct relentless inter-

rogations ofThe Penguin's

gang. Use the Batcave com-

puter to input cities, analyze

evidence, and review enemy
bios. You're in charge of

weapons and utilities, too.

Save Gpthatri City...

and put The Penguin

oh ice.

BATMAN and all related elements are the property of DC Comics Inc c 1992 ALi. RIGHTS
RESERVED. Konaml' Is a registered trademark of Konami Co., Ltd. tr 1992 Konami. Spirit ."s'-

ofDlscovery'Is a trademark of Park Place Productions, c 1992 Park Place Productions.

All rights reserved. Konami Game Hint STip Line: 1 (900) 89e*HINT (4486); Calls are $.70 per

minute.Touch lone phone required. Minors must have parental permisskkt before calling.

KONAMI
A PUBLISHING PARTNERSHIP
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The Game’s Afoot,
One More Time

Electronic Arts’

The Lost Files of Sherlock Holmes

by Charles Ardai

TITLE; The Lost f iles oi Slieflock Holmes
SYSTEM; IBM
PRICE; $59.95

P8CDTECTION; None
DESIGNERS; Myihos SoflWiire

PUBLISHER: Eleclfonic Arts

San Matwa, CA

I
f there is any character who has ap-

peared in more computer games than

Nintendo’s plump little goldmine,

Mario, it has to be Sherlock Holmes.

'I'here have been almost a dozen Holmes-
inspired games over the years, one ofthe
best Sherlock Holmes, Consulting

Detective, which is currently available in

two different CD-Rom editions from
ICOM. Other valiant attempts have in-

cluded ImugiC s Sherlock Holmes In An-
other Bow, in which Holmes took a sea

voyage with Gertrude Stein, Picasso,

Thomas Edison, and l-loudini, among
others; and InfoconTs deadly serious Sherlock: Riddle of the

Crown Jewels.

The difference between Holmes and Mario games, however, is

that new Mario games are always coming out because the old ones

sold like gangbusters, while new Sherlock Holmes games come
out in spite ofthe fact that their predecessors sold like space heaters

in the Sahara. It is noteworthy that, until ICOM, no company had

ever released more than one Sherlock Holmes game, while all the

Mario games come from the same source. It is also worth noting

that the Holmes curse is not limited to games; the last few Holmes
movies, such as “Without A Clue” and “Young Sherlock Holmes”
were not exactly box office blockbusters.

So, why arc new adventures of the Great Detec-

tive still hitting store shelves (not to mention
movie screens)? ITirlhcr, what is one to make of
the newest oflhem all, Electronic Arts’ Las/ F//e5

of Sherlock Holmes and its Gardner-esque title

(“The Case of The Serrated Scalpel”) that sounds
more like a Perry Mason novel than Holmes mys-
tery?

Let’s examine these questions one at a time.

There’s No Police Like Holmes

The paradox of Sherlock Holmes can be staled

so: while not that many people actually like the

original Sherlock Holmes stories, everyone seems
to think that everyone else adores them. Like

Tarzan and Hawkeye, Holmes is a literary icon,

universally known and much beloved as a charac-

ter in the abstract— not, however, as part of any
single work. Finding someone who has actually

read and enjoyed the writing of Edgar Rice Bur-

roughs, .lames Fennimore Cooper or Arthur
Conan Doyle requires the patience of Diogenes.

Most people know the characters from television and the movies,
at best; at worst, from reviews oftelevision shows and movies they

never bothered to see.

So, why do new Holmes adaptations surface with such regular-

ity? Because the character is already famous and the material is in

the public domain (thereby mitigating the requisite licensing fees

associated with famous characters ofmore recent vintage. Batman
or Indiana .lones, for instance). Another answer is that Sherlock

Holmes is seen as bridging the gap between entertainment and
literature. Game companies presumably hope to cash in on the

recognition factor and have some of the character’s ponderous
respectability rub off on their product. They also figure that they
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can’t go wrong basing their games on a body of work that has

endured for almost a century.

Unfortunately for them, they are wrong. There are only so many
copies of a game that one can

sell to the members of the

Baker Street Irregulars (the

world’s largest and best-

known Sherlock Holmes fan

club), and a vogue for Victori-

ana has never really caught on
among the rest of the game-
buying population. The result

is that while Holmes games
have been good, bad, and indif-

ferent, their success has been
uniformly mediocre.

Will someone, some day, do
a Sherlock Holmes game
right? Probably, though I’m

not holding my breath. Has
Electronic Arts done it in

“The Case ofthe Serrated Scal-

pel”? Scads of good press to

the contrary, I’m afraid not. Close, but no pipe.

“Scalpel” tells an unusually good story and it is tilled to the brim

with audio-visual niceties, but it has one crucial shortcoming: it is

not a game. It has the appearance of a game, but in reality it is just

a series of animated vignettes, strung together in linear sequence,

with the player asked to do little other than prod the whole affair

into motion every few seconds. It is no more a piece of interactive

fiction than a flipbook is an interactive movie.

A Ripping Yarn

To start with the good points, though, the game is gorgeous,

clever and surprising. It sets just the right tone with a virtuoso

opening sequence in which we see the initial crime committed

against a stunning backdrop of busy, rainy, gaslit streets and

shadowy back alleys. Details arc not neglected, down to the

flickering candlelight in the

windows of street-front flats.

Indeed, there is such an abun-

dance ofexquisitely animated

detail — a stray cat knocks

over a bottle which smashes

on the ground, the concealed

killer smokes a cigarette —
that the game possesses an

unprecedented richness of

texture.

It loses some of the magic,

however, when it cuts to less-

than-exquisite close-ups exe-

cuted in a rather clumsy

airbrush style. Throughout
the game, the large tableaux

are more impressive than the

close-up portraits of the vari-

ous characters. (Holmes, in-

appropriately, is drawn as a young, handsome chap with a resem-

blance to Nelson Eddy.) Still, even in close-up, the graphics are

striking.

The score, by Ron Hubbard, provides a throbbing, ominous
undertone in this first scene. Elsewhere, it is a masterpiece of

variety and discretion, offering a unique leitmotifto introduce each

location in the game and then, fading out after a few minutes, to

give the player quiet in which to think.

The story, so oflen the last and least of the elements put into a

game, is surprisingly exciting and well-constructed. Jack the Rip-

per has struck again — or so it seems. Some lurking devil has

slaughtered a young actress

on her way out of the theater

where she performs nightly,

ripping ofT two articles of

jewelry and spilling her en-

trails on the cobblestones be-

fore stealing away into the

London fog. Sherlock Hol-

mes agrees to come when he

is called in by a desperate

Inspector Lestrade, though

he cautions Lestrade that se-

rial killers are somewhat out

of his purview; aflerall, mo-
tiveless or random crimes are

impervious to deductive rea-

soning. (Holmes, of course,

never had the opportunity to

read The Silence of the

Lambs.)

As soon as Holmes starts investigating, odd facets of the crime

catch his attention. What, for instance, is that strange while powder
at the edges of the fatal wound? Ifthe killer is the Ripper, why has

he wandered so far afield from his customary Whitechapel stalking

grounds? Why is a love letter to the victim written in a woman’s
hand? What is the meaning of the curious hair-oil slain above the

door?

Holmes spies these clues and more like them; Watson, never

more than two steps behind, jots them down in his Journal, to

which the player has access throughout the game. (The journal is

a point-by-poinl record of eveiy'lhing the player does, written in

convincing pseudo-Doyle prose.) Holmes and Watson also share

conversation, which is sometimes mere banter but which ofien

provides useful infonnation. For instance, Watson, being a doctor,

is able to tell Holmes that it is unheard of for a scalpel to have a

serrated edge, as the murder
weapon apparently did.

In addition to Watson, a

number of familiar figures

do their best to help the in-

vestigation, including Wig-
gins, the head of the street

urchin pack from which the

real-life Baker Street Irregu-

lars draw their name; My-
crofl; Holmes, Sherlock’s

older and smarter brother

who offers lips; Mrs. Hud-
son, Holmes’ indefatigable

landlady; and the wretched

Lestrade, who hates to ask

for Holmes’s help but who
knows he needs it. Many
new faces populate the game
as well.

The world of 19lh Century England is brought to life through

attire, dialect, and props, all carefully selected. Holmes’ room at

221 B Baker Street is filled with details lifted straight from the

stories, showing that the authors have done their homework well.

I noticed no anachronisms (though I hadn’t realized that Victorian

police drew chalk outlines around corpses, just as we do today)

and I am pleased to report that nothing that the characters say or

do is out ofcharacler. Such Holmes aficionados as there are among
the computer gaming public will love the game’s atmosphere and
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ihc opporiLinily lo inhabit the world of Sherlock i lolmes as no

previous game has presented it.

a detective. 'I’liere is no excuse for this ingenuity on the player’s

part to be met with the stock “You can’t do that” message.

Kven more absurd, in a later sequence there is no justiUcalion

for the command “Give opera tickets to usher” to be ignored when
the poor man has Just said “Tickets, please.” The game wants the

player to show the tickets to the doorman llrst. Until one does so,

the game simply will not allow one to give the tickets to the usher.

'fhese are only two ofmany such examples. In many cases, there

is a strict order of actions

that must be performed (for

instance, when trying to

gain entry to Scotland

Yard). Even when there is

some latitude as far as the

order is concerned, the ac-

tions are still pre-set.

One has more apparent

freedom in dialogue, be-

cause one is often pre-

sented with three or four

choices of what to say,

Mowever, it is precisely

here that one has the least

freedom, since usually

there is either a right choice

(as when a clerk asks Hol-

mes, “Was the man tall,

short, or of average

height?”) or one has to go through all the choices before progress-

ing to the next scene.

Don’t get me wrong: the dialogue is well-written, the choices arc

entertaining, and in most cases the actions the game requires the

player to perform are veiy interesting. The story is good and the

game is a pleasure to watch. Yet, that is what one does— watch.

This game wants, more than anything in the world, to be a

Sherlock Holmes movie. Though it would be a very good one if it

were, it is not. Therefore, it

is deeply and resoundingly

unsatisfying. The plot un-

folds quite well, with plenty

of twists, but the player has

no more control over it than

he would ifhe were reading

a novel, 'fhe player is, at

best, like an actor in a play.

Unfortunately, said player

has not been given a copy of

the script. He has to hit his

marks and say his lines by

figuring out the cues given

by the other characters and

reading his lines off the

computer equivalent of cue
cards.

If this is what one wants
— a fine Sherlock Holmes

pastiche played out on the computer screen, with the player

nominally putting the lead character through his paces — tine.

“The Case of the Serrated Scalpel” delivers all that one could hope
for in that vein. If one wants a game — an interactive experience

in which one’s decisions have an affect on what happens — this

piece of software is likely to disappoint.

“The Case ofthe Serrated Scalpel” is one step closer to the ideal,

but it is not there yet. It’s a great treat for the eyes and the ears. ..but

as a game it is simply, regrettably, another misfire in the Sherlock

I lolmes canon, cgw

Elementary. ..Too Elementary

The laboratory sequence is a perfect example of what is wrong
with the game. Sherlock’s is a well-appointed laboratory', com-
plete with burner, test tube, mortar and pestle, a table of the

elements, and eight jars of chemicals; yet the player is granted no

freedom in carrying out the ex-

periment. The player docs not

choose which chemicals lo

mix — ilolmes does. The
player does not choose which
tools to use — Ilolmes does.

All the player docs is look at

the screen, click on this and

that blindly until the sequence

is set in motion, and watch the

results.

Now, this may be a good
thing under the circumstances.

Most players would be unable

to do as good a job of carrying

out the experiment as Holmes
does (though perhaps the game
could have had the player se-

lect an experiment from one of

Holmes’ books and then fol-

low instructions to cany it out). The problem is that the game leads

the player by the nose in exactly the same way in all the game’s

sequences. The player’s job is never to decide what to do; it is to

llgure out what the right next move is (the computer already

knows, always) and then, to make it.

There is an illtision of choice. A menu of the usual action verbs

(Look, Open, Talk, etc.) Illls the bottom ofthe screen and one has

complete freedom in terms of which location one wants lo visit

next, selecting “hot spots”

from a detailed map of Lon-

don. However, the freedom

isjustan illusion. Ifonegoes

lo the wrong location one is

simply unable to do any-

thing there. If one chooses

the wrong action, one is told

either “You can’t do that” or

“Nothing of interest here.”

It is the computer that de-

cides what things are of in-

terest and what are not.

While this does ensure that

the story unfolds more
quickly and smoothly than it

might otherwise, speed and

smoothness are not what a

game should aim for. Events

unfold smoothly and speed-

ily in a movie; a game is a

different animal. A game must give the player the freedom not

only to do things wrong, but to do things right in a variety ofways.

The goal should be to simtilatc the results of all possible actions,

not to allow only one set of actions to take place.

So, when 1 lolmes ilnds an iron bar and, shortly afterward, comes

across a locked dressei' which, one is told, has frequently been

forced open, the player should be allowed to use the bar to force

the drawer. At the vciy least, if this must be prevented, the player

should gel a stern reproof from Watson for behavior unbecoming
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Halloween came and departed as

usual, with nary a touch ofexcite-

ment. Just a bout of melancholy

memories ofthe good (or is that bad) old

days of trick or treating, a time when All

Mallow Even provided a requisite dose

of “safe,” haunting fun and festive

pranks. Well, as concerns the state ofour

society, those days are sadly no more.

fhis Halloween, however, was a little

more disappointing than most. The long

anticipated arrival of two particular ad-

ventures failed to occur in time Ibr the

witching hour. Ofcourse, I speak of The

7th Guest from Virgin and Waxworks from the Accolade and

Horror Soft duo. Waxworks, the subject of this review, made a

limited debut for the appointed day, reaching a few gamers in time

for a Halloween treat. Nevertheless, for most, the holiday passed

away quietly as most retailers did not have copies of Waxworks on

their shelves until the following week.

If Boris Weren’t Bad Enough

In Waxworks, the player assumes the role

of nephew to Uncle Boris, a ghoulish rela-

tive who has recently died. Worse still, Un-
cle Boris bequeathed his entire estate,

including the Waxworks, to said nephew.

Unfortunately, that is not the sum of his

legacy either, as an ancient curse placed on

the family 500 years prior (whenever twins

were bom, one would serve the forces of

evil) now envelopes the player in a life and

death struggle to reverse the curse and res-

cue his malevolent twin brother from the

evil within.

To accomplish the task ahead, the player

must venture into five different dimensions
— ancient Egypt, 1 9lh Century London, an

underground mine, a graveyard and the

Waxworks itself— combating and defeat-

ing the evil twin from each time period. The
story culminates when the player finally

faces his own twin brother, Alex. In tradi-

tional HorrorSoft fashion, this is no job for

the squeamish as indicated by the custom-

ary “Intense Graphic Violence” warning on

the box.

A New Coat of Wax

Those familiar with the Elvira series, previous bestsellers from

Horror Soft and Accolade, will feel strangely, at home with this
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latest offering, as little has changed in game design from Elvira

//; The Jems ofCerberus. This is both the game’s boon and banc.

Waxworks remains virtually unchanged from its predecessor
with regard to its interface; the layout is basically identical to that

of Elvira 11. The Player Character is represented on the top left

with Navigational Device, Ascend/Descend Icons and Character
Hits Indicator below. The right-hand portion ofthe screen displays

the Function Icons (a Crystal Ball replaces the Speilbook, provid-

ing a magical link with Uncle Boris), Object Actions List and
Enemy Hits Indicator. Center screen displays the Exhibit Window,
Inventory Display Box and Status Line.

The only noticeable change is in navigation. The player can now
switch freely between direction arrows and a compass, the latter

being an addition for this game. A less visible change is the way
damage is calculated with regards to hit points. Rather than dam-
age being divided among specific body parts as in Elvira 11, hit

points are now subtracted from an overall total as in the original

Elvira.

Waxing and Waning

Graphics in Waxworks are on par with previous HorrorSoft
offerings, which means that they are adequate. At a time when
most designers are making full use of 256-color graphics, Wax-
works'’ images appear more like those ofAmiga 32-color graphics

(quite probable since an Amiga version is also planned). While
this means that little graphic conversion is necessary for the Amiga
version, it does not speak all that highly of what the MS-DOS
gamer has come to expect. Keep in mind, the images are not bad,

just not as colorful and detailed as they could be.

Audio is another story. Background music is very atmospheric

and contributes immensely to drawing the player into the game
world. It adds greatly to the suspense, lending that “creepy” feel

expected of a good horror story. My only wish is that there were
more musical selections provided during play (each dimension has

basically one background selection with variations).

Hot Wax and the Masochist

Those who like to tough it out against all odds will find combat
in Weveworks challenging, to say the least, as many ofthe creatures

encountered pack quite a wallop. Unless the player learns a few
combat tricks early on, only masochists will really enjoy this part

of the game. In fact, after completing Egypt and the graveyard, I

actually came close to calling it quits with Waxworks while in the

underground mine. Fortunately, I learned the proper method of

dispensing with its denizens.

As such, it is vital to understand that each dimension requires a

slightly different offensive approach. Egypt and the graveyard

require hand-to-hand combat. The mine and London, however,

call for a different tactic: avoidance of physical contact with the

enemy. Even knowing this, though, will not make completing the

game an easy matter. I am still struggling with an extremely
difficult and frustrating sequence in 19th Century London.

Earwax Removal

Waxworks does have several weaknesses, the chief being the

lack of an automapping feature, an amenity which has become
standard fare for CRPGs ofrecent origin. Most role-playing games
have become complex enough that it is simply too distracting and
time consuming for the player to map each step as he or she goes.

The time has arrived to lay pencil and graph paper to rest.

One possible reason for the absence of automapping is that too

much of the game play in Waxworks revolves around exploring

relatively small locations in search of a few items necessaiy for

solving the game’s puzzles, while under frequent attack by oppo-
nents. If automapping were provided, overall length of play would
be significantly reduced. The game needs more areas to explore

and puzzles to solve, without the additional combat (most of the

combat in the game is not excessively tough, though the player is

advised to save often, as death is an ever-present companion).

In addition to the above concerns, the game engine needs some
modification with regard to game save and restore functions. Once
the player has several pages of saved games to contend with,

saving and restoring becomes a management nightmare as the

earliest pages are always displayed first, rather than the page
containing the most recent save. Also, only the direction arrows
have keyboard equivalents. All other activity requires mouse
control. At the very least, save and restore functions should have
assigned hotkeys.

0 t

# BB # X * i

Burning the Candle...

So, when all is said and done, when the candle has burned down
to a mass of melted paraffin, how does Waxworks fare as a CRPG?
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Wei], better than most, but lacking in relation to some. Graphics
are a little disappointing, as is the lack of automapping. Puzzle
solving and combat seem unbalanced, weighted a bit too heavily

toward the latter. In addition, while most puzzles are relatively

simple, some are overly trying.

However, Waxworks does manage to scare up some enjoyable

(though often frustrating) relief for the terror-starved gamer. Qual-

ity adventures with a hoiTor theme have been lacking for much too

long a time. With a little more attention to detail and the elimina-

tion of the above weaknesses, a sequel to Waxworks could truly

send chills down one’s spine. As it currently stands, while Wax-
M’orks may not appeal to some fantasy role-players, it will certainly

fill the void for those who revel in the macabre. For anyone who
enjoyed the Elvira series. Waxworks continues to satisfy the bent

toward the supeniatural.

Wax Attacks

Only those who want some playing hints should read on.

Otherwise, bypass the following. Remember, Uncle Boris can
often provide essential help when progress seems impeded.

In Egypt, find the weak spot for each opponent and hack away.
Also, make sure to search thoroughly and carefully. Some
necessary items are well hidden. It is also essential to knock
down all the support beams (one on each level). This opens up
passages on the levels above.

When in the graveyard, use the same plan of attack on all

zombies. First, aim low on their anns to cut them off. Then,
decapitate their head. This way they cannot continue to claw as

they are being dispatched. While exploring, be sure to locate the

family tomb and check its state of disrepair.

The underground mine calls for chemical and flame attacks,

as the creatures are loo strong to take on hand-to-hand. When
the chemical sprayer runs out ofchemicals, locate the generator

and fill the sprayer with fuel in order to create a flame thrower.

Work quickly so as not to lose any fuel. If careful, the player

will be able to fill the sprayer and two empty bottles from the

generator tank. Use one ofthese bottles to refill the sprayer when
it runs empty and the other to fill up the drill.

In London, make the primary’ effort to locale some rope and a

plank. Checking the alley behind each store is always a good
idea. However, avoid everyone until gaining access into the

Tailor Shop and acquiring a disguise. Said disguise should
enable the player to move about more freely, cgw

SPORIS GAMES
IBM •

THE MOST REAUST1C STRATEGY/SIMULATION

COMPUTER GAMES ON THE MARKET TODAY!

3 IN 1 FOOTBALL
Unmatched slatlstical accuracy • Stats compiler • Full team and

player statistical breakdown • You call tlic plays and timeouts •

Compare scouting reports • Use the two-minulc nile • Over 500

teams included, pro and college from 1948 to present!

BASKETBALL - THE PRO GAME
You're tlie coach and you choose line-ups, shot selection, style of

play and much more • Stats compiler • Full team and individual

player stats kept for up to an 82 game schedule • All players rated

by actual statistics and tendencies • 25 current teams and over 190

great teams from the past included!

ORDliKTODAY! Mail check or money onier for 839.95 each for Apple D and C-64

or $49.95 for IBM. You may call in and order with VISA or Master Card.

Please add ^.(X> for shipping and handling.

For more information, call or write for a free brochure.
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P.O. BOX 100594 • NASHVILLE, TN 37224 615/366-8088
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It's more mercenary than your

lawyer, shrewder than your accoun-

font, greedier than the IRS and

tougher than your granny. Get

ready for the most challenging

game of Monopoly® you've ever

ployed with MONOPOLY® DELUXE.

Combining 90's technical know-

how with plenty of good old-

fashioned fun, the bestselling board

game of all time is bock and

better thon ever with completely

revamped levels of difficulty and

greatly enhanced graphics for your

computer! You'll get more deluxe

for your bucks with dazzling anima-

tion of all ten official tokens, eosy-

as-pie interface, a game activity log

that keeps track of oil previous

moves and the ability to play by

traditional or custom-designed rules.

Enjoy the thrill and excitement of

wheeling and dealing as you

amass, or reluctantly part with,

great fortunes buying and selling

railroads, utilities and properties of

all types. This game's a must for

the library of any TRUE gamer or

future reol

estate tycoon!

MONOPOLY:^ DELUXE with the ultimate eo^-to-use point -and -dick interface will be ovailable this loll in PC ond WINDOWS versions.

WINDOWS version leotures oil of the DELUXE features listed obove plus the added bonus of eosier-to-use point-ond-didc interface.

For more inloimolioo, pricing oisd orders, pleose roll 800-VRC IN67. VISA. MASTERCARD, AMERICAN EXPRESS orsti checks occepted

MONOPOLY.-' o«l RICH UNCLES designofBreBislBredltCJcJwxicksrjITotrkaCoipoccUion. RRhUndei- 1936, 1992 Porkec Brothers. All ctptrCsresefved.Horcfiolya' 1935, ]992PorkefBfcirtiw, Inc., odivisicnolTonkoCorporcttion.

All cighrs reserved, liensed to Virgin Gomes, Inc. 'SlBVBVirginGomes.Inc. Vifginisocegisleredlicjclen'orlccitVifjinEnlefprises.Ud. WINDOWS'" hotnjdenockotMkrosohCotponrlion.
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Creating Graphics for the Jack
Design Module

Nicklaus Gott,

by Mark Allen Willett

F
or the past two issues, we’ve had our
electronic hard hats out as we paced
golfcourses in the JackNicklaus Sig-

nature Edition (JNSE) design module. Be-
yond the construction of the course itself,

however, the sun'ounding environs defi-

nitely affect the extent to which a golfer,

or computer golfer, enjoys the game. Who
can imagine Pebble Beach without its

oceans, the shaded loveliness of Augusta
without its flowers and trees, or the

ruggedness of the British linksland

courses without heather and gorse?
With the JNSE design module, one can

set a course in any parkland setting, the

South Seas, the desert, or wherever the

imagination leads. With some 200 plus

JNSE courses available for the cost of a

phone call to a JNSE BBS, it is no surprise

to find that courses have been set virtually

across the planet.

Beyond the form and finish of the

course itself, there are four other ba-

sic components that the designer can

control in JNSE: objects (like trees

and buildings), backgrounds, the

drawing of adjacent holes and color.

These can work simply to fill out a

course or to assist the designer in

developing a course into the most
marvelously complex endurance test

that is possible.

In addition to the object and back-

ground editors contained in JNSE,
the designer can import work from
graphics packages which store im-

ages in PCX or LBM format. Given

that capability, those designers with
graphics packages that support scanned
images can use black-and-white,

grayscale and color scans for additional

results.

Designing Persons

1 tend to divide designers into three cate-

gories: the “artistically handicapped”
(AM) group, those who love to work on
courses but don’t seem to have the knack
for drawing a straight line with a ruler; the

general hobbyists (JUST FOLKS) who are

more than happy to use the ample tools

provided by the JNSE soilware itself; and
the rest of us JNSE-FREAKS who launch

ourselves into our favorite supporting
graphics technology. Here are a few
tips...some for each group and some for

all of them.

Objects

AH-ERs: Learn to borrow. JNSE’s “Im-
port Object” function allows one to “steal”

objects from any of the 200+ courses
available on-line. In this way, a fine col-

lection of trees, buildings, shrubs, and so

on, can be built quickly. Beautiful courses
have been created with objects that were
all borrowed from other designers. Here is

further food for thought: the best hobby-
ist-designers also borrow objects in addi-

tion to creating new ones. Why spend a

half-a-night, a full night or, even, several

nights creating a terrific silver maple tree

when a terrific silver maple is already

available? Further, instead of being of-

fended, designers like to have their objects

borrowed. Though small, it is still an
honor to have someone think enough ofan

object to borrow it for their own
course. Trust me on this...

JUST-FOLKS: Here’s a trick

for trees. Learn to use the

“straight-line” feature in the

JNSE object editor to sketch in

trunks and branches. Don’t worry

if they look a bit too straight be-

cause 90% of those lines are go-

ing to be covered with foliage,

anyway. Then, when it is time to

add the foliage, try this one: using

the cut-and-paste tool, cut out a

good-size slice of leaves from an-

other tree object. It is possible to

cut and paste and recut and re-

paste that slice over and over
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again to create all the foliage needed for

any given tree.

FREAKS: One should use the “arc” tool

from a commercial graphics package to

create branches, but it is better to experi-

ment with the package’s “spray gun” tool

to build multi-colored, in-depth groupings

of leaves for foliage. Finally, if the com-

mercial package has a screen-capture pro-

gram, one can use that program to “steal”

favorite screen images from other pro-

grams and use those images as a guideline

or template for custom .INSE objects.

A sampler of the author's background works, each

showing a combination of "hand drawn," cut-and-

paste, and Deluxe Paint II Enhanced techniques.

Backgrounds

AH-ERs: Again, there is nothing wrong
with borrowing. Those 200+ courses out

there should provide a designer with al-

most any earthly setting imaginable. As
with objects, backgrounds can be im-

ported from one course to another. Re-

member, too, that once they are in the

design module, they can be modified to

suit. Want to borrow one ofmy pine trees?

Neat! Want to make it better? Neater, still!

JUST-FOLKS: Cut-and-paste is as ef-

fective forbackgrounds as for objects. The
background for my first JNSE course.

Scorpion, has an entire forest that was

created from... one little pine! Five pixels

wide and seven high, I cut-and-pasted that

one tree into a row of trees. Then, I cut-

and-pasted that row into entire hillsides of

trees. Yeah, it really pays back a lot for a

little effort on this count. I did the same
thing with some of the rock-outcroppings

and rolling hills there.

Sooner or later, the average designer is

likely to find a need for a little workspace

in which to draw something. The “sky”

will work just fine. It is a great place to

work and it is possible to cut-and-paste the

drawing down on the course as soon as it

is completed. This would mean that the

creation of clouds and other sky effects

would be best left until last.

FREAKS: JNSE hobbyist, John Kunyik,

has created two freeware utilities which

allow gamers to transfer PCX background

files from their graphics packages to JNSE
and vice versa. Called IMPORTBG and

EXPORTBG, both may be found on BBSs
which support JNSE. Factoid: to save

some tedious counting, background

graphics files are 1200 pixels long by 47

pixels high.

Learn to explore and exploit all of the

techniques in whatever graphics package

is chosen. I use Deluxe Paint II Enhanced

from Electronic Arts. Its SMOOTH,
SMEAR, and TRANSLUCENCE tech-

niques have allowed me to create some

stunning cloud-filled sky effects that I

could never have done otherwise. Another

Deluxe Paint device makes the shrinking

of objects a snap so that one can easily fill

the background with little pictures of the

same objects which have already been cre-

ated/borrowed for use on the course. Why
draw little trees when 1 can shrink the big

objects I’ve already drawn or borrowed?

Adjacent Holes

EVERYONE: JNSE only puts one hole

in each hole-edit window. By looking at

the course route, however, one might no-

tice that the holes tend to lie alongside

each other. Is it possible to design a hole

so that the golfer can see one hole in the

distance from the one that’s being played?

Yes, it’s easy! Draw it in on the hole

overhead. Drawing in the adjacent holes

not only makes for exciting views that

seem to extend across a real golf course,

but causes the hole overheads that are seen

when playing to be more vibrant to look at

as well.

One can use mylar or acetate (I use el-

cheapo sheet protectors) to draw outlines

of each hole. Then, it is a simple task to

tape them to the monitor and use them as

a guide for drawing the adjacent holes.

Also, don’t forget to create a pin-and-flag

object to put on that adjacent green.

? P t ct Brush Tech Sten Font tiisc Rref

1
CLOUDS & SKV Mere done using the

Snesr and Snooth feature of Oelu:
Paint II Enhanced.

A section of The Victorian hackground as viewed

in Deluxe Paint II Enhanced, A commercial graph-

ics package allows for even greater techniques to

be employed for )NSE artwork.

Colors

Flands down, the best accessory to use in

JNSE design is still another freeware util-

ity created by John Kunyik. Called PALE-
DIT, it allows the designer to change any

or all ofthe 256-colors in the JNSE palette.

If the designer wants a brighter ocean,

darker sand, bluer sky, PALEDIT makes

it possible with just a little effort. This is a

utility for everyone.

Course Overhead

EVERYONE: When done, it is possible

to “dress up” the course overhead. Go to

EDIT PLOT. Fill the land with heavy

rough. Choose ADD HOLES, and a mini-

ature copy of the course will be added to

the plot. Go to ROUTING and select OP-

TIONS. Make all the terrain features

“transparent.” In doing so, JNSE will not

redraw over the holes that you just added

to the plot. Return to EDIT PLOT, and

touch up those miniature holes. Then, add

a title and nameplate to the course. The

gamer’s first introduction to the course

can be a very attractive graphic.

A hole overhead from The Victorian showing the

placement of the adjacent 1 0lh Hole. Drawn in by

hand, adjacent holes add visual interest

to the display.

I Have Finished My Course

Once one has finished course, back-

ground, objects and overhead, it is time to

share the new course and enjoy the courses

of others. Here are the telephone numbers

for my three favorite BBSs which support

JNSE. All three can be trusted, and all

three are free.

ACCOLADE (CA) Paul Conrad, JNSE
lib-op: (408)296-8800

DOUBLE EAGLE (FL) Ted Maiden,

sy-sop: (407)259-9771

THE 19TH HOLE (MD) Keith Holzap-

fel, sy-sop: (301) 869-2389

What’s been written here barely

scratches the graphics potential in the

JNSE design module. If it has been enough

to spark interest or create new questions,

the invitation is wide open to join me and

many other JNSE hobbyists on the PROD-
IGY Interactive Service. We can be found

on the Game Center bulletin board or in

the Prodigy Network Golf Tour Club-

house.

Does it play better if it looks better? You
betcha! cgw
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Out of the Doldrums
& Out of This World

The world of shareware
bif Chuck Miller

U nless living somewhere out West or in the sunny South,
most gamers reading this column are probably in the midst
of the winter doldrums, with cold winds howling outside

and a blanket of mostly-white snow covering the ground below
their computer room window. Whatever the case, now is as good
a time as any to pull out that unfinished game and dive in once
again, or begin a new one for that matter. In this installment, I will

focus on several game editors that will breathe new life into some
unfinished quests and a scenario-based wargame for Windows
guaranteed to keep the gamer busy for a good while.

New to Our Editorial Staff . .

.

Okay, it is a given that some adventures, especially those of the

role-playing variety, can be just a bit daunting, even to the point
of wearing the player out before the quest is completed. I know
that I have placed several such adventures on the shelf because 1

simply lack the time to develop my characters to the point where
they might survive the constant onslaught of the devious denizens
of these digital dungeons.

Well, if this is the case with Eye ofthe Beholder II or Planet’s

Edge, some much needed assistance is available from Jack Hart-

man ofHartman Game Utilities, who has written two very useful

and downright affordable shareware game editors for the above-
mentioned CRPGs (with more on the way early next year). Both
are well-designed and offer all the basic functions for editing save

game files.

Hartman’s editor for Eye of the Beholder II is a full-featured

program allowing all six save game files to be accessed at one time
for instant editing of character aspects, including saved game
name, character name, ability scores, hit points, race, sex, class,

alignment, levels and experience. In addition, not only can existing

characters be edited, but new characters can be created to till the

two open NPC slots. All these editing features are available in the

freely redistributable shareware version of the editor. So, as with

most shareware products, you can try before you buy. However,
in addition to the above, registered users have access to several

extended features; access to the spellbook, backpack and character

portraits (this is the only editor to my knowledge that allows the
player to select a different portrait for each of his characters).

Role-players still struggling through the deadly levels oT Dark-
moon will find this game editor a welcome relief, its only draw-
back being the need to enter hex codes for items found in character
backpacks. Selection by item name would have been much more
user-friendly. Nonetheless, $10 buys the player a very capable
program.

The editor for P/awe/ 's Edge, Hartman’s other offering, operates
in a similar fashion. Upon loading the program, the player is

presented with a menu offering three selections: Edit Crew Stats,

Edit Raw Materials and Edit Crew Backpacks.

When editing crew stats, selecting a crew member will enable
the player to edit many ofthat member’s characteristics, including
hit points, intelligence, agility, luck and skills. In fact, many ofthe
game’s restrictions are removed. So, even though characters are
limited to only six skills each, they can be assigned up to 100
percent in all sixteen skills. Editing raw materials is also available

in the freely redistributable version of the editor. Thus, making
rare materials easy to procure.

As with the editor Tor Eye ofthe Beholder, becoming a registered

user opens up an extended feature— in this case, the ability to edit

crew backpacks. This allows the player to add, delete or recharge
any item carried in the crew members’ backpacks, including items

such as ship plans and technical plans.

If you would like to receive a registered copy of either of these
editors, just send a check or money order in U.S. funds in the

amount of $10, for each editor requested, to Hartman Game
Utilities, P.O. Box 73706, Houston, TX 77273. Both character
editors are an exceptional value.
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It’s Very Cold in Space

Picking up on our look at Windows shareware from last issue is

a game that arrived too late for inclusion, Stardate 2140.2: Battles

on Distant Planets by Glacier Edge Technology Associates.
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STARDATE 2140,2; Banics On Dlslanl Planets

Game Options Quit
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ESCORT 2
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ESCORT 4

lESCORTI 18 MP MOVING

Battles is a scenario-based wargame similar in many respects to

UBI Soft’s Battle Isle, pitting the player against an opponent
(either human vs. human, human vs. computer or computer vs.

computer) in a tactical conflict for military supremacy.

Each scenario presents the keyboard kaiser with a new tactical

problem to overcome in futuristic warfare. Included in the share-

ware version are two such scenarios, “First Battle” and “A Night
on Rangor.” The licensed version contains these scenarios, plus

adds three more — “Desert Counter Attack, “The Princess” and
“Netherworld”— for a total of five separate conflicts.

Combat, as in most games of this genre, is turn-based, the player

making all offensive and defensive moves prior to ending his or

her turn and allowing the opponent to counter. Several unique

units, weapons and lifeforms are available for deployment, each

being directed individually.

Battles supports IT/Wow^-compatible audio cards to supply the

sounds ofwar, providing requisite explosions and gun fire. Unfor-

tunately, this is about the limits of the digitized audio supplied. A
few more sounds would have enhanced play, offering some addi-

tional ''Windows" dressing.

Battles on Distant Planets allows the player to save games in

progress, which is good as some games can be quite long. On-line

help is also provided for each scenario. In fact, all documentation
is of the on-line variety through Windows help files. Additional

scenarios are also planned, including a linkable game— Stardafe

2140.2: Crusade in Space — which will allow battle linking

similar to Omnitrend's Rules ofEngagemenf/Breach 2 interlock-

ing game system.

Stardate 2140.2: Battles on Distant Planets is $15 shareware
(including the first two scenarios), with the licensed version re-

quiring a payment of$43 (for all five scenarios). Those who derive

their enjoyment from tactical diversions will find a good value in

Battles, though I believe that a few more scenarios should be
included in each version in light of the requested payments. For
example, Battle Isle, a commercial release, contains 1 6 one-player
and 16 two-player scenarios for a retail price of $49,95. I will

admit, however, that the mouse-based interface in Battles on
Distant Planets is much better than the joystick-driven one em-
ployed in Battle Isle. For more information or to place an order,

contact Glacier Edge Technology Associates, 4820-E East Ken-
tucky Avenue, Glendale, CO 80222 or call (303) 782-9252.

Well, it looks as if 1 have run out of space once again. Unfortu-

nately, there is simply too numerous a collection of notable share-

ware games on too many platforms to include everything I would
like in each column. Only the most exceptional entertainment

products can be reviewed each month. So, until next time, great

gaming to one and all!

Send Us Your Best

If you have authored a shareware or public domain game and
would like to have it considered for review in this column, please

send two complete copies (preferably on 3.5" disks) to:

Best of the Rest,

c/o Computer Gaming World,
130 Chaparral Court, Suite 260,

Anaheim Hills, CA 92808.

Games reviewed in

Best of the Rest are

available through nu-

merous distributors of
shareware and public

domain software, as

well as on many na-

tional and private tele-

communication
services. If you do not

have access to these

services, you can, in

most cases, write or

call the game devel-

oper for an evaluation

copy. cBw
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New Release
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Scorpion ’s

View

as told by Scorpia

Scorpia is an experienced and
respected adventure game expert.

CGW is pleased to provide thisforum
for her distinctive and often

controversial prespective.

C
rusaders Of The Dark Savant is

the direct sequel to Bane of The
Cosmic Forge, picking up at the

exact point where Bane Iclt off. That

point varies based on which of the Bane
endings you completed, so the start of

the game will not qtiitc be the same for

everyone. Regardless of starting point,

you will have to do pretty much the

same things and solve the same puz-

zles. It just may be necessai^ to ap-

proach some situations differently.

Those who did not play

Bane, or who played it but

no longer have a save file

for transferring chai'aclci'S,

can create a brand-new
party of adventurers.

These new characters enter

the game at level 1 and

come with some basic

equipment, so they aren’t

exactly defenseless.

Imports from Bane will

have their levels reduced

rather drastically — down
to about level 5. Their at-

tributes and skills will like-

wise suffer a reduction,

although their inventory

remains mostly intact. I

was pleasantly surprised to see that the

mighty Miiramasa Blade, the Spear of

Death, and the Holy Basher made the

transfer, along with many potions and

other items my team had picked up in

the previous game. It is definitely better

to bring characters over from Bane.

Whichever beginning you get, your
merry crew is not on its home world,

but on the planet Guardia. As you
quickly learn from the introduction,

lliere is an artifact even mightier than

the Cosmic Forge (the pen that, what-

ever it writes, causes the events written

about to come to pass)—the Astral

Dominae. Your task is to find the

Dominae and keep it safe until the em-
issary of the Cosmic Lords comes by to

pick it up.

That in itself is quite a job and it’s

made tougherby the fact that you aren't

the only one after the “Astral Doodad.”
Others want to get their hands on this

item and chief among the competitors

is the Dark Savant, whose legions have

already taken over the town of New
City. While you don't sec very much of

the Savant for most of the game, he is

still the main force to be reckoned with

when all is said and done.

In the meantime, you have to deal

with the T’rang (a nasty spider-like

race), the Dane (tall blue humanoids),

the Rattkin (rodents, of course), the

Umpani (along the lines of a bipedal

rhinoceros), the Corn (something like

Ores), the Munk. and the Helazoids

(these last two being the most human-
appearing of the inhabitants).

Naturally, there are also

hosts of non-sentients

eager to gnaw on your

bones, including moths,

vultures, slimes, tyranno-

saurs, piranhas, jolly

stingers, giant worms,
dragons, weevils, and a

few other critters besides.

Guardia isn't exactly a

friendly place.

However, that doesn’t

mean you kill everything

in sight. There are many
important NPCs you nceti

to talk to for information

or from whom you can buy
crucial items. A little di-

plomacy and tact, as well

as hack and slash, are necessary to get

through the game. Lying through your
teeth, on occasion, also works well.

This brings up an important aspect of

Dark Savant: it is the first Wizardry
that has a real-world feel to it. Previous

entries were mainly along the lines of
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To order
Armour-Geddon

and protect the people
of EDEN, visit your

favorite software retailer

or call

1-800-GET-PSYG

Decades later, two conflicting Actions survive; The hostile and combative surface

dwellers, and the subterranean society of the Earth Defense Network (EDEN).

As a warrior member of EDEN's High Command, it’s your sworn duty to defend

your civilization from the marauding surface dwellers and destroy their deadly

laser beam cannon before it annihilates your people.

Armour-Geddon puts yon in the front line! Plan the attack and leap into

combat, battling the enemy from the cockpit of six different high-tech vehicles.

Striking ffom the air in your stealth fighter, bomber or helicopter you eradicate the

enemy's power grid. Decimating enemy installations, you retrieve their advanced
weapotts systems in your fleet of surface attack vehicles. Assembling the captured

technology, you develop the only weapon on earth powerful enough to crush the

enemy’s aggression; the Neutron Bomb.
Armour-Geddon takes realism a step further with high speed computer
graphics, heads-up cockpit displays, full soundboard support and the

sophisticated head to head serial link option that permits two EDEN warriors to

simultaneously coordinate their attack.

Any closer to the action and you’d need body armor!

Psygnosis, 29 Saint Mary’s Court, Brookline, MA 02146 Ttel: 617-731-3553
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“find the ultimate item” quests, under-

ground rambles through hordes ofhos-
tiles until you finally won out and
acquired whatever it was you were sup-

posed to grab. The claustrophobic con-

fines of the dungeons seemed to exist

in some mysterious limbo, complete in

themselves and with no relation to any-

thing else.

While Dark Savant has its dungeons,
enough (more than enough) combat,
and an Artifact as its ultimate objective,

the action takes place in an actual

world. There are towns, ruins, wilder-

ness, mountains and even a small sea.

These areas are inhabited by the differ-

ent races who are plotting, scheming,
allying, and warring with each other,

and who, one way or another, embroil

the adventurers in their machinations.

It is certainly possible to be-

come entangled with hardly

any effort at all. At one time,

I had agreed with the Rattkin

Mafia to find out when the

next T’rang shuttle would
land (so the Rattkins could hi-

jack it and expand their opera-

tions to other worlds), while

promising a T’rang assassin

that the party would murder
an Umpani Scout, at the same
time we had joined the Um-
pani Scouts to track down
T’rang spies, and those very

same spies (when found) of-

fered a nice chunk of cash for

the location of the orbiting Umpani
mother ship. It was about then that 1

decided that matters were becoming
just a trifle too complicated, and re-

turned to an earlier save position.

Still, this illustrates the types of situ-

ations you can become caught up in if

you aren’t careful about what you agree

(ordon’t agree) to do for someone. It is

also necessary to be careful about

“trading lore” with NPCs. Aside from

the Dominae itself, you are also look-

ing for *MAPS*. These items,with

names always displayed in upper case

and bracketed by asterisks (i.e.,

*CRYSTAL MAP*), are not diagrams

but text paragraphs that contain, in a

roundabout way, clues to solving cer-

tain puzzles.

Without these clues, some puzzles

are almost unsolvable. Since the chain

of puzzles will eventually lead to the

Astral Dominae, the *MAPS* are valu-

able items, and those competitors are

looking for them, too. When you “trade

lore” with an NPC, you leam all he

knows, but he learns all vow know at the

same time. Trade information with the

wrong person, and someone else might

get to a *MAP* before you do. It’s been
known to happen.

Sprinkled throughout the game are

what ean be described as “cosmologi-
cal philosophical observations,” pon-
derings about this odd world in which
your party finds itself After all, while

you, the player, live in a sophisticated

high-tech world, your characters come
from a far different environment,

where magic, not machineiy, is the

technology.

So every once in a while, the game
breaks out with musings on the strange

devices the party comes across, the

marvel of the great silver birds that

cross the empty regions ofspace, or the

wonderment of an unending universe

filled with perhaps thousands or even
millions of inhabited worlds.

While at times this is laid on a bit

thick, it adds an extra dimension to

Dark Savant and reinforces the feeling

that the party is operating in reality

rather than some isolated dungeon.
This is a rare and unusually good touch

foraCRPG.

The graphics are an improvement
over Bane and have been sped up in

combat. Now, when a group of mon-
sters moves to the front, it no longer

takes slightly less than forever. The
outdoors are done well, although with

all the forest around, sometimes it be-

comes a little monotonous. The sun

moves across the sky during the day,

and the moon during the night (the

moon even has phases).

One of the biggest complaints about

Cosmic Forge was the inability to drop

something when you found treasure

and everyone’s inventory was full.

This created a situation where you had

to reboot the game if you came across

a critical item, as the game wouldn’t let

you leave such an object behind.

That has been rectified in Crusaders.

Now any item can be dropped, includ-

ing those necessaiy for completing the

game. Fortunately, objects you drop
usually stay where they are and can be
picked up again later. There was one
exception to this: items dropped on the

same square as the chest tended to van-

ish later. A couple of times the party

returned to a location where goodies
had been left on the chest square and
everything was gone. So leave your
stuff in a different location (the chest

itself vanishes after it’s opened).

The interface is designed primarily

for the mouse, although the keyboard
can be used, and operates smoothly.

The main icons for Camping, Spell-

casting, Using an item, Opening a

locked door or chest, Searching a loca-

tion, and Disk Options (save, restore,

etc.) are arranged in a circle under the

main window and are easily available

at all times.

However, as with most
games, Crusaders also has its

drawbacks. One ofthese is the

auto-map feature, which is

only barely adequate. The
quality ofthe display is tied to

a new mapping skill; the

higher the skill, the more de-

tail you see. That’s fine, but

even at the highest level of

skill, the area displayed is far

too small, showing little more
than the party’s immediate vi-

cinity.

Further, since the map can’t

be scrolled, you have to call it

up frequently, and this can be a tire-

some process, as you have to wade
through the character’s inventory, then

click on the map, and finally on the

“use” command before you see the dis-

play. A hot key for bringing up the map
would have been welcome, and the

ability to scroll the map even more so.

While the game did not crash or show
any major aberrations, there is a minor
but irritating technical problem in-

volved with carrying around a lot of

maps. From time to time, the program
will freeze, often for as long as fifteen

seconds, during which time commands
and actions are locked out. You just

have to sit there and wait until the game
“comes back” before you can go on.

The easiest way around this is to

carry only maps you really need and

dump the ones you no longer require.

Or you can set up a cache in some
convenient location and leave extra

maps there; dropped items don’t disap-

pear when you let go ofthem. Sir-Tech

is aware of this problem, and a patch

for it is available on many online net-

works and local bulletin boards. If you
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don’t have a modem, call Sir-Tech’s
hotline and ask about getting the patch.

The main problem with Dark Savant,

though, is its apparently open
design, which is very decep-

tive. While you can, for

awhile, go almost anywhere,
sooner or later you run into a

dead end, as the items and in-

formation you need to solve

puzzles or enter certain areas

have been tucked away some-
where else. And it is not al-

ways obvious where to find

them.

Few things are more frustrat-

ing than getting almost to the

end of a sequence or dungeon
only to learn that you have to

backtrack and go halfway
across the countryside to ob-

tain what you need to finish -- and
that’s when you know where to go,

which you often don’t. You could eas-

ily spend hours in a fruitless search of
the vicinity, scouring the place top to

bottom, for something that isn’t there.

It certainly wasn’t fun to reach the top

of Dane Tower only to discover that a

crucial item was back at Orkogre Cas-
tle. It was no more pleasing to learn that

the solution to the Six Swords puzzle in

the Rattkin Funhouse happened to be in

Nyctalinth. Instances like these are

common throughout the game.

The worst of the lot is the Isle of
Crypts, which is essentially the end
game. You will have to go in and out of
this place one, two, or possibly even
three limes before finishing it. This is

just plain silly. The game should have
been designed such that all necessary

items are obtained before you enter,

especially considering the complicated

teleport maze you have to go through
further down in the dungeon.

On the whole, Crusaders ofthe Dark
Savant is certainly an improvement
over the last couple of games. The
feuding races, some afterthe Dominae,

others with different agendas,

and the party’s interactions

with them, mark the begin-

ning of the maturation of the

Wizardry series, and this is a

good thing to see.

Puzzle design needs light-

ening up, and much of the ex-

cessive running back and
forth (to no real advantage)
eliminated; this game is big

enough without all that extra

travel time. Combat for be-

ginning teams needs to be

easier; all too typical for a

Wizardry game, low-level

parties will have a difTicult

time getting a foothold in the game.

This is, indeed, a large, lough adven-
ture and not recommended for the nov-
ice CRPG’cr. However, Wizardry fans

and experienced gamers (who are will-

ing to pul up with some of the frustra-

tions) will gel more than their money’s
worth from Crusaders, cgw

TUIIN ENGINE GHMING PRESENTS:
Out Time Days

a game of Time Travel in an alternate dimension

THE EXPERIENCE: OTD is a game of life on a

strange world. Although populated by a variety of

semi-humanoid races, it is nothing like the Earth

that your character left behind. Gone is the industri-

al might of large nations. The multi-talented worker

is a thing of the past. Even your famed Time Jump-

ing skills have been checked to a certain degree.

However, you do happen to be one of the few Time

Jumpers on this world, and that in itself is a major strength.

You’ll choose one of several sects to work with, or attempt to

create your own from scratch, which will help set your general meth-

od of operation. As each new time opens, there are new discoveries to

make, new lands to chart, and new people to meet. The world awaits

change, and you arc the catalyst.

OUT TIME DAYS is a highly Interactive role-playing Play-By-Mail

game with turns processed weekly. It has received excellent reviews,

notably from Flagship and Paper Mayhem. Turn cost

is $5.00. The game is open ended and 99% computer

moderated. The rulebook may be obtained for $5.00

(refundable with startup). A special startup is

available that gives you the rulebook, the startup

turn, and five turns for only $15.00.

Dependable, weekly, error-free turns since 1984

Space Combat
a game of pure tactical combat-

in a rather unique environment

Youll be lighting in an ccigcicss contest zone aboard iiv-

ing creatures. Space Combat is aimost aii combat, witii

some room for diplomacy. Offensive actions include G]

the creature’s Psychic Screams to mentally disrupt
'

others, launcliing Inverse Mines that will implode .

near your enemy, freeing Spores to destroy inter-

nals, using Nerve Pulses to paralyze pesky seputs, ,

and Virally Infecting your opponent in the hopes of / ;

taking over their alien. Each turn comes with a special full-page graphic

printout of your ending position to aid

I

you in planning.

I

Space Combat was designed to be

' easy to leanV, but difficult to master,

i

Every game starts with ten players,

and as each is eliminated, tlic chances

of the game ending will increase.

Turnshccls arc custom made on a laser

printer to aid you in filling out your

next turn. The games run about 12-18

lunis. Cost is $3.50 per turn. A rule-

book (required before you can join) is

$1.00 (free if you mention this ad!).
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Tmin Engine Gaming; Dept 631; 5254 Maple Leaf Ct.; San Jose, Cn 95121
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By Eustace Lee Savanarota Beauregard III

I
I was a crisp, autumn day in northern

Virginia. 1 stood atop Henry Hill, not

far from where a commander with the

same surname had stood some ! 30 years

before. I stood beside a Confederate can-

non and remembered First Manassas. I

was supposed to meet a contact who had

promised to give me the scoop on Sid

Meier’s next game. I looked at my watch

impatiently and realized the misadven-

tures that had brought me thus far.

1 had been wandering past the statue of

Stonewall Jackson and heard a muted,

“Pssst!” Such a verbal cue is SOP in my
business, so 1 backtracked around the base

of the statue. 1 needn't have bothered. It

was merely a trenchcoated fellow with

stubble showing a video game magazine

to one ofthe park rangers. He was showing
some pictures of Electronic Arts’ 7'ony

La Russet Baseball on the Sega Genesis,

but he didn’t seem to know much about it.

It seems the ranger played the IBM ver-

sion of the game and wanted to know how
one could draft a team on a cartridge. The
guy didn’t know that the game would have

a battery save and that one can save an

"All-Star” team to play through a 162

game schedule. He didn’t seem to know
that there will only be four stadiums in the

product {Wrigley Field, Camden Yards,

Dodger Stadium and, probably, the Astro-

dome).

Of course, I wasn’t about to fill him in.

He read that other magazine. Let him find

about from that other magazine about

Haunting (working title), EA’s cartridge

game where the player is a ghost who has

to scare the family out of several different

houses. In fact, let him find out from them
about what EA is temporarily calling

Blood & Guts Football (sort of a Blood

Bowl meets an undead John Madden). Tt

would serve him right not to find out until

next spring.

I was going to let both the ranger and the

stranger rest in their ignorance until the

ranger said. “I mostly play computer

games. That’s why I read Computer Gam-
ing World." I couldn’t leave a loyal reader

without a rumor, could I? I told them both

that Interplay is working on a CD-ROM
version of their Lord of the Rings games
that will include animation from Ralph

Bakshi’s classic film.

Yet, they couldn’t be satisfied. They
pestered me from the statue to Henry

House and back to Henry Hill trying to

find out about Sid’s new game. I was
getting ready to tum some of the antique

artillery on them.

I told them that I had heard that Steve

.Jackson Games was getting ready to li-

cense their G. U.R.P.S. (Generic Universal

Role-Playing System) series to a major

software publisher and that 1 thought it

would be great to transfer characters from

the era ol' G. U.R.P.S Scarlet Pimpernel to

G. U.R.P.S. Cyberpunk and back to

G.U.R.P.S. Robin Hood or G.U.R.P.S.

Wild Cards. Of course, it will probably

take the G.U.R.P.S. Illuminati to decide

which G.U.R.P.S. environment will ap-

pear first.

They kept backing me toward the Con-
federate artillery and my foot slipped on

the wet grass. My head, protected only by

its plain brown wrapper, smacked against

the mouth of the cannon and 1 blacked out

momentarily like one of those endless ac-

cess times on a low-grade CD-ROM prod-

uct. When I opened my eyes, both the

ranger and the stranger looked like they

were made out of polygons. Maybe I had

been playing too much of Alone in the

Dark or had spent too much time antici-

pating the Call of Cthulhu sequel that is

supposed to be released through Iniotion.

but it looked like both of my antago-

nists/admirers had turned into 3-D poly-

filled characters. I thought for a second

that they might be contestants in Elec-

tronic Arks’ upcoming ATP Tour Tennis

(Distinctive Software’s 3-D tennis game
that was originally going to be published

by Broderbund). In addition to the fluid

3-D action, gamers are supposed to be able

to assume the attributes of 96 ATP Tour

professionals, plus have the capacity to

create a player.

Since I seemed so disoriented, my
“friends” elected to leave and I managed
to stand up by grabbing the wheel of the

cannon’s undercarriage. It was then that I

checked my watch. My contact was laic.

Perhaps, she had seen the two pestering

me and elected to bail out. I paced beside

the cannon like an officer of old, but soon

grew tired of the charade. I leaned on the

cannon’s muzzle and. improbably, it

moved toward the ground. I straightened

up and examined the muzzle. There was a

paper inside.

The paper told me what I needed to

know. Sid’s next project is a Civil War
game. It will be a wargame that telescopes

in scale from strategic through operational

and on to tactical battles. The paper hinted

that the game would have a “miniatures"

feel, complete with; fonoations, tcmiin

effects and animated figures. Of course,

there will also be a “Quick Combat” sys-

tem for those who don’t want to fight out

the tactical battles.

There were even some scribbles that in-

dicated that the game would be acceler-

ated real-time with point-to-point

movement and covering the entire war

(with scenarios for those who don’t wish

to play the entire campaign). The anony-

mous source wasn’t sure how much of the

political aspects would be reflected in the

game (i.e. Emancipation Proclamation

and foreign intervention), but seemed cer-

tain that Sid would cover all the “interest-

ing” aspects of the war.

“Hummph!” I said to myself as I rubbed

my head thi'ough the bag, “he hasn’t even

programmed the game yet and he’s al-

ready had one casualty on the battlefield.”

Ah, well ! Such are the perils of being The
Rumor Guy. cgw
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A Mechanical Wonder is Set into Motion!
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A Full House of
Video Poker Games

Computer Gambling with Less at Stake

by Midmel S. Lnsky

While it is theoretically possible to

take the computer out of the ca-

sino, it is apparently impossible

to take the casino out of the computer.

Video poker and other games of chance

seem to be having a renaissance these days

and that just might have something to do

with our worries about the economy and

our personal fantasies to strike it rich.

Whatever the reason, the solitaire games

do supply hours of fun and, best of all,

even when one makes the wrong bets,

there is no real money lost. This reminds

me ofW. C. Fields’ great line in the classic

comedy, “My Little Chickadee’’; when
asked at a card game, “Is this a game of

chance?”, he rejoindered, “Not the way 1

play it!” That, of course, is both thejoy of

computer casino games and the reason

they can get boring quite fast. With no

money on the line, there really is no sus-

pense. If one wins, that’s nice — if one

loses, it’s no big deal.

Most of the games allow the gamer to

customize the odds— to either match true

casino action or to actually win frequently

for a change. While we don’t lose any

cash, we don’t make any either. We do

pick up some sound strategies, however,

that could possibly be put to use for our

profit in real casino machine play.

Dr. Wong's Jacks+ Video Poker is an

abridged version of Villa Crespo’s Stan-

ford Wong Video Poker (reviewed in

CGI^"#92, p. 33). While this $12.95 ver-

sion does not contain the elaborate utilities

and strategies its full size $49.95 version

does, it nevertheless packs a generous por-

tion of that exhaustive video poker simu-

TITLE: Dr, Woti|’'s J.icks + Viduo Poker

PLAYERS; 1

SYSTEM; IBM

PROTECTION: None
PRICE: $12.95

OESIGNER; Stanford Wonj’

PUBLISHER; Villa Crtirpo Software

Highland Park, IL

I

lation and strategy workhorse. For under

$13, this is a great bargain.

What makes it truly clever is its “What

if?” scenario that lets a gamer find out just

what would have happened if the hand

were played differently. I drew a hand

with an Ace, Two, Three, Four, and

Queen. I wanted to get a Five for a straight.

So 1 held the Ace through Four cards. In

the second deal, I bought a Seven. The

odds weren’t in my favor. Yet, I couldn’t

help but wonder what would have hap-

pened if 1 hadjust kept the Ace and asked

for four more cards? In the casino, one

never finds out what would happen.

Here, one does. A replay option let’s the

gamer see i f it would have been any better

if the deal had been played differently.

Holding Just the Ace, I got a Seven, a

Queen, a King, and another Ace in the

draw. That would have been the way to go.

The interface Dr. Wong’s Jacks+ is a

tad arcane, relying totally on the function

keys. With limited mouse support and the

intricate F-key requirements, it takes some
time to get used to Dr, Wong’s setup.

Expert advice can be adjusted to either

requested or always supplied. The graphic

screens emulate actual video poker dis-

plays. Sound can mercifully be left off.

When on, we are treated to the din of a

casino on a Saturday night. That’s not

particularly pleasant in reality and much
less so as generated through the tinny PC
speaker.

Dr. Wong’s Jacks+ Video Poker CQ.x\r\o\.

be played from Windows and, in fact, will

crash a system completely. It is truly one

of the only programs 1 have ever encoun-

tered that is so Windows unfriendly, but

video poker fans are urged not to let this

stop them from purchasing this bargain

package.

For Addicts Only

Video poker machines are addictive.

They now comprise the single most popu-

lar gambling game of not only any slot

machine, but ofany legalized casino game
in America. While people pop coins in the

video poker and blackjack one-armed ban-

dits, hoping to win the progressive jack-

pots, they also play because it’s just plain

fun. They are the only slot machines that

are truly interactive. The gamer gets to

choose which cards to hold; the machine’s
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computer randomly deals the second
round to fill in what is not held.

TITLE: SlrjtHf'ir Video Poker

«PLAY£RS: 1

SYSTEM: IBM
PROTECTION; None
PRICE; $49.95

DESIGNER; Louis Sinoff

PUBLISHER; LWS Software

Bioomall, PA

LWS Software’s Stategic Video Poker
lets players learn strategies for their real

ventures into the casinos while they play

on their own computer. Payouts from slot

machines are based on preset mathematic

odds. This package lets gamers manipu-

late them and select even the type of ma-
chine (i.e. Jacks or better, two pairs or

better, Jokers wild, etc.) and the payoff

odds. A running tally can be kept to see

just how the plays went. The player’s mis-

takes can be tallied as well by a simple

click on the well-designed pull-down

menus.

Fortunately, the documentation is thor-

ough and clear, since there is no on-line

help facility. Like other video poker

games. Strategic Video Poker offers sim-

ple, unspectacular graphics that simply

and straightforwardly simulate actual slot

machine displays, complete with the op-

tion to insert one to five coins. I found it

best to select Maximum play to speed up

each round and avoid having to click five

times to pretend 1 was inserting five coins.

That gets tiring very quickly.

Vegas Games Entertainment Pack of-

fers more than just video poker. This inte-

grated package for Windows from New
World Computing includes five popular

video games: regular slot machines, keno,

blackjack, roulette, and, of course, video

poker. What sets them apart from the other

games evaluated here is that they are bor-

ing. This lackluster set runs in five sepa-

rate modules installed in Windows. Other
than some simple user customizations

such as card back designs, chip denomina-
tions, and maximum bets, there are no
controls for playing odds.

THLt; Vega? Camus tniertaiiiment

Pack for Windows
PlWYtKS; 1

SYSTliM: lEipMw/Witulow'. i.l) or hifjher

PROTfCTION: None
PRICf; S2'J.95

DESIGNER; N,in(;sofl

PUHLISHDR: New World Coiii|)uling

Woodland Hills, CA

player’s favor. If a real casino were to

carry these odds, they would have no cus-

tomers. Whether it was regular slot ma-
chine play, roulette, video poker, or video

poker, the computer was the winner al-

most every time. When the player wins,

the returns aren’t enough for cab fare. The
package contains no documentation. In-

stead there is a card with the rather brusque

statement: “New World Computing Cus-
tomer Support will not provide instruc-

tions on how to play each game, or

strategies and hints. Please press the FI

key for online help.” Well, 1 tried that and

pressing F
1
got me zilch. The player must

click on the Help bar at the top of the

screen. Then, the information provided is

rudimentary and actually reveals how un-

involving this quintet of games are. For

my money, 1 am going to another casino.

Luckily there is a fabulous one in

Masque’s Video Pokerfor Windows, one

of the best video poker games around.

Odds on Winner

With complete game strategies that

match machines which could easily be

found in Las Vegas and Atlantic City gam-
bling rooms, Video Poker for Windows
(VPW) is an intricate, even enlightening,

game about how to play the odds. There
are so many different ways a player can
customize the program that there is little

chance of it getting boring or predictable

too quickly (as noted earlier, one of the

liabilities of computer versions of video

poker).

TITLE; Video Poker for Windows
PLAYERS; 1

SYSTEMS; IBM wAVindows 3.0 or higher

PROTECTION; None
PRICF; $54,95

DESIGNER; Lenny Pronie

PUBLISHER; Masque Publishing

Fnglewood, CO

MASQUE'

I
Video Poker

for Wittdows

In addition to selecting the multitude of

game strategies (Jacks or Better for Las

Vegas, Jacks or Better for Atlantic City,

Deuces Wild or Joker’s Wild Las Vegas,

and Two Pairs or Better Atlantic City),

Expert Play recommendations arc always

available from Lenny Frome, a video

poker columnist and strategy maven.

Gamers can have their play evaluated

statistically and errors pointed out. Expert

Strategy Tables are provided in pop-up

windows to reveal which cuiTcnt play op-

tions will most likely produce the best

payoff. A hand evaluation option lets play-

ers see how a hand can be played based on
the cards they select from a complete on-

screen deck. There is even a tournament

round and more statistical screens and re-

ports than anyone might care to ever see.

Masque’s VPW, like the earlier Black-

jackfor Windows is one ofthe best reasons

to install Windows on a computer. Now, if

my computer would only spit out some
quarters, I’d never have to travel to Ne-
vada or Atlantic City. At least now I’m

ready for those trips when it’s time, cew
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A departure this month from the

usual ‘light and frothy’ news
and gossip, for a more in depth

look at some of the best recent releases

from Europe. The Over There column
will occasionally provide such an ap-

proach, especially when
some products are worth a

more detailed look. Re-

cently the column has had a

very French flavor, but this

month, British products

come under the spotlight.

Breach Too

The first title is the excel-

lent Laser Sijitad from

Krisalis Software of Roth-

erham. This is a squad-level

tactical sci-fi wargame in

which you control individ-

ual troopers. It can be played

as a one or two player game.
Each unit has its own name,
characteristics and abilities

— each is equipped from a choice of
weapons and armor, the cost of these

being deducted from a general pool.

This allows you to design your own
squad, having to weigh up the pros and
cons of rocket launchers, sniper rifles,

grenades, etc.

LaserSquadconi\?Xs of five missions

which gel progressively longer and

more difficult. Mission One, sub-tilled

The Assassins, is an attempted hit

against the arch baddie Sterner Regnix;

Mission Two is Moonbase Assault;

Mission Three is Rescue from the

Mines, etc. Each scenario requires its

own techniques and tactics, but in the

end the objective is always the destruc-

tion of the computer opponent (rather

than the accomplishment of a special

objective). Where Laser Squad really

comes into its own, however, is in the

two player option. This gives almost

unlimited variety, and provides the best

game of its type available on IBM com-
patibles.

The graphics are of good quality,

sound board support is high, and the

interface lakes a little getting used to,

but is then very smooth. All is icon-

driven with smooth scrolling screens.

Some missions are better achieved by
splitting your party, and the system eas-

ily allows you to flick from one unit to

another, even if they are on the other

side of the map.

Laser Squad also features line-of-

sight and infra-red viewers in combat,
the targeting being paiticuiarly effec-

tive. The weaponry is suitably impres-

sive and of good variety — the rocket

launchers being particularly devastat-

ing. Armor is also included, but the

product does not become bogged down
with hundreds of items, most ofwhich
you do not use.

This one is particularly good
fun with lots to commend it.

On the technical side, it’s not

bad either. It is currently avail-

able on IBM compatibles with

VGA only, 520K free memory
(+128K EMS for SoundBlas-
ter), will only run on hard disk,

and needs more than 9 MB of
space.

The London Blitz

Virgin is busy at the mo-
ment, at work on a new histori-

cal flight simulator set in

World War II. Its release title

is Reach for the Sk)' (title is

borrowed from a well known
book by Paul Brickhill, based

on the life of the famous British fighter

ace Douglas Bader—the fellow with no
legs). Reach for the Sky, the software,

is set around the time of the Battle of
Britain in the 1940’s, and allows the

player to take on the role of either the

RAF or the Luftwaffe.

In the RAF you can pilot Spitfires or

HutTicanes, in the Luftwaffe you are

able to pilot the Ju87 Stuka,

Messerschmitt 109’s and 1 lO’s, or as a

gunner in a Junkers 88, Heinkel He 1 1

1

or Dornicr Do 1 7 (this is a first for any
flight sim putting you inside these me-
dium German bombers including the

famous ‘Flying Pencil’). The individ-

Laser Squad
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ancient Solian lands have new arrivals:

Monsters of the Blight!

The Blight is consuming the ancestral homes of

the elves and humans, halflings, goblins and ores.

It's up to you and your chosen heroes to slay the

Blight’s monsters and solve its mysteries!

With The Magic Candle III, Mindcraft continues its

tradition of excellence in fantasy role-playing.

Your party will have characters handcrafted by

you, marching side by side with the friends old and
new your hero meets along the way. They will need

weapons and magic—and, most of all, their wits—to

sun/ive and defeat the Blight!

Delightful 256-color graphics, glorious music and
digitized sound effects, and a compelling story with

fascinating characters make The Magic Candle III

your key to many hours of enjoyment.

^MINDCRAFr
2291 205th Street, Suite 201, Turrance, CA 90501

(Actual screens ma,v vary.)

Circle Read^ Service 083



Reach For The Sky

SWOTL standard, but not quite up to

those in Aces ofthe Pacific. The ilighl

controls are very responsive and, al-

though it has all been done before,

(most noticeably by LiicasArts in their

three superb products: Battlehawks

1942, Their Finest Hour and SWOTL),
Reach for the Sk}’ has its own charm
and its own appeal. One nice touch

involves radio messages broadcast via

the sound card, such as “Spitfeurs on
your tail!!!” and the “all clear” klaxon
sounded at the end of a dogfight.

The IBM graphics are in both 16

color EGA and 256 color VGA and the

game features full sound board sup-

port, including a Roland/SoundBlaster
combination. Reach for the Sky’ is in-

itially planned for IBM clones, but it is

anticipated on both the Amiga and
Atari ST (1 MB only) in the near future.

CGW

Loser Squad

ual flight models are not bad, but occa-

sionally you need to take an external

view just to remind you which plane

you’re in.

Play is possible at “practice,” “pilot”

and “controller” level, the first giving a

welcome learning curve, the latter a

full-blown campaign game. Select

which air force you wish to enlist in,

then the phase of the battle (it covers

the actual stages of the real Battle of
Britain from .luly to September of 1 940
and stretches from the attack on con-

voys, through raids on the radar sta-

tions, then direct assault on the RAF
airfields, to the Blitz on London).

The phase selected will govern the

aircraft and missions available, and
also the general tactical considerations.

The controller mode takes this to an-

other dimension as you initially plan

Reach For The Sky

The Luftwaffe Controller will decide
what to attack, with which squadrons,

how many, at what lime, and, like his

counterpart, pilot the aircrali. Note that

if you can reverse the course of history

and guide the LuflwatTe to victory, you
will be rewarded with a graphic ofBrit-

ish Prime Minister Churchill boarding

a plane to leave for Canada. Never in

the field of human confiict ...

The graphics are probably belter than

the RAF/Luftwaffes tactics on a daily

basis and then fly missions.

The RAF Controller will be con-
cerned with moving planes from fac-

tory to airfield, airfield to airfield, and
also decide which squadrons to commit
to the fray, and which to defend the

airfields, cities, and factories — and
then pilot the missions before it all goes
around again ...

Quest of the Great Jewels
In Quest of the Great Jewels, choose to be one
ojjour races: The Azoni, builders ofgreat citadels;

the Quntag, rulers of vast empires: the Rilris,

hoarders ofgreat wealtK or the SlentK destroyers
and ravagers of the land. Begin as the ruler of a
single province and send your armies out to fulfill

your race's destiny. Quest is afantasy wargame
combining elements of strategy and tactics with a
healthy dose of magic. Over 90 magical talismans
abound in the game, each grantir^ its owner the
ability to bend the rules in some way.

* * WINNER - BEST FANTASYPLAY-BY-MAIL
GAME -- ORIGINS 1985 Si 1986 * *

Send $15 for the rules, setup
information, and the first three
turns, or $5.00 for the rules alone.

Flying Dutchman Games
Dept. C

P.O. Box 957434
Hoffman Estates. IL 60195

THE ULTIMATE ROLE-PLAYING AID I

Introducing The Ultimate Character Editor. This exciting new product features !

full mouse and keyboard support, online context sensitive help and a complete
|

windowing system (does not require MS Windows to run). This editor allows you I

to edit most of the games listed below (including all of the Might and Magics, all |
of the Ultimas, all ol the SSI games, all of the Bard's Tales, and more). The price

|
for this editor is $59.95. So, for the price of 3 editors, you will be getting

|
approximately 30 editors. Upgrades will be available to handle new games as they I

are released for only S9.95. i

• CHARACTER EDITORS — SI 9.95 each !

Might and Magic (1, 2, 3 or 4), Drakkhen, Pool of Radiance, Hard Nova, I

Bard's Tale (1, 2 or 3), Wasteland, Dragon Wars, Space Rogue. I

Wizardry (Edits 1-3), Wizardry 4, Wizardry 5, Bane of Cosmic Forge,
|

Crusaders of the Dark Savant, Treasurers of the Savage Frontier,
|

Sentinel Worlds I, Knights of Legend, Secret of the Silver Blades,
|

Curse of the Azure Bonds, Champions of Krynn, Space 1889,
|

Keys to Maramon, MegaTraveller (1 or 2), Keef the Thief, Darklands, I

Escape from Hell. Ultima (3, 4, 5, 6 or 7), Dark Heart of Uukrul,
|

Savage Empire, Tunnels and Trolls, Lord of the Rings (1 or 2), !

Countdown to Doomsday, Martian Dreams, Eye of the Beholder (l or 2), I

Death Knights of Krynn, Fountain of Dreams, Magic Candle (1 or 2), i

Pools ol Darkness, Ultima Underworld, Twilight 2000, Planet’s Edge, !

Dark Queen of Krynn, and Prophecy of the Shadow.
j

• HINT BOOKS — S9.95 each |

Might and Magic 1, Knights of Legend, Curse of the Azure Bonds.
|

Champions of Krynn, Legacy of Ancients, Dark Hearl of Uukrul,
|

Wizardry (1 , 2, 3, 4, 5, Bane or Crusaders). Eye ol the Beholder 2, |

Might and Magic 3 (12.95).
|

IBM listed. Apple, C64 and Amiga versions also available. I

Please add $4.00 for shipping and handling. i

Open from QAM - 9PM every day for your convenience. !

GOSSELIN COMPUTER CONSULTANTS MM 1

P.O. Box 1083 • Brighton, Ml 48116 • (313) 229-2453 |>||||||j|||0 |

Circle Reader Seivice # (>2
Circle Reader Service # 65
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FlqInThe Face Of Reality.

Whether you’re diving blind through fog to find a

runway or loop-de-looping to save your tail, get your

hands on VIRTUAL PILOT, the flight yoke that looks

d feels exactly real... because it is. Designed by an

lane builder, VIRTUAL PILOT flics any simulation or

game that supports a joystick. Works with all IBM and compatibles. And you won’t have

to fly halfway around the world to buy it. Just buzz your local store.

VimOIlL PILOT" PHODUCTS

Circle Reader Service tt49
970 Psik Cenier Di/ve* Vista, CA 92083 • Pfiorie: 6l9-538-25l8*PAX: 6I9-5ffl-2524



I Monkey Islniid i I I Legend of Kyrandia

I Ultima Underworld I Darksced I Ultima VII

I Spellcasting 301 ICIouds ofXeen I The Summoning

Here we are in the depths of winter,

and the depths of the mail room,

loo. You may notice the place

seems a little larger. Fred and I decided it

was easier to make the room bigger than

to haul out all those mail sacks (and lazi-

ness had absolutely nothing to .do with it!

Honest!). So settle in and we’ll peruse

some of the correspondence.

However, before we get to the letters,

there are a couple ofthings to be gone over.

First, Origin has related to me that, be-

cause of a misunderstanding in my Ultima

F7/ article a few months back, people have

been sending in disks to be “fixed” when
it wasn’t necessary. So I’m going to clear

that up right now.

The problem shows up in the final dun-

geon on Avatar Isle. Beyond the throne

room, in the tunnels by the jail cells, are

two doors. The first is retracted into the

ground, the second one isn’t. As you ap-

proach the second door, it should slide

down while the first one slides up (effec-

tively “trapping” the party).

This is the trouble spot, as the doors work
properly only if you went into the Codex
shrine and read the scroll there before en-

tering the dungeon. So don’t send your

disks to Origin for “fixing” unless you are

stuck at these sliding doors by the cells.

The doors in the throne room are not a

problem, as there is a switch hidden behind

a secret wail that opens them.

Another correction needs to be made to

something I said about Clouds of Keen
(Might & Magic IV). The game is not

(ahem) quite as bug-free as I mentioned. It

turns out there is a problem with the “Save
As” feature not properly recording your

progress in the game. So you could, for

instance, complete a quest, only to find on
a later restore that the program has forgot-

ten all about it (and thereby forcing you to

do it over).

This didn’t happen to me because the

memory patch New Work! sent me also

included a fix for the “Save As” problem,

which I didn’t know at the time my article

went to press. It was only later that 1 found

out about this particular bug. Sigh. So if

you’ve been having trouble with “Save
As” not saving your position correctly,

you can obtain the patch from most on-line

networks or local bulletin boards, or you
can call NWC’s tech line to ask about
obtaining one direct from them. Okay, on
to the good stuff!

Monkey Island II: This one has proved

popular, and folks are still having a little

trouble with that drinking contest. Ya can’t

win if ya play (drink?) honestly. Now, a

little near-grog, that would help. Of
course, Kate isn’t going to cooperate, so

you have to be sneaky here. Ever looked

closely at those flyers she hands out? Such
a nice picture of her on them. Far too nice

to keep hidden away; you ought to show it

to the world.

Legend of Kyrandia: Some people are

having a hard lime gelling through the dark

caves. Alas, there is no quick and easy way
to do it. First, map as you go, or you’ll have

an even harder lime of it. Then proceed

along as far as possible with the fireber-

ries, save the game, and guess which way
is safe to go next (ie, leads to another

bush). Expect to restore a lot during this

part ofthe game, but with careful mapping,

you should be able to make it through.

Ultima Underworld: A few complaints

have shown up from folks who have been

unable to make the big leap across the

chasm on level 7 (the one where magic
doesn’t work). This one is a puzzler, and 1

don’t have a solution, sorry to say. It is a

difficult jump, but by far the majority of

players (myself included) have been able

to get across, sometimes after many tries,

but we certainly made it over. My own
technique was to use the “running broad

jump” method, and leap at the very last

possible moment (with the ring ofjumping
equipped, ofcourse). Eventually, this suc-

ceeded and 1 was past the chasm, If no
manner ofjumping will get you across, the

only thing 1 can suggest is a call to Origin;

they may be able to provide some lips, or

possibly an alternate means of getting

over.

Durksced: Some adventurous souls

have found themselves stymied by the

monster dog guarding the bridge on the

dark side. There isn’t much you can do
about it until you’ve had your little get-to-

gether with the lawyer. After that, you just

might be able to stick it to that annoying
mult.

Ultima VII: Several Avatars are having

a hard time gelling through their own dun-

geon, hehe. In particular, the throne room
(no relation to the first one at the beginning

of the dungeon) has them stumped. They
sit in the throne and nothing seems to

happen. Seems is the key word here. So
don’t just sit there, go out and explore.

Look around. Things may not be the way
they appear.

Spellcasting 301: Flopping at the Belly

Flop contest? Maybe what you need is a

little roc and roll (or was that roc and
blow?). Whatever you call it, just make
sure that you do, hehe.

Clouds of Xeen: There is a cure for

those who become old before their lime.

It’s just not easy to obtain. Investigate the

outdoors and turn the seasons. That will fix

up anyone who is suffering from early

gray.

The Summoning: On End Level 5, there

are a number of magic mouths that ask for

items. It is not necessary to “feed” all of

them. Only a couple arc really important,

and the items they request can be (bund as

you make your way through the fortress in

the center of the level. The rest of the

mouths are optional, and you don’t have to

give them items if you don’t want to.

And that’s about it for this look into the

mailbag. Remember ifyou need help with

an adventure game, you can reach me in

the following ways:

On Delphi: Stop by the GameSlG (under

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 envelope ifyou live in the United

Stales): Scorpia, PO Box 338, Gracie Sta-

tion, New York NY 1 0028.

Until next time, happy adventuring! cgw
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Its one thing tn be shot down in the middle nf a game, but

without adegnate memorypH never get nff Ihe ground.

T
O get tody’s hottest computer games up and running,

your computer needs increasingly vast amounts

of conventional memory- the first 640K ofmemoiy

found on nearly every PC compatible system. The same

memory your mouse, CD-ROM and other peripherals

compete for, as well.

Adding memory chips won’t helj). And

running DOS 5 usually isn’t enough.

What you need is 386MAX? It’s the highly

advanced memory management software

that recovers wasted memory on your

^tem, so it can make more memory avail-

able to games and other

programs that need it.

Insufficient
Memory

Best of all, it does it more easily and reliably than

any other way. Just type “maximize” and 386MAX does the

rest, automatically analyzing your system and configuring

it for maximum memory and optimum performance.

Which iswhywe call it The Intelligent Memory Manager,

And why BYTE Magazine said “it’s so ea^ to

use and offere such significant benefits that it

should be pait of every ^tem.”

So, ifyou want to play today’s most

challenging games, but you don’t want to run

out of memory, iim out and get 386MAX. Or

call 1-800-676-0386 to order. At just $99.95,

it’s by far the best flight

insurance money can buy.

RAM PAGEFRAME BIOS MEMORY VGA MOUSE TSRs HIGH DOS EGA INITIALIZE DPMI MODEMS 640K FAX BOARD 386SX

QI993Qunli!a.^. Qvialitas, 7101 Wisconsin Avenue, Suite lOSO, Buthesda, MD 208H,/Ui ampanu avdpmdiicL values are trademarks
or registered trademarks oftheir respective owners. System ilcquircments: Any 38tt, 3B(iSX, 486 or 486SX PC or PS/2, rain. 266K
of extended memory, DOS 3.0 or higher, and hard disk drive. (3B6MAX also supports 286 machines with Shadow RA.M, or any PC
with EMS 4.0 hardware with 2.')r)K memory, Feature avuilubility and memory recovery may vary on these sy stems.)
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Rex Nebular and the

Cqsmic: Gender BendM
from MicroProse

filte; Rex Nebuljt .itifi Ihe Cosmic Gender Berwlei

.S\^lem: IBM
Price:

Pfoietlioit: Dor iimcnlntion look-up

Designer: MPS l.nbs grjfjhir .iclvenlurc group

.
Publisher; Mir roProst;

Hunt Valley. MD

T
he year 1992 will be remembered by

some computer gamers as the year

that MicroProse ventured forth

from its staple product line — military

simulations— into new gaming territory.

With the introduction o'( Darklands, Mi-

croProse sought to shed some new lighten

the often hackneyed CRPG world ofdrag-

ons and hobgoblins, dropping the mythical

pseudo-medieval setting Found in most
CRPGs and opting instead for an exhaus-

tively researched background of medieval

Germany. Now, MicroProse continues

this offensive into new markets with the

introduction o[' Rex Nebular and the Cos-

mic Gender Benders {Rex), an adventure

game which takes aim squarely at the mar-

ket dominance of its competitors, Sierra

On-Line and LucasArts.

The plot in Rex is nothing new; indeed,

the setting is roughly similar to Free
Spirit Software’s Brad Stallion adven-

tures, wherein a promiscuous space-hop-

ping hero journeys across the universe,

surmounting obstacles presented both by
hostile xenoforms and beautiful space-

vixens. Rex also shares some similarities

with Sierra’s Space Quest series, with

Rex Nebular behaving much like a bum-
bling, over-sexed Roger Wilco.

T0 get things started, a lengthy animated

introduction provides the background in-

formation to help players understand

Rex’s plight. The story begins with Rex
piloting his redoubtable star-faring vessel,

the Slippery Pig, to an enigmatic planet

known as Terra Androgena in search of a

priceless vase. Upon assuming orbit

around the planet, a vessel crewed by

wrathful Amazon women slips out of hid-

ing and nearly blasts the intrepid Rex into

space dust, forcing him to make a crash

landing on the surface of Terra Andro-

gena. Now, the player enters the scene,

guiding Rex about the Slippery Pig in

search ofequipment to help him escape his

damaged vessel, explore the planet and

llnd the vase.

Outer Space Interface

Central to this endeavor is MicroProse’s

new adventure game interface, generated

with the help ofthe MicroProse Adventure
Development System (MADS). A no-lyp-

ing interface along the lines of those used

by Sierra and LucasArts, this interface

supplies a small list of actions which the

player can utilize to give Rex commands.
A unique feature of /?e’.Y is that ever>' object

placed in inventory has it’s own special list

of custom verbs. For example, a tape

player found in the game may have the

custom actions “eject tape,” “play tape,”

and “disassemble” associated with it. This

specific treatment of special objects

makes manipulating puzzles much easier

to deal with.

Indeed, much of the game is easier to

deal with than most other adventures. The
player can set the difficulty level of the

game (novice, advanced or expert), but

even the expert level isn’t that challeng-

ing. Another feature which makes Rex less

arduous to play is the “auto-resurrection”

that occurs every time Rex meets an un-

timely end. Instead of having to restore a

saved game or restart, the game will sim-

ply place Rex in the position immediately

preceding his death. This

makes attempting risky ac-

tions less of a hassle than the

“experiment, die, restore”

formula that some adventure

games fall victim to. All in

all, Rex should be well re-

ceived by novice and inter-

mediate adventurers.

Parlof/^eA'’s biggest appeal

is the impressive treatment of

sound and graphics. The im-

pressive introductoiy anima-

tion (nearly ten minutes in

length) is loaded with digil-
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ized speech, and doesn’t take up 10 MBs
of hard drive space to do so. The bulk of

game is filled with nicely done sound ef-

fects and music, with lavish VGA graphics

providing the “I.eisure Suit Larry: Lost in

Space” feel that MicroProse was seeking.

Indeed, the treatment of graphics and

animation in Rex is where Micro-

Prose is thumbing its nose at its com-
petitors, with a robust use of 3-D
objects and rotoscoped animation.

This translates into an inventory con-

trol screen with spinning, 3-D objects

and smoothly walking, life-like char-

acters. Even the text window at the

bottom of the screen is Hlled with

animation; depending upon where
Rex is in the game, animation will be

there as well. An animation of birds

Hying through trees will appear when
Rex is in the jungle; fish will be

swimming en masse when he is un-

derwater, et cetera, all in the background
of the text window.

Funny You Should Program It

The game abounds with inside jokes and

jabs at Sierra and their adventuring prod-

ucts. In the abandoned city, the player can
guide Rex to “Macho-prose” software,

where a slow-selling brand of entertain-

ment software called “Sahara Off-Line” is

priced to sell at 90% off retail. MicroProse

reportedly consulted with a professional

comic writer for the dialogue, and for the

most part, it shows. At times, however, it

feels as ifthe game is trying too hard to get

a laugh. MicroProse should look to the

acerbic wit and dead-on comedic timing

displayed in LucasArts' Monkey Island

series for a guide on how to make com-
puter dialogue a little more humorous.

While it’s not the funniest adventure

game yet, Rex isn’t bad. The combination

of self-deprecating humor and gender-

bending double entendre serves the game
well, making it good for a few chuckles

here and there. Parents should be warned,

however, that7?£?A: does feature a consider-

able amount of sexual innuendo and grue-

some violence. MicroProse has

thoughtfully added two levels of game-
play: Naughty and Nice. Naughty is

roughly comparable to a modem R-rated

movie, while Nice falls somewhere in the

PG-13 camp. There is even an option to

install the game in “Locked Nice” mode

\jl
for nervous parents. From sex to vio-

lence, everything in Rex is treated

with a tongue firmly planted in cheek;

only very sensitive gamers should be

offended by the adult content of Rex.

XY, Because We Like You

Infrequent appearances of bland

dialogue aside, Rex is a solid move
into the adventure gaming genre by

MicroProse. Rex displays the same
attention to detail that has won Micro-

Prose raves in other products, with an

emphasis on impressive graphics and

sound. MicroProse is far from being

an old hand at adventure games; Rex
doesn’t quite attain the state of the adven-

turing game art as evinced in LucasArt’s

Monkey Island II or Virgin’s Legend of
Kyrandia, but it’s close. If MicroProse can

follow up Rex with another MADS-cre-
ated product that features more challeng-

ing puzzles and another solid plot, Sierra

and LucasArts may find themselves look-

ing over their shoulders more often than

they would like, cgw

"The Informative PBM Magazine"

Do your know what PBM (Play-By-Mali) gaming is? If you
don’t, we can help you explore the world of PBM gaming.
Paper Mayhem has been leading the way for over 9 years

by informing people about PBM gaming. Articles, reviews, bio-

graphies and more fill each issue. Not to mention the ratings

of PBM games and companies that our readers participate in.

Paper Mayhem has been improving with the ever expanding

hobby of PBM gaming since 1 983. Each bimonthly issue

brings you the latest on PBM news.

So why delay and miss out on all the fun? Read Paper May-
hem and take advantage of PBM gaming.

Send subscriptions to:

PAPER MAYHEM
Dept CG

1518 Adams Street
Ottawa, iL 61350-4770

US Subscriptions:

Single issue $5.00
1 year $24.00
2 year $42.00

FOREIGN SUBSCRIPTIONS: 1 year Canada $31.00;

1 year to Europe $51.00; 1 year to Australia $57.00.
All Subscriptions to PAPER MAYHEM are to be paid
in US funds and drawn from US banks. Foreign sub-
scriptions are asked to use International Money Order
in US funds.
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SIDELINE SOFTWARE
orders 1

- 800 -888-9273 only

Your European PC Connection discount titles

NEW TITLES TYPE $
Robocop 3 Arcade Adventure 38

Alone in Ihe Dark Arcade Adventure 4b

Curse ol Ihe Enchantress RPG 42

WWF,T2, The Simpsons: all Arcade Straleqv 4b

Pushover Arcade Strategy ;tb

Cool World Arcade Adventure 4(1
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Ween the Propneev RPG 4b
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World Wrestle Federation 2 Simulation 40

EUROMAGS
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sliipping. Shipping limes rot guaranteed
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Need Info? Call (305) 491-9519
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The Print Shop Still Prints Money At Broderbund Software

Like many NASDAQ stocks,

Broderbund continues to do well.

Although Broderbund (NASDAQ:
BROD) continues to publish very

few pure entertainment software

products, its strong edutainment base

and distribution of entertainment

titles continues to impact the comput-

er gaming hobby. Though the compa-

ny and its primary affiliated label,

Maxis, mutually agreed to end their

long-term distribution agreement

(much like the amicable parting of

Origin and Broderbund a few years

before), the distribution arm recruited

New World Software as their new

flagship affiliate.

Broderbund’s core business, how-

ever. continues to depend upon non-

entertainment titles. The Print Shop

series continued to contribute 29% of

net corporate revenues (compared

with 33% at the time of the Initial

Public Offering) and the popular

Where [Is] Carmen Sandiego? series

provides 25% of the corporate

income (down 1% since the company

went public). To

no one’s sur-

prise, the com-

pany’s early

learning prod-

ucts (Kid Pix,

The Playhouse

and The

T r e e h o u s e .

among others)

has contributed

14% to net income and should

increase in the coming year.

Investors seemed to be happy with

Broderbund’s fiscal year results. Net

income per share increased from $.75

at the end of August, 1991 to $.99 at

the end of Augu.st, 1992. For com-

parison purposes, we offer tlie year-

end results of the previous three

years (all at the end of August): 1990

($.34), 1989

($.36) and 1988

($. 62 ).
Obviously, a

quick glance at

the stock perfor-

mance chart

indicates that

Broderbund is

selling (at press

time) at almost

three limes the per share value of the

Initial Public Offering (which hit the

market at the high end of the project-

ed range - ca. $l 1 .00).
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ZERO’S & ONE’S PC WAREHOUSE
6472-B Windy Road, Las Vegas, NV 89118
(800)788-2193 (orders) 8-6 Wl-F, 9-4 Sa

(702)897-1571 FAX *** (702)897-2797 Tech Support
ALL IBM COMPATIBLE

BEAT THE WINTER DOLDRUMS
AND E-X-P-A-N-D YOUR WORLD !

MM HARDWARE
SOUND BOARDS
FLIGHT STICKS

RUDDER PEDALS

MODEMS
VIDEO CAPTURE

BOARDS

Ask About Our
COMPUTER
STARTER KITS

ENTERTAINMENT
SOFTWARE

EDUCATIONAL
SOFTWARE

Adventure
And FUN

While

Learning !

Save the Prince

or Princess with our

state of the art

adventure games.

*
:i;^

H: 4:

Flight Sim

&War
GAMES

^ Vi

Come FLY

witli our

large

selection of

FLIGHT
SIMS !

CALL For Pricing & Availability.

BOARD
CASINO
CARD &
SHOW
GAMES

* * *

WINDOWS
PROGRAMS

.a..n..d..

UTILITIES

..a..n..d..

GAMES
* * *

CD ROM
Drives &
Software:
° Art Files &
Programs

°
Education

° Games

°
Research

° Shareware

° Utilities

HOME,
MUSIC,
OFFICE,

PAINT AND
PRINT

SOFTWARE

SPORTS
Baseball

Basketball

Football

Golf

Soccer

Summer games

Winter games

Call or Write

for full

Price List.

Wide range

ofMM and

Entertainment

Hardware,

CD ROMS,
and

Software.

Prices and ayailability subject to change. All sales final. We do not guarantee compatability. All softvvare is factory fresh and iflMPh
games add $1 each in Cont. US. 2nd Day Air S6 1st game, add'l games add SI each in Cont.US, COD add S4. All prices are US $,
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Do Android Gladiators Sweat Electric Bullets?

A replay of Maxis’ RoboSport

by Martin E. Ciriilis

"Rifle One slowly advanced in a half

crouch, bnreh/ a 'bong' coming from his

bouncing legs as he crossed the debris

strezvn remains of the lawn. His receptors

itched: at any moment the scream of an

incoming missile could come or a piercing

burp ofauto fire. But he was a soldier and

he had his orders...."

Recently, the Metro Seattle Gamers
(MSG) held a computer gaming
day; I decided to check in and see

how Maxis’ RoboSport held up under the

intense scrutiny and play of a roomful of

shouting wargamers—a notoriously criti-

cal crowd. Since RoboSport(RS) has an

intentionally “light” feel to it, 1 was con-

cerned that 1 might have trouble llnding

three willing opponents among these hard-

nosed wargamers.

1 need not have worried. As it turned out,

I had about as much problem finding play-

ers as I would Iniding unemployed Repub-

licans. A couple of Mac owners had

already set up their machines back-to-

back, so we decided this would become

the blood(oi!?)-pit.

With the connection of a few cables and

the rise of AppleTalk, the network was
established and, with the odd file-sharing

command to set the stage, RoboSport ’s

elegant communication routines had us up

and running in moments. The ease of this

set-up impressed most of us who are ac-

quainted with the slightly more arcane

multi-computer games we’ve tried to set

up before, with varying degrees of suc-

cess. Maxis has made it as simple as pos-

sible to play this game in a multi-user

environment; it seems to handle different

machine speeds without a hitch. We used

a Quadra 700 as the master unit with a

standard Mac+ as the other terminal and,

later, we added an SEIl and a PowerBook

to maximize speed and player privacy. It

ran with nary a hiccup. Enough of this

technical jargon, though, there is a grudge

match to analyze and robot parts to sweep
up. Let us meet our four antagonists and

examine the playing field.

The Players

Marshalling the Red team and starting in

the upper right corner is Immanuel Gam-
biel, fondly known as Izzy. Me is re-

nowned as the child of the Blitzkrieg.

Stephen Graham, plays the Greens in the

bottom right. He is an experienced RS
player and the man kind enough to let us

use his Quadra for the brains of our net-

work.

Mike firman commands the Purple team

in the bottom left comer. He is a dyed-in-

the-wool wargamer but an RS novice.

Finally, hunched up in the top left comer
and admiring his shiny Blue troops is

yours truly. I’ve never faced three human
opponents in RS and but I’m looking for-

ward to it.

The Pit

The name of the game is Survival and

the level is Standard Battle. The field will

be Rubbles, a bombed out ruin ofa suburb

with the blasted shells of buildings as our

cover. Six ’bols and a five minute time

limit per turn should keep us sharp but not

make any of the less experienced players

too tense. The game will mn eight turns,

two game minutes at fifteen seconds per

turn. And so, after each player programs

their clever opening plays, there is the

ominous hum of the transporters and. .

.

LET THE GAME BEGIN!!!!

Turn 1 begins, as most games of RS
seem to do, with the almost constant roar

of gunfire and explosions. The Blue team

launches a furious storm of grenades at

every opening in the rubble of the Red
home area; unfortunately, not a single red

robot shows an antenna to the east. Mean-
while, it seems that both the Green and

Purple teams have decided to rush the

center and try to gain control of the board.

Unfortunately they slam into each other in

the clearing below the central building and

the massive firefight blows Purple Autol

and the Green Missleman to ’bot heaven.

Tough break for Green. Purple guards his

right flank with a lone Missleman and

succeeds in blasting Blue Auto2 out of his

own guard position. Range and accuracy

make all the difference here. Green loses

his Autol to Red in a similar manner.

At the end of the fifteen seconds both

Blue And Purple are down a ’bot, while

Green has lost his best two weapons in his

gambit for the center. Red has come
through with only a few minor dents. Izzy

has surprised us all by playing defensively

and coming out the big winner for the turn.

Green has sol id control ofthe center build-

ing shell but it has cost him, after the first

turn, the health ofhis team totals only 39 1

.

Purple’s not much better. I’m not thrilled

with Blue team’s performance, but neither

am I heartbroken. We are in a solid num-
ber two position.

Turn 2 is one of defense and debacle.
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Red, sensing a combined attack

from both the Green and Blue

teams pulls back into even
tighter defensive positions

within the building in his home
zone, minimizing possible gre-

nade and missile attack while

maximizing his own effective-

ness. It works well. Green, de-

ciding he has taken too much
collateral damage to survive a

prolonged ilrefight, rushes the

Red home zone and is annihi-

lated in a storm ofburst and auto

fire before the robots can cross

the open ground; Izzy the Red
has successfully guessed which
side the main rush would come
from. The Blue feint succeeds

in slipping a lone rifleman into

Red’s defenses but, out of gre-

nades, his rifle is too weak to be

more than an inconvenience.

In the now far less crowded center, Blue

and Purple scouts encounter each other

from opposite sides of a room and annihi-

late each other. Another purple scout try-

ing to slide up the right side of the arena is

picked off by the Blue Missleman. The

remaining Purple robots consolidate their

position in the center building. Red is a

little more chewed up but still holding a

full compliment of ’bots, while the Green

team is reduced to one cowering rilleman

with a health of eighteen.

Witnessing the virtual destruction of the

Green team, I realize that I am far too

spread out over my comer to resist the

attack from the left that is sure to come.

For the next turn I wilt attempt a desperate

consolidation while maintaining some sort

of guerrilla offense against Red.

Turn 3 is the ftrst turn of relatively

subtle tactics. The only excitement is

when Red cautiously blasts the intruding

Blue rifleman into atoms with

a massed grenade attack. A
Blue burster takes advantage

and slips behind Red lines but

his final position only allows

him to slag Red Autol, the

first Red loss of the game.

Meanwhile Green retreats

its lone ’bot quickly back to its

own home zone and holes up

in the best corner to be found.

Purple moves up screen very

cautiously and in force.

Red must come to me now
and 1 hope to move up my
Missleman to take advantage

of the confusion my infiltra-

tion is causing amongst his

ranks. And yet, I cringe tiydng

to figure out when Purple will

arrive.

Turn 4 is a study in frustra-

tion. The Blue Missleman does catch the

Red team in the open but its missiles veer

wide and do little damage. The Red return

fire does not suffer from this little curse of

bad luck and the Blue ’bot goes up in

flames. The rest ofthe Red team continues

to play hide and seek with the Blue infil-

trator behind his lines.

Green still hides and will do so for the

rest of the game. Purple, expecting some

The Play-By-Mail Offer
FLAGSHIP magazine, with Ark Royal Games, C2 Simulations, Capitoi Consulting, Deltax Gaming,

Flying Buffalo Inc, Flying Dutchman Games, Graaf Simulations, Inner Dimensions, Rolling Thunder

Games Inc and Twin Engine Gaming, is proud to make what may be the most exciting offer in PBM

history. For $19.99, we'll give you:

(a) A 4-issue trial subscription to FLAGSHIP, PBM's leading international magazine, with 56 pages

each issue packed with news, reviews, and uncensored player comments. Every Issue includes a

sheet of discount coupons worth many times the cost of the magazine.

(b) A coupon entitling you to $20 vaiue of rulesand/orturns inany of these games: Against All Odds,

Adventurer Kings, Cluster, Continental Rails, Domination, El Mythico, Feudal Lords, New/ Order,

Quest of the Great Jewels, Shadow Lords, Sirius Command, Space Combat, Space 101, SlarGlobe,

Starquest, Subterrania, Victory!, World Emperor II and Warriors & Wizards. You choose where you

want to use the coupon: to help you, we will include an impartial description of each of them! The

only condition is that you should not have played with that particular gamemaster before.

Last but not least, if you are disappointed with the first FLAGSHIP, let us know within one month and
we'll refund you the entire $19.99 by return. No handling fee, no requirement to return anything -

yes, you can still use the coupon.

To try it, send $19.99 to FLAGSHIP, CGW special offer, PO Box 6105WSS, Gainsville GA 30504
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sort of Blue attack, has held it’s defensive

position for the entire turn.

I can feel the end coming at the hands of

the Red juggernaut; the only issue is how
high a price I will force him to pay.

Turn 5 is the Blue swan song. The Blue

autol blazes away at the approaching Red
team from the relative sal'ety of the Blue

home zone, but the grenade conservation

of the Reds has worked well and the

autogun is silenced with a round of explo-

sions and no Red losses. Back In the Red
home zone, the last remaining Blue ’bot

cautiously scans for enemies in all direc-

tions, eases through a blasted wall and is

ignominiously cut to pieces. Blue is out at

the minute and fillcen second mark. Pur-

ple moves it’s last three ’bols up slowly

and positions itsel ffor an assault on the lop

of the arena.

With my last robot gladiator in frag-

ments, my only satisfaction is in the reali-

zation that I have reduced many oflhe Red
team to rolling junk. With five robots left,

Red’s total health is only 319. I begin to

cheer for the Puiples who have caused me
less grief.

Turn 6, surprisingly, becomes the blaz-

ing finale for all intents and purposes.

With Blue gone. Purple realizes that there

is now an uninhabited home zone to de-

fend from, and rushes up to snatch this

important tactical objective. Unfortu-

nately, the Red horde has decided the same
thing. The two remaining powers slam

into each other in a cataclysm of fire-

power. When the smoke clears, two Red
’bots have yelled their last ‘Arrrrgh!’, but

of the Purple team, there is no trace.

Meanwhile, down in the forgotten bot-

tom left of the arena, Green still hides.

Turns 7 and 8 are a study in stealth as

Green continues to hide from the Red
team, and much to everyone’s surprise,

succeeds in running out the clock and sur-

vives.

And the winner is... RED! With an over-

whelming 2250 points. Izzy has beaten us

all by cleverly contradicting our expecta-

tions. Next is the glad-just-to-be-alive

Greens with 950 points. The overconfi-

dent Blues and cautious Purples are tied

for last with 600.

Coach’s Corner

After viewing the movie using

RoboPlay and after hearing numerous
‘should have’s and ‘ifonly’s, many people

who had never heard of RoboSpori were
commenting on how well the game re-

fected small arms and combined arms
tactics. It simulated arms tactics much bet-

ter, in fact, than many computer wargames
dedicated to the subject. Both the Green

Captain, Stephen Graham, and I agreed we
had ignored these tactics to our own peril.

Mike Finnan just groused about his luck;

he never dreamed he’d be facing a nearly

complete Red team when he finally made
his way to the top of the arena.

Many IBM users were also surprised

they had never heard of the game and it

was decided this was due mainly to the fact

most stores sell it in the Windows section

instead of the Entertainment Software

racks. RoboSport vets expressed an inter-

est in an update disk for the game, which
would contain such features as a robot and

terrain editor and terrain that is affected by

explosions and gunfire.

Before we were kicked off the network

by impatient Spectre players, more than a

few people had been introduced to the

game and mastered the simple interface in

the course of a short melee. A game that

kept a whole roomful ofwargamers enter-

tained just playing the basic scenario is

definitely one that deserves more expo-

sure in the multi-user environment. Next
computer-gaming day, the MSG is plan-

ning a “Capture the Flag” tourney. Me, I

think I’ll dig up a few old Sgt. Rock com-
ics and see if I can pick up a few pointers.

1 would like lo thank the Metro Seattle

Gamers for making this article so enjoy-

able lo research, cgw

281 YEARS AGO...
THE HYPERSPACE BOOSTER IS DISCOVERED

In 2095 CE a huge alien artifact was discovered in the far reaches of

the Tau Ceti starsystem. It was a hyperspace booster, a device with

the capabilitiy to “push" spacecraft thousands of lightyears through
hyperspace. In subsequent decades, the booster was used to send
colonists on a one-way trip to a cluster of stars dubbed the Local

Group, far from the rapidly overcrowding worlds of the Home Cluster,

For years the Local Group had been receiving Development Assistance

packages from the Home Cluster, to update their technology and
assist them in constructing new colonies. Fifty four years ago, the

shipments mysteriously stopped coming. The next ten years were
known as The Great Panic, a period of interstellar war and piracy that

nearly destroyed human civilisation in the Local Group. Fortunately,

at the peak of hostilities, a hyperspace booster was discovered inside

the Local Group. The knowledge that two-way communication with

the Home Cluster might be established acted to calm the Local

Group. A monumental plan was put into action to move the booster,

entirely at sublight velocities
,
into orbit around Cetus Amicus. But,

during the twenty-plus years the move required, the Local Group
again fell into turmoil, this time to emerge divided into two mutually

hostile governments: the Federated Worlds(FW) and the United

Democratic Planets(UDP).

To Be Continued...

OMNITRENDSOFTWARE 'fhe war escalates this Spring.

f f

Impressions Software
is expanding its American development team-

and is looking for the best!

Programmers experienced in C/C++ and Assembly language

on IBM PC compatibles, and Graphic Artists experienced

in VGA work wanted forexciting new games development,

creating leading edge strategy games.

We offer a fun working atmosphere in pleasant New
England offices. Competitive salaries will be paid according

to experience: successful applicants will also benefit from

a comprehensive benefits package.

Interested? Please send your resume to us at the address

below; Graphic artists should also send samples of their

work on floppy disk.

'Ihe Game Design Studio

Impressions Software, Inc.

7 Melrose Drive

Farmington 06032

Impressions
Impressions Software is an equal opportunities employer.
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Red Sky At Night

— Spies Delight

Virgin’s New Graphic Adventure, KGB
by Robin Matthews

TITLE: KGB
SYSTEMS; Amiga, IBM
REVieWELTON; IBM (run> fine on 1 2Mhz)
PRICE:

GRAPHICS: VGA
SOUND: AdLib, SoundblasitT. Roland

DESIGNER: Cryo

PUBLISHER: Virgin Games
irv'ine, CA

W ilh ail the recent changes in the

Soviet Bloc it is possible that this

latest release from Virgin could

become a nostalgic piece of software,

dealing as i( does with all the scheming
and machinations of the old state intelli-

gence organization that made the CIA
look like a 'mother and monsters’ coffee

morning club. In serious terms the KGB
was the most effective and feared instru-

ment of terror, state control and of course
corruption in the old Soviet System, but at

least it got the trains running on time (as

they say in old Petrograd),

Virgin has used the same French soft-

ware house which coded the graphically

stunning Dune, Cryo, and they have pro-

duced an unusual variant of the graphic

adventurc/whodunnit genre. The plot in-

volves the player, as Maksim Riikov, join-

ing the KGB’s Department P and being

employed to investigate decadent Western
style corruption and avarice within the

Soviet State. This is achieved by a series

of mini-quests, which eventually add de-

tails to the main plotline which involves...

I Ed: deleted due to inadequate security

clearance on the part q/'CGW readers].

The trail starts with Maksim’s first case;

to investigate the murder of a former KGB
agent called Golitsin. KGB is set in the

summer ol’ 1991 against the backdrop of

the creaking Communist system and the

Oavor is well captured, with Golitsin ap-

parently being involved in all sorts of
shady shenanigans such as murder, drug

dealing, moon shining, computer hacking,

etc. The wider picture, however, is more
sinistei', with plots against good 'ole Gor-
bie, coups wilh military hardliners, etc.

The gaming system is simple, but well

presented. The core inieiface consists of a

scries of static screens full of items and
characters, accessed by means of tin ‘intel-

ligent’ cursor. When one moves over a

door, the cursor automatically changes to

“Open.” When one moves over a non-

playing character, it alters to “Talk.”

When the player decides to interrogate, eh,

sorry, chat to NPCs, he is presented wilh

a scries of menus. These allow one to

engage in general tittle-tattle, to ask about

important Soviet matters (like Soccer or

the role of women in the Soviet higher

echelons) or to question them on specific

topics relating to Maksim’s investigation.

This is the main method used in KGB to

gather facts and question witnesses. Then,
when anew piece of information is uncov-
ered. it resets a series of flags in the code
which allow the player to progress further

and ask additional questions or to access

new areas. As a result locations arc re-vis-

ited and NPCs re-interviewed as the facts

are revealed. This is classic adventuring

that does sound a bit linear, but the general

interface and presentation is so good that

it successfully avoids the feeling of being

cramped or of being forced down a one-

way street.

Each of the locations is full of objects

and scenery (this must be where all those

old pictures and statues of Lenin have
been sent!) and much of the game is spent

examining each item and almost every

square centimeter of the screen. This may
prove tedious to those used to ‘lighter'

products, but adds enormously to the sense

of depth and to the general atmosphere; so

much so that when one leaves certain areas

one almost gives a.sigh of reliefas Maksim
breathes the fresh Moscow air again.

The external locations are superbly

drawn, especially the views of the Kremlin

and Red Square at night, and these screens

also allow movement around the suburbs

of Moscow. The intemal locations are also

well crafted, giving a sense of the austerity

of day-to-day life within the failing ideo-

logical system (times arc lough— neither

a Sega nor a Nintendo in sight).

KGB also hits a simple but effective
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auto-mapping facility which shows the

currently available locations and an option

to automatically restore back to a position

inhabited just before entering the current

location. This is a veiy welcome feature

which all products could benefit from; in

how many games does the phone ring, pen

run out, cup of tea arrive, or the roof blow

off just as a ‘one-off,’ never-to-

be-repeated conversation or

event lakes place? Well in KGB
there is no need to restore a save

from three days ago, one just

goes back to when the scene be-

gan and hope Ibr no further inter-

ruptions (it’s quite fresh and

breezy without the roof any-

way!).

This quick restore function also

encourages the player to try out

different approaches and tactics,

knowing that if they are unsuc-

cessful, it is painless to jump
back a couple of minutes and try

another tack. The storyline is

quite light, so the right approach will be-

come self evident, and it seems that most

problems and puzzles have only a single

solution, but these can mostly be com-

pleted in any order.

KGB is set in four ‘chapters’ and the

book style is also reflected in the feel of

KGB - i.e. vei7 much in the John Le Carre

mold, with lots of hidden intrigue, deep

subterfuge and criss-crossing plot lines.

One almost expects George Smiley to turn

up hiding in a doorway some-

where on one of the screens.

Bearing in mind the limitations

imposed by mostly static

screens, the graphics are ofa high

standard, with some excellently

sketched gritty Muscovites and

shadowy characters penned in al-

most a caricature style. These
wonderful characters react as Ihe

gamer talks to them and some of

them are almost hypnotic — I

must go back and see the unfor-

tunate widow Golitsin someday.

KGB also has some veiy useful

features, including a video re-

corder which allows the player to fast for-

ward through long waits or to rewind back

to earlier conversations or events. This

reduces the amount ofnote taking required

and continues the book similarities ofpop-

ping back lo Page 202 to re-read that chap-

ter about the Russian air force general and

the new car. (They were going lo deliver

his new car on July 20th, 1995, but ihc

plumber was due to call that day...)

The main plot line appears to be event-

triggered, so that the player cannot stray

loo far from the correct course, and one is

given the occasional signpost by being

killed! (Please note that if this does occur

one has done something wrong — one

should go back a step or two, drink two

large Wodkas and try again!). As per re-

cent adventures the player cannot proceed

to the next chapter unless he has com-
pleted all the current tasks — at

least giving one some confirma-

tion that he’s on the right track.

So, with nice graphics, a pretty

good gaming system, and an un-

usual feel that packs more impact

than a Kalashnikov, KGB may
not be likely to appeal to all, but

if one wants an engrossing and

atmospheric product with more
depth and attention lo detail than

offered by most of the latest

graphic adventures, KGB is nol

likely to make one see red\ cgw
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FOR RRITANFflA
Origin's Forge of Virtue

by C. ]. Suddnrth

TULE: Forije of Virtue

SYSTEM: IBM (3865X or lieitcr,

2 MB RAM,
VGA, and 21+ MB harddisk)

PRICE; $24.93

PROTECTION: Re<|uires Ullima VII The Black Cate be installed

PUBIISHER; Origin Systems

Aiistiti, TX

I
f Lord British were to open a health club

strictly for the purposes ofpumping up the

“average” Avatar in Britannia, Forge of
Virliie (the first add-in disk for a computer
game from Origin Systems, Inc.) would be

a good start at accomplishing precisely that.

Forge of Virtue is a set of four quests that are

added to the Ultima VII world. The Avatar
and his party can complete any or all of the

quests any time. With the assistance of these

Hans and Franz quests, the Avatar can trade

his/her fleshy, flabby muscles for a magnifi-

cent Strength of 60 and “pump up” all other

attributes to 30. No more girly Avatars!

Of course, the Forge of Virtue isn’t de-

signed simply to smith improved attributes;

it also serves to fashion and edge a powerful

new weapon. The Avatar can now wield the

most potent sword to ever appear in the entire

Ultima saga, but he or she must forge it, as well. The Shade Blade

cuts a double-edge swath of magic. It is powerful enough to kill

an otherwise unslayable dragon, but bears the same insatiable

thirst for blood, impossibility of separation from its wieldcr and
ability to communicate with its possessor as Slormbringcr, that

dark blade wielded by Michael Moorcock’s Corum.

The first three quests deal with the virtues of Avatarhood: truth,

love and courage (sort of an Ultima IV re-run.) The Avatar can
complete the quests in any order. I suggest saving the test of
Courage till last, as I felt it was definitely the most fun. The quests

themselves are easily completed in a gaming session. The fourth

is where all the loose ends are tied together.

Forging A Plot

The first time the party is loaded after installation of the Forge

of Virtue, they experience an earth-

quake. This sets up a visit to Lord Brit-

ish to find out the cause of the

disturbance, l.ord British tells the party

that the Isle of Fire has risen from the

sea. This is the same island that Exodus
emerged from (aka Ultima Ilf) before

it sank beneath the waves.

Lord British instructs the party to

travel to the Isle ofFire and offers them
a ship as transportation. Once there, the

true Avatar is expected to visit the three

Shrines of Virtue and pass the tests

necessary to secure an amulet from

each one. After getting each amulet, the

party is returned to the shrine’s loca-

tion; the oracle within the shrine speaks
to the Avatar; and an attribute increase

is bestowed upon the Avatar.

The test of Truth begins by talking to

the shrine’s statue. The paily is then

teleported to the test’s location. The
testing area consists ofa large network
of caverns and rooms. Once the amulet
is recovered, the party is transported

back to the starting point. The Avatar

is then given the reward of having in-

telligence maxed to 30.

This quest produced the only major criticism I had for the entire

project. My party went through the caverns, then ended up stymied
with no clue on what to do next. Unfortunately, there were no clues

within the game itself A quick call to an acquaintance at Origin

solved the mysteiy of acquiring the amulet, but made me groan at

what 1 considered an example of poor puzzle design. I felt that

finding the amulet required blind luck rather than any kind ofskill.

I abhor those kinds ofpuzzles, and I imagine most players feel the

way I do.

The next Shrine, Love, instructs the party to enter a teleportal to

begin the test. The party is transported to another part ofthe island.

There, they meet a stone golem standing watch over a broken
comrade. I le implores the party to save his brother. This quest is

a “do this, then do that” sort, but its unique nature made it one of
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my favorites. Successful completion

gains the amulet of Love, and the

reward is the Avatar’s attribute of

dexterity being raised to 30.

The Shrine of Courage also sends

the party to a teleportal. After getting

through a locked gate, the Avatar

and his parly go head-to-head with

an enemy mage, assorted headless

denizens and skeletons. After this

fight, which can be tough for lower

level parties, there is more combat
and a few puzzles to be solved. Here

is where the party learns of a power-

ful weapon needed to complete the

test and acquires an item to help complete it.

After heading back, and talking to the resident blind mage, the

Avatar completes another task. Then, begins the crafting of the

Shade Blade. The process is not com-

plicated, but can be time-consuming.

One final detail completes the proc-

ess, and the Avatar ends up with a real

live(?) talking sword. The party fin-

ishes the job started in the Courage

test and acquires the amulet. The Ava-

tar is then rewarded with strength ris-

ing to 30.

Once the fourth and tlnal quest is

completed, the party is ready to head

back to Lord British. Me is so pleased

with the job the Avatar has done that

he raises the Avatar’s strength to 60.

Successful completion of the four

THE HDCT EMPIRE
...the only game that sends you

fabulously detailed maps like

this one, showing your fleet's

sensor views every turn ...along

with clear, complete stats on

each starship you design, build,

and maneuver Individually using

up to 21 different onboard
systems...plus status

reports on star-

bases, probes and
asteroids you
control 1

The Next Empire

Is a completely

computer-moderated
game, over 6 years

In the making.

Each universe is

a (/n/<7ue, complex
gaming environ-

ment populated with 21 alien

players Itching to blow the hulls

off anyone who gets in their way!

• $7.50 per turn; no hidden fees

or double turns

• fast game (two weeks per turn) or

slow game (three weeks per turn)

• clear, concise rules; our complexity

comes from your gaming freedom

. FREE SET-UP AND RULES!

quests leaves the party with a complete

set of magical armor, a couple of glass

swords, some miscellaneous weapons

and armor and, of course, the newly

forged Shade Blade. Also, the Avatar’s

attributes are raised to the game’s maxi-

mum (even though everybody else

helped, they only gain in experience).

In addition, the Avatar has headed offa

possible future problem for Britannia

and has shown that he or she is made of

the “right stuff”

Forging An Installation

installation ofForge of Virtue is sim-

ple. It installs directly into the Ultima K// directory, and requires

I MB of hard disk space. However, 4 MB will be required during

installation for unpacking archived files. Hardware requirements

are the same as for Ultima VII.

There are two options for installa-

tion. The first will update a gamer’s

version of Ultima VII totally. A note

of caution is warranted, however. If

the game’s .EXE file is updated, all

previous saved games are deleted.

This may not appeal to a player who

has spent two months playing the cur-

rentparty. Origin recommends chang-

ing executable Hlc’s (.EXEs) if a

player has had problems in the past.

The other option is to have Forge of

Virtue install itself but not upgrade the
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executable. Once Forge of Virtue is installed, all saved games are

converted. This means they will not work with the regular Ultima
VII game unless Forge of Virtue is also installed. They both also

need to be loaded ifreinstallation is ever required.

Documentation is minimal, but adequate. Truthfully, not much
is needed. A four page “Guide To The Isle of Fire” is included to

provide some background for the newly risen island and ties it to

the Ultima universe nicely. A quickstart list tells the steps to take

to get to the Isle of Fire. Play is the

same as in the standard version of Ul-

tima VII. The view is identical, as well

as the way characters interact. The Isle

itself looks like any other part of Bri-

tannia and fits seamlessly in its new
location south of Vesper.

Forging Into Game Play

There did seem to be several im-
provements in game play. The first big

difference 1 noticed was combat. The
Avatar doesn’t seem to stand around as

much and takes a much more active

role. His or her combat role can be set

the same as the other characters, so he

or she will attack the most powerful or weakest monster first, etc. .

.

There also seemed a decrease in the frequency of characters

inadvertently creaming other characters with their weapons. While
it still happened occasionally, especially with thrown weapons,
characters went down more from monsters than from friendly fire.

Movement also looked quicker, with the characters following
along a lot smoother. In addition, they could all sit down on their

very first liy whenever using vehicles.

One thing Forge of Virtue does not provide is a major addition

in game lime. Forge of Virtue will add only an estimated three to

ten hours of playing time (depending on the gamer) to Ultima
VU’s estimated 200+ hours. There is no significant increase in

territory to explore, nor huge quests to undertake. This in no way
denigrates the product, but gamers should be aware ofwhat Forge
of Virtue was designed to be.

Indeed, Forge of Virtue is sort ofa “cheat” program that enables

the main quest of Ultima VII to be
accomplished easier by boosting the

Avatar’s attributes and giving him or

her the most powerful weapon in the

Ultima world. It was designed to be

an add-in to Ultima F//and to provide

gamers with a side quest, It was also

designed to be completed at any stage

of the game. So, if Ultima fans are

looking for a significant amount of
additional playing time, they will

have to wait for the upcoming release

of Serpent Isle.

Forge of Value?

Forge of Virtue is for gamers look-
ing to maximize the Avatar and gain a powerful weapon for use
against the Guardian. It will also fix several bugs in older versions
of Ultima VII. Forge of Virtue makes a great game even belter. At
least, it was worth the “club membership” to know that my Avatar
will be facing the Guardian with the Shade Blade lliTnly ensconced
in my gauntlet, cgw

THE POTENTIALS OF THE NEAR
FUTURE.

THE ACTUALITIES OF THE PAST.
HAVE YOU EVER WONDERED
WHY THOSE OTHER GAMES
IGNORE THE FACTS?

PERHAPS. WHILE DOING MORE PRETTY
PICTURES.

THEY FORGOT ABOUT
RESEARCH. TESTING. ^DESIGN.

WE DIDN'T.

SIMULATIONS CANADA...
FOR SERIOUS WARGAMING

PACIFIC STORM: THE SOLOMONS CAMPAIGN. Operailons in The South
Pacific. 19^2-[9rt^
FLTTE'TTIED, Tn cilcal Nav al Combat In The Mod, 1939 - 1 943.
MALTA STORM, The Battl e For The Mediicrfanean, 1*9^1-1942,

KRIEGSMARINE, Tact leal Naval Combat In The Ailn niic. 1939-1944.
NORTHERN FLEET, Modern Naval Operations In The Atlantic Ocean.
GRAND FLEET, Tactical Naval Combat I n The Nort'h S^, 1906-19^
IN HARM’S WAY. Tactical Naval Combat in The Pacilic, 1943-1944,
LONG LANCE, Ta ctical Naval Combat In T he Pacilic, 1 942.
SEVENTH FLEET. Modern Naval Operations In The Pacific Ocean.
FIFTH ESKA DR A. .Modern Naval Oper ations In The .Mediterfa no*^ Sea,
GREY SEAS, GREY SKIES, Tactical Modern Naval Combat.

LAND COMBAT:
•••New”'MAIN BATTLE TANK: MIDDLE EAST, Modern Tactical
Armoured Combat . The Middle East seems to forever be iii turmoiir^TJdlf
recent history I's any indicator, this situation will not be ch.anging in the near
future. MBT:ME.our third MBT game (in design (or two years and delayed to
incorporate data from the recent Gull conflict) provides the terrain of the Middle
East deserts and the forces of the local powers, as well as intervention
countries, in a command oriented simulation that allows for past current and
future combat situations. Prebuilt scenarios and a "build your own" sysinm are
provided. Amig,T, Atari ST, & IBMPC.

NAVAL COMBAT:
•

’Ne w" R E D SK Y AT MOR NING, Naval Strategy In The Modern Era. In tills

first of our worldwide naval studies, wc examine the uery~cbnfusTng' current
situation at sea. RSAM was designed as a modern period global command
simulator, such as would be used for staff studies or naval command training
exercises. The political and military standings of every major world naval
power can be brought into play and adjusted prior to the Stan of conflict.
Situation and iniollignnce briefings are prime elements in a game that
concentrates on plan formulation and execution via command and control. Your
staff will always provide detailed recommendations, which you may accept,
reject, or modily. And for the historical gamer, scenarios (rom the poteniial
situations of 1973, 1982. and 1991 arc presented. Amiga, Atari ST, & IBMPC.

'New' • 'MAN OF WAR, Grand Tactical Naval Combat Under Sail. 1765 -

1815. In another iniiial game of a' new system, we place'the'playe'r on the’decit'ol
ihc flagship of a fleet of Ships Of The Line about to enter into battle. MOW is a
fleet level study of the height of the age of sail. Ships, from England. France.
Spain, Holland, and the United States, are represented individually, using a turn
Structure of 4 minutes per interaiion. The game system concentrates on
command, combat, maneuve r, sailing ability, and crew quality. 12 historical
scenarios ranging from Ushant to Trafalgar, ns well ns a scenario builder to
create custom actions, are provided. Amiga, Atari ST, & IHMPC.

PACIFIC STORM: THE MIDWAY CA^tPAIGN, Operations In The Central
Pacific, 1942,

BATTLE TANK; KURSK TO BERLIN, Tactical Armoured Combat In The
East, June 1943 - M a y 1945 .

MBT: NORTH GERMANY. .Modern Tactical Armoured Comba t,

BT: BARBAROSSATO STALINGRAD, Tactical Armoured Combat In The
East, June 1941 - May 1943.
MBT: CENTRAL GERMANY, Modern Tactical Armoured Combat.
ROMMEL AT EL ALAMEIh
MUSUUW CAMPAIGN, Typhoon & White Storm, Aug 1941 to f-'eb 1^42.
1 u 1 H t Ki-iiNb, t he Allied Advance In The West. 29 Aua to 11 Dec, 1944.
KUMM tL A 1 GA2ALA, Battles For Tobruk. 26 May to 27 June 1942.
b 1 /tLiNCHAL) CAMPAIGN, The Turning Point In Russia, Jun 1942 - Feb 1943.
KURSK CAMPAIGN, Operation Ziiadelle, Summer 1 943.
OPERATION OVERLORD, The Invasion 0( Europe, 6 June •- 28 August, 1942.
GOLAN FRONT, The 1973 A rab/ls raell War In The North.
FALL GELS, The Fall Of Fr ance . Spring 1940.

ORDERING INFORMATION. PLEASE READ CAREFULLY: All games are
S60.0n each for Americans. $80.00 each lor Canadians (GST Included) and
$65.00 each (or purchasers outside North Arne rico. We will let cheques clear
belore Shipping (6 weeksi), so, money ordc rs a re preferred. PLEASE be Sure
to toll us which computer you own. •’Purchasers (rom outside o( Canada
should send payment in U.S. funds.” Nova Scotia residents must add an extra
1 0% of the loial for Provincial tax.

SIMULATIONS CANADA. P.O. Box 452, B ridgewaier, NS, Canada, B4V 2X6.
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Polishing The Diamond
with Microleague Baseball’s

Microleague Baseball 4
by joe Sherfy

T
oward the end of any baseball sea-

son, those heartless thugs in the

press [Ed: Hey. now!] begin to

speculate about which managers are un-

likely to have ajob at the end ofthe season

and those who are unlikely to have their

contracts renewed. If a manager is fortu-

nate, these opinion-makers in the media

may excuse his perfonnance on the basis

of bad trades initiated by his general man-

ager, but this is rare. Most fans recognize

that the easiest way for general managers

to cover up their mistakes is to fire the

manager.

In Microleague Baseball 4 {MLB4), fir-

ing the manager is not likely to cover up

any mistakes, since the simulation puts the

player in the position ofboth general man-
ager and on-ileld manager. Gamers get to

make all ofthc front office moves and call

all the shots on the field, but unlike other

games, have to watch from the computer

“dugout” {.sans chewing tobacco) when
play actually commences. When the ac-

tion starts, it is the Job of the on-screen

players to execute, not the human player.

Of course, if it sounds too easy, we might

just have to poll all of those out-of-work

managers in the unemployment lines of

major league baseball.

They’ve Got The Look!

The first thing the gamer is liable to

notice about the game is that Microleague

Sports has not spared on the graphics. One
could almost swear that they really were

playing at Wrigley Field. The game comes

with the choice of four ballparks (others

are, naturally, available for purchase on a

separate data disk) and they are incredibly

detailed, right down to the ivy on the walls

or the checkerboard patterns in the grass.

In addition to the enhanced ballpark

graphics, the game includes digitized vid-

eos which pop up during the course ofplay

in order to give one a close-up feel of the

action. Unfortunately, diskettes can only

hold so much data and, while the videos

are quite impressive when one first gets

the game, the lack of variety (due to space

considerations) is such that gamers will

probably elect to turn them off after only

a few games.

Front Office Funhouse

For those familiar with the Microleague

Baseball system, MLB4 has come a long

way, particularly with regard to allowing

the gamer to fill the shoes of the general

manager. There are routines to set up

leagues with one, two or four divisions; for

scheduling; and to assist the gamer with

tracking the statistics from all ofthe games
played. Would-be general managers may
develop an expanded roster, just in case

one of their original rostered players looks

like he needs some seasoning in Triple A
ball or the gamer needs some extra help in

the bullpen.

One of the best additions to the gaming

system is the ability to generate unique

computer coaches. With this feature, one

can replay a series realistically, even in

solitaire mode. One simply creates a coach

that uses running aggressively to handle

teams like the St. Louis Cardinals of 1 985

or a conservative, cigar-chewing coach of

a home run oriented team like the 1970

Baltimore Orioles. The routine lets

gamers dictate when a team will have the

green light to steal a base or hit and run. It

also allows one to define the circum-

stances in which a pinch hitter would be

brought in, a pitcher given the hook and

much more.

Expanded Playbook

Since some gamers felt that the original

MLB featured limited decision points, it

will be welcome news to most that the

generic playbook has been expanded.

Gamers have more control over defensive

positioning and play. Best of all, gamers

can put their preferences together in a

number of different combinations to cre-

ate a unique set of “signs” or playbook to

use during the game. For instance, assume

it is the bottom of the ninth with the game
tied, no outs and the bases loaded. One can

now choose to play the infield in and out-

field shallow and aggressive with one sim-

ple entry. On offense, players can choose

how aggressive to be on the basepaths

based on the field to which the ball is hit.

In this way, one can easily take advantage

of those fielders with weak arms.

Another nice MLB4 features is the ca-

pacity for gamers to access the USA To-

day on-line network’s statistical database

and download the latest (they are updated

weekly on the service) straight into one’s

game. Now, one need not wait for those

“year-end” data disks of entire seasons,

but can play games based on current sta-

tistics.

Fi’hniaiy 1993 Page 93



mmmmb

Minor League Seasoning

Even with all of these solid advances
over the previous releases in the series,

there is still room for improvement. This

reviewer owns both MLB I and MLB2 and

has logged many an enjoyable game on
both. Unfortunately, except for the sta-

dium backgrounds and the videos, the ac-

tual graphic depiction of the game in

MLB4 has not improved significantly

since MLB I and 2. In fact, the actual plays

during the game seem less varied than in

those earlier versions. This tends to cause
the game to go stale after repeated play.

Gone are the occasional infield hits in the

earlier version, so one automatically

knows that any ball hit in the infield will

result in cither an error or an out. Also

missing are the quirky injuries and ejec-

tions which took place in MLB2, even if

yours truly was once treated to the highly

improbable scenario where Cal Ripken, .Ir.

was ejected for arguing with the umpire.

This reviewer would love to see these ran-

dom events brought back to the game.

Further, even with all the detail crafted

into the ballpark views, the program does

not really take advantage of the unique-

ness to be found in the different ballparks.

There are no strange caroms off the walls

at Fenway or balls stuck in the ivy at

Wrigley, It certainly would have enhanced

the enjoyment of the game to make the

effects ofdifferent ballparks more evident,

even if it was necessary to do so at the

expense of the digitized videos.

Finally, one cannot resist noting a bug
related to an extra inning game. With the

bases loaded in the bottom of the 1 0th, the

home team got a base hit and the program
allowed two runs to score for a final score

of 7- 5. It seems such a minor incident, but

it is frustrating in that it undermines the

suspended disbelief necessary to enjoy a

computer game.

Late Box Score

In summary. Microleague Baseball 4
has come a long way. From a stand-alone

game which required an additional pro-

gram in order to generate a box score to a

complete system which includes the abil-

ity to not only generate boxscores, but

which provides play-by-play descriptions

ol'a game at the touch of a key. From the

use of very basic statistical data in the

original to the much expanded statistical

database o\'MLB4, the game has definitely

come of age. From just a few basic offen-

sive and defensive options to a greatly

expanded menu of options, Microleagiie

Sports has shown a commitment to pro-

viding a truly outstanding product, cgw

SOUND MASTER* II

• 100% AdLib’" Compatible.

• Exclusive SMULATOR’" sound file

conversion software. Operates
"Sound Blaster" compatible titles, -
WITH IMPROVED SOUND QUALITY!

• VOICE COMMAND SOFTWARE.
• Covox Voice Master®, Speech Thing®,

MIDi Maestro compatible.

• 8 bit DMA sound digitizer. Sample
rates to 25 Kbytes/sec with "direct to

disk" record/playback options.

The Most Compatible

Sound Card In The World

• MIDi interface with simuitaneous input

and output. Includes PC-LYRA’" music
composition software.

• Audiophile sound quality. Low noise,

precision engineered electronics.

• 4-watt amplifier with volume control.

• Extensive software tools, including

digital compression and editing utilities.

• Supported by the largest library of

software titles in entertainment,

business, music, and education.

• Dual 3-inch speakers, 6 foot MIDI cable,

and internal speaker bypass Included.

• Made in USA by Covox - THE micro-
computer audio specialist since 1 975.

Your Best Choice For Multi-Media Sound.
ONLY $229.95 (plus $5 Shipping & H:indling)

ORDER HOTLINE; (503) 342-1271 Mon-Fri, 8 AM to 5 PM PST
VISA/MC/AMEX phone or FAX orders accepted. NO CODs. 30 Day Money Back
Guarantee if not completely satisfied. One year warranty on hardware.

TRADE-UP OFFER; Your current PC sound card brand is worth $$$ toward the purchase
of a Sound Master li. Contact Covox for details.

CALL OR WRITE FOR FREE PRODUCT CATALOG

COVOX Inc. 675 Conger Street • Eugene, OR 97402^ Phone (503) 342-1271 • FAX 503-342-1283 ^™

Special
Announcement!

What:

The 7th Computer Game
Developers' Conference

When:

April 1 7-20. 1 093

Where:

We.slin Hotel

Santa Clara, CA

Who:

Science Fiction Author
Harlan Ellison

and
Famou.s Game Designers

For More Information,
Call:

(408) 374-4340
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Cape Connec tidm'
Scroll To AoventurITstratrgv

US-DOS Strategy

Software
MS-DOS Simulation

Software
MembershipPriceslistedonly. AUrtain/Sand $21.17

PleaseCalltorNon-Member AncAftWar/Sky $31.77

Pricing!! Act!onSta.Utlf $11.12

A-Train $37.07 Action Stations $26.47

ManlisSpchAcc.

Oper Lightning Sim.

UnchartadWaters $37.07

VFofVictofy $41.27

WaslemFronl $31.77

MS-DOS Role

Playing &
Adventure Games

MS-DOS Sports AOiDCoii.ii $41.27

Software AD&OStarterWt $41.27

APBABaseball $21.17^“°"
CariLewisChalien $26.47 CobraMission...

Duerk'sBBailEncyl.... $21.17 Crus.DarkSavanl...

$42.37

$37.07

FanLFTOlt.a!!92 $21.17 DaggaxAmonRa $37.07

Greens $31.77 DeirkOueenKrynn $29.47

Gretz.Hockey!l! $31.77 Darkiands...

Hafdba!! Ml $31.77 Daemonsgate

Haxdbal!3Teams $13.22

J.N!ck.S!gn.GoH $37.07 DungeonMasler...

J.Nick.Coursal $13.22 Fo'goo'Virtue

T.LaRussaBBa!!2 tba

Unks386Pro $37.07 I.JonosFateAl!

Aifcraft&Adven.F $26.47 Battlechess4 $26.47

AcesinthePacific $42.37 Battiolsie $29.47

AirbusA-320 $42.37 Battle isleScen’s $20.62

Airbucks $31.77 BatUesofDestiny $31.77

Aifcraft&Adven $26.47 Bridge?.0 $26.47

AirForceComman $31.77 BuzzAldrin'sFlac $37.07

Anc.ArtWar/Sky $31.77 Campaign $31.77

A.T.A.C $31.77 CarrierStfike $37.07

B-17F!yingFort. $37.07 CamersatWat $37.07

BifdsofPrey $29.47 Castles $31.77

F-tSIII $42.37 Castles North.Ca. $15.87

F.117A $42.37 CastlesI! $31.77

Falcon3.0 $42.37 ChessmasteSOOO $29.47

FaiconSMissions $21.17 Chess3lorWind $35.37

FSPro (Mallard) $21.17 CMlization $37.07

Grand Canyon Sc© $15.87 Civ. Collectors $42.37

Great Nava! Bat.’s $4 1 .27 Conflict; Korea $31.77

Gunsh!p2000 $37.07 Conflit:M-East $31.77

Gunsh!p2Scen $21.17 Conq.Kingdoms $31.77

HawaiiScenery $15.87 Crises Kremlin $37.07

Heio's357th $29.47 CyberEmpifes $29.47

Hyperspeed $31.77 GrigsbyPac.War $42.37

Mantis, ExpFight $37.07 GlobalConquets $31.77

..$15.87 GlobalEHect $29.47

.. $15,87 Harpoon $35.37

RailroadTycoon $15.87 Harp, Designer $29.47

RodBaron $37.07 HighCommand $45.00

RedBaronMiss.D $15.87 Monopoly Delux $31.77

RescueAirS1 1 $13.22 Nob.Ambitionll $31.77

Seen. Enhancer Ed.... $21.17 Powermonger $29.47

Sec.Weap.Lutf $37.07 PowerPoliliesWin .... $26.47

Sec.W.Miss.l $15.87 FlailroadTycoon $15.87

Sec.W.Miss.2 $15.07 Ramparts $23.57

Sec.W.Miss,3 $15.87 ShadowPrasident $37,07

Soc.W.Miss.4 $15.87 Siege $35,37

SimAnt $31.77 Spacewa/dHo $31.77

SimAnllorWindow .... $31.77 Solitaire' Journey $31.77

Ta5kForce42 $37.07 SpoilsolWar $31.77

TahiliScenUpgr $21.17 StarTrekAnniv $31.77

TeamYankee2 $26.47 ThePerf.General $31.77

TraconlorWindow $31.77 Per.GenScen's $18.52

The LoslAdmira! $31.77

You've Worked

Hard All Week -

Treat Yourself to a PiratesrealmSpac tba

Came.

RexNebular

Seven Citiesll ...

Spelicralt

Shadovtrlands...

SpacewardHo!...

..$37.07 SevenCitiesolGoldll

tba SimLHe

$31.77 StafConUol2

.. $26.47 St/ikeCommander

Tank2.0(Spec.Holo)

Summoning $35.37 Third Reich

TwoTowers. ,.$31.77 UtlrabotsSanctionEarth '

..$37.07

..$37.07

..$31.77

...$26.47

$13.22

... $26.47

., $31.77

In IhB CX3P Tradition of

quality comes a game that

blends strategy and tactics

in a Medieval World. Nine

scenarios, random map

generator, 21 levels of play

and campaign option.

Better yet, pick this game

as a CCC Member at the

best price in the industry.

CCC Member Price

$31.77

MaddenFBallll $29.47 KingsQueslVI $42,37

MicrosoftGolf $51.00 KGB $15.87

NFLChall.3.0 $26.47 LeatherGoddessll $37.07

NFLVidooProFB $42.37 Legend $37.07

Control air. ground and

naval combat forces in Uiis

’Conquer the World'

strategy game. Up to lour

human players or up to

three computer opponents

can slug it out at the tow

CCC Member Price

131.77

ProLeagueBBall $31.77 Leg.Kyrandia $31.77

SummerChall $29.12 LostFilesS.Holme $41.27

Slrato-Mal-BBall $21.17 LostTraas.ll $26.47

TomUndry FBall $26.47 LureofTomptress $26.47

Virtual Pilot'"

UIL Underworld $42.37

UilimaVII $42,37

UltimaVIM tba

Precision Flight Control

from CH Producls is now in

your hands (or the low

CCC Member Price

$65.00

CDROM Titles

Multl-MediaUpgrade

Pro16EXT $924

’ro16

...$924

...$995CDPC
LoslTreas.tnfocom $50

Sec. Monkey Isll $50

Sec.Weap. Luff $65

UIL Underg/WCom2 $55

W.Comm.llw/allDala ....55

MagIcCandlell $35.37

MagicCandlelll Cba

MSMCIoudsXeen $37.07

PiralesGold $37.07

QueslforGlory Ml $37.07

Reaims. $15.37

To Be Released -

Look For Them
Soon??

AH-64(Spec.Holobyte)

AirForcePllolTrainer

AvongerA10(Sp©cHolo)

Celtic Legends

ConquestofJapan

DarkSun(SSi)

Dragons Lairlll

FleetCommander (RAW)
Harpoon Gold

HarpoonPalriol

JumpJet (Microprose)

Libeityor Death (Koei)

MagicCandlelll

PacificWaf{SSI) $42.37

PiralesGold

PlratesolRealmSpace

PTOiPacilicThealerolWar

Rules of Engagement II

The Cape Cod Connection Membership

Plan gives YOU:

A way to cope with the RECESSION and

HIGH PRICE combination!

Software, Tabletop Games (War and Role *

Playing, Miniatures, Old tyme Baseball

Caps, and more!!

Cape Cod gives

careful

consideration to the

games its lists.

Games listed in this

ad are the newest

and best titles in our

opinion. Other

titles can be

obtained!!

The Cape Cod Connection Membership Club - CCC’s Answer To The Recession. Recessionary Pnemg!!!

CAPE COD CONNECTION has essentially evolved into a Membership Club. Simply the finest club in the industry today. Club members receive the Best Pria the Best Service, and

the Best Information. For that reason the product prices listed above are (or MEMBERS ONLY. Join the club with your first order. Its only $20 (or a FULL YEAR, You do not have to

become a CCC Member to order from us. Please call for Non-Member Pricing, CCC offers every electronic means known to mankind for ordering. We are open Monday - Fnday

10 AM • 8 PM and Saturday 10 AM • 5 PM. CCC now has a store location at 845 Main St., Falmouth, MA 02540, drop in and browse. All phone numbers are the

same. Overseas Dealer Inquiries welcome. fPnees anj araryaMiry may vary.J CCC policy is to replace delectivc software wilh the same.

MAIL TO: 21 PLEASANT VIEW AVENUE

FALMOUTH, MASSACHUSETTS 02540

VOICE ORDERS 1-800-729-6733 • 1-508-457-0738 . FAX 1-508457-4558
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Sega Petitions for Rehearing
ofAccoiade Case

\ r-r-r\i \ r>n:

O
n October 2 1 st, Sega of America’s

corporate counsel, Riley Russell,

announced that Sega had filed a

petition for rehearing in the case against

Accolade. Sega had won a ruling in a

lower court which stated that Accolade’s

reverse-engineering of Sega cartridges in

order to produce and market competitive

(and unlicensed) cartridges was a case of

inlVingemcnt upon proprietary technol-

ogy. The lower court ruling had significant

financial repercussions on Accolade, as

they were restrained from shipping either

existing or new titles. Retailers were per-

mitted to sell their existing stock, but

could not reorder.

The U.S. Ninth Circuit Court ofAppeals

recently ruled in Accolade’s favor, elTec-

tively reversing the lower court’s ruling

and allowing Accolade to start shipping

their Sega compatible cartridges once

again. Sega would like to stop such unli-

censed merchandising before it spreads to

other publishers, so they have asked for a

rehearing.

Accolade s Biibsy" — Sonic killer?

Interestingly enough, however, the ap-

peals court ruling suggested that Sega’s

proprietary use of the Trademark Security

System (TMSS) violated the objectives of

free competition. Since Sega’s primary

contention in petitioning for further court

action is predicated on the idea that Acco-
lade deliberately copied Sega’s copy-

righted code (the TMSS) as a preliminary

step in the development of a competing

product, it seems highly unlikely that the

court will look favorably on further action.

Sega is pinning their hopes for further

action on the section of the appeals court

ruling which staled that regulation with

regard to reverse-engineering for the pur-

pose of developing software is a “rela-

tively unexplored area in the world of

copyright law.”

The Bubsy design team.

Whether Accolade’s reprieve from po-

tentially heavy damage assessments and

exclusion from the Sega marketplace will

continue is highly dependent on whether a

higher court agrees with Sega’s contention

(that the TMSS protects consumers from

shoddy products and Sega from unscrupu-

lous competitors) or not. The Ninth Circuit

Court of Appeals ruled that the purpose of

the TMSS was “the discouraging of other

competitors from manufacturing Genesis-

compatible games.” The appeals court

claimed that the lock-out characteristic of
the TMSS would be clearly unlawful, as-

suming that “locking out” was its purpose.

If a higher court does not step in, the

Spring of 1 993 could feature an interesting

showdown ofproducts that may determine

whether there is anything “shoddy” about

unlicensed product or not. In March, Ac-
colade is scheduled to release both a SNES
and Sega product featuring their new ani-

mated action character, Bubsy. Bubsy, as

he appears in Claws Encounters of the

Furred Kind, is an animated bobcat with

sort of a Top Cal meets Garfield style of

animation (he’s smooth and fast, with un-

expected moves, but his facial expressions

run the gamut of possibilities like a Gar-

field out of control). Accolade hasn’t

billed this product as a ^on/c-killer, but

one would be hard-pressed to ignore both

the similarities and differences. Since

Bubsy should go head-to-head with Sonic

2, it will be interesting to observe what

gamers feel about the relative merits ofthe

two games.

More Pirates Sunk
in SPA Broadside

On September 28th, the Software Pub-

lishers Association (SPA) initialed legal

action against TrendTec BBS, a bulletin

board system in Bollingbrook, IL, which
distributed pirated software. More than

250 subscribers would pay .S50 per year in

order to be given access to a special sec-

tion ofthe bulletin board which had copies

of about 200 copyrighted programs. Al-

legedly, part of the sysop’s promotion of

the board was the fact that more than

$100,000 worth of programs were avail-

able to those who accessed the pirate sec-

tion of the BBS.

Estimating that the TrendTec BBS was
responsible for the loss of hundreds of

thousands ofdollars to the software indus-

try, SPA Executive Director Ken Wasch
reiterated the SPA’s intent to actively pur-

sue pirate bulletin boards and continue to

lobby for felonization of such copyright

infringement. If the SPA’s recommenda-
tions are heeded, the penalty would be

raised to up to five years imprisonment

and a $250,000 line. Such felonization

would also allow prosecutors to let some
pirates “plea-bargain” their sentence

down by revealing where the software was
coming from. This could enable compa-
nies to tighten their own security and en-

sure that no further unauthorized software

was leaving via in-house leaks, cew
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II
DISK-COUNT
SOFTWARE

Lowest deliverd prices with great customer service.

800-448-6658

4 D Boxing 20
ATrain 39

Construction Set 22
A320Airbus 52
ABC Wide Wrid Box 30
ABPABaseball 25
Aces of the Pacific 39

Mission Disk 25
Action Stations 29
Addon Disl<22-45 14

AD&D Collect Ed 2 44
AD&DStarterKit 44
AdvWiltyBeamish 37
WrBucks 36
AirForceCommand 36
AlgeBlasterPlus 30
AlgedraMadeEasy 25
Amarillo Slim DICh 32
AmericanGladiators 25
AncieniArtWarSky 35
Animation Studio 69
AreWeTbereYet? 18
Armada 2525 30
Armourgeddon 29
A.T.A.C. 35
Aulomap 49
AutomapWindows 48
Automap Europe 74
B-17FlyingFor1res 39
BacktoFutureS 25
BackoamnByGeo 26
BaneGosmicForge 36
Barbie Design 16
Barbie Fashion 25
BarbieAdventure 25
BarlSimpsonHous 30

-) M
39
32

BattlesofNapoleon 31

Battleslorm 31

BerenstnBearCnt 19
BerenstnBearColor 25
BerenslnBearLettr 25
Berlitz Interpreter 37
"icydePoker 37
illEiliottNASCAR 30

Birds of Prey 32
Blitzkrieg 29
Bloodwych 25
BoJacksonBaseB 30
Bodyworks 42
Bridgemaster 30
BugbunnyWrkShp 31

BuzzAldrin 39
CaptainComic2 15
CarlLewisChallng 29
CarrierStrike 42
Carriers alWar 35
CasinoPackI 32
Castles 36

NorlhernCampgn 19
Castie2 35
Castle of Dr. Brain 30
Cathy Daily Planner 43
ChlngAnaentEmp 30
ChallengeSRealms 35
Champions 38
Champions of Krynn 20
ChemisiryWorks 38
Chessmaster3000 32
Chessmslr3000Win38
Children Writ&PubI 39
Chip 'n Dale 15
Civilizalion 39
Civilization MPE 47
Classics 29
Coaster 25
ComicBookCreator 17
Conan: Cimmerian 30
Conliicl: Middle East 32
Conflict Korea 29
Conguesl Longbow 39
ConguestofJapan 35
CrimeWave 37
Crisis in the Kremlin 39
Crossword Magic 32
CruiseforaCorpse 33
DaffyDuckP.I, 15
DaggerofAmonRa 39
DarirHatf 39
DarkQueen Krynn 32
Darklands 39
Darkseed 39
Dark Sun

DIxPaintllEnhncd 85
Design Yr Own Hm 39
DesignYourRaiird 35

Railroad Robbery 19
Designasaurusll 23
DisnevEnlenainPk 47

Dr. Duandry
Dragon’s Lair

Dragon’sLair2 37

'ale:QstGId 15
DuerkBaseB.Encyl 20
Dune 29
Dungeon Master 29
DuskoftheGods 38
Dynamix Bundle 39
EarlWeaver2 20

CommisionerDsk 12
Play&Mgr.Disk 12

Eanhquest 37
Eco Phantoms 31
Eco-Questl 34
Elvira2:Jaws 42
EntrPakWin(ea) 28
EyeofBeholder 32
EyeofBeholder2 38
EzCosmos 42
F-14Tomcal 19
F 15 III 44
FISIIIMasterEdIt. 49

Falcon 3.0 45
OperFightTiger 25

FamilyTreeMaker 42
FarSideCalendr 49
Farm Creativity Kit 17
Femme Fatale 26

F.F. Data Disk 21
Fighting lor Rome 29
FinatConflict 29
FlamesofFreedom 31

Flightollnlruder 37
FlighlSimulA.t.P. 37
FlighlSimuI(M.S.) 41

Arcft/ScenDsgn 28
California 37
Flight Planner 25
FSPro 24
Great Brilian 37
Hawaii 19
Instant FacItLoc. 26
Instrumnt Pilot Seen
East/WestU.S. 59
ScenerySetA 37
ScenerySetB 37
Scenery EnhnEd25
SoundaGraphic 25
Tahiti 19
WesternEurope 19

Floor13 15
FlyGrandCanyon 37
FoilowtheReader 29
Four*
Free
Front Page Sports 39
Gateway 35
Global Conquest 37
Gobblins 25
Godfather 29
Gods 25
Gold of the Aztec 31
Gold Sheet Pro F B 37
GrandSlamBrdge2 31

Great Naval Battles 44
Greens 35
Gunship2000 36

Scenario Disk 24
GuySpy 29
Hardball 3 35

DataDisk 17
Hare Raising Havoc 29
Harpoon 32
Headline Harry 37
Heirndail 19

Herosof357lh 32
Hole in One Golf 22

*1/2" '22

HoyleBkGameS 30
Humans 25
lndianaJones4 37
Island of Dr. Brain 29
JackNicklausSignIr 42
J. Nick. Crse 3,4,5 14
J.NicklausClipAn 17
Jet1ighter2 39

Adv. Mission Disk 19
Jobhunt 30
John Madden 2 31

JumpJel 39
KidPix 35
KidPixCompanion 25
KidWorks 29
KingsQueslBundle 39
Kings Quest 1 VGA 37
King'sQuestS 42
King's Quest 6 39
KnowfedgeAdvent 47
Konami NFL Foots 30

Laffer Utility 22
LBatherGodPhb2 42
Legend 41

LegendolKyrandia 35
Legion's of Krella 37
LeisurSuitLarBndl 39
Leisur Suit Larry 5 37
Lemmings 29
OhNoMoreAddon 22
Lemm.-OhNoMore 31

L'Empereur 37
Lexeross 25
LibertyorDealh
Life and Death 2 32
Unks 25
Links386Pro 39
CourseDiskea 16
3 or more (ea) 15

LoneyTunePrn&Pty 19
Lord of Rings 2 37
LostAdmiral 35
Lost File SherIckH 41
LostTreasInfocom 42
LoslTreasures2 29
MaglcCandle2 36
MainStCreatvityKit 17

Manhole 31

Mantis 39
MarioTeachesType 25
Martian Memorndm 32
MatvinMoose1/2 31

Math Blaster Mystry 29
MalhBlasterPlus 29
MathBlasterWind 36
MathRateil 25
Math Zone 31

Matrix Cubed 32
MavisBeaconType 32
Mavis BeaconVvind 38
McGee at Fun Fair 25
MeanSireets 19

Medieval Lords 38
Mega Fortress 26

Mission Disk 27
MegaTraveller1/2 37
MegaManS 17

Mental MathGames 35

Michael Jordon Flight42

MickwABC's,
Coroforl-2-3's 25

Mickey’s Crossword 19
MickeyJigsawPzl 31
MickeyABCCombo 37
MickeyWord Advent 25

MicfoCookbook 31
Microleagu4BaseB 39
Microleague FBDIx 42
MicrosoflGolf 39
Midnight Rescue 30
Might and Magic 3/4 38
Mi[lennium2200 25
Milliken Storyteller 32
MikeDitkaUltimtFB 37
Mixed-UpFairyTale 30
Mixed-Up MolnerGsSO
Monopoly Deluxe 34
Moonbase 25
Muncher Bundle 30
Murder 29
MutanoidMathChIg 31

NFLChalienge Prem59
NFLPrintPro 17
NFL Pro League FB 35
NigersWorlcf 31

NinjaTurtleArcade 25
Nin)aTurtle:Advenlr 31

NobunagasAmbition37
NoGrealerGlory 42
OmarSharilBridge 37
Operation Neptune 35
Orbits 29
OregonTrail 28
Origin FX 25
Once Upon Time 30
OulofmisWorld 36
Outnumbered 30
Overlord 30
Pacjficislands 31

Paladin 2 35
Paperboy2 32
Patriot 43
PC Globe 39
PC USA 31

PC Study Bible 42
PenthouseJigsaw 26
PerfeclGeneral 36

DataDisk 22
PGATourGolf 32
PGAGolfWindows 38
CourseDisk 19
PGAGoHComplete 49

dry Football 30
)ussaBase.17
isa addon 15

PR0DUCTWF0&0THER8USWESS:

908-396-8880
Phonics Plus 25
Pinball 29
Pitfighter 22
Plan90uterSpace 25
Planets Edge 37
Playroomw/Sound 31

PoliceQuest3 37
PoolsofDarkness 38
Populous2 38
Power Hits Sports 32

Sci-Fi 32
Battfeiech-Mech 32

Powermonger 32
Prindplesof Biology 25
Principle of Calculus 25
PrincipleofChemsty 25
PrintShopDeluxe 45

GraphicColl. (ea) 30
Print Shop. New 36

Graphics (ea) 22
PrintSpCompanion 31

Privateer 45
Pro League Baseball35
QuestforGloryl 22
QuestforGloryS 39
Ragnarok 36
Railroad Tycoon 32
Rampart 26
Random HsEncycl 62
Reader Rabbit 31

ReaderRabbit2 37
Read 'n Roll VGA 31

fled Baron 39
Mission Disk 25

Realms 22
Rex Nebular 39
RidersofRohan 31

RiskforWindows 29
Risi^Woods 25
Road STrack Pres 35
Road to Rnal Four 37
RobosportsWind 37
Romance 3 King 2 39
Rorkes Drift 34
Rules Engagement 37
RuleEngagmenl2 38
Scrabble Deluxe 30
ScrabbleDIxWin 30
Sea Rogue 29
Secondrronl 38
Secret Monkey Is. 2 38
SertWeaponLuftwf 42

Dornier335 20
P-38 Mission Dsk 20
P-80ShootStar 20
HeinkeM62 20

Sesame St. LrnClas31
SesameSt. Publish 25
SesameSt.Vol.l 17
SesameStVol.2 17
Seven Cities of Gold 38
Shadow Prophecy 30
Shanghai II 31

Shuttle 36
SierraStarterBndl 39
SilentService2 37
Sim Ant 35
Sim City 30
SimCityGraphic 22
SimCityWindows 37
Sim Earth 41

SimpsonAdvenlure 31

Snap Dragon 34
SnoopyGameClub 29
SditairesJourney 35
Space Ace 2:Bori 36
SpaceOuestBundl 39
SpaceOuesl4 37
SpaceQuestS 39
Speedball2 25
Speedreader 31

Spell-a-saurus 30
Spdibound 31

Spellcasting 301 ^
Spell Craft 35
Spell-itPlus 30
SpelUammer 37
SpiritofExcalibur 30
SpoilsofWar 36
SportsAdventure 47
Sprout! 39
SlarControl2 37
SlarTrek25lhAniv. 37
StickybrMathTutor 30
StickybrPre-School 30
StidrybrReadTutor 30
StickybrSpellTulor 30
SlripPoker3 32
Strip Poker Data(ea)17
StriKeCommander 45
StorybookWeaver 34
SludywareforACT 30
StudywareGMAT 30
StudywareGRE 30

Ancle
lanDiego

tnAmerica'sPastae
in Europe 30
inTime 30
In USA 30
in USA Deluxe 45
tnWorld Deluxe 49

Wild Wheels 32
Wing Comm 1 DIxe 49
WingCommander2 49

SpecialOperDisk25
Speech Disk 15

WizardryTrilogy 31

Word Muncher 30
Wordtris 29
World Circuit 39
WriierRabbil 30
YourPrsnlTrainSAT30
Zoo Keeper 36
Zug’sSpellingAdv 22

Adv of Eco Island 22
OinosaurWortd 22
Race Thru Space 22

3DCnstrct/CasllMst62
AlohaHawaii 45
Allas Pack 59
AmerBus. Phnbk. 39
Amer Hert Piet Diet 75
Audubon Mammals 37
Autodesk Explorer 119
Barn^BearSchool 26
Batik Designs 45
Battlechess 49
Beethoven Ninth 59
BibleLibrary 49
Booksheff 129
Britanica Family Che 75
BritannicaFamilyDr 59
Business Master 39
CarmenWortdOIxe 65
Cautious Condor 45
CD Game Pack 55
CIA World Fact 39
Compton Encydpd 409
Conquest Longbow 37
CorelDrawUpgd 149
ElectronicCooKbook 75
Font Master 39
Food Analyst 49
GameColleclion 45
Game Master 39
Golden Immortal 28
Gunshio/Midwinter 62

MASTERCARD,V1SA,DtSCOVER,AM3AMERICAN

EXPRESSACCEPTEDWrTHNOSUflCKARGE

SHIPPING fSONLY$4.0OPER ORDER,

NOTPERtTEM

inti Bus & Econ AtiasSS
IntrotoGameFren 79
Intro to Games Span 79
Jones In Fast Lane 37
Kings Quest 5 42
LanguagesofWorld 99
Learn toSpeakS"*-'"'
Library offuture
Loom
M-1 Tank Platoon
MacMillian Child. Dicl.49

Manhole 49
Magazine Rack 45
Marketing Master 39
Mavis Beacon 39
MIG29/MIQ29M 62
Mixed Up Mother Gse37
MS DOS Archives 35
PresidnLit Start Geo105
Prince Persia/Nam'6565
RailroadTycoon 62
RedSlrm/CarrCmd 62
Reference Library 80
Shakespeare 37
Sherlock HolmeCnslt42
Sleeping Beauty 37
So Much Software 59
Sophistical Santa Fe45
Space Quest 4 37
SpiritofExcalibur 37
Slat Pack 83
Slellar7 37
Strange Bedfellows 39
Slreef'-

~

Ultima 1-6 49
Ultimate Basketball 35
U.S. Atlas 42
VintageAloha 45
Wild Places 45
Wing Comm & Miss 45
Wing Com/Ultima 6 45
WinQComm2 49
WC^UIti.UndrwId 49
World Allas 42
Worldview ^
Wrath of Demon 32
Adults Qfily-Mustbe2 1

Animation Fantasy 65antasy
FAQ Set 33
PCPixVoI1or2 65
PrivaleCollection 65
Priv. Pictures 1 or 2 65
Storm 1 or 2 65
Visual Fantasy 65

Adobe Type Mgr 59
After Dark for Wind 29
All Type 47
Autcoesk Explorer 119
Bannermania 22
CalendarCrealor+ 55
Carbon Copy 129
Central Pt Antivirus 84
Choas 39
Colorix 95
CopyllPC 35
Corel Draw v3.0 379
Data Ease Personal 68
Desqview2.4 79
Desqview386 125
DOS Fax 51

DvorkonTyping 31

Express Publisher 99
Facelift 59
FarSide Calendar 49

Fontmonger 92
GeoworksPro 119
GrammatikS 57
HiiaakDOSorWin 129
fntoSelect 87
Language Assistant

Fr,Gr.Heb,ltal,Span 42
Laplink4Pro 99
LotusWorks 99
MicrosoftOckBasic 65
MicrosoftQuickC 65
MS DOS 5.0 47
MSOOS5.0Upgrd 62
NortonDesklr"''
Norton Dsktp'_

Norton Utilities

OneWriteAcct. 100
Pacioli2000v2.0 31

PCAnimatePlus 115
PCAnywhere4 115
PCKwikPowerpak 72
PCPaintbrush5+ 99
PCTools 109
Peachtree Basic 75
PFS: First Choice 75
PFS: First Publisher 75
PFS:Prospect 75
PFSiPublisherWind 75
PFS:Vi/indowWorks75
PFSiWritew/Grmtk 69
PresentionTaskFrc119
PrintShop 36
ProcommPlus2.0 69
Procomm/Window 82
“/roScreenSaver 35

AdLibSoundCard 65
AdLibGoIdlOOO 179
ATI Stereo F/X

..JioPort 139

COPC 999
ProAudioSpec* 139
M.M. Upgrade Kit 765
ProAudioSpec16 198
Pro16Multimedia
Upgrade Kit 955
Thundertxiard 95
Thunder SLightng 223
SoundBlaster 99
Snd Blast Pro MCA 259
Sound Blaster Pro 189
S BMultimediaKil 560
SB MM Starter Kit 459
SBCDROMInIrnI 360
SBCOROMExtrnl 429
Sun,Moon,Starw/Sony
CD, SB Pro,.SAV 5M
RolandSCC-IGS 375
SoundCanvas 559
Roland MA-12Cea 105
SPEAKERS Shie1ded28
w/3bandEquilizer45
Altec Lansing 200 219
ACS300w/subwof 299

)EMM 61

QOOS3
Quicken 6.0/Win 45
Quicken Quick Book 84
SitbackDOSorWin 59
Slacker 79
Slacker16BitCard179
SuperstOf 79
Tuft)oCaddv2.0 79
Word Perlct5.1/Win249
Wlndows3.'
Winfax Pro

sePen 70Appoint MousePf
Microsoft Mouse

Modems & Fax

Maxlite96/96 349
Maxlite14.4/14.4 419
Practical Peripherals

PM2400lnternal129
PM2400External175

Sportster2400Exl. 149
Sportster2400lnt. 129
Sportslr14,4v,42bis309
Zoom External

Zoom Internal

Siianners
Microtek 600G 829
Microtek600Z 1359
Scanman32 160
Scanman256 265

Skins & Pads
DustCovers 15
GfoundedWristStraps 9
KeytioardSI^ 15

Large-

1

WrislPads

Stax(DustRepellenl) 5

MidlalorlOl Serial 95
PC Midi Card 79
MQX-32 179
MPU-IPC 135
Cakewalk Apprentic145
me Miracle 325

MIDI Software
Ballade 129
Band in a Box 69
Cadenza 129
Cakewalk 95
CakewalkPro 169
CakewalkWindow 240
Drummer 69

Encore 379
PianoWorks 95
Play it by Ear 69
MaslerTracksPro 249
MusicPrinlerPlus 419
MusicTime 169

Musicata 375
OuickScoreDeluxe 99
Recording Studio 75

RhythmAce
Songwrigh
TraxtorWi

ihl5 65

'indows 60

) BPH Sac. lOAH I

31

CHMachS 31

EliminatorGameCd 26
GravisJqystick 35
Gravis PCGamePad 21

KrattKC3Joystick 18

KraftThunderstick 28
MaxxFIighlYoke 69
Maxx Pedal 39

Mouse Yoke 32
OuickshotAviatorS 32
QuicksholGameCd 14

Ouickshot Intruders 30
QuickshotWarriof 18
ThrustmasterFIght 69
ThrustmaslerPto 109

WeaponsControl 79
ThrusimasterPedallog

3PH

TERMS AND CONDITIONS
Kaocer Card. visa Anieiic
Surcharge on Credit Cards
07000. All SaloD Are Finr
motchandisQ 'rfith the .“i'

Products are new. We do n
charges: 48 contiguous s

SIO 1st px

t pc. $1 c

1 Express & Discover Accepted. IJo

By mai 1 ; P.O. Box 3, Carteret, N. J.

. NO RElVNDSl Exchange on defective
TO item only. No exceptions. All
1 guaroncee compatabil i ty . Shipping

. ^d. APO/KPO and P.O. Boxes
> SB : t pc.
•all for shipping churgoE
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No "Impressions" Of Lion Tamers
For U.K. Expatriate David Lester

A lthough his adult career was begun as an A.C.A. (Associate

of the Institute of Chartered Accountants), that bland and

colorless species often satirized by the Pythons, Impres-
sions President and Managing Director David Lester insists that

“I do not want to be, nor have I ever wanted to be, a lion tamer.”

By bringing British software into the U.S. market, however, Lester

may have chosen a profession which is as hazardous to one’s

mental health as lion taming could be to one’s physical health.

Yet, Impressions was not founded to import British soltware

into the U.S. On the contrary, David Lester and lidwardGrabowski
established their company because they were unhappy with the

European games scene. They felt like their entire market was
saturated with lousy arcade action games which only sold because

of 111m licenses. To be sure, the two principals had been working

together since 1984 when Lester coded his ilrslgame. Jus! Imagine

...! (a strategy game about managing a software house), and

Grabowski designed the graphics for the game,

Although he had been playing games since the days of the

Commodore Vic 20 and Clive Sinclair’s Spectrum (the Timex
computer in the U.S.), Lester was currently serving as a chartered

account with the giant accounting llrm, Arthur Young. Since he

was working with fast-growing businesses, it wasn’t long before

Lester imagined he was an entrepreneur and running his own
software house. Grabowski was working as a systems analysl/data

processing manager at the time and, between the two would-be

entrepreneurs, they knew several struggling developers (known as

Black Knight) who were trying to llnd a publisher willing to

invest in their ideas. Unfortunately, the existing publishers didn’t

want to publish much of anything that didn’t have a high-profile

license.

So, Lester suggested putting up some cash to publish a few titles

independently. He set up a deal with Zeppelin Games to distribute

the new titles for a fee. Unfortunately, in spite of a huge hit and a

number one sales position during the summer of 1989, the rela-

tionship foundered. Hence, Imprcssion.s rose from the ashes of an

aborted affiliation and emerged as a distinct brand name. Yet, the

line was beginning to emerge as a strategy game publisher rather

than the arcade game publishers that were most successful in

Europe at the time.

Rorke's DriJ), the first product in Impressions’ line of mini-

atures style games, turned out to be a phenomenal success. Indeed,

it was enough ofa success to encourage the two partners to decide

in late 1990 to specialize in strategy games. Such specialization,

of course, alienated the publisher from the mainstream of Euro-

pean computer games, but they attracted a very dedicated follow-

ing and started to grow. At the same time, the MS-DOS world
began to make great strides in Europe and the company decided
that they should support the MS-DOS environment to the hilt. Of
course, the strategic aspects of the design and the availability of

the games on the strongest U.S. platlbnn brought Impressions to

the attention of U.S. publishers and distributors.

Several U.S. publishers attempted to interest Lester and

Grabowski in licensing deals but, as a fonner accountant with no

desire to put his head into the mouth oflion without Hrst surveying

the size of the incisors, Lester elected to investigate the North

American market thoroughly. He attended several Consumer
Electronics Shows, had several interviews with CGff’s editors and
others, as well as weighing the offers from U.S. publishers. As a

result, Impressions decided to transform “The British are com-
ing!” from a negative into a positive and establish their headquar-

ters in the United States.

Ironieally, they elected to settle in New England. 'I'heir interest

in strategy games and consideration of U.S. software talent led

them into an association with Tom Carbone of Omnitrend
Games. Since Omnitrend is a Connecticut-based publisher (C/«/-

vevse., Breach 2, Paladin 2 and Rules ofEngagemen!) that has gone
both the independent and affiliate routes (but never actually

reached the sales plateau for which they were striving). Impres-
sions elected to enter into a publishing partnership with the U.S.

company and located their corporate headquarters near Omni-

ihi^re 98 Compulcr Gaming U'orUl



Do You Have What It Takes

To Win The Crown?

(MLESD
SIEGE&CONQIIEST,

King Charles of Bretagne is dead, without a

clear successor to the throne. In the Middle

Ages, this means WAR! It’s a war you intend

ro win, and a crown you intend to wear.

Unfortunately, other inhabitants have the

same idea.

CASTLES IL SIEGEAND CONQUEST"-'’ is

a game of medieval diplomacy, treachery, and

power. To win, you must survive. To survive,

you must scout the surrounding territories,

defeat the native militias, subjugate the land

with castles, feed and maintain the people,

forge diplomatic alliances, appease the church

and unite the land under your iron fist. Did we

forget to mention the other power hungry

barons? They’re out to gain the same crown

and you sit squarely in their path.

CASTLES II: SIEGEAND CONQUEST is a

completely new game system, based on the

bcst'Sclling CASTLES"^’. In addition to

building castles, you can now siege, attack and

destroy them. Forge political and military

alliances with the other computer players, or

fight and conquer them in the fields or in their

castles. Scout unknown territories, spy on and

sabotage enemies, recruit infantry and cavalry.

gather gold and grain, mine for iron, trade for

timber and stone, research new weaponry, and

pay the church for indulgences ...just a few of

the fun things that go into a good, medieval

day’s work!

A completely neiv military

,

diplomatic and

tidministrative snateg)' game based on the

besi'sellingCASTLES^^'

Multiple computer players

Ability to attack and defend

Different story lines based on which

personality you play

Multiple ways to play and win

Digitized movie footage

VGA grap/iics and complete sound board

support

To order CASTLES II: SIEGE AND CONQUEST™
call 1'800'969'GAME, or sec your local retailer.

Coming Six)n on MS-DOS!

Iiiteqday Productions

3710 S. Susan, Suite 100

Santa Ana, CA 92704

(714) 549-2411

© (992 ProJuciioiis. AKrisIiu rtsert'eti.

CASTL/-.S: SfEGE ANtOCONQUEST''' uml

CASTLES'''£iT,;frflt(eiiKirb<)/(nci.Tpiav I’niJiictioTis, Ittc.

y,.

MS-DOS Screens Pictured.
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trend's offices. Now the company maintains a small staff in the

U.K. and is planning on producing about three-fourths of their

upcoming products in the U.S.

We talked to David Lester in his Farmington, CT office about

the lessons that they were learning from their U.S. venture and he

noted that U.S. gamers are less forgiving than European gamers

when it comes to historicity, presentation and inadequate hardware

support. For example, many European games do not even have

mou.se support for MS-DOS titles (since most of the machines are

keyboard only), so clunky mouse support is considered better than

none. In the U.S.. inadequate mouse support will get a game
clobbered. Nonetheless, Air Bucks and several other titles which

did reasonably well in Europe were substantially overhauled prior

to the U.S. release.

“Our goal,” stated Lester, “is for Americans not to think of our

products as European games. We want to develop games that meet
North American standards in every way.” Then, he immediately

demonstrated their upcoming Caesar for us. We were very im-

pressed, but made a certain number of suggestions that we believed

would improve the game. By the time we received the beta copy
for the sneak preview (p. 140 of this issue), every suggestion had

been implemented (and implemented well!).

Lester did express some frustration, however, “It seems the case

that our good points are ignored and our bad points exaggerated,

but that’s probably life.” He did pledge, however, that the future

of his company would be built on quality strategy games, “Games
which players can enjoy without having to fight to get to the good

parts and games that don’t crash or give stupid results. It also

means games which are good-looking and easy-to-use.”

Fiiither, Lester underscored the company’s commitment to Om-
nitreiid’s Interlocking Game System. He showed us the new
offices where Breach 3 would be coded and allowed Carbone to

demonstrate Paladin 2 and the editor for Rules ofEngagement 2.

Carbone waxed eloquently about the importance of artificial per-

sonality for providing satisfaction in future role-playing products.

To demonstrate what he meant, Carbone invited CGW readers to

submit photos and character resumes for consideration as charac-

ters in Rules of Engagement 2. The sidebar describes the process

for “enlisting” as a character in the upcoming game.

Finally, Lester pledged a unique set of strong titles (including

Caesar) in 1993 and acknowledged that development work is

occurring with regard to CD-ROM. As for the future of the

company, the chartered accountant portion of Lester’s make-up is

not likely to let him miss hedging a bet. So, one can almost wager
that Impressions will have solid distribution into Japan by the end

of 1993.

Yes, David Lester may not want to be a lion tamer, but he sure

doesn’t mind placing his head in the maw of a brave new world.

CGW

NAVCOM ENCODED TRANSMISSION
CODED LEVEL: ARCHER ABLE THREE
TO: LOCAL GROUP ASSOCIATED PRESS CORP
FM; Admiral V. Bresheliah, Marine Operalion.s, HQ Axia

MG:
The Federated Worlds Armed Forces is actively seeking personnel

for command of select starships in our fleet. As such, all press are no-

tified that photos and resumes for qualified individuals should be

submitted. Currently, there are 15 command positions to be filled.

The positions available are aboard some of the finest starships in

our fleet. Successful applicants will captain a ship as part of the third

fleet task force against the UDP. The war with the UDP goes well and

we need additional qualified personnel to insure our final victory for

freedom of the Local Group. Remember, it is notjust a Job, it’s a way
of life.

Applicants must submit a color photo and a resume. A sample re-

sume is provided here:

Personal Information:

Name: Christophe Dc Cour
Sex (if any): Male
Age: 57

Race: Human
Home Planet: Ivilose

Personality Profile:

Aggressiveness: 89
Ingenuity: 44
Bravery: 87

Leadership: 69
Diplomacy: 34
Loyalty: 23
Experience: 43

Stamina: 27
Humility: 89
Temperament: 81

Admires Most: Guile

Admires Least: Wealth
Political Leaning: Republic

Conviction: 84

Religious Belief: Monotheism
Conviction: 80

Experience: (Experience listed in chronological order)

Qualifications: (Description of unique characteristics that are

beneficial to command of a starship. 15 sentences or less)

Note: The numerical ratings in the personality profile are from zero

to 99 with higher meaning that the individual has more in the cate-

gory.

Applications must be postmarked by February 28, 2372. In the

event that this transmission were to fall through a time warp, entries

must be postmarked by February 28, 1993. Fifteen winning entries

will be selected.

The fate of the Local Group lies in your hands. Apply Today!

Adm. Vikotor Bresheliah, Fleetops, Ft.A.

END TRANSMISSION
Contest Rules:

Entries must be postmarked by Febmary 28, 1993 and include a

completed resume and a color head shot (passport-style) of the en-

trant’s face. 1 5 winners will be selected on the basis of originality and
realism of the character portrayed in the resume. There, resumes of

“ideal” or “perfect” captains are con-

sidered equally with those of “insub-

ordinate” or “incompetent” captains.

Winners will have their photograph

digitized into Rules ofEngagement 2

along with their name and resume in-

formation. When released in the

Spring of 1993, a complimentary
copy of the game will be sent to all

winners. Winners will be notified by
return mail. All decisions are final

and will be made by the staff of Om-
nitrend Software, Inc. and Impres-
sions Software, Inc., Omnitrend
Software, Inc. reserves the right to

use all entries in future campaign
disks. Entries should be sent to: Im-
pressions Software, Inc., 7 Melro.se

Drive, Farmington, CT 06032. cgw
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mlw Women With mwsWith DC

by Allen L. Greenberg

Amazon: Guardians Of Eden
from Access

TITI.E: Amazon; Cuardinns Of Edeti

SYSTEM; IBM
PRICE;

PROTECTION: Nfini’

DESIGNERS; Chris lonei and Doug Vandegrifi

PUBLISHER: Attc-ss

Sail Lake Cily, UT

I
n the year 1541, the Spanish explorer

Francisco de Orellana proved to the

world that insanity, even when tempo-

rary, can be used as a viable marketing

technique. He did so by naming a South

American river the “Amazon” after, he

insisted, he had been attacked by an army
of female warriors resembling those of

Greek mythology. The notion that this

river’s incredible rain forest actually con-

cealed some supernatural force which
cou/d, if provoked, intrude on modem,
industrialized society, became extremely

popular during the early part of this cen-

tury: first, in literature and later, on Him.

The latest entertainment to draw inspira-

tion from these alleged Greek fighters

from South America is Amazon: Guardi-

ans of Eden, an action-adventure game
from Access Software. Presented in the

multi-chapter format of the i 940’s movie
serials— most oRen associated with Re-

public Pictures — it boasts a good, solid

story and an outstanding presentation.

Amazon challenges the player to peel

back the layers of subterfuge and mysti-

cism which protect a powerful secret, hid-

den in the Amazonian River Basin, from
those who would use it in the sei'vice of
evil, wealth and power. To its credit, de-

spite the obvious sexuality of the charac-

ters who share the game’s title, Amazon

manages to avoid the insulting, often em-
barrassingly sophomoric fashion in which
women are reduced to objects of bestial

lust, as is commonly the case in this genre.

When the female warriors appear, they

manage to do so with as much dignity as

an appearance in a movie serial will allow.

Although there are moments of graphic

gore, parents who are only concerned with

a game’s sexual content need have no

concerns over Amazon.

The resemblance between Amazon and

the serials by Republic or Columbia Pic-

tures is only a superficial one. At times,

the story’s complexity and elaborate set-

tings more resemble the mega-budget

wonders presented in Paramount’s Indi-

ana Jones films than the old serials. The
serials were often characterized by endless

stretches of California desert interspersed

with the cheapest ofmovie sets and props.

Furthermore, although Amazon is divided

by chapter headings, the trademark “cliff-

hanger” junctions — in which a leading

character appeared to have been seriously

killed until the next chapter — are con-

spicuously absent. However, Access has

clearly carried their excellent story far be-

yond anything produced by Hollywood in

its naive years.

The player controls the actions of Jason

Roberts, a recent college graduate whose
older brother, Allen, has been lost during

an expedition in South America. Although
the story unfolds from this masculine per-

spective, there are several sequences in

which the player is able to control the

actions of Maya, Jason’s mysterious lead-

ing lady. The story does include several

recognizable plot devices including a

mysterious package in Jason’s mail, for

which his apartment is ritually searched

and ransacked at precisely the moment the

package is not there. There is also a villain

whose taste for foul play is exceeded only

by the amount ofsweat and oil he secretes,

as well as a local town-lord whose brain

might best be described as several beans

short of a burrito.

Amazon is a moderately difficult game
to complete — at times approaching the

complexity of some of the later releases

from Infocom. Novice-level players may
take advantage of on-line hints. These are

“purchased” with “hint points,” 170 of

which are available as the game begins.

The most explicit hints are also the most
costly. Players who complete the game
with less than 100 points remaining will

be rewarded with a slightly less gratifying

conclusion to the adventure.

Isili^ tSsLH;

Amazon is also a very time-sensitive

game which often requires the player to

complete certain tasks with only seconds

to spare. In addition, there are several se-

quences in which Jason is required to pilot

a canoe down the game’s title river. This

low-key arcade exercise may prove frus-
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General Tegel has plans tor

some covert operations. Not

things he could order someone
to do . .

.

but things he could

pa/ someone to do.

And, as it happens, you—and

j your colleagues—can be

2 bought.

MIndcraft presents: Tegel’s Mercenaries ... an

intriguing concept in tuturistic strategy gaming.

You lead a squad of interplanetary mercenaries

picked from twenty of the most notorious men, women
and aliens this side of the Magellanic Clouds.

• Belk Otem, with his Delaser rifle and cybereye

• “Smokey” Okrara, the green-skinned, two-trunked

chlorophant

• “Bombshell" Divan, “Tunes” Krakowski, and 16

morel

Start with a “diplomatic” mission to the ice planet of

Nueva Nevada, then go wherever the general sends
you next. Just remember the most important thing:

you're in it for the moneyl

When you are through with Tegel’s tours of duty, strike

out on your owni Use the Scenario Kit & Working
Interface Developer to build missions to challenge the

most hardened mercenaries.

A new level of excitement, from the makers of the

award-winning Magic Candle and Siegel

•IVONDCRAFr
2291 205th Street, Suite 201, Torrance, CA 90501

(Actual screens may vary.)
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trating for more lilerary-

minded adventurers and,

once again, raises the ques-

tion as to whether the pres-

ence of an action sequence
serves to enhance or detract

from the entertainment value

of a non-arcade program.

The mouse-driven interface

works quite well in Amazon,
although a combination of
both mouse and keyboard in-

put is highly recommended.
Either device may be used to

guide Jason or Maya across

the screen. Other commands
are constructed by first click-

ing on an “action” icon such

as “take” or “talk to,” and

then on the object or person involved. As
with many programs containing highly de-

tailed graphics, players are often forced to

search the screen for pixel-sized objects,

without which Jason will fail in his quest.

Similarly, the crowded and convoluted

terrain often makes simple movement of
the characters a frustrating ordeal, particu-

larly during the time-dependent se-

quences.

The graphics may be challenging, yet

there is no denying that they are master-

fully produced. Painted pictures and digit-

ized photographs are combined

seamlessly. Clever animations are liber-

ally incorporated into the story-telling for

eye-popping effect. Finally, digitized mu-
sic, sound effects and human voices are

scattered throughout the program, making
for a presentation which will prove diffi-

cult to surpass, by any standard.

In addition to increased resolution, users

of super-vga systems will enjoy several

benefits, including “chapter summary”
icons. These will trigger a replay of spe-

cific events from earlier in the drama.
SVGA users will also enjoy more rapid

access to items being carried in Jason’s

inventory. For no apparent reason, players

are able to switch back and
fourth between normal and
SVGA modes at any lime

during the game. Even with-

out the advantages of
SVGA, Amazon loses none
of its playability or entertain-

ment value.

Amazon will run on a 286
CPU at 12 MHz, although a

386 at 20 MHz is recom-
mended. Likewise, while

many sound boards are sup-

ported, a SoundBlaster or

compatible board is also rec-

ommended. SVGA users

must be sure to have a VESA
driver available. About 10

megabytes of hard drive

space are required for the program. An
unlimited number of games in progress

may be saved to disk, and these rapidly

occupy additional room.

Greek, female, mythological warriors

from South America as well as movie
serials from several decades ago and the

already highly-tribuatried Amazon River

have all been uniquely honored by this

outstanding piece of work from Access.

It’s refreshingly challenging story,

matched only by its top-of-the-line pres-

entation, make Amazon easily recom-
mendable. cbw

One-time, LIFETIME setup fee of $25.00 includes; 198-page Hi-Gloss

,
free start-up turn, plus free turn and subscription to game newsletter.

WrHo or call lor fre« brochure jWwtawwwwWafeiwiw

PORTINIUM*!!
ENCHANTED HORIZONS ANNOUNCES: A new, low cost

version of the original PORTINIUM Play-By Mail game is now
available. PORTINIUM II incorporates all the features of the

original game version. Players receive five standard game units

on each of the primitive and medieval levels of game play. Time-
travel intothe conventional andfuturistictechnology ages affords

players the opportunity to capture additional pieces to equal or

surpass levels of conquest in PORTINIUM. The struggle to

become a dominant player and participate in The Gathering of

the Four” remains a challenge for the strategy-minded player.

Receive over twenty double-sided pages of high-quality Laser
Graphics output per turn. Over 24,000 sectors to explore.

No hidden costs. $10.00 per turn. 3-week turnaround.

ALSO AVAILABLE; PORTINIUM, the original time-travel P.B.M. fantasy

at a new, reduced price. The PORTINIUM Hi-Tech and Lo-Tech games
offer many of the larger game features, in one age of piay.

PORTINIUM PORTINIUM HI or LO-TECH
$1 5.00 per turn $5.00 per turn

{4-week turnaround) (4-week turnaround)

ENCHANTED HORIZONS
P.O.. Box 9897 Spokane, WA 99209-9897 (509) 325-6941

Circle re,icier service # 60
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Macintosh 16 color screen shown

i beai declared! As Commander ofjhe

Ubmarinte I'Kautilus", your mission is, to

giind all efidmy vessels within the reiion

^ethem. Warning! They are armed with

^equipment and they are out to sink yon!

nd sink destroyerswith either aspeedy

L.nuolear-tipped missile. Blow enemy

subnwne&out of the water as they close in on you.

Dodgl%fcs.un®6feome but sensitive mines — sna^ a

cable and if'l o{£,tpl^'watery grave. Send out your

frogmen for some demolition work.

Watch your resources ! With only two supply ships,

you'll have to be careful. Use them unwisely and you

may find yourself sinking helplessly towards an

implosive end.

Subversion™ is a challenging balance of strateCT

and tactics. With 1 0 levels and over 300,000 coro-

nations of game play. Subversion is sure to provide

you with hours of destroyer-bashing fun.

Available for Macintosh and compatible machines.

Coming soon for IBM PCs and other computer

systems.

Game Created by: Captain Byte's Bit Shop

Box Artwbrk by: Josh Stigers

Computer Artwork by: Steve Laveil'ge

See your local retailer or call:

Point Of View Computing, Inc.

5050 Edison, Suite 221

Colorado Springs, CO 80915

719 591 5320

Copyright © 1 992 Captain Byte’s Bit Shop. All rights reseiyed worldwide.

Subversion is a trademark of Point Of View Computing, Inc.
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A Detailed Look At Domark’s Role-Playing Release

by Robin Mattheios

TMLb: Shadowl.intis

SYSTEMS; Amiga, IBM
GKAPHICS; EGA, VGA
SOUND: AdLib, Sound Bfasler, Rol.and

PRICE: $49.95

DESIGNER: Dean Lc-«cr

PUBLISHER; Domafk
San Jose, CA

I
t's been available in Europe for some
monlhs now, but Shaclowkinds has just

been officially released in the US.
Since the IBM platform has been around
(or quite a while, it should be no surprise

that most of the ground rules have been
established for the major game genres;

aircraft simulators, golf games, football

software, graphic advctilurcs and role

playing all have their own similar basic

concepts. Once in a while, a release like

Origin’s Ultima Underworld or Imo-

tion’s Atone in the Dark breaks the mold,

but the rest all share common ground.

Shadowkmds is a role-playing game that

doesn’t exactly break new ground, but it

does have an approach that is unique and

features that set it apart from the rest. First,

though, we must introduce the plot. The
main baddie, the Overlord, i.e. Cthul Tol

Anuin, decides to release a horde of

nasties from his dungeon domain, epony-

mously known as the Shadowlands. As a

result, amidst the rape, pillaging and burn-

ing of the Sapphire of Kuranos, Vashnar
was slain. Nevertheless, his spirit lives on

and, i fthe gamer can reach the dark temple

with the Altar of Regeneration and place

Vashnar’s bones on said altar (in the mid-

dle of the Shadowlands, past the dungeons
and temples, the undead and the dogs of

hell, beyond the mazes and pyramids),

Vashnar can be restored and, of course,

everyone will live happily ever after...

A parly of four adventurers become
guided by the spirit of Vashnar and under-

take the mammoth task. This is all fairly

standard CRPG stuff, but it is the Shadow-
lands system that is out of the ordinary.

The actual approach is that of an off-set

isometric view from above, and looks ver>'

similar to the combat and exploration sys-

tem subsequently used in MicroProse’s
controversial Darklands, but is much sim-

pler and far more playable.

Each of the four party members can be
individually controlled and sent off on
their own or in parties with other party

members. This totally (lexible approach
means that several quests can be under-
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STEVE MtRETZKY’S

VESA compatible Super VGA
support.

Richly detailed environment

allows unlimited exploration.

Welcome to the Royal infesta

Hotel...

follow the sun and the scent of coconut oil slraighl to Fort

Naughlytall where Ernie Eaglebeak parties hardy with his

Iraternity pals In this high energy seaside romp. Ernie is

hoping lo lind sand in all the wrong places, but ends up

battling a rival Iraternity from back home In a series of zany

beach contesis complete with gorgeous babes, wet T-shirts,

mud wrestting and body surfing.

rnie must use his wits and a healthy dose of magic lo

save the honor of his fraternity. There's a lot to do, and the

FI. Naughlytall Police Dept, is desperately trying lo

, keep everyone from doing ill

. . . where you can relax after a

day an the beach...

©'1992 Legend Entertainmen! Company

Speilcasilng 30l:.SPBiNQ BREAK Isa trademark o1

Legend Entertainment Company.
-

' -

ALL RIGHTS RESERVED. Actual VGA graphics shown.

256-calor VGA! Stunning original

art plus digitized “Girls of Spring

Break.

"

raLEGEND
W ENTERTAirtMENT COMPANY

14200 Park Meadow Drive, Chantilly. VA 22021

Distributed by Accolade, Inc.

To order, visit your local retailer

or call 1-800-245-7744
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and force, as well as growing experience

levels for Combat and Magic. The magic
system requires the use of scrolls, and
there is a wide choice ofspells as the game
progresses. Combat is kept relatively short

and sweet; Shadowlands does not have the

repetitive hordes of monsters found in the

SSI games, but there are enough regular

punch-ups to keep gamers on their toes.

Within the dungeons, some
wails might obstruct the view of
the party or of essential items.

Fortunately, this is dealt with in

a novel way, by removing the

wall and replacing it with a red

line. For all intents and pur-

poses, it acts as a wall, but its

removal allows greater use of

the gaming world and very little

lost space.

The puzzles are not that difTi-

cult and sometimes the charac-

ters’ artificial intelligence is a

bit dim. For example, to get

from A to B the party must walk
around a corner. 1 f one tries the

straight line method, they just

plough into a wall and stay there

until re-directed. Also, when
opening doors it is possible to

trap a character behind the door as it

opens!

These are minor grumbles and really the

only ones that can be levelled against

Shadowlands. Frankly, its approach and
gaming system offer a nice mixture of the

familiar and the original. That, in itself, is

no mean achievement nowadays, cgw

taken at any one time, or several

different solutions applied to one

puzzle at the same time. Combat
also becomes very varied, as one

can attack multiple enemies, at-

tack from completely different an-

gles or, even set complicated

ambushes, This multi-player ap-

proach sounds terribly compli-

cated, but this is not the case. The
Shadowlands interface revolves

around the main screen and the

four character portraits in a very

simple manner.

The standard portrait is the Ac-
tion Portrait, which shows the full

outline of the character split into

anns, legs and head. Each of the

arms and heads has a specific

function — as one examines the

portrait, the left hand is the Action

Fland, the right hand is the Transit

Hand. Similarly the left leg is the

Lead Leg, the right leg is the Walk
leg.

Selecting the Action Hand al-

lows one to engage in hand-to-

hand combat or allows one to use

an item in that hand. The Transit

hand is always free of items, but is

used to collect, drop, throw or op-

erate. Any item picked up is col-

lected by the Transit hand and
transfen-ed automatically to the

Action hand and/or inventory.

Selecting the Walk leg puts the

character into walk mode, and he
will follow the cursor. The Lead
leg performs a similar function,

but when invoked it causes ALL
other party members within the

character’s line ofvision to follow

(i.e. puts those members into squad mode).

The portraits also provide other informa-

tion, changing when appropriate from Ac-
tion Portraits to Facial, Reversed or Skull

Portraits. In the Facial, the body outline

changes to a full face; this means that the

party of four has become split for some
reason, and that this character is not within

the visible range of the active character.

When they do come within range it will

change to an Action Portrait. This range is

relevant as it is only then that the squad
mode can be used. The Reversed mode is

a further development, meaning that not

only is the character out ofrange, it is also

on another level of the game. Skull Mode,
as one might expect, means that the char-

acter has died and joined the great game
master in the sky... The Head mode has

two functions, reading and eating, both of
which are essential.

Character statistics are well presented,

with levels for Health, armor, food, water

One ofthe hallmarks Q^Shad-

owlands is the innovative use of

Photoscape, a real-time system

that realistically lights all areas

of the game world, casting

shadows... and light. This re-

sults in light playing a major

role in the game, with areas be-

coming illuminated (and

plunged back into darkness) as

one explores. Many items,

monsters and traps cannot be

seen without illumination, and

light will even affect the behav-

ior of foes and traps (rats for

example are attracted to light).

Torches, magic and explosions

all provide light. Hence, the ebb

and flow of darkness during the

game gives meaning to the

name Shadowlands.
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“Powerful programs of growth and adventure"

THE .MAGIC MIRROR , , , a toolbox for your mind. £. Kinnie,

PhO., Clinical Psychologist. $39.95.

f pk ^ magic MIRROR 11 ... experiences tor your mind. S39.95.

’ MERLIN ... an apprenticeship. $29.95.

MasterCard/Visa , . .-.u. . .

i-800-5<J5-6l72
^ CHING . . . anctent Chinese wisdom arid prophecy. $29.95.

(alter 5 p.m.) THE MAGIC MOUNTAIN ... a journey into another reality.

Not for children. Male and female versions. $39.95.
IBM/Compalibles

Blue Valley, 29 Shepard St., Walton, NY 13856
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by Supernova Creations'" and Mark Baldwin

mmmf"'rr' sf-'T

From the creators of the Star Fleet series, Star Legions putJ

you in control of a mighty Imperial fleet invading the hated

Alliance. Your warriors fight for the glory of the Empire, to

earn battle honors for their legions, and to wipe democracy

from the galaxy. Only the strong should survive to rule!

Each new planet is a fresh challenge. Bombard It with your

battlecruisers and destroyers. Assault its critical sites with

your elite shock troops, then follow them with waves of

heavily armored warriors. Lead your troops at the strategic

or tactical level as they conquer in the name of your

emperor. Then on to the next planet!

Your victories bring rewards and honors, leading you to your

ultimate goal of gaining the Empire’s most noble rank-
imperial Tribune!

Star Legions provides deep and exciting real-time game play

in a truly advanced space war simulation with a unique

"Invasion Command Console” graphic interface by Brett

Keeton. Your legions will conquer an almost unlimited variety

of planets, frozen or scalding, barren or drenched. Hours,

months and years of enjoyment are yours as you command
the Star Legions.

MINDCRAFr
2291 205th Street, Suite 201, Torrance, CA 90501

(Actual screens may vary,)

rir^lr
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The Parabie of the
Prodigy Son

by Alan Emrich

L
et me begin by hoping that Ihe

holidays were (Hied with love and

joy rorevei7one. I’ve said repeat-

edly (and will die saying it, I suppose)

that wargamers, more than any other

computer gaming niche, need to

strengthen their gaming and friendship

bonds by being connected to each other

via modem. Fortunately for all our read-

ers, I do not have to preach this sermon
today. Allow me, instead, to cite an

example that may hit every wargamer
reading this a little closer to home. Our
own writer, Richard Savage, posted the

following note up on the Prodigy net-

work to the wargamers there on Decem-
ber 5th:

“Guys;

Chrisimasjust came three weeks early for

me today. I came home from work and there,

sitting on my kitchen table, was a package
for me sent by Dan Thielen. I was puzzled,

as 1 hadn't ‘talked' with Dan for a while on

Prodigy, in fact, I thought Dan might harbor

a little ill-will for me,...

Curious, I opened up the package and
there, in all its resplendent glory, was
Guderian 's Blitzkrieg by The Gamers —
the one board wargame I wanted for Christ-

mas! There was also a nice Christmas card

and a note wishing me a happy holiday from

Dan.

I’ll tell ya, I was choked up. No lie. My
wife had asked me what I wanted for Christ-

mas and it came down to either Conquered
Kingdoms or Guderian 's Blitzkrieg. Fi-

nances being what they arc nowadays, hav-

ing both just wasn’t in the cards. I just

wanted to use this board to publicly thank

Dan and let you all know what kind of guy
he is....

1 guess what I’m trying to say is that this

[on-line bulletin] board is really a lot more
than a few guys just gabbing about the latest

products on the market. I consider a lot of

you my friends, if you know what 1 mean.
Every time I read a note from Arthur

[Kimes], or ‘the Major’ or JEB [Joe Bcl-

IcroseJ, it’s like hearing from an old friend.

We may not always agree on everything, but

we sure do have a good time and a lot of

lively discussions. Every night after my
daughter is tucked into bed, I make a bee-

line to see what’s up with ‘the gang’ and get

the latest scoop on what is happening in our

hobby....

I appreciate the friendships I’ve made on

this board and lively discussions we’ve had.

Let’s never let this camaraderie end. And
thankyou from the bottom ofmy heart, Dan
T."

What did Dan Thielen reply?

“... If you will, please allow me to fill in

the rest of the story.

A few months ago, while the Honorable

Mr. Savage and I were discussing various

topics of interest, he discovered that I have

a particularly fond interest in the period of

the “Great War.” And from the kindness of

his heart, the Honorable Mr. Savage sent to

me an unplayed, unpunched copy ofan aged

AH game, 1914. For doing this he asked

nothing in return — no dollars, no next-of-

kin— only that I enjoy the gill he presented.

So, even though I am greatly touched by
the honors you all have given me, it is my
humble opinion that the one who deserves

the honors is Richard. I was merely return-

ing the favor he bestowed to me...."

See? I’m not just talking here about the

on-line wargaming community and what
you’re missing (besides unexpected giAs) if

you’re not a part of it. Let me end with one
(Inal and very personal experience of what
had recently happened to me through com-
puter networking.

Even as I write this column, two weeks
before Christmas, 1 know that I’ll be receiv-

ing a very special gill this year thanks to The
Sierra Network, a bride! Julie and I are to

be married on December 27ih, 1992. She
lived in Michigan and I live in Southern

California and, through our messages, we
found true love and will both be getting

married (for the first time) at age 33.

Granted, that is a fairly rare example of
what a dedicated wargamer can do when
he’s connected via modem to a computer
network, but the friends, feelings and fel-

lowship are real.

If you’ve finally decided to connect up,

check our Opponents Wanted section on
page 126. That will help you get into the first

CGITI liter-network computer gaming tour-

nament which, I’m happy to report, got a

tremendous response from our readers. I’ll

be busy organizing the event and will an-

nounce what game will be played, along

with the tournament rules, a couple of issues

from now. cgw
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Machiavelli Designs presents the PC version of:

NeM) World/ Orde4^
Need an Opponent? Pick One!

When: World War 11 ( 1 939-45+). Choose from scenarios or the campaign game.

Where: Earth - global simulation with multiple zoom levels. Toggle units, weather and place names.

Who: 1 to 5 (smart?) human or intelligent computer players. You select difficulty and complexity.

What: Realistic, historical simulation of strategic, military, diplomatic, economic, political, scientific

and social factors. Detailed specifications of all major weapons and production systems.

How: As Churchill, Hitler, Roosevelt, Stalin or Tojo, you struggle to shape the future of humanity.

Can you forge your will into a New World Order?

FREE SERVICE
Fill oul (Hill seiul us this coupon ami »'t’ will maicli you up with liamm in your area. This is a loiallyfrce scn'ice... just wluit ire think ilw liuhhy needs.

Name:

Firsi Middle Usi

/ wish to be enrolled in MDI's gamers' matching service. I

release MDI from any liability for providing me with this

.service. (No purchase necessary).
Slrccl

<v.c need your reloa'a: to cnrnil you)

D Role playing

n Other:

Area code

Slate Zip V.'>W!10'

Phone

1 play: Strategy/MiliUiry

Fantasv/Sci. Fiction

1 want players for; (list in order of preference) Add Ijifi sliipping and hundling. California residents add sales lax.

1 3 1/2" 0 3 1/4"

O Mastercard 0 Visa O Discover2 O Check enclosed

3 . Credit card II Exp, ilale

4 Signature

New World Order copyright 1992 liy Machiuvulli DeRigns, Inc.

(required for credit card authorization)

Now World Order Irndomtirk 1992 by Muchinvolli Designs, Inc-

Pre-order before

Feb. 1 and we pay
.shipping. You

save $6!

Send coupon to:

Machiavelli Designs. Inc.

a-iSO Ninth St., Suite 204

Berkeley, CA 94710 or Call

800-955-4MDI

FAX 510-486-0632Circle Reader Service 118
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A New Dimension

Chat and play games with
people from around the world
without ever leaving your home.

MPG-NET gives you something you
can't find on floppy disk; on-line real-

time contact with the most puzzling

and challenging entity of all time.

Another human mind.

Play pulse-pounding, intriguing,

forever challenging games with

stunning graphics and vibrant sound.

Games that are constantly improving so

they won't get stale. Form strategies,

share secrets and solve puzzles with up

to 1 00 folks from around the world,

twenty-four hours a day.

In addition to our games we have

Bulletin Boards so you can write public

messages to other players, and

Electronic Mail to send private

messages. We also have Chat Rooms
in which you can shoot the breeze LIVE

with people from around the world.

All you need is a modem, a phone
line, and a computer; IBM-PC

compatible, Macintosh, or Amiga.

DRfll^ ^SIAR
Cruiser

Come visit a land where dragons

roam free, rodents grow to

unusual size, and adventurers are the

endangered species.

Team up with players from around

the world. Together, explore

mysterious lands, armed only with your

enchanted weapons, psionic spells,

and wits. You'll find untold riches and

glory while solving intriguing puzzles,

and destroying the mightiest of beasts.

MPG-NET brings you the ultimate

in fantasy role-playing.

The year is 2300 A.D. We've

discovered stardrive and colonized

hundreds of new solar systems. In the

process, however, we pissed off some
very nasty aliens. To say they hate us is

an understatement. They'll do
anything to eliminate us from space.

No compromises. This is all-out

interstellar war. We need your help!

Based on GDW's classic space

combat game, MPG-NET brings you

the on-line version of Star Cruiser— a

3D, multi-player campaign of split-

second action.

© 1 992 MPG-Net. Inc Multi-Pl.'iyer Games Network ana MPG-Net are service marks of MPG-Nei, inc The Kingflom of Drakkar is a trademark of Drakfcar Corp. Empire Builder is a trademark of Mayfair Games, Inc

Operation Market-Garden and Star Cruiser are trademarks of GDW Games. Inc. All other brand and product names are trademarks or registered trademarks of their respective holders



in Entertainment
..Your Multi-Player Games Network

T
hree elite Allied paratroop divisions

drop into enemy territory. Their

mission, to seize the bridges leading up

to the Rhine— the last obstacle of

Allied advancement into the heart of

Germany. They almost succeed.

Scattered remnants of Axis forces

already defeated in France must guard

the Rhine— the first-line of defense for

the Third Reich. They almost lose.

MPG-NET brings you the on-line

version of Operation Market-Garden,

GDW's classic two-player war game,

based on the biggest airborne

operation in history.

Combining two great American

loves; Railroads and Moneyl

Now you can capture the

entrepreneurial spirit ofAmerica and

build your own railroad empire. The

wheels of progress are you and up to

five other players from around the

world, locked in a power struggle of

epic proportions.

It takes planning and ambition to

build a railroad empire. And only the

best will endure. Experience MPG-
NET's on-line version of Mayfair Games'

award-winning, classic board game.

MPG-NET is accessible from
over 600 cities in the United
States and over 80 cities

internationally.

It costs less than you think. Fees

range from $2.00 to $3.00 per hour.

Send the reply card or call

800-245-03 1 7 and we'll send your

account number, password, start-up kit

and 1 0 free hours — right away.

It's easy to enter this remarkable

new dimension, your Multi-Player

Games Network.

MPG-NET
Your Multi-Payer Games Network^^

800-245-0317
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Guide To bitetpl^^s
Cities II:

^ Conquest
b\j Vince DeNardo, hiterpdni/ Productions, Inc.

Willimn C. Fisher, Quicksilver Software, Inc.

B
ecoming King in Castles II de-

mands careful planning and re-

source managemenl. It also requires

a clear understanding of the rules of the

game. In this article, has granted us

the space to publish an expanded version

of the Armchair Strategist’s Guide that

appears in the Castles II manual.

WARNING: This guide offers specific

hints and playing techniques for Castles

II. Players who prefer to learn the subtle-

ties of the game on their own should not

read beyond the Artificial Intelligence

section ofthis document.

General Playing Hints

Some subtle aspects of Castles II rodiy be

lost in a first reading of the manual. Mere

are some pointers to underscore these as-

pects.

• (
1 , Use the right-hand mouse button

to speed up the clock while waiting for an

event to occur. 'Phis works in both the

Strategic and Tactical modes.

• I 2. Defending military forces are al-

ways approximately one-half the size ofa
player’s total military force. The number
of soldiers that a territory can muster in its

defense is based on the total size of the

army owned by the controlling player. To
be precise, the number ofeach type of unit

is equal to one-half of the number of such

units in the player’s army, rounding up.

For example, a player with three infantry

and five archers would defend with two
infantry and three archers.

The defender still has an edge, however.

The strength of each individual defensive

unit is adjusted upward slightly to account

for the defender’s superior knowledge of

the teiTain. The defender also gets to

choose where the battle will be fought.

This offers a significant advantage to the

clever player. The attacker will have a

very difficult time winning unless the odds

are greater than 2:1 in its favor (this in-

cludes morale, which is not immediately

measurable, just as in real life).

The battle system works both ways:

when the player is attacked, the player

defends with half of the total force allot-

ment. Should the battle be lost, the player

may launch a retaliatory attack on the

computer player, who will defend, in turn,

with half of whatever forces remain after

the first attack. Also, remember that eveiy

unit lost to either player removes one unit

ofthat type from the player’s forces. Mow-
ever, since the defender only fields an

army half the size of its total force, it can

never be wiped out in a single battle. The
attacker, however, can be completely

eliminated by a solid defender. A counter-

attack afler such a rout is usually devastat-

ing to the once-proud aggressor.

The intent of this design is to encourage

back-and-forth skirmishing. It also places

the greatest risk of loss on the player who
has the most to gain — the attacker. This

design applies to both the computer play-

ers and the human players; they abide by

exactly the same rules. This includes the

rule which provides at least one Infantry

and one Archerlo a player with no militaty'

forces. We assume that any territory, hu-

man or computer, is capable of offering

some defense to an attacker, however
meager.

I 3. An army’s morale is based on the

Mappiness of the kingdom’s population.

Battles may be won and lost solely on

morale. It has a very strong effect on the

outcome. The wise leader keeps the 1 lap-

piness of his or her people at least as high

as that of any neighboring kingdom.

Artificial Intelligence

Castles II employs two multi-level arti-

ficial intelligence engines for the com-
puter players; one for Strategic mode,

another for Tactical mode. Only the Stra-

tegic Al is discussed in this analysis.
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The experts agree. PATRIOT ' is more than the most

authentic re-creation of Desert Storm ever made.

PATRIOT ' is the definitive land warfare simulation for

the IBM PC.

Withits initial Battleset; you'll engage in the“mother

of all battles" as Coalition forces meet battalion-to-

battalion with the defiant troops ofSaddam Hussein.

Command over 2000 units from either the Coali-

tion or Iraqi side — the most lethal high-tech arsenal

offirepowereverto scorch the face ofthe Earth. Stun-

ning 256 color SuperVGA graphics capture the fury

ofmodern ground warfare as never before. A state-

of-the-art database, interface and mapping system

Harpoon and Patriot ara resisKied Iradamaiksol Ttiree-Suiy. Inc.

Another product and corporate riames are trademarks and lepisierer)

provide authenticity that otherwai^ames can only

dream of.

And future Battlesets make PATRIOT expandable:

always combat-ready for future global conflicts.

Like World War HI in Europe or land wars in Asia and

South America.

A revolutionary simulation as current as the

morning headlines. That's PATRIOT.

But what else would you expect

from the creators of HARPOON"? /

Tb order, visityour favorite soft-

ware retailer or call 409-776-2I87.
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Dynamix: Aces of the Pacific

WWII:1946
Japan surrendered uncondilionally to the United Nations

in 1 94S, ending the cataclysm ol WWII. But what if

things were difierent? In WWII:}946 you will light
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1946 invasion olJapan. fly prototype aircraft (including

the first jet lighters), and participate in a fictional 99
scenario of Operation Olympic, the Allied plan for a full- ^ y
scale assault on the beaches ofJapan!

(Add-on disk, requires Aces of the Pacific) \/
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Velocity: Spectre

fxperknce virtual reality when you drop into the

cyoerpunk baltkworld. Search out and destroy smart

enemy Robot Craft, while at the controls of a

customizable BottleCrafl - a fully armed and

armored futuristic tank-like vehicle. Shoot vour

enemies, collect flogs, recharae your shields and race
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(For Mac)

Q
y

Now Only: $ 36
'

Virgin: Monopoly Deluxe

Combines 90's technical know-how with the old-

fashioned fun of the best-selling board gome ol oil

time! You'll get mote deluxe for your bucks with

dazzling animation of all ten official tokens, easy

interface, a game activity log that keeps track of all

of your previous moves ancfability to play by

traditional or custom-designed rules!

(For IBM DOS & Windows)

irs DKepted. No sales lax except for Mass add 5%. Persanal thedis will deloy shipmenl 5

business days. Products covered by manufacturer's guarantee, Defective software reploced

'

V- No COD'S. Item availability & price subject to cliurrge witout notice. 1 S%immediately, b

restockingfee
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COMPUTeR
Express

Savoy Products, Inc., 31 Union Avenue, Sudbury, MA 01776
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The Strategic A1 consists of medium-
level and high-level portions. Actions are

initialed through the same task mechanism
used by the human players. In fact, the A

I

players were tested by letting one of them
run the game in place of the human, even
displaying results on the same user inter-

face.

During the six months of playtesting for

Castles 11, many ofthe AI algorithms were
rewritten several times until they had the

versimilitudc desired by the designers.

Fortunately, the computer players use the

same tasks as the humans. The tuning fac-

tors were based on empirical adjustments

derived from human playtesters. The re-

sult is a series of opponents who play at a

level equivalent to that ofan expert human
player. The Easy and Impossible difficulty

levels in the game were created by adjust-

ing more than a dozen factors in the play-

ing style of each opponent.

The medium-level AI maintains appro-

priate levels of commodities and military

forces, and ensures the safety and security

of the kingdom. It issues Gather and Re-

cruit tasks whenever it decides to increase

the level of a commodity or increase its

military strength. The medium-level AI

can send Merchants. (This is a good way
to find out if a computer player is experi-

encing a shortage of a given resource, by
the way). The medium-level AI also starts

a I lappiness task when the morale of tlie

population drops, sends Scouts to neigh-

boring territories and Polices the realm if

it is being Sabotaged or Spied upon.

The medium-level AI docs not think

very often. During playtesting, this AI was
found to be extremely agile in its response

to changing conditions in the game —
unfortunately, more agile than one could

expect a reasonable human opponent to

be. Mence, the frequency of its thinking

was reduced to compensate for this. One
other adjustment was made. Since the

computer players do not get the benefit of

plots or random events, which often give

“freebies” to the human player, the AIs

were given the ability to obtain one unit of

a given resource, provided that no units arc

available in their stockpiles and the com-
puter wants to run a task that requires that

item. This also compensates partially for

problems which arise due to their reduced

frequency of thinking. This only applies,

however, if they are completely out of that

commodity. The computer players cannot

pile up large stocks of goods in this man-
ner. Also, they do not possess this special

ability at the Easy difficulty level.

The high-level AIs handle the more
complex thinking in the game. They use a

modified version of a traditional AI ap-

proach to prioritization of their various

options, This keeps them from becoming
locked into simple patterns of action. At-

Febrmiiy 1993

tack. Build Castle, Saboteur, Spy and Dip-

lomat are high-level AI tasks, 'fhe com-
puter evaluates each task based on a large

number of variables. It may decide to at-

tack a particular territory because it con-

tains a commodity that is in short supply,

or it may back off if it finds a castle there.

It weighs all of the possibilities and

chooses the one which best achieves its

goals.

Starting the Game
At the beginning of the game, the

player’s focus should be on grabbing ter-

ritory. This cannot be done in a haphazard

manner, though. The most important goals

should be:

•
I 1. Building a solid, defensible pe-

rimeter;

I 2. Ensuring a supply of all four

types of resources; and

•
1 3. Cranking the kingdom’s econ-

omy up to top speed as soon as

possible.

Most of the players begin in one comer
or another ofthe map. 'fhe best strategy for

these players is to aim for an initial size of

five or six territories. It is advisable to

conquer a few immediately, building a

“wall” of player-controlled territories, be-

hind which may be a lew that have not yet

been conquered, but are inaccessible to the

other players (the other players cannot

“leapfrog” and gel to them). Then, these

other territories may be conquered at one’s

leisure.

Territories will revolt if not subjugated

by a show of force. One must therefore

begin building castles once control of four

or five territories. It is good to try to build

just one castle, preferably in a territor)'

which borders every other territory owned.

If one is very fortunate, or has planned

well, the teiritory in which the castle is

built will have Gold as a resource. Said

castle should be, at least, 100 points

strong, so that it will prevent revolts in ail

neighboring territories. The castle will not

prevent revolts until it reaches an appro-

priate level of completion, though. So, the

wise player will start construction early

enough to ensure that the serfs will not be

up (in arms) before the castle reaches this

critical size. One good way to speed up the

construction process is to skip the moat: it

slows the constmetion process signifi-

cantly.

Politics also plays a critical role in the

game, even at this early stage. Solid lead-

ers keep their people are happy; make sure

that the Pope likes them; and try to keep

their enemies at bay by buying them off

occasionally (at least, until their own ar-

OOP's Strategies of the Month Vol. 17

A monthly column to improve the quality of play

BATTLES OF DESTINY: Drones (missiles) arc powerful defensive weapons.

You must build a radar station before you can build missiles in that city. Once

missiles have been built, you can fire them by manually addressing that city. You

might find it convenient to leave one active unit in each missile city, pressing the

space bar each turn that you don't want to fire a drone. Also, the higher your

industrial level in the production center where your missiles arc located, the wider the

range for the missiles. A great challenge - Play the sccntirio Andropoli without the

use of air transport.

CONQUERED KINGDOMS: U.se those exotic units such as dragons and

wizards. They add a tremendous amount of depth and richness to the game play. If

you are shying away from using these units, try picking only one type per game.

Learn all the intricate uses of that one piece before you try the next one. I can’t

emphasize enough the value of these units. Wizards (through teleporting) can jump

with a small force to far off castles (neutral or enemy) and render that surprise attack.

Dragons can double attack each combat (both units in a square) and fly over anything.

Phantoms, with their scare thing can virtually double a small army. Etc. Etc.

SOLITAIRE”S .lOURNEY and THE LOST ADMIRAL: These games

continue to gel awards and award nominations (Electronic Gamer). They are gretil. If

you haven't tried them yet, go for it, we don't think you will be disappointed.

Quantum Quality Productions

1046 River Avenue, Flcmington, N. J. 08822 (908) 788-2799
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mies are strong enough to fight the enemy
troops effectively).

Tough Choices

Once those initial teiritories are under

control, players may choose any one of

several approaches to the game. The game
can be won through mililaiy conquest,

administrative power or political exper-

tise, although the obvious military ap-

proach is the easiest. It is best to make a

decision at the very beginning as to which
overall strategy to use and stick to it as

long as possible.

The game will place far more demands
on one’s resources than they can suppoil.

Thus, one must decide whether to make
the general populace happy, build alli-

ances with one’s neighbors, build castles,

or build a dominant military force. The
overall strategic choice will determine the

player’s appropriate emphasis.

There are a few general pointers that

apply to any strategy. The player who
doubts their importance should simply re-

member that the computer opponents are

using them.

1. Use every available ability point,

liven if one is not engaged in a Mili-

tary task, for example, it is possible

to apply the otherv\'ise unused Mili-

lar}' ability points to another task,

such as a Gather. This serves the dual

purpose of increasing the speed ofthe

gather task and giving one the extra

push toward raising your ability rat-

ing. The player’s Military ability will

not increase as quickly as if he/she

were running Militaiy tasks, but any
contribution in the right direction is

helpful.

2. One should stay friendly with the

Pope, regularly monitoring relations

between church and state. Remember
that attacking a friend of the Pope
(noted by the word “Blessed” next to

that player’s name in the Council dis-

play) causes one’s own relations with

the Pope to decrease by one point. It

is very easy, therefore, to become
excommunicated through careless-

ness.

3. It is wise to stay friendly, or at least

on neutral terms (Relations or4 to 6 ),

with one’s neighbors. The better

one’s relations with one’s potential

enemies, the less likely they are to

unilaterally commit aggression or

sabotage. Also, Merchants are likely

to get better deals if they are dealing

with friendly parties.

4. Unless one Maintains a reasonable

army size, one may discover that

neighboring powers are attacking be-

cause they presume they have found

an easy mark. Also, note that the

maintenance costs will drag down
one’s economy, should the army be-

come loo large.

5.

Diplomats are useful for “buying off’

hostile enemies. They remember
friendly actions and are less likely to

attack if they have reached a diplo-

matic agreement recently. Unfortu-

nately, they cannot recall annies who
are already in the process of attack-

ing, so it is possible to send a Diplo-

mat loo late to be effective. Also,

enemies remember hostile acts much
longer than they remember the nice

ones.

6 . Think in terms of small campaigns.

Before launching attacks, pick a

small number of territories to cap-

ture, build up a good-sized army and

go! Also, after grabbing a couple of

provinces, it is wise to consolidate

gains, rebuild the army and erect cas-

tles for defense. Never get greedy; an

over-extended empire crumbles very

quickly!

7. Always harvest the available re-

sources. They lend to dissipate rap-

idly since everything the player does

inevitably costs money and/or goods.

Try to resist building a castle until

one’s Administrative Rating hits 5,

allowing a second task in that cate-

gory. Then, keep harvesting as the

building proceeds apace.

8 . Even without a good mix of com-
modities in the territories owned, one

can still have a good economy. One
should I17 to harvest the commodity
most in suiplus, then trade them for

the commodity needed.

Military Might

Many players initially try to win the

game through brute military force. The
following hints should assist the deter-

mined militarist:

1.

Obtain Knights as soon as possible.

Build up to a Military Ability Rating

of 6 by recruiting and attacking.

Don’t Police the realm unless it’s es-

sential. Take a risk in order to build

up forees more rapidly.

2. Build just enough castles to prevent

revolts. One can build them without

moats if necessary to facilitate con-

struction.

3. It is absolutely vital to have plenty of

Iron and Wood initially, in order to

build a big army. Then, make sure

there is plenty of Food and Gold to

pay for these forces, if forces are lost

due to failure to pay, it can cost one
the game.

4. Choose enemies carefully. Only at-

tack one at a time. Trying to conquer
two at once will almost certainly end
in disaster. Send plenty of Diplomats

to the other players to keep them off

balance.

5. Ambush a weak opponent. Call a

Council and see who is at war with

whom. Then, attack a neighbor who
is busy fighting someone else.

6 . Don’t attack Blessed players unless

there is no other choice, 'fhe Pope
will cause such ignominious attack-

ers a great deal of grief.

Administrative Prowess

In addition, a player with six well-cho-

sen ten'itories and many castles can pros-
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per and win without spending enormous
amounts ofcITort on military campaigns.

1 . The key to an administrative victory

is maintaining the happiness of one’s

people and becoming allies with the

other players. Run Happiness tasks

and send plenty of Diplomats to the

neighboring powers.

2. Focus on obtaining Gold territories.

This is because it lakes gold to buy
off one’s neighbors, much less the

Pope.

3. Build a moderate-sized standing

army. If a neighboring power should

suspect that one only has a small

aiTny, they are more likely to attack.

Related to this, remember that tosses

affect the attacker more than the de-

fender (since the defender will never

lose more than halfofhis army in any
given battle), so one can do a great

deal of damage to someone who
dares to attack.

4. When attacked, send Diplomats. If

relations improve, the enemy will

temporarily be less willing to attack

again. Keep up a steady stream of

Diplomats and it just may avert a

second attack from ever occurring.

5. Send lots of Merchants and Diplo-

mats. Political Ability points are the

most difficult to achieve, but there

will be plenty oflime to acquire them
later, since the kingdom will be

spending fewer resources on militai-y

actions.

6. When enjoying the advantage of
other ruler’s friendship (Relations of

8 or 9), trade becomes much more
advantageous. It is possible to make
a prolll on trade if one works hard

enough at it. Fvery unit in one’s

stockpi le brings one closer to victory.

7. Don’t forget that friends turn against

anyone who Claims. Relations will

drop by one point with every other

player. This makes the human player

suddenly seiwe as the target of nu-

merous Saboteurs and Attacks. Be
prepared. Just before claiming, build

up a substantial army with plenty of
Knights and Archers.

Long-Live The King!
(Long Term Strategy)

The goal of Castles JI, ultimately, is to

survive long enough to become King.

Once one’s initial fiel'dom is established,

it is time to pul one’s overall strategy to

the test. Regardless ofthe strategy chosen,

a few general pointers may be relevant for

the latter portion of the game.

First, Build a buffer of extra points be-

fore Claiming. Once the other players get

wind of the pending coronation, they will

become increasingly aggressive toward

the “pretender.” Claiming reduces rela-

tions with all other players. This can rap-

idly force one into warfare. Make sure that

the loss of points due to the drop in rela-

tions, plus the drops due to the inevitable

attacks to be repulsed, will not be so severe

that the Pope rejects the claim entirely.

Second, note that deciding when to

Claim is a tricky decision. If the gamer is

the first to try, every'one will take their shot

at knocking you down. Waiting for some-
one else to claim first is also a tricky path

to follow, because the human player might

not have enough time or power to knock
him down and, ifmore players claim in the

meantime, it’ll turn into a free-for-all. (Ac-

tually that becomes quite a fun endgame
to be involved in. So, maybe that’s not

such a bad idea after all!)

Ten Sure Ways to Lose at

Castles II

1 . Attack two or three other players at

once. Yeah, the more, the merrier.

It’sfun to send troops in every direc-

tion, grabbing territory as quickly as

possible. It’s fun to lose troops faster

than replacements can be recruited.

It’s fun to beat back counterattacks

every two weeks. It’s fun to restart

the game every ten minutes!

2. Ignore the Pope. Attack Blessed

players. Gel Excommunicated. So
what? Human players are too tough

to expect their people to be happy.

Besides, no iron-listed ruler worth
his garde-robe woiries about those

l-loly Romers. And don’t worry about

the precipitous drop in the army’s
morale because the populace is un-

happy. Who needs a big army? Who
needs those stinkin’ Merchants?

3. Never send Diplomats. Diplomats

are pansies. They can be killed when
they arrive in the player’s kingdom,
why bother wasting resources on
sending them to neighbors where Re-
lations are always so bad anyway?
Who needs any stinkin’ friends? A
scorched earth policy— that’s more
manly. Take no prisoners. Just build

an army and kill everyone at once. No
problem. They’ll never have lime to

mount a counterattack. Who cares if

they’re attacked by everyone?

4. 'frade inefTiciently, Rely on the

Black Market for scarce goods.

Trade with hostile neighbors. What’s
so bad about an occasional 2:1 or 3:1

swap for something that’s really

needed? Losing one or two units per

trade doesn’t really add up to much
over thirty or forty trades, anyway.
Besides, how could anyone possibly

plan ahead in this game?

5. L.el the army starve or go without

paychecks. Why, a real military man
ought to go six, seven years without

eating. Yeah, and they ought to be

able to eat rocks, too. And be paid in

sticks! Yeah, wet sticks! After all,

one only loses one military unit on

the first delay. Why should a real

ruler care? Even if it happens to be

the best unit? After all, real rulers

have more Knights than they can use.

I'urther, real rulers don’t worry about

losing double the units after every

further delay. There are more impor-

tant considerations than maintaining

an army.

6. Ignore a commodity because it’s not

important. Who needs Food, except

to feed the army, recruit Knights, and

make people happy? Who needs

Timber, except to build castles, re-

cruit Archers, and make people

happy? Who needs Iron, except to

build castles and recruit Infantry?

Nobody needs Gold, right? Right?

Well, Gold maybe...

7. Don’t build castles. The name of the

game is Castles II, but that has noth-

ing to do with it. Real rulers are too

busy conquering neighboring territo-

ries to worry about those pesky re-

volts. And who needs double

commodities anyway? (see above)

One can always reconquer any lost

ten-itories. Those neighboring pow-
ers would never even think about try-

ing to capture a neutral territory that

was once under someone else’s con-

trol, would they? And how much pro-

tection can one really get from a pile

of Slone? 'fen archers posted on the

walls can’t possibly be very useful.

Why would anyone ever imagine that

they might be safer up there or able

to shoot arrows further?

8. Never, ever Claim the throne. Better

yet. Claim early, immediately al\er

reaching a score of 7001. Yeah,

that’ll show everyone! Those snivel-

ing, wimps.

9. Change strategies every year or so.

Yeah, keep duckin’ and weavin’.

Move slowly and in different direc-

tions all the time. Those computer
players won’t know what to do. Who
needs to focus on a consistent strat-

egy? Planning never worked for Wile
E. Coyote.

10. Never send Scouts and Spies. Never
call aCouncil. Why bother looking at

one’s neighbors? They aren’t plan-

ning any hostile actions. Just ignore

them. Real gamers always win on
Impossible level, anyway.cow
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OIo«q«mng Ptnghoms:

®actTcs 101
An Examination of QQP’s Fantasy

Strategy Game
^

by Alan "Playing the Long Game" Enirich

I
n the world of magazine publishing,

there is something known as “lead
time” for a story. Mere at Computer

Gaming World, that lead time is about
three months. Shortly after I did a sneak
preview of Conquered Kingdoms, QQP
released it in its finished form. So, I would
like to take just a few paragraphs and flesh

out the preview to call attention to the

game’s evolution since it appeared in issue

#102, before launching into some impor-
tant rule clarifications, tips, and tactics for

this absorbing strategy game.

Hearing is Believing

Perhaps the thing that struck me first and
foremost in the finished version of C0/2-

qiiered Kingdoms was the music. While
the introduction was a fine “to battle” kind

of march, the tunes which came up at the

beginning of player turns and to an-

nounced messages when playing by mo-
dem threw me for a loop. After all, songs

such as “Ain’t She Sweet” and “I’m In The
Mood For Love” seem a bit out ofplace in

what is, essentially, a wargame.

While the sound effects weren’t any-
thing to write home about, the battle maps
included in the game box were. Drawn in

an artistic abstract, I only noticed a couple
of minor errors (such as the town of Cor-
nerstone on map 7 being worth 1000
points per turn, rather than its crucial 1400
points), but they’re still useful in the heat

of battle. I was also pleased to see so many
ways to access unit information during

set-up and play.

A Medic for the Docs

The documentation is the weakest com-
ponent of Conquered Kingdoms. Done in

passable, low-cost black and white, there

was an abundance oftypographical errors

and poor grammar. What problems I had
with the content of the rules themselves
I’ve noted below with clarifications in-

cluded.

Finally, I’m sure that I was not the only
one disappointed by the lack of the prom-
ised play-by-email feature for Conquered
Kingdoms. While I know the play-by-mo-
dem element works very well, long cam-
paigns might be best played by
exchanging files via electronic mail. QQP
indicated that they sacrificed the feature in

the initial release in order to get the prod-
uct out in time for Christmas, but they
have said that the feature will be included
in a forthcoming patch. (Maybe they can
put the song “Patches” in the next version
ofthe game). It will be made available free

to all registered owners and posted up on
some ofthe computer networks and bulle-

tin boards (certainly on CompuServe).

Compass-Like Clarifications

From what I’ve gathered on the bulletin

boards (from my vantage point as CCWs
on-line editor), there are some questions
floating around which I may be able to

answer. My organization in addressing
them may seem a bit chaotic, but try to

follow along.

When playing a Cascatia campaign, the

object is to control 60% of the provinces
when playing without “thrones.” One

player selects an area to be contested ad-
jacent to any of his controlled areas. On
that area is a number or the letter ‘R’ which
indicates the map number to be fought
over (‘R’ being random) and a second
symbol indicating any special bonus
awarded that area’s owner for all future

battles in that campaign — note that an
ampersand (@) indicates a throne area.

If the person who picked the area wins,
they get that area plus any non-enemy-
owned bonus areas which the winner
might receive for a decisive victory. If the

person who didn’tpick the area wins, they
receive a territory adjacent to one which
they already own (thus, not revealing ex-
actly where the enemy is), plus any bonus
territories for a decisive win.

in a Cascafia Campaign, leaders are also
introduced, including one’s King (who, in

actuality, begins as a Cavalier). Other
leaders are awarded by conquering leixito-

ries with a pound sign (#) in them. If one’s
leader pieces survive, they will earn points

toward becoming biggerand badder. What
this means in practical game terms is that

their command radius and damage points
grow, although their combat and healing
effects remain unchanged.

The Nuances of Notches

The tougher the opponent beaten (and
the more soundly they are trounced), the

more “notches” will be awarded the victor
and lost by the vanquished. While I don’t
have the formula for awarding and losing
notches, a table of one’s stature and the
notches required to achieve it is given
below. Note that “going over the lop” on
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the highest level and earning extra notches

past it will only give that player a “notch

cushion” which can be absorbed before

losing that greatest of all titles.

Level Notches Required
1. Serf 0- to

2. Sheriff 11-22
3. Nobleman 23-35
4. Grand Duchy 36-50
5. Marquis 51 -66

6. Chief Magistrate 67-84
7. Arch Duke 85 - 102

8. Regional Magistrate 103 122

9. Emperor 123 - 142

10. Overlord 143 - 164

11. Master of the Realm 165 - 189

The Cryptic Symbology Re-
vealed!

Many have wondered what some of

those tiny symbols mean that occasionally

appear on the large unit icons in the lower-

right portion of the screen. Some may be

obvious, but here they all are:

• A ship means the unit is embarked
on a boat. (Pretty clever, eh?)

• A wall means the unit is safely be-

hind the castle walls and is enjoying

its combat benefit of -2 damage
when attacked.

• A spiral shows that the unit is under

the inlluence (within 3 spaces) ofan

enemy phantom and, thus, is only

inflicting 1/2 damage when it at-

tacks.

• A banner indicates the unit is under

an ofllcer’s command. If human, it

will be healed at the rate of 2 points

per turn.

Note that being under the command of

multiple officers (or under the spell of

multiple enemy phantoms, for that matter)

causes no additional effect. A unit will

never be healed more than 2 points per turn

nor have its combat effectiveness dropped

below 1/2.

Finally, among my notes, no terrain has

any effect on combat, except for castle

walls and keeps, and the rules regarding

sieges and the prevention of unit produc-

tion in enemy cities are not correct. I don’t

know if this is a bug or a misstated rule,

but having units inside an enemy castle

isn’t always enough to prevent it from

producing new units!

My Better Bashing Basis Bias

In, perhaps, the same way as a Jedi feels

the force flowing through him when hold-

ing a light saber, 1 feel that 1 have a par-

ticular penchant for playing Conquered
Kingdoms. Being fortunate enough to play

it many times during its development, I’ve

learned my way around the board well

enough to hold my own against the highest

AI levels and even the designer, Bruce

Williams Zaccagnino. Here are a few' of

my secrets;

Why Spy?

Spies not only make good scouts, they

also make great assassins. Trading off a

spy to kill an officer, phantom, or to finish

off a damaged enemy wizard, is usually a

good ploy. Also, they’re great for negating

an enemy’s ability to score points for con-

trolling a multi-square town. Finally, spies

are great for running around behind enemy
lines and upsetting their permanently con-

trolled resources. Of course, an enemy
player might also use these devilish tac-

tics. The antidote? Have your wizards cast

the occasional “far sight” spell. It reveals

enemy units, including enemy spies,

within 15 spaces.

The Navy’s Case

The best thing a fleet can do is to load up

at least half of its ships with archers,

fhey’ll provide anti-dragon and anli-rog

Hrepower, plus give a credible “shore

bombardment” strength to ships. Enemy
archers and ogres will have little effect

shooting back, but beware of rogs, cata-

pults and wizards when cruising the wa-
ters.

Teleport, Teleport, Teleport!

Wizards in close proximity to each other

can make multiple teleports together in a

single turn (one at a time, ofcourse ). Thus,

Ibr long range sneak attacks (or the quick

grabbing of a distant objective early in the

game), consider making multiple w'izard

teleports by having each one “do his tele-

port thing” on the same turn. It’s a light-

ning maneuver that, when backed with

even a tiny amount of supporting strength,

can often prove decisive.

“Go Away or We Will Taunt
You a Second Time!”

Finally, it is plain that sieges are no

picnic, particularly for the computer

player. To undo the game’s artificial op-

ponent (or to stymie a human one), hole up

in a castle and let him come after you. The

computer opponent has a tendency to go

for defending units rather than bombard-

ing the keep, so leave some cannon fodder

on the walls to distract the enemy dragons,

wizards and catapults. In that manner, by

holding the keep and adding reinforce-

ments, a castle can hold out almost indefi-

nitely. Also, whenever possible, leave a

couple of missile units (archer, wizard,

catapult or dragon) in the castle keep

spaces. Having the ability to fire at the

enemy units from the safety of a castle

keep is a tremendous advantage.

Points on Winning

Finally, be aware of the time remaining

and where you stand in points. Sometimes

it is better to sacri fice a loss ofproductivity

(i.e., a “resource grab”) late in the game to

go for desperately needed points. If you

can’t get ’em, at least try to deny them to

the enemy by contesting important towns

with cheap units wherever possible.

Good luck, and may you raise your score

many notches! cgw
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Opponents Wonted
Those wishing lo place their own (free) ads need only send us a

postcard (or use the Notes section of the RID card), letter, FAX
1714-283-3444] or l>Mail (Prodigy [EXPT40BJ, CompuServe

[76703,622], GEnic and America On-Line [CGW]). Generally,

wc run them only once, so send another each time if you want

lo keep your name listed! The ads themselves should serve as

reasonable examples as to how lo write your own. However,

• Include a brief description of the types of opponents and

games you are interested in playing. Games being played other

than direct by modem can be listed (trading save game disks or

even face-to-face).

• At least one (possibly more) telephone numbcr(s) must be in-

cluded. Du notforget the area code and mention whether they

are Home, Work or Modem numbers.

• Include your city and state so that people who call you will

both: a) have a clue as to what time zone you are in and b) rec-

ognize it when they see it on their phone bill.

We reserve the right lo edit ail Opponents Wanted ads lo our

standards of taste (such as they are).

Networks

The Sierra Network from Sierra On-Line brings people together “for serious

tun and games.” For a flat fee of $12.95 per month for 30 hours of evening and

weekend access. Players gather lo meet and play (or walch others play and “just

kibbitz” during) real-time games of 20 different on-line, multi-player games

including; Red Baron. Bridge, Chess, Poker. MiniC()lfar\6 their new real lime FRP
The Shadow ofYserhhis. Using an interface anyone could learn with no instruction

whatsoever and featuring ihe quality gamers have come to expect from Sierra, this

network is worth exploring. For more information, call (800) SiERRA-1

.

CompuServe is a great international information system which offers a Modem
(iiimes Forum, Challenge Board and the MTM Lobby for full modem gaming
support. Avid modem gamers will tlnd player directories, bulletin boards, huge

gaming libraries for file exhanges, conference rooms for real-time interactive

meetings, a modem-to-modem via CompuServe connection service and many
ongoing tournaments ofyour favorite modem games. Begin your adventures after

logging on by typing GO MODEMGAMES. If you are not currently a Com-
puServe subscriber, you can join by calling (800) 848-8 1 99 and mentioning that

you arc interested in Modem Gaming.

Digital Dreams Network welcomes you lo enjoy e.xciting fantasy adventures

in its acclaimed role-playing epic Legends off'niure Past. In Legends, you will

interact with other people from around the country while assuming the role of a

character, ranging from a dark sorcerer to a gallant warrior, as you explore the

expansive and detailed land of Andor. When you give that rose to a beautiful

maiden, she’ll be a real person, not a computerized, pixellated cartoon. When you
confront the vile necromancer lord, he’ll be a living, breathing gamemaslcr ready

lo privide you with new quests every day. To join the adventure, set your modem
lo 8N 1 and dial (800) 825-8852. To speak to a .service representative, call (800)

274-2814.

Bulletin Board Systems

Intracorp / Capstone has survived hurricane Andrew and is proud lo announce

that their BBS is back up and operational. Demos, sneak previews of upcoming
products, lech support and on-line doors which feature many popular games arc

available. Conllgure your modem for 2400, N-8-1 and call (305) 471-8962.

Thunderbolt! BBS in Chicago. II. now offers online cntcriainmenl with /’oAe/-,

nUickjuck, Bingo, Galactic Empire, Zorgon, Questfor Magic, The Arena and
Plash Games ("The Next Generation" ofonline gaming). Play RPGs with online

intdii-sided dice! Eric Spanitz, SYSOP. Modem .settings B-N-l, 300/1200/2400.

Phone (312) 248-4822.

Hack and slash your way through the real-time, multi-user game Legends,

featured on The Batboard TBBS in Columbia, MO! True AD&D action awaits,

as well as over 30 other on-line gaming challenges... including Football,

role-playing, strategy, trivia and casino games. Prizes awarded for lop scores, full

access on your first call (and it’s FREE!). Over I gig of free downloads, FidoNet

echoes (including GAMING) and the superb adult role-playing game The Wild

.Side. Call (314) 446-0475, 24 hours a day.

HARPOON USERS UNITE! The Harpoon Users ' Group (HUG) invites you
lojoin the ranks of its members. MUG publishes the quarterly newsletter C3 1 which

features articles on design tips, game strategy and tactics, weapons platform

information. Harpoon product development and much more. HUG also operates

the Harpoon Scenario Warehouse BBS where members have access to hundreds

ofuser-createdHarpoon scenanarios. Our BBS can be reached at (718) 746-7466.

Information on Joining HUG is available on the BBS or by sending a stamped,

self-addressed envelope to our new address at: HUG, PO Box 5138, Biyan, TX
77805-5138.

The World of Windows is looking for some great game players like you! Tiy

your skill and compete for monthly prizes. Sports: Drag raeing excitement at The

Motor City Raceway, a fishing tournament at The Freshwater Fishery, play in the

Tournament Golf game or even pick your favorite NFL team and play some

Pro-Bowl Football. In RPGs there is the posl-apocalyplic horror in The Land of
Devastation, warriors collide in The Pit. explore Dungeon or conquer

the galaxy during Trade Wars 2002. For5p'«/c'^(r' games, trj' our chess

tournament, deluxe versions ai' Scrabble and Blackjack or solve a murder at the

Who-Dun-lt Hotel. Modem settings arc 8-N-l, 300-38400! There is free access

and thousands of Windows uames to download for off-line enjoyment. Call today

at (305) 75 1 -3 11 7.

Space Station Aragon welcomes all adventure gamers to call (206) 277-5489 in

Bellevue, WA. This unique board features free downloads ofthe latest dcoms from

many major software companies and text files on subjects like Star Trek and Star

Wars. Take part in our forums lo discuss and get hints on the latest games. Take a

break and play one of our adventure doors. Sysops llibard and Ticm.

Dune BBS is seeking modem gamers like you! Modem w'arrior message area

and on-line games. Running on remote access l.l-*. Operates 24 hours/day, 7

davs/week. Located in the Milwaukee, W1 area; (414) 571-0584 at 2400 - 14.4k;

8,N,1.

Conventions
Adventure GanicFest ’93 will be held May 21-23 in the Portland. Oregon area.

Board, computer and miniature gaming of all genres, both tournament and open

gaming, will be featured. There will be door and event prizes, a games auction and

a miniatures painting contest. Pre-regislration is $ 1 5 for 3 days, $ 1 2 for 2 days or

57 for I day. To he held at the Oregon Convention Center, 111 MLK Jr. Blvd.

(Union Avenue), Portalnd, OR. Contact: Adventure Games Northwest, Inc., 65 1

7

NE Alberta, Portland OR 97218; 503-282-6856 or 206-574-GAME.

Thu Computer (lamc Developers Conference is where the insiders meet lo

discuss the technical aspects of creating computer games. For more infonnalion,

call or write: Dev Con, 5339 Prospect Road, Suite ((289, ,San Jose, CA 95129; (408)

374-4340.

The (Jen Con Ciiinie Fair will be held August 1 9-22, 1 993 at the MItCCA Center

in Milwaukee, Wisconson. For more information, write to Gen Con Game l air,

PO Box 756, Lake Geneva, W! 53147 or call (414) 248-3625.

Origins '93 will be held July I -4, 1 993 at the Tarrant County Convention Center
in Fort Worth, 'I'cxas. For more information, write or call: Gemeo, PO Box 609,

Randailsiown, Ml) 21 133; (410) 298-3135.

By Area Code
Seeking opponents (particularly local ones) in the Groton, CT area for Global

Conquest, Command HQ. Peifect General or Falcon 3.0. Call Robert Gordy \’oice

at 11 (203) 446-1 ! 83, weekdays after 6pm EST or anytime on weekends.

Amiga Games linlluisiasLs (AGE) are looking for game players like you! Ifyou
own an Amiga and like playing games on it, then this is the club for you. Call or

write lo the address below for a FREE newsletter (when you send a self-addressed,

stamped envelope) letting you know all about AGE and how to join. Get hints,

reviews, cheats and more from other Amiga gamers from across the country in this

quarterly newsletler/magazinc called MassivelyAmiga. Send a SASl-! or call today!

AGE, 18016 40lh Avenue NW, Stanwood, WA 98292; 1 i (206) 652-5426. Ask for

AGE founder John Rcinier.

1 am sucking the computer literate for a variety ofgames including Tetris Classic,

Theatre of War. etc. I arn also interested in shareware games. Please, call Scott in

Tracy. CA at H (209) 833-1209 before 8pm PST.

Modem gamers wanted in the Omaha area for Command HQ. 688 Attack Siih

and F-IV Retaiiaior. Contact Greg Secwald at H (402) 597-2837.

Yank and bank, turn and burn. Looking for local area Falcon 3.01 opponents.

Radio Sid “Shakespear” Maurer in Columbus, OH at 1
1
(614-294-1 861. Check six!

Local opponents wanted for The Perfect General or other modem games. I am
also seeking Links 386 players who want lo exchange rounds from any of the

courses. Call Ranley Killian in Belleville, IL at M (618) 236-1403.

Dallas/Ft. Worth Texas area opponents sought for Global Conquest. Command
HQ and Tom Landry Football. Competitors needed to take on “the Best.” Please

leave a message for David Dreiling at (817) 784-0184.

Attention football fans! I am trying lo start a PBM football league using NFL
Pro League Foaihall. If you are interested, please contact Kirk Carrol, 985 View
Drive, Alford, I'l. 32420; or call at 11 (904) 579-2737.

Opponents warned for Falcon 3.0, Perfect General (w/WW2), 688 Attack Sub,

Tank, All American College Football {\']\ lake BYU ’90), Knights ofthe Sky. Fire

Brigade or Panzerkrieg for Windows. I am also interested in PBI-iM opponents for

Carrier Strike, Western Front and Typhoon of Steel. Contact Rick Billings ol‘

Abilene, 'fX at H (915) 698-6853. For PBEM gaming, my on-line addresses arc;

AOL
I
RickBill] and GEnic

|
R.Billings2|. cgw
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REALLY MEANS...
...It means that we’ve hacked our way through hundreds of titles to find the

'

best, then we slashed our prices. So you spend less time trying, and more time

flying! Here are some of the games we’re playing this month...

B-17 Flying Fortress

Links 386 Pro

Out of This Worid ...

Ultima underworid

.

Yeager's Air Combat $38

Giobai Conquest $37

Indiana Jones 4 $37

Gunship 2000 $39

THE SOURCE FOR SOFTWARE, THE GUIDE TO GAMES

l-SOO-62a-B22e
internat'l Fax/Phone: 1-718-624-8228
HOURS; 12PM - 12AM EST, M-F ADDRESS: Digital Dungeon 45 Duffield St., Brooklyn, NY 11201 TERMS: We accept money orders, personal checks, wire

transfers. Credit Card and CASH/CERT C.O.D.’s from established customers. SHIPPING: We charge by shipping weight/class + 15%. We use U.S. Mail, UPS,
Federal Express & Airborne Express. APO's are no problem, charged 1st class mail rate. Foreign shipping by weight & courier + 25%. N.Y.S. residents add 8.25%
sales tax. All products are new and guaranteed. Call for exchange/return policy. NOT RESPONSIBLE FOR TYPOS!

Circle Reader Service #56



strategy Notes on
V For Victory: Utah Beach 1944

Or, Touring the Cotentin Peninsula on 3000 tons a day
with the VII Corps Jayhawkers

by James Lowerre

U tah Beach is, by doctrinal definition, a tactical game with

an operational scope. The game replicates, at the battalion

and company levels, the American Vll Corps’ campaign to

secure the Cotentin Peninsula and the opposing efforts of the

German 7th Army during June and early July 1 944. The two sides

plan their operations in four hour turns using limited intelligence

and then, combat and movement are executed simultaneously.

After playing the scenario several times and having a go at the

campaign game, some key points for success quickly highlight

themselves. Mere are some tactical pointers to sharpen gamers’

schwerpimkis.

The Sharp Etui of Combat (Offensive Operations)

Priority of Engagement: Enemy MQs, artillery, maneuver units

(infantry, armor and engineers) should be priority targets. Wher-

ever and whenever possible, one should attack to destroy the

enemy’s division HQs. The effect of cut supply lines on the

eliminated HQ’s subordinate units is a dramatic lowering ofcom-

bat effectiveness. The lowered enemy strength and morale are

worth the effort every lime, not to mention the bonus of capturing

and using enemy supplies (even though the eliminated HQ auto-

matically regenerates at the beginning of the next day’s first

daylight turn).

Fire Support: Artillery is the most llexible and reliable system

one has as the ground commander in influencing combat. To
maximize an artillery unit’s combat effectiveness, position it in

the available bunkers and build field fortifications for them. This

raises the artillery’s morale and thus combat effectiveness (espe-

cially useful in getting anything worthwhile out of the “Nasty

Ninetieth’s” Div Arty).

Generally, confine pure artillery, naval or air strikes to those

targets that gel a green light on the ‘quality of intell’ indicator. In

these strikes, always try to achieve at least 1:1 odds to attrite the

enemy unit (the target will still be fatigued even at less than 1:1

odds and may have its activity slowed or movement interdicted),

Note: When attacking, start with the artillery as far forward as

possible. Avoid having more than half of any division’s/regi-

menl’s supporting artillery in non-ready mode.

Managing Morale: When committing units and fire support to

an attack, watch the odds window closely. Occasionally, a unit

with low morale will actually decrease the odds due to its low

morale. Obviously, one does not want to commit those units to that

attack.

Beating the Bocage; Achieve, at least, 6: 1 final odds against a

hex in the weakest section of the enemy defensive line (not

necessarily the weakest enemy unit) using high morale units and

as many odds column benefits as possible (armor, engineer, regi-

mental integrity). Achieve, at least, 1 : 1 odds on any adjacent

enemy units (to reduce their Zone ofControl [ZOC] effects on the

soon to be vacated enemy position). Plan tactical movement for

exploiting units (those with greatest mobility in the given terrain

(not necessarily those units with the highest movement allowance)

through the primary attack hex into the rear of the adjacent enemy
units. Attack the surrounded units next turn and continue to widen

the gap in either direction. Sophisticated tacticians will recognize

such activity as Liddell Hart’s ‘Expanding Torrent’ theory of

attack.

The Big Thump: On particularly crucial battles, the Americans’

ability to mass ailillery, air and naval firepower can be particularly

effective. This overwhelming concentration of firepower should

be used whenever friendly ground units are attacking an enemy
HQ.

Bunker Busting: First, fatigue enemy units occupying bunkers

with extended bombardment. Fire on the targeted hex every turn,

but don’t use the same firing unit(s) every tum. When the enemy’s

fatigue exceeds 1 2, attack with at least three engineer battalions in

separate hexes with average to high morale infantry and artillery

in support (as the Vll Corps commander one will probably want

to form a semi-permanent task force to deal with German units

by-passed in their concrete holes during the U.S. breakout).

A Friendly Reminder: Generally, only two battalions (or their

equivalent in individual companies and batteries) can attack or

defend from one hex, If one is not slacking exploiting and attack-

ing units in the same hex, don’t stack with more than is needed.

Obviously, there is no combat benefit to having more units slacked

together than can participate in combat (all they do is make a belter

artillei'y, air or naval target).
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The Blunt Eml ol'Combat (Defen-

sive Operations)

Look to the Future: Try to plan and prepare

defensive lines in advance ofneed (like around
Carentan for the Americans), since one cannot
dig in an enemy ZOC. If one must, defend
forward while positions are prepared further to

the rear. Then, fall back into them.

Terrain — Use it and Improve it: Plan to

defend behind and between the flooded

swampy ground along the rivers. Make the

enemy wade through the mess before he’s even
in a position to attack friendly forces. Dig-in

right at the edge of the swamps. Where there’s

little terrain advantage, defend in depth in lines

of prepared positions two or three deep (the

bunker positions east and west of Cherbourg
[not south] are fair examples of defense in

depth).

Spade Work: Whenever a unit is idle, rested

and notin an enemy ZOC, it should be digging.

Engineers are particularly useful for their abil-

ity to fortify positions. Keep a close eye on the

digging unit’s fatigue and rest them whenever
the fatigue level dips below 6. Otherwise, keep
them turnin’ dirt. Use low morale units (re-

member the “Nasty Ninetieth?”) to dig pre-

pared positions for artillery and future higher

morale defenders.

Always Uy to keep occupied field fortifica-

tions (dug-in and foilified positions) with an-

other unit when they are vacated by a previous

tenant (why waste all that work?).

Best Defense is no Offense: Sometimes, the

best defense (against the AI, at least) is to keep
the potential attacking odds at less than 2; 1 (the

AI won’t knowingly attack at odds lower than

this).

The Sucker Punch: The defender should

deliberately set up a situation that encourages
the enemy to attack a certain hex in a given turn

after he has positioned units immediately be-

hind the vulnerable unit(s) (the units positioned

behind need to be of mobility equal to or

greater than the attacker’s units) and given

them orders to move into the threatened hex
that turn. In this way, the enemy will plan his

assault at favorable odds, but friendly unit(s)

will move in before combat, making the odds
turn drastically away from the attacker (ruining

his plan and disrupting his assaulting units).

Note that this technique does require some
luck, so it should not be used as one’s main
defense.

CPU CRT

The Missing Link: The only important ele-

ment ofdocumentation missing in Utah Beach
is a basic combat odds chart (the of CRT in

boardgamer parlance). A CRT is useful in es-

timating the chances of success for any single

attack (this is especially important to the Ger-

I

-Super-Soft.
1 -800-285-1881
Orders Outside the U.S:

206-542-1518
HOURS: 10A.Mto5P.M.

PSTM-F

AD&D Pool/Curse/Sec.. ..$38
AD&D Trilogy 2 43
Allied Forces 10
Altered Destiny 10
Amazon Guardians 42
Ancient Art of War 36
Bar Games 10
Battle Isle 30
Battle Tech. Trilogy 34
B-1 7 41
Crusaders Drk.Savant 49
Cyber Empires 36
Dark Sun MAR. '93
Dragon Strike 10
Eye of Beholder 3 SPRING '93

Falcon:Op. Fight. Tiger. ..24
Gemfire 32
Great Naval Battles 49
Gunboat 1 0
Heroes of 357th 32
Hook 34
Humans 29
KGB 20
Kings Quest 6 46
Legend of Kryandia 35
Lemmings 3 JAN
Line In sand DEC
Lost Files Sherlock 49
Might & Magic 4 43
NFL Video Pro 46
Pacific War 46
Prophecy of Shadow 38
Red Baron/Rise Dragn/KngsQ5...46
Realms 20
Search for the King 10
SpellJammer:Pi rates 43
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man who must be a risk taker to win big). Keith Zabalaoui, one of

the designers, readily agreed to provide the basic probabilities for

the simplest potential outcomes given pure integer odds. The
results are listed below.

Tabic A— Combat Result Table

Odds: 1:5 1:4 1:3 1:2 IJJ 2:1 3:1 4:1 5:1 6:1 7:1 8:1 9:1

Result:

D>A 16 25 33 42 50 58 67 75 84 92 100

A>D too 92 84 75 67 58 50 42 33 25 16 8 0

Notes:

1. Results are in terms ofthe probability that the defender’s lossfac-

tor (not actual losses) will be greater than the attacker ’.y (DA) and

vice-versa (AD) at the given integer odds.

2. The probability ofretreating is the same as having a higher (or

lower) loss factor. Retreats are generally one hex, except at odds of

7: 1 or greater.

3. The 50/50 pointfor as.sault-modc attacks (as illustrated above) is

at 3:1 odds. The 50/50 pointfor probe attacks (generally, lower lo.is

factors thanfor a.s.saults) is at 4.8:1 odds. The 50/50 pointfor All-Out

Assaults (generally higher lossfactors) is at 1.2:1 odds.

4. Remember that the.se numbers represent the probability ofthe

event occurring in .some magnitude (i.e. Defretrt - the probability at

those odds that the defender isforced to retreat. The actual distance

could be one, two or three hexes). More than one result is po.ssible in a

given combat and .so the column totals normally exceed 100%.

The liig Picture (Loj^istics)

Like Patton said, “1 don’t know what logistics is, but if Bradley’s

got it, 1 want some too.” Believe this gamer, so do you! Everyone

knows that unit combat effectiveness drives the final odds in

individual combats and ultimately, the collective campaign re-

sults, but not enough realize that there are two major contributors

to this performance: supply and morale,

Utah Beach quite realistically (to Three Sixty’s credit) makes

the player/commander very conscious of logistics, just as the real

Corps and Anny Commanders were then and the successful ones

are today. Plan on personally managing supplies. Contirm or

reallocate supply levels each 6:00 AM turn for each Div HQ
depending on the division’s mission and the over-all supply ton-

nage available. Know the elTects of supply on individual unit

attack and defense strengths when deciding what supply level to

allocate to an I IQ.

Table B - Supply Effects on Combat Strength

TYPE OF SUPPLY Attack General Defensive Minimal None

AHACK STRENGTH EFFECT 1.5 1 .5 ,25’ .25@

DEFENSE STRENGTH EFFECT 1.5+ 1 V .5+ .5+@@

*v.5for armored units (tank, TD. mech recon)

•Kv/ vs pure artilleiy, air or naval strikes

@X.25for artillery

Inevitably, in the generation of combat power at the critical

point, Peter gets robbed to pay Paul (Sorry Bub, we all wish we
could be in attack supply all the time, but that ain’t the way it

works, in peace or war). In order to achieve a given supply state

for a certain l-IQ, some batta! ions which are deemed non-essential

to accomplishing the division’s mission for that day (i.e. artilleiy',

especially towed, in a pursuit situation) might have to be detached

to an HQ at a lower supply stale. Each type of battalion requires a

different amount of supply for each diiferent supply state. Al-

though the requirements vary with unit strength, some general

information is useful in determining the number of battalions that

can be supported at a higher supply stale (i.e. 90 Div HQ in phases

2 and 3 of the campaign plan below) given a total available

tonnage.

Table C - Daily U.S. Tonnage Rcqiiircnients by Supply State

and Type of Battalion, [for full strength units, plus or minus afew tons)

TYPE SUPPLY STATE:

Attack General Defensive Minimal

Airborne Infantry 41 28 15 4

Glider Infantry 47 32 18 5

Regular Infantry 47 32 18 5

Armor (Tnk, TD) 87 55 30 9

Reconnaissance 107 67 37 10

SP Artillery 131 70 35 10

Motorized Artillery 88 47 23 6

(data for 105mm, values greater for larger caliber guns/hovyitzers)

Semi-Motorized Engineers 52 36 21 _ _ 7

“Laiithice, Lnudacc. To.jours l.andace" (Morale)

Let the Good Times Roll: Morale is a weighted average of all

units involved in a combat, including artillery. The benefits of

having a superior composite morale are appl ied directly to the odds

ratio. It’s important to know what’s good for morale (bring in those

dancing girls I ) and bad for morale (Jeez, I haven’t had a break from

this digging for 48 hours!). Field fortifications and bunkers have

the greatest positive impact on a unit’s morale while fatigue and

disruption have potentially the greatest negative effect on how the

boys are feeling about themselves and things in general.

Table D - Morale Modifications

MODIFIER Dug-

in

Forti-

fied

In Bunker

/Fortress

Fatigue

/Disrup-

tion >6

Fatigue

/Disrup-

tion >12

Attack

Supply

No
Supply

AFFECT
ON
MORALE

+1 +2 +3 -1 -2 +1 -1

Steady Boys: Naval and air morale remain constant throughout

the game. Naval morale is 7, while Fighter Bomber morale is 6

and Light Bomber morale is 4.

As The Ctiisson.s, (io Rollinj*, Along (Movemeiil)

In it for the Long Haul: In strategic movement, higher mobility
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units move out of a stack first (but maybe not as far, watch an I IQ

and infantry mix). The stacking limit, for units using strategic

movement, is one unit per hex and all units using the same path

move only as fast as the slowest unit ahead ofthem. So, be certain

that slower units (those which do not go as far in one turn) don’t

delay the faster ones, particularly along heavily traveled roads.

Traffic management and congestion avoidance are staff functions

which the gamer has to pay careful personal attention to.

Note: Don’t use strategic movement into enemy ZOCs, even

when occupied by friendly units, unless the U.S. forces develop a

penchant for being ambushed,

Within the same turn, clear enemy controlled terrain with units

by using tactical movement and follow them with units in strategic

movement. This will save the units using strategic movement the

fatigue of moving through “Indian Country” in long, vulnerable,

indefensible, administrative, fear-inducing columns.

Between the Hedgegrows: Plan tactical moves by uncommitted

units in second echelons to exploit anticipated retreats by enemy

units in nearby combats. Leapfrog attacking and exploiting units,

alternating the roles of each to maintain the momentum of the

attack (a single defending unit “rolled” like this over several turns

loses all its vinegar).

The Poor Bloody Infantry: Remember that infantry movement

is unaffected by the division’s supply status and thus, infantry units

in low supply slates are ideal for “liberating” uncontested enemy-

controlled real estate (one ofthe few things the “Nasty Ninetieth”

units can handle).

What about those Caissons any>vay?: Plan artillery movement

carefully so as not to waste ready time. The best time to move is

during the first night turn when artillery effectiveness is reduced

and one can reserve the second night turn as time to rest and

reestablish the fire support net.

In General

No Rest for the Weary: Use every turn for unit activities except

the second night turn. During the second night turn is the only time

one should plan to rest the majority of units, though individual

units may need to be rested or undisrupted over several turns (like

armored units involved in night attacks against stiff resistance, in

the bocage, on a cloudy, moonless night).

Dcin Bleepin’ Hexes: Try to use the hex grid to advantage,

Surround enemy units in three non-adjacent hexes before attack-

ing, that way if he only retreats a single hex, two units will still

have liim surrounded. Defend in line with the grain of the hex

pattern to concentrate defenses and avoid dispersion.

Ya Gotta ’Ave A Plan

The VII Corps commander has three objectives: Capture Cher-

bourg, clear the rest of the peninsula, and kill Germans, in that

order. Not surprisingly, the indirect approach works well, here.

The best way to accomplish the first objective is to rapidly achieve

the latter two. Below is a broad outline for a multi-phased cam-

paign plan that does just that.

Air Forces — 9th Air Force: Assign the unit to moderate

interdiction and tactical ground support against located enemy Div

HQs whenever practical. Generally, concentrate ground support

into eight hours of the best weather each day.

Naval Forces — All ships: Initially, interdict movement of

enemy units moving S out of Carentan and along the coast toward

the beachhead. Once enemy units have closed from the N, battle-

ships and cruisers should monitor and support friendly ground

forces in close fighting (i.e. adjacent hex combat and independent

strikes where odds of 1 : 1 are assured). Light cruisers and destroy-

ers should concentrate on bombardment ofenemy units in bunkers

(odds 1:1) to fatigue those units for eventual assault by friendly

ground units, assist in the close fight as necessaiy.

Ground Forces:

Phase 1

101st — Take Carentan, screen/isolate 6FJ (clear the village

5km W-NW of Carentan and use the resulting clear road net to

move units behind 6th Fallschirmjaegcr into Carentan).

82nd — Defend along river line (Merderet River) SW, W and

NW of St. Mere Eglise.

4lh— Defend from 82nd ’s fiank to the coast.

VII Corps— Defend beaches from enemy air attack.

Phase 2

101st — Eliminate resistance via Carentan. Extend southern

Corps defensive line out to La Haye du Puils.

90th — Detach organic infantry and artillery battalions to Vli

Corps and lOlsl Div, attach Corps armor/TD, artillery and engi-

neer battalions, lOlst AT batteries and two regiments (strength-

ened by replacements) of airborne infantry (notice how all these

units are mobile or elite parachute infantry), cross N over the

Douve River (coming up between St. Saveur le Vicompte and St.

Mere Eglise) immediately W of the Merderet. Envelop enemy
from the rear attacking Division UQs and artillery in that order.

End with ail but Cherbourg German forces cut off and pinned

against the defending 82nd and 4th Divisions.

82nd — Defend (Merderet) river line. Assist 90th Div where

possible. Be prepared to detach two airborne infantry regiments

(strengthened with replacements) to 90lh Div.
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4lh — Defend from 82nd’s Hank to the coast. Assist 90lh Div

where possible.

VII Corps— Defend beaches from enemy air attack.

Phase 3

9th — Relieve 101st of defense of Carentan. Orient S, defend

from S of Carentan W to (Douve tributary) river line and lOlst

flank (use attached 90th Div battalions to dig defensive positions).

101st— Orient S. Defend from La Haye du Piiits E to 9th Div.

90th— Pursue N along coast and destroy or isolate any elements

not entrapped.

82nd — Detach units to 4th Div as necessary. Clear enemy
terrain out to Carteret.

79th— Move to area W Cherbourg.

4th— Reduce and destroy remaining resistance.

VI 1 Corps— Defend beaches from enemy air attack.

Phase 4

9th— Defend S of Carentan to 1 0 1 st.

101st— Defend W from 9th Div to 82nd Div. Hold La Haye du

Puits.

82nd — Move S and defend from flank 101st to W coast of

peninsula.

79lh — Close on Cherbourg from the W. 'fake W Cherbourg.

4th— Close on Cherbourg from the S. Take S Cherbourg.

90lh — Close on Cherbourg from the E. Take E Cherbourg.

VII Corps— Defend beaches from enemy air attack. Begin the

elimination of isolated enemy units holding out in bunkers.

Phase 5

9th— Defend S of Carentan to 1 01st.

101st— Defend W from 9th Div to 82nd Div. Hold La Haye du

Puits.

82nd — Defend from Hank 101st to W coast of peninsula.

Envelop enemy Hank.

4th — Redeploy from Cherbourg to vie 82nd. Be prepared to

detach Div Arty to 79lh for not more than a day. Be prepared to

attach airborne infantry from 90th for next phase,

90lh— Eliminate resistance E of Cherbourg.

79th— Complete capture of Cherbourg. Eliminate resistance W
of Cherbourg.

VII Corps — Defend beaches from enemy air attack.

Phase 6

All units— Clear the peninsula ofenemy units.

Who knows? The campaign might even be over by 27 June!

Of course there are any number of alternatives and variations

that might work just as well. Experiment and see. Tiy waiting and

building up the bridgehead and then break out. Try using all air

power for ground support or vice versa, ccw
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LORDS OF DESTINY
the game of galactic empire building,

legendary beings, and cataclysmic battles!

Lords of Destiny is a 100 % computer-
moderated play-by-mail game where
many players compete in a galaxy
packed with features like:

- many different ship types; economic and military tech levels

- planetary defense shields composed of individual ground units

- ancient artifacts with special powers known only to the owner
- hundreds of named characters with abilities such as exploring,

spying, researching, governing, diplomacy, psionics, cornbat, ...

- special locations to utilize such as black holes, secret societies,

training academies, worm holes, and the 7 wonders of the galaxy!
- neutral empires ranging from primitive cave men to advanced

elder races; possessing their own forces, characters, and artifacts

FREE RULES! FREE SETUP!
Turns are only $3.75, no "double" turns or hidden fees ever

Games last about 27 turns; with 7, 14, or 21 day turns

Basic version available which provides an easy-to-leam game
AND MORE!

- A deUiilcd combat system with free battle reports; updated galactic maps
included with every turn; and customized fill-in-thc-blank order .sheets

- population, factories, industrial complexes, crew types, plundering,

alliances, power plays, long-range scanners, multi-class characters...

1 i i NO OBLIGATION!

Mention this ad
and receive free

rules and setup!

Maelstrom Games; PO Box 5461; Oxnard, CA 93031

Embark on an introductory journey to the
fantastic world of play-by-mail gaming,^
with a game specially oesigned
for newcomers to the hobby \\

of play-by-mail gaming.

INTO
THE ^

MAELSTROM
Players begin each game having one leader with
four followers. Your auest is to amass enough power lo proclaim

yourself king. Along the way you must persuade powerful beings

and monsters to join your cause and fight many battles. You must
decide which regions to concentrate your recruiting efforts; each

region having different natives who may join your cause. Do you
dare enter the mystical whirlpools and journey to the unknown?

Why try plav-bv-mail parties?

1. There is never a problem finding people to play against.

Players across the country can compete in the same game.

2. Sophisticated games are a breeze to play since the

computer takes care of all the nitty gritty details.

3. They realistically create the "fog of war" since a player

sees only that information available to his own forces.

4. You can plan strategy anytime; whenever its convenient!

SPECIAL STARTUP PACKAGE
RULES, SETUP, 2 TURNS: ALL FREE!
There is no obligation, simply mention this ad.

Turns are only 53.25 with never any extra, hidden costs.

Maelstrom Games; PO Box 5461; Oxnard, CA 93031

Page 134

Circle Reader Service il86

Coinpuler Gaining World



CHIPS & BITS CALL 800-753-GAME
IBM MAC &AMIGAGAMES FOR LESS
UPSGroundSS perorder.PO Box, APO.FPO, $6 per Order. 2 Business Day Air S7per0rder.
EuropeAirMali SI 2 First item piusS6 Each addltionai Item. AirMafi to Canada S6 perOrder.HI,AK,PR,MaIiS7perOrder

PO Box 234
Rochester, VT05767

Fax802-767-3382
802-767-3033

800-753-4263

IBM ADVENTURE

Amazon $39
Attack Pack $42

Castle Wolfenstein 3D $37

ChambrSci Mutant Prst $25

Coaster $32

Code Name: Iceman $15
CodeName : Iceman 2 $39
Colonel Bequest $15

Conquests of Camelot $15
Conquests of Longbow $36
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Grail Quest $27
Hare Raising Havoc $32
Harley Davidson S 9

Heart of China $34
Heaven S Earth $32
Heimdall $17

Hired Guns 832

Hook $32
Hostage $ 6

HUMANS $21

Indy Jones L Crsd vga $27
Indy Jones Fate Atlantis $38

Jack the Ripper $38

James Bond Stealth Aff $29

KGB $17

King's Quest lEnhncd $19
King's Quest 2 or 3 $15

King's Quest 4 $34

King's Quest 5 vga $36
King's Quest 6 vga $45

LA Law $34

Lane Mastodon $ 9

Laura Bow 2 $36
Leather Goddesses $12

Leather Goddesses 2 $42

Legend of Kyrandia $35
Leisure Suit Lrry 1 vga $15

Leisure Suit Lrry 2 $15
Leisure Suit Lrry 3 $24
Leisure Suit Lrry 5 $36

Leisure Suit Lrry Bundle $39
Loom $19
Lord of the Rising Sun $34
Lost in LA $37
Lost File Sherick Hms $44
LostTreasures Infocom $42

Lost Treasures Infocom2 $32
Magnetic Scrolls Bundle $21

ManhunterNY $28

ManiacMansion $18
Martian Memorandum $37

Nebulas $27

Oregon Trail $28
Out of this World $36

In’BATTLESOF
DESTINY' you

must seekouf and

destroyuptoSop-

ponents in order

to conquer the

world. Features

modem play, air,

ground and naval

combat, challeng-

ing artificial intelli-

gence, 22 differ-

ent units to con-

struct, more than

20 worlds to con-

quer, campaign

style play, and a

complete player

history. S38

'CONQUERED
KINGDOMS'al-
lows you to invade

castles and fly

overmountainsas

you battle forcon-

trol of the world.

Features nine sce-

narios, a random

map generator,

human and fan-

tasy combat
troops, 21 levels

of difficulty, mo-

dem play, several

full campaign con-

quests, and com-

plete game scor-

inghistory. S38

'PERFECTGEN-
ERAL' is a turn

basedgroundwar

game. Features

great maps in

VGA, easy to use

mouse or key-

board interface,

14 scenarios, very

strong artificial in-

telligence, hidden

movement, line of

sight option, in

depth player rank-

ing system, full

career history as

you play, 1 or 2

player, modem
play, and sound

boardsupport. S32

visa &MCAcccpted.COOsS5. Checks Held 4 Weeks.MoneyOrdersTreatedasCash.
Mosdiems ShippedSame Day. Shipping times not guaranteed. Checkcompatiblllly

berorcyoubuy.Defectivesreplacedwllhsamcproduct.Prlcc& availability subject to

change. All Sales Final.

IBM ADVENTURE IBM SPORTS

Plan 9 from Outer Space $31 Fast Break $ 6

Police Quest 1 $24 Front Page Football $39

Police Quest 2 $15 Games Winter Chling $34

Police Quest 3 $36 Grand Prix Circuit $17

Power Hits: Movies $32 Greens $34

Prince of Persia $25 Grelsky Hockey 2 $34

Rex Nebular Cos Gen B $39 Gretzky Hockey 3 $39

Riftwar Legacy $39 Gretsky League $26

Rise of the Dragon $34 Hardball 2 $28

Risky Woods $24 Hardball 3 $32

Robocop 3 $32 Hardball 3 Player Disk $19

Rocketeer $32 Hardball 3 Stadium Disk $19

Search for the King $24 Hole in One Mini Golf $12

Seert Monky Isind 1 $23 Hole in One Course Dsk S 7

Seert Monky Isind 2 $38 Indianapolis 500 $17

Sex Olympics $24 International Sports Ch $29

Sex Vixens from Space $12 J Conners Pro Tennis $32

Sierra Adventure Bundle $39 Joe Montana Football $31

Space Quest 1 $16 John Elway's QB S 6

Space Quest 2 $15 LH 3 in 1 Football $36

Space Quest 3 $34 LH Boxing $36

Space Quest 4 $36 LH Boxing Contenders $16

Space Quest 5 $39 LH College Basketball $36

Space Quest Bundle $36 LH Full Count Baseball $36

Spaceward Ho! $38 LH Hockey $36

Spellcasting 101 $19 LH Pro Basketball $36

Spellcasting 201 $36 LH Team Disks $16

Spellcasting 301 $34 LH League Leaders $16

Star Trek 5 $12 LH Utility Disks $16

Star Trek 25th Aniversry $34 Links Golf $29

Star Trek Nxt Generaln 346 Links Disk 1 Bountiful $17

Summoning $38 Links Disk 2 Firestone $17

TMNT Arcade $25 Links Disk 3 Bay Hill $17

Terminator 2029 $42 Links Disk 4 Pinehurst $17

Time Quest $12 Links Disk 5 Dorado $17

Train S 6 Links Disk 6 Brtn Creek $17

Uninvited $ 9 Links Disk 7 Troon Nrth $17

Universe 1-3 Each $34 Links 386 Pro $35

Walker $32 Links 386 CD 1-6 Each $20

War in Middle Earth $12 Low Blow $12

Warriors of Legend $19 Madden Football $17

Where Amreas Pst CSD $37 Madden TD 89&90 $18

Where Europe CSD $29 Madden Football 2 $32

Where USA CSD $29 Magic Jhnson Fst Brk S 6

Where USA CSDDIx 349 Mario Andretti Racing $17

Where World CSD $29 Michael Jordan Fit Sim $44

Where World CSDDIx $49 MLBasbll4USAToday S31

Where Time CSD $29 ML Basbil 4 Fantasy Mg $25

Weird Dreams $12 ML Basbil 4 General Mg $19

Wonderland $16 ML Basbil Mngr's Chling $19

Zak McKracken w/HB $18 ML World Series Disks $17

Zombie $12 ML TD 1982 - 1990 Ea. $17

ML All Stars $17

1 IBM SPORTS 1
ML Franchise Disks Ea.

ML Basketball

$20

$28

ML Personal Pro Golf $28

4D Boxing 317 ML Football Deluxe $39

4th & Inches S 6 ML Football 2 $39

ABC Boxing 332 Microsoft Golf WIN $39

ABC Mon Night $34 Mike Ditka Football $32

Action Sports Soccer $26 Mini Putt $ 9

All American College Fb $36 MUDS $12

All Star Sports Pak $15 NASCAR Challenge $31

American Gladiators $21 NFL Challenge $60

APBA Baseball $24 NFL 1984- 1987 Ea. $15

APBA General Manager $29 NFL 1988 - 1991 Ea, $22

APBA Micro Manager $32 NFL Preseason Disk $22

APBA Stat Master $29 NFL All Star Teams $22

APBA1908-91 Ea. $21 NFL College Alumni $22

APBA Basketball $34 NFL Dream Teams $20

APBA Bowling $14 NFL Greatest Teams $22

APBA Football $34 NFL Roster Editor 820

Basketball Challenge $28 NFL Situation Editor $20

B ball Ch. 1987-88 Ea. $13 NFLChalInge Prem Ed $59

B ball Ch. 1989-90 Ea. $17 NFL Football $31

Bo Jackson Baseball $32 NFL Proleague Football $19

Cycles Grand Prix $28 NFL Proleague Football 2 $24

Daily Double Horse $19 Nicklaus Signature Edit $39

Days of Thunder $24 Nicklaus SE Clip Art $24

Dirk's Baseball Encyepd $19 Nicklaus SE Course 1 $19
Espana Games $24 Nicklaus Greatest 18 $27
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Muhi-^Cayer %eci^aron

by Timothy L. Trimble

T
his one’s for every gamer that finds

out that the artificial RedBaron does

not like to do inside loops — for

every gamer that feels like he has what it

lakes to shoot down the packaged version

of Red Baron in every confrontation. In

fact, this one’s for those who feel so con-

fident in their flying and combat skills that

they think they are ready to go up against

“real” pilots! Well, this is what I thought

also, until I flew against real, living,

breathing. RedBaron players on TSN {The

Sierra Network).

TSN from Sierra On-Line, Inc., is the

provider of a multi-player version of their

popularWWI flight combat product—Dy-
namix’ Red Baron. Sierra has taken the

graphics, flight dynamics, and thrills of
their stand-alone Red Baron product and

incorporated it into their high-quality

gaming network. Two to four players can

dogfight each other in bouts of 1 0 minutes

or three crashes/kills, whichever comes
first.

ExolicaMy decorated Pfalz D.lll

Climbing Into The Cockpit

Getting into the networked RedBaron is

very intuitive. Players gain access to the

game from the Sierra Land section ofTSN
(which is presented as a landscape with

various buildings and gaming areas). With
a mouse-controlled icon in the shape of

feet the player selects the Arcade building

and the next screen will show the inside of

a coin-op arcade, replete with various

game machines.

Other players within the arcade are dis-

played as featureless shadows hovering

around their favorite machine. Naturally,

it is not uncommon to find a large group

of shadows prancing around the Red
Baron game machine and, just as natu-

rally, clicking on said game machine gives

access to the game’s waiting room.

From within the waiting room the player

can talk to other would-be pilots who are

awaiting their chance to enter the fray or

join an open game of Red Baron. Three

levels of difficulty are available: novice,

normal and expert. At the novice level,

flight characteristics make handling the

aircraft fairly easy. Inside loops, steep

turns and split-s turns can be performed

without a significant reduction in altitude

and loss of airspeed. Target aircraft have

a larger hit area for damage as well. At the

normal level, flight becomes a little more
realistic and the hit area for target aircraft

is a little smaller. Finally, at the expert

level, handling of the aircraft is very real-

istic. Steep turns can result in a loss of
altitude and airspeed, sun blindness and

gun jams can occur and, as one would
expect, the hit area for the target aircraft

becomes more realistic.

In The Air

All players start their flight in a ran-

domly assigned aircraft at the local air-

field. There is a 30 second safety timer for

giving pilots a chance to gel offthe ground
and into the air. This usually results in a

lot of low-level dogfighting that rarely

gets higher than two thousand feet, which
means that one really needs to keep an eye
on your altitude. As noted above, each

flight session lasts for ten minutes or until

the player dies three times (three times a

charm?). At the end of the flight session,

the score and total number of kills is dis-

played.

There are also some constraints due to

the technicalities of playing across a large

multi-player network. One strange permu-
tation relates to phantom bullets resulting

from the lime delay between each player’s

computer trying to talk to the other’s. I

encountered this on several occasions and

was actually shot down after passing the

target aircraft on a head-to-head run.

(“Where did those bullets come from?”)

Another feature of the networking time

delay is “waiping” ofthe aircraft. This can

be seen by watching the flight path of the

aircraft as it is flying along smoothly and

The Fokker D.VII was the host overall fighter

Pai-e 136 Cnmpiiler Gaming World



CHIPS & BITS CALL 800-753-GAME "SIS
IBM MAC &AMIGAGAMES FOR LESS 802-767-3033

800-753-4263
UPSGround$5perorder.POBox,APO, FPO,S6 per Order. 2 Business Day Air S7per Order.
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IBM SPORTS

Nicklaus Unlimited Golf $27

NG Clip Art $17
NG Course Disk 1-5 Ea. $15

Over the Net Volleyball $9
Pete Rose Baseball $9
PGA Tour Golt $32

PGA Tour Golf WIN $38

PGA Tour Golf Diski $17

PGA Tour Golf Ltd Edt $45

Playmaker Football $26

Power Hits: Sports $32

Pro Football Analyst $24

Pro League Baseball $18

Road to the Final Four $37

ReelFish'n $12

Serves Volley $12

Skate or Die $15

SportofKings $12

SummerChallenge $34

Super Car Pack $37

Team Suzuki $15
Tennis Cup $32

Tie Break Tennis $12

TKO Boxing S 6

Tom Landry Football $29
Tony LaRussa Basebll $24

T LaRussa AL Stadiums $1

5

T LaRussa NL Stadiums $15
T LaRussa Classic Stad $1

5

TLaRTeams1901-68 $15
Weaver Baseball 2.0 $17

Weaver Commisnr 2.0 $16

World Circuit $34
World Class Soccer $28

HINTBOOKS

688 Attack Sub $10

Advnfurs Willy Beamish $10

ATrain $16

Bard’s Tale 1 - 3 Ea. $10
Buck Rogers 1 or 2 $10

Castle of Dr Brain $10
Champions of Krynn $10

Civilization $16

Colonel Bequest 1 $10

Conquests of Camelot $10

Conquests of Longbow $10

Curse of Azure Bonds $10

Dark Queen of Krynn $10

Darklands $14

Death Knights of Krynn $10

Drakkhen $10

Dungeon Master $10

Dynamix Great War Pin $16

EcoQuest $10

Elvira 1or2 $10

Eye of Beholder 1 $10

Eye of Beholder 2 $12

Fountain of Dreams $10

Free DC $10
Gateway Savage Frntr $10
Global Conquest w/Disk $21

Gobliiins $10
Gunship2000 $16

Hard Nova $10

Harpoon Battlebook $16
Heart of China $10
Hero’s Quest 1 - 3 Ea. $10

Immortal $10
Indy Jones Lst Crsade $10
Indy Jones Fate Atlantis $10

Island of Dr Brain $10

Jetfighler2.0 $16

King’s Quest 1 - 5 Ea. $10

Laura Bow $10
Leisr Suit Larry 1 • 5 Ea. $10

Lemmings w/Disk $21

Loom $10

Lord of the Rings 1 or 2 $10

COMANCHE
MAXIMUM
OVERKILL’isa
glimpse into the

future of military

avionics and ex-

actingly accurate

simulator of the

Beoing-Sikorski

66 Comanche He-

licopter. Features

actual terrain ren-

dered in real time

3D, fly mutiple

missions in 1999,

complete Thrust-

master supports

256 color VGA
graphics. S44

AMAZON' re-

captures the fun

and excitement of

the 1950's drive-in

movies. Travel to

unexplored re-

gions of the Ama-
zon, fight 10 foot

ants, and find em-

eralds stolen by

Cortez. Amazing

cinematic effects

such as multiple

camera angles,

flashbacks,
zooms, pans, and

fades. Featuresfuil

digitized voices &
soundeffects. S39

'MAXXCOBRA
FLIGHTSTICK’
brings together

the thrill of a joy-

stick and the ver-

satility of the key-

board. Features

molded casing for

left or right

handers, 7 button

pistol grip joy-

stick, 25 program-

mable functions,

exact auto-cen-

tering, and true

circular direc-

tional control.

Game port not

necessary. S54

VIsa&MC Accepted. CODsSS. Checl<sHeld4 Weeks. Money OrdersTrealedasCash.
Most llemsShIppedSamo Day. Shippingtimes not guaranteed. Checkcompallbilily

beloreyoubuy.Defectivesreplaced with same product. Price&avallabllity subject to

change. All Sales Final.
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HINTBOOKS IBM HARDWARE

Lost Files of Sherlock H $10 Thrstmstr Pro Joystick $99

LucasArts Adventure $16 Thrstmstr Ruddr Pedal $109

LucasArts Air Combat $16 Thrustmstr Weapn Cntrl $79

Magic Candle 1 or 2 $10 Thunder Board SndBrd $84

Manhunter NY orSF $10 Thunder Board for WIN $109

Maniac Mansion $10 Thunder Board Spkrs $15

Martian Dreams $13 Video Blaster $349

Matrix Cubed $10

Mean Street

Might & Magic 1

$10
1

$10 IBMAD&D
Might & Magic 2 $12

Might & Magic 3-5 Ea $16 AD&D Collectors Ed 2 $45

Official Sierra Hint Bks $12 AD&D Starter Kit $45

Patriot $16 Champions of Krynn $19

Planet’s Edge $16 Curse of Azure Bonds $15

Police Quest 1 - 3 Ea. $10 Dark Queen of Krynn $32

Pool of Darkness $12 Dark Sun $37

Pool of Radiance $10 Death Knights of Krynn $20

Populous 1&2 OfficI Str $16 Dragon Strike $15

Power Monger $10 Dragons of Flame $ 9

Power Mngr Strategy Bk $16 Eye of the Beholder $19

Prophecy of the Shadow $12 Eye of the Beholder 2 $38

Quest for Clues 2. 3or4 $21 Gateway Savge Fronlr $32

Quest for Glory 1-3 Ea. $10 Heroes of the Lance $12

Railroad Tycoon $10 Pool of Darkness $38

Rex Nebular $14 Pool of Radiance $15

Rise of the Dragon $10 Secret of Silver Blades $15

Run 5 Issue 1 - 20 Ea. $ 6 Shadow Sorcerer $12

Savage Empire $10 Tales Magic: Prophey S $38

Search for the King $10 Treasurs Savage Frontr $32

Secret Mnky Isind lor 2 $10 War of the Lance $12

Secret of Silver Blades $10

Simeity/Simearth

Space Quest 1 - 4 Ea.

$20
1

$10
1

IBMROLE PLAYING
Spellcasting 101 or 201 $10

Starflighl 1 or 2 $10 2400 AD $24

StarTrek 25th Anniv $10 Bad Blood $31

Strategy Plus 3 -11 Ea. $ 6 Bard's Tale 2 $19

Strategy Plus 12-26 Ea. $ 5 Bard's Tale 3 $32

Strike Commander $16 Bard's Tale Cnstrctn St $19

Stunt Island $16 Battletech 1 $12

Summoning $16 Battletech 2 $31

Time Quest $10 Black Crypt $32

Treasures Savage Frntr $10 Bloodwych $15

Tunnels & Trolls $16 Buck Rogers 1 $12

Ultima 4 - 7 Ea. $10 Captain Blood $ 9

Ultima Avatar Advntures $16 Captive $30

Ultima Underworld $10 Celtic Legends $32

Ultima 7 & Underworld $16 Challenge of 5 Realms $44

V for Victory $16 Champions $37

Wizardry 6 Cosmic Frg $12 CHARACTER EDITORS $16

Wizardry 7 Crusade $12 Cobra Mission $44

Yeager's Air Combat $16 Conan $16

Corporation $19

IBM HARDWARE Cybergenic Ranger

Cyber Empire
$ 9

$32

Cyber Space $29

Ad Lib Sound Card $59 Darklands $39

Ad Lib Gold 1000 $179 Daughter of Serpents $32

Adlib Progrmrs Manual $27 Drakkhen $37

Adlib Surround Sound $64 Dragon Wars $12

AdlibTelephone Module $64 Dungeon Master $34

Ad Lib Visual Composr $75 Dusk of the Gods $24

Ad Lib Speakers $15 Elvira 1 $29

Flight Stick $33 Elvira 2 $27

Flight Stick w Falcon $42 Flames of Freedom $28

Game Card 3 $39 Fountain of Dreams $15

Gravis Ultrasound Brd $129 Four Crystals of Trazere $26

Champ Joystick $24 Gods $26

Maxx Control Yoke $59 Heaven & Earth $32

Maxx Rudder Pedals $39 Hero's Quest 1 $32

Mouse 3 Button $29 Hero's Quest 2 $21

Pro Audio Spectrum 16 $179 Hero’s Quest 3 $36

Pro Audio Spetrm Plus $139 Immortal $17

Sound Blaster $89 Keys to Maramon $ 9

Sound Blaster Pro $169 King's Bounty $15

Sound BIstr Pro Basic $139 Knights of Legend S30

Snd Blaster Speakers $15 Legacy of the Necrmncr $17

Snd Blaster Voice Edtr $54 Legend $31

Sound Star Snd Board $14 Legend of Valor $39

Thrustmaster Joystick $69 Lord of the Rings 1 $32



then “warps” ahead all ofa sudden.

cup hyperdrive?) A Sierra represenlalive

informed me that pait of the problem is

due lo the fad that the current speed of

2400 baud modems is not enough to keep

up with the processing speed ofthe on-line

computers used for the actual infrastruc-

ture of the network. 9600 baud modems
will help to reduce the problem in the

future, and some new programming for

version2.0 ofthe 'fSN software has helped

to reduce the problem as well.

Speaking of TSN Version 2.0, it should

be out by the time this column hits the

newstand and will provide many new fea-

tures to on-line Red Baron. Instead of be-

ing randomly assigned a plane, the player

will be able to choose from a broader

assortment of aircraft. The starting posi-

tion can also be selected as a takeoff from
the airport or start in the air (which means

taking advantage of the extra altitude for

some tricky maneuvers), Timeofthc flight

can be set to the actual time, or the player

can select the time of the llight, enabling

one to have night or day flights regardless

of when the network is actually accessed.

Realistic weather will also be provided,

allowing for some peek-a-boo action in

the clouds. Finally, the menacing presence

of Zeppelins and spotter balloons will be

available for shooting practice. The 2.0

software will still only support two to four

players per session, but anyone who has

tried the on-line game will find that this

can be quite enough to handle in an intense

dog light.

Meanwhile, Baek at

the Aerodrome

The only problems that I encountered

with the program was the loss of engine

Spntl 13, the l)esl French scout during the wdr.

sound after being hit by a bullet and some
problems with calibration of the Ad-
vanced Gravis joystick. (The Thrust-
master FCS worked fine.) These
problems should be resolved with the 2.0

version of the software. Overall, Red
Baron on TSN is a real pleasure and a great

opportunity for some sweaty palms. One
of the best on-line gaming values yet.

Once again, this is Timothy L. Trimble,

From the Cockpit, flying the skies high

owQx Sierra Land. So, here’s a warning for

all gamers to keep their eyes open on your

“six” for the “Timinator!”

The Sierra Network can be contacted for

further information and rates at:

The Sierra Network
Box 1550

Oakhurst, CA 93644
Or call I-800-Sien-a-l

ccw

LOOKING FORASPORTSTITLE?

CALL FOR CURRENT PRICING AND

SAME DAY SHIPPING.
PANZER SALIENT

(BATTLE OF THE

THE PLAYBOOKOF SPORTS-RELATED SOFTWARE
Ifyou ' re o computer sports fan, you want to know what soffwore is available, howsimilar

titles compare, and you want the latest releases ot attractive prices. Hiat’s why our

complete Piaybook describes dozens of strategic simulotions, ^^,^,^awesome action

I
want to be your

^
and mail orders.

BASEBALL
BASKETBALL

FISHING
FLIGHT

games, andspetializedulilitiesfromlillleknownsources. We

source for hi-tech spoils . The Ployhookisfreewitholl phone

Or simply send $1.00 for yoor copy lodoy!

ACTION
CALENDARS

CARD COLLECTING
GAMES

HANDICAPPING
TRIVIA

SIMULATORS
STATISTICS

CereBel
800 747 -09{18 *617 576-6700

675 Moss Ave • Cambridge MA 02139

TAKE YOUR BRAIN OUT TO THE BALLGAME

ISS l.\H

50 1 Hv PZ

4tji Am

53 Arm Inf

o
DC BonbGr

ME-262

II

Jagdkorps

Cranbat Enterprises, Inc. proudly
announces its newest ccanputer simulated
play-b5nnail watgame called "Panzer
Client" that is b^d on the 1944 Battle

the Bulge cainpa^ Ccunbat is at

battalion Iwel with iidl-color and a
historical division order erf battle. Players
are assigned other a tactical role

(Division Crarunande^ or a strategic role

(Army Cennmander). Whatever your role,

you will be playing in a game where
violent ccunbat toerfe place among all the
COTnbalants. "Panzer Salient" uses the
proven game system found in our popular
"Crisis in theWest" game. The editor erf

Fire & Movement (#83) wrote, "The maps
ate beautifuL erffers players the many
joys erf partaking in an umpired game
with its goeid ferg erf war rules-, give

serious thought! Your 1st turn cersts $45,

This includes the cetst erf your 1st turn, a
tull-ct)ior player's manual, full-cerlor m^,
units, order at battle woitaheets, and a

performance rating at the end erf the game. Pollow-on
turns are $20. We also eSffer discount prices for bexAs
and games, lb begin plwinfc send a check to, or for

information, write to C£X PO Box 763, Bel Air, MD
21014 or call (410) 838-7602. All inquiries welcetme!
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CHIPS & BITS CALL 800-753-GAME “'SS
IBM MAC &AMIGAGAMES FOR LESS 802-767-3033

^ 800-753-4263
UPSGround55perorder.POBox,APO,FPO,S6perOrder.2Bu8lne88 0ayAlrS7 per Order.

EuropeAlr Mall SI 2 First Item plusSC Eachadditlonai Item. AlrMall to Canada S6 perOrder.HI.AK, PR. Mall STper Order

IBM ROLE PLAYING

Lord of the Rings 2 $37
Loremaster $39

Lure of the Temptress $37
M $45
Magic Candle 1 $12
Magic Candle 2 $24
Magic Candle 3 $38

Matrix Cubed $32
Mechwarrior $19
Megatraveller 1 S 9

Megatraveller 2 $19
MegatravellerS $39
Midwinter 1 $12
Might S Magic 1 or 2 $12

Mights Magic 3 $34
Mights Magic 4 $37
Mights Magic 5 $42
Mines of Titan $12
Murder $29
Obitus $27

Pirates Gold $34
Planet's Edge $34
Prophecy 1 $12

Questron 2 $12
Ragnarok $38
Rings of Medusa $24

Sea Rogue $29
Sentinel Worlds S 9
Shadow lands $29
Sleeping Gods Lie 829
Space 1889 $ 9

Space Hulk $38

Space Inc. $34
Space Rogue $30

Space Wrecked $19
Spellbound $39
Spellcraft Aspet of Valor $38

Spell Jammr Pitts RS $38
Spirit of Excaliber $16
Slarflight 1 $17

Starflight2 $17
Star Saga 2 $19
Sword of the Samurai S 9

Tangled Tales $21

Terran Envoy 812

Third Courier S 6

Times of Lore 828
Tunnels & Trolls $15
Twilight 2000 $34

Twilight 2001 $39
Ultima Martian Dreams $37

Ultima Savage Empire $34
UltimaTrilogy $35
UllimaTrilogy2 $45
Ultima 4 $35

Ultima 5 $35
Ultima 6 False Prophet $39
Ultima 7 Black Gate $46

Ultima 7 Forge of Virtue $21

Ultima 7.5 Serpent Isle $46
Ultima Underworld $48
Ultima Underworld 2 $46

Uncharted Waters $42
Vengeance of Excalibur $16
Waxworks $34
Wizardry Trilogy $32
Wizardry 4 $19
Wizardry 5 $26
Wizardry 6 Cosmic Erg $34
Wizardry 7 Crusaders $39

1CHARACTER EDITORS 1

Bard’sTale 1-3 Ea. $16

Champions of Krynn $16

Curse of Azure Bonds $16
Dark Heart of Uukrul $16
Dark Queen of Krynn $16
Death Knights of Krynn $16
Drakkhen $16

'J U M P J ET' is a state of the art flight simulator based on the

most unique aircraft in the world today. Features up to6sorties

per day. fatigue factor in combat, digitized views of weapons
and the ability to hover, fly backward and land vertically. S39

'CONQUESTOF
JAPAN'isamin-

iature-styie war

simulation in which

you start with 5

randomly placed

cities and hire

armies in order to

conquer Honshu,

Japan's main is-

land. Features

real time combat,

colorful animation,

authentic troop

formations, strate-

gic planning, and

individual troop

movementinVGA

graphics. S34

'THE LOST
TREASURESOF
INFOCOM’isaa
compilation of 20

infocom games.

Including Infedel,

Lurking Horror,

Suspect, Bally-

hoo, Hitchhiker's

Guide to the Gal-

axy, Suspended,

Starcross, Dead-

line, Witness,

Moon Mist, Planet

Fall, Station Fall,

Enchanter, Sor-

cerer, Spell

breaker, Zork 1-3,

Beyond Zork,

ZorkZero. S42

visa &MC Accepted. CODsSS. Checks Held 4 Weeks. Money Orders TrcatedasCash.
Most Items ShippedSame Day. Shipping times not guaranteed. Check compatibility

betoreyoubuy.Defcctlvesreplacedwithsamcproduct.Price&avallablllly subjeetto

change.AII Sales Final.

CHARACTER EDITORS;

Escape from Hell S16
Eye of Beholder 1 or 2 S16
Fountain of Dreams S16
Hard Nova S16
Keys to Maramon $16

Knights of Legend $16
Lord of the Rings 1 or 2 $16
Magic Candle 1-3 Each $16

Megatraveller 1 or 2 $16
Might & Magic 1-3 Each $16
Planets Edge $16

Pool of Radiance $16
Prophecy of the Shadow $16
Secret of Silver Blades $16

Sentinel Worlds $16

Treasures Savage Frntr $16
Tunnels & Trolls S16
Ultima 4-7 Ea. 816
Ultima Martian Dreams $16
Ultima Savage Empire $16

Ultima Underworld $16
Wizardry 4 or 5 $16
Wizardry 1-3 $16

Wizardry Cosmic Forge $16

IBMSiraULATION

688 Attack Sub $19
AlOAvenger 846
AlOTankKillerl.S $34
Aces of the Pacific $42

Aces Pacific Mission 1 $27
Aces Pacific Mission 2 $27

Aces over Europe $46

Aces Europe Mission 1 $27

Aces Europe Mission 2 $27

AH 64 Helicopter $46
Allied Forces Bundle $29
ATAC $29
ATP $29
B1 7 Flying Fortress $39

BattleCommand $19

Battlefield 2000 $37
Birds of Prey $32

BlueMaxiAcesWWI 8 9

Campaign Strat Flight S $37

Car and Driver $38
Cardinal of the Kremlin $16

Carrier Command 812
Conqueror Muiti Tank $16

Crash Course S 6

Design yr own Railroad $29
Dynamics Bundle $39
Elite Plus 819
Eye of the Storm $29
F117ANighthawk $42
F15 Strike Eagle 2 $19

F15 SE2 Scenario Disk 817
F15 Strike Eagle 3 $44

F19 Stealth Fighter $24

F22 ATF $39
F29 Retaliator $32
Falcon AT $19

Falcon 3.0 $45
Falcon 3 Scenario 1 $24
Fire & Forget 2 $30

Flight of the Intruder S15
Flight Simulator 4.0 $42
Aircraft Scenry Design $35
Airport Facilities Directr $12
Flight Planner $24
New Facilities Locator $18

Scenery Collection CA $37
Scenery Hawaii $16
Sound, Graphics Upgrde $27

Fly Grand Canyon 3D $45
Gunboat $33
Gunship $12

Gunship2000 $39
Gunship 2000 Scenario S24

IBMSIMULATiON

Harrier Combat Sim $6
Heatwave $25

Heroes of the 357th $32

Hoverforce $31

Hunt lor Red October $19

Hyperspeed $34

Jet Fighter 2 $39

Jet Fighter 2 Missn Disk $19

Jump Jet $39

Knights of the Sky $29

Land, Sea S Air 1 or 2 $39

LHX Attack Chopper $17

Life & Death 1 or 2 $23

Lightspeed $12

Ml Tank Platoon $24

Mantis ExprmntI Fghlr $39

Mantis Speech Pack $19

Maximum Overkill $44

Megafortress $12

Megafrtrss Mission 1 $26

Megafrtrss Mission 2 $26

Megafortress 3D Editor $27

Megafortress Mega Pk $38

Mig 29 Fulcrum $32

Orbits $37

Power Boat Simulator $39

Power Politics WIN $34

Privateer $49

Rapeon $29

Reach for the Skies $31

Red Baron $36

Red Baron Missn 1 or 2 $24

Red Storm Rising $14

Road&Track Grand Prix $37

Sailing Instructor CGA $199

SailingSimulatorCGA $39

East Coast Voyages $34

West Coast Voyages 834

Sailing Instructor VGA $239
SailingSimulatorVGA $42

East Coast Voyages $39

West Coast Voyages $39

Scenery Collecln A or B $37

Secret Weapons Lftwff $44

S Weapons Expl P38 $21

S Weapons Exp2 P80 S21

S Weapons Exp3 Hel 62 $21

S Weapons Exp4 Oo335 $21

Shadow President $44

Shuttle $26

Silent Service 2 $34

Strike Aces $19

Strike Commander $45

Stunt Driver $15

Stunt Island $34

Tank $34

Team Yankee $34

Team Yankee 2 $29

Test Drive 2 830

Test Drive 2: Collection 829

Test Drive 2: CA Challg $15

Test Drive 2: Euro Chllg $15

Test Drive 2: Supercars $15
Test Drive 3 $29

TD3 Road & Car Disk $19

TFH&BH1942 $44

Thunderstrike $27

Top Gun Danger Zone $31

Tracon 2 529

Ultrabots $37

Virtual Reality Studio $49

Voice Commander $18

Wing Commander 1 $39

WC1 Secret Mssn 1 or 2 $19

WC1 Bundle 1 $45
Wing Commander 2 $45

WC2 Opertn Mod 1 or 2 $27

WC2 Speech Pack $15

Wolfpack $15

X Wing $46

Yeager's Air Combat $38
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Sneak Previews are not designed to be
reviews. They are feature articies based on
“works in progress" that CGW’s editors

have deemed worthy of early coverage.
These articles are not intended to provide
the final word on a product, since we expect
to publish appropriate review coverage
when the game is finished.

/Athens VChsn t IBuilt

(But in Qaesar,

Players Gan Golumn

as Tlieij See Gm)

' A Sneak Preview by

Alan "Pax my Glutens Maximus!" Emridi

I
t appears that the saying “impressions of ancient Rome” is

about to become a sly, double entendre. Software publisher

Impressions, having settled over here in the States after several

years in the UK, is about to erect a gaming monument as a tribute

to the glory of the ancients. Their Ibriim will be a computer game
(of course), this one entitled Caesar.

The lime is around the birth of Christ. The place is the entire

Roman empire, in all its vast, expansive glory. In Impressions’

Caesar, one does not earn their way up the ladder of imperium
through conquest by adding new provinces to the empire. Rather,

it is the player’s task to consolidate Rome’s vast territorial hold-

ings and “civilize” the foreign provinces by improving their land

and building fine capital cities, second in grandeur only to Rome
itself

The Ancient Art of SimCity

About 80% of a player’s lime, while attempting to rise to the

rank of Caesar, will be spent covering a huge map full of undevel-

oped land with the civilizing architec-

ture of Imperial Rome. In this regard,

most of the game is played much like

SimCity — in real time with annual

announcements marking an advance in

the calendar. Frankly, I found Impres-

sions’ graphic look (evolving from their

Merchant and Discovety games) to

work much better in practice in Caesar.

In this game, having “little men moving
around a dynamically changing map”
was both pleasing and appropriate.

The urban graphics palette, to be sure,

is quite dazzling, if for nothing else than

its sheer variety. Not only do houses

evolve from tents to shacks to apart-

ments to luxury villas, but the “facto-

ries” stockpile goods to show their prosperity, marketplaces ani-

mate with considerable hubbub and the amphitheater occasional ly

fills with huge throngs (although I didn’t notice if the Christians

were playing the Lions that afternoon). While many of these

building “tiles” can be translated directly to SimCity’s residential.

industrial and commercial zones, Caesar scores well with me for

the wide variety of sites from which players can choose for

construction. It is definitely a builder’s banquet.

While the temples (anachronistically bearing a cross icon on the

“select” button), hospitals, prefectures and amphitheaters translate

almost directly to SimCity's churches, hospitals, police stations

and stadiums, Caesar offers the urban planner of yesteryear con-

siderably more options. Schools, oracles, theaters and hippo-

dromes are all considerations for the Imperial Governor as city

planner for, not only must one’s urban dwellers be kept content

(or they will literally take to the streets and riot — I love these

animations!), they must also be educated. The player’s task is, alter

all, to civilize the provinces.

A Funny Thing Happened on
the Way to Prosperity

One of the most interesting features that affects properly values

(yes, there are little mini-maps a la SimCity for crime, prosperity,

et al) is the proximity of residents to a

forum. These social centers come in a

wide variety of sizes and costs, each

offering a wider range influence over

its adjoining neighborhoods. It is the

essential center to eveiy major city and
suburb thereof No ancient urban plan-

ner would open up a new sub-division

without first carefully considering

where its forum will go, and making
sure that all roads lead to it. As an

added feature, road squares can be-

come their own little mini-forums

when a player opts to convert them to

plaza squares. Frankly, I’m not sure of

the exact impact of this conversion yet

(or ofa lot ofthese different tiles which

one can build, truth to tell), but I’m having a great time building

them and trying to sort it all out!

What struck me is the historical fee! of ancient urban sprawl.

Ancient cities seemed to be built willy-nilly when one studies their

ruins, apparently without a lot of thought to such bureaucratic
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CHIPS & BITS CALL800-753-GAME
IBM MAC &AMIGAGAMES FOR LESS
UPSGroundSS per order. PO Box, APO.FPO, $6 perOrder, 2 Business DayAIrS? perOrder.
EuropeAlrMall512 First Item plus S6 Each additional Item. Air Mall to Canada SB per Order. HI, AK, PR, Mall S7 per Order

POBOX234
Rochester, VT05767

Fax 802-767-3382
802-767-3033

800-753-4263

IBMTRADITIONAL

3D Pool S12
3 in 1 Players Pack $ 24

Acquire S12
Advance to Boardwalk S15
Armada $10
Amarillo Sim 7 Card Std $ 1

0

Amarillo Slim Poker $12
Backgammon WIN $24
Battle Chess 1 or 2 $29
Battle Chess WIN $29
Battle Chess 4000 $36
Blackjack DOS/WIN $12
Bridge? $31
Bridgemaster $29
Casino Craps $10
Casinos of the World $ 32

Centerfold Squares $21
Check Mate DOS/WIN $ 36

Chessmaster 3000 $ 29

Chessmaster 3000 WIN $34
Chess Net WIN $24
Chess X Collossus $12
Classics DOS/WIN $32
Clue Master Detective $15
Crossword Magic $29
Dealers Choice Poker $ 29

DemonBlue $10
Dr Thorp's Blackjack $ 32

Dr Thorp's Mini Blokjck $10
Ewd O'Thorpe BIckjck $24
Electric Jigsaw $12
Faces: Tetris 3 $15
Femmes Fatale $26
Femme Fatale DD 1 $18
Femme Fatale DD 2 $18
Femme Fatale DD 3 $18
FSPro $21

Game Maker $68
Games People Play $21

GO Master 5 DOS/WIN $39
GO Master 5 DIx $109
GO Master 5 DIx WIN $109
GO Joseki Genius $39
GO Junior $19
GO Scribbler $34
GO Tactical Wizard $39
GO Master Toolkit $ 39

Grand Slam Bridge $17
Grand Slam Bridge 2 $32
Grandmaster Chess $37
Home Alone 2 $26
Home Casino Spectaclr $ 1

5

Hong Kong Mah Jong $32
Hoyle’s Games 1 $21
Hoyle's Games 2 $19
Hoyle’s Games 3 or 4 $29
Ishido $17
Jeopardy lor 2 $10
Jeopardy 25lh Anniv $15
Jeopardy Super Talking $21
Jigsaw Pinups $24
Living Jigsaws $12
Lotto Gold $29
Lexicross $ 24

Monopoly Deluxe $29
Omar Sharif on Bridge $37
On Target $10
Peanuts $31
Penthouse Jigsaw $24
Pictionary $19
PinballWIN $29
Planet of Lust $19
Price is Right $15
Prime Time Hits 1 or 2 $25
Risk $24
Risk WIN $26
Rodeo Games $10
Sargon4or5 $34
Scrabble $ 24

Scrabble Deluxe $26
Shanghai 2 $24

'CARRIERS AT
WAR'bringslolife

six crucial carrier

battles of WWII;

Pearl Harbor,

Coral Sea, Mid-

way, Eastern

Shores, Santa
Cruz, and Great

Marianas Turkey

Shoot. Seek out

and destroy en-

emy carriers,

fleets, air forces.

Features hun-

dreds of individu-

ally modeled ships

and aircraft from

thalperiod. S37

mmmmmmwMmimm
'THECARRIERS
AT WAR CON-
STRUCTION KIT'

provides an infi-

nitely flexible tool

forcreatingapar-

ticularbattleoran

original scenario.

Build ships and

planes, organize

squadrons, draft

maps, position air

bases and adjust

theartificial intelli-

gence used by the

computer. 3 new
scenariosincluded;

Wake Island,

Guadalcanal. &
Tarawa. S37

'GEMINIJOYSTICK'feafuresafullsizehandle. 6 large tactile

buttons, dual axis trim adjustorsforprecision control, turbo fire,

4 stabilizing suction cups, & testing disk. Fully compatible with

high speed PC's (PC, XT, AT, 386, 486, & compatibles). S24

visa &MC Accepted. CODsSS. Checks Held 4 Weeks. Money OrdersTreatcdasCash.

Most items Shipped SameDay.ShlppIngtlmosnotguarantced.Checkcompnliblllty
before you buy. Defectives replaced with same product. Prices availability subject to

change. All Sales Final.

IBMTRADITIONAL

Shogi Master $ 34

Solitaire WIN $32
Solitaire Royale S 19

Solitaires Journey $ 34
Sorry $ 15

Space Vegetables $ 10

Spot S 15

Slratego $31
Strip Poker 3 $ 31

Strip Pokr 3 DD 1-6 Ea. $ 19

Super Jeopardy $27
Super Tetris $ 29

Terminator Chess S 34

Tetris Classic $ 27

Trump Castle 2 $ 19

Trump Castle 3 $ 34

Trump Castle 2 DD1or2 $ 12

Turn-n-Burn $ 10

Vegas Enlrtmnt Pk WIN $ 20

Video Pokr by Masque $ 19

Video Pokr A'la Carte $ 24

Video Poker WIN $ 12

Waynes World $26
Welltris $ 15

Wheel of Forlun 1 -3 Ea S 9

Wheel of Fortune Gold S 15

Wordtris $27
Wrid Chmp Backgamn $24
Wrld Chmp Cribbage $ 24

IBM ACTION/ARCADE
|

Airborne Ranger $ 9

Aliens ate my Babysitter $32
Amazing Spiderman $ 9

Arachnaphobia $ 28

Artura $12
Back to the Future 2 $15
Back to the Future 3 $15
Bargon Attack $24
Bart Simpsn House Wrd $31
Battle Master $37
Batllestorm $32
Bills Ted's ExcIlntAdv $19
Blockbuster $12
Brain Blaster $28
Budokan $17
CogitoWlN $38
Colorado $ 6

Continuum $29
Cool Croc Twins S 24

Crackdown $17
Dark Century $27
Day of the Viper $19
D Generation 832
Dig Dug S 6

Dr Doom’s Revenge $ 9

Dragon’s Breath $27
Dragon’s Lair 1 $21
Dragon's Lair 2 $34
Drgn’s Lair Singe CstI $34
Freakn Funky Fuzzballs $19
Galactic Conqueror $31
Galactic Empire $27
Galaxian $ 6

Gauntlet lor 2 $ 9

Gobiliins $24
Gold of the Aztecs $ 29

Gremlins 2 $ 9

Guy Spy $ 29
Hard Driving 2 $38
Hare Raising Havoc $ 32

Home Alone $27
KillingCloud $19
Knight Force $29
Light Corridor $29
Loopz $ 24

Monty Python $15
Ms Pac Man $ 6

Mystical $27

IBM ACTION/ARCADE

Nevermind $25
Night Shift $17
Ninja Rabbits $10
Nova 9 821
Oil's Well $12
Pac Man $ 9

Pick N Pile $27
Pipe Dream $19
Pitfighter $22
Powerdrome $12
Power Hits: Battletech $32
Power Hits: Sci Fi $32
Punisher $24
Roller Babes $25
Rotox $20
S. C. Out $38
Savage $19
Sierra Arcade Bundle $24
Silpheed $21
Simpsons Arcade Game $31
Sliders $27
Space Ace 1 or 2 $34
Space Wars $37
Speedball 2 $25
Stellar? $21
Super Off Road $15
Super Pac Man $ 9

Super Space Invaders $25
Swamp Gas $38
Take a Break Crosswrd $29
Take a Break Pinball $29
Take a Break Pool $29
Taking of Beverly Hills $24
Teenage Mint Nnja Trti $25
TMNT Manhattan Miss $31

TMNT Arcade $24
Terminator $34
Tetris Classic WIN $27
Tinies $38
Tristan Pinball $34
Troika S 9

Vaxine $24
Viking Child $32
Volfied $24
Wild Streets $31
Wild Wheels $32
Wrath of the Demon $29
XMen2 $25
Xenocide $ 6

1 IBM CD ROM

7th Guest $56

12 Roads to Gettysburg $48

Aesop's Fables $32

Battle Chess DOSWVIN $46

Buzz Aldrin Race Space $59

Capstone Game Collect $45

Chessmaster 3000 $46

Conan $21

Cnqsl Robin Hood WIN $42

Dune $35

El Grito Del Jaguar WIN $46

Guy Spy 829

Jones in the Fast Lane $42

King's Quest 5 WIN 842

Legend of Kyrandia $49

Lost Treasurs Infocom $46

Lost Treasurs Infocom 2 $46

Mantis Expermll Fighter $45

Omar Sharif on Bridge $46

Secret of Monkey Island $39

Secret Weapon's Luflwff $46

Shuttle $24

Space Quest 4 $42

Star Child $32

Star Trek 25th Annivrsy $46

Ultima Bundle $59

White Horse Child $32
Wing Commandr Bundle $45
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contlncments as zoning. In Caesar, because ofthe widely vaiying

sizes of the building tiles and their needed access to roads, cities

will be difficult to build neatly. Anal retentive types (like yours

truly) will have to live without perfectly gridded city blocks and

nice cross-shaped intersections. “Trivia” (literally, three roads

meeting or, in game terms, a “T” intersection) is the builder’s word

for the day.

Water is Power

Where SimCity' forced players to maintain a power grid, Caesar

concentrates on the importance of the urban water supply for its

prosperity and growth. Players create reservoirs on rivers or lakes,

run pipes in (like SimCity's power lines) and connect them to

public fountains, 'fhis creates a radius around both the reservoir

and fountains for urban growth. One can also dig wells where no

water supply is handy, but their supplv radius is vers' small.

Not only is having a nearby fountain

important to urban dwellers, but one

must also build public baths to keep

the population content and the labor-

ing backs of society well scrubbed. In

Caesar, infrastructure is the name of

the game.

'I'here is one other source of power
in the provincial capitals which plav-

ers will design: military power. Cities

can also provide barracks Irom which
soldiers will begin to patrol the

streets, suppressing riots and engag-

ing any rampaging barbarians that

might be walking through the plaza

(Oh, did 1 forget to mention the bar-

barians? Silly me!). To help ward off

outside attack, cities can also erect walls, gates and towers. As each

new section of the town goes up, it may be wise to delineate its

perimeter with these fortifications so that construction can be

undertaken in relative security.

b -

url^ani saiion' i
water d 1 Slribulioh '1

1 administration -1

.M
road layout

land value
i
1

trouble area^ /

a .. s. . .J

towns in the province and a mix ofvarious untamed terrain features

as well. It is here where more strategic planning can be made and

greater prosperity and security obtained.

For example, one would do well to build a Roman highway from

their provincial capital to the map edge and, thus, connect it with

the rest ofthe empire. Provincial roads can also be built which will

connect the capital to the towns (at which time prosperity through

increased trade really begins to take off).

It is at the provincial level, however, where the barbarians should

be met and the battles fought. Yes, players can recruit legions by
constructing provincial outposts at which to station said legions,

then march the soldiers off to face the barbarians in the plains and

forest in an attempt to defeat them. If barbarians are left alone, it

seems that word has a way of getting back to their tribal lands that

the player’s province is easy pickings, for they seem to have a

nasty tendency to multiply unless they are engaged swiftly and

defeated soundly in battle.

Where SimCity had earthquakes,

Hoods, plane crashes and the Mavana
Gila (monster), the barbarians in Caesar
can easily match them and, ifunchecked,

suipass them, disaster for disaster, While
battles are resolved in Caesar using an

abstract “chit pick” method for simulated

battlefield tactics, 1 am told that any bat-

tles generated in Caesar may be fought

out in Impressions’ upcoming Cohort II,

with a tactical miniatures feel to them.

Thus, Caesar will be something of a

scenario building engine for that game.

When the barbarians penetrate one’s

strategic defenses on the provincial map,
they will come home to roost on the city

map. Mere, the barracks one had the foresight to build near the

outskirts of the city will provide the soldiers necessary to greet the

unwelcome guests before they pillage and sack too much of the

city.

Those Industrious Ancients

Behind all the city building, a complex economic engine is

running in the background. In order to keep the marketplaces

nourishing and the people employed, one must build from a

myriad of manufacturing centers. These ancient factories deal in

either glass, tin, copper, wine or a variety of other such industries.

Different provinces offer different inherent economic opportuni-

ties. For example, a province might be in excellent wine country,

so the player should build a winery in the city. Mowever, build too

many of them, and the market becomes “saturated” (hie), which
could lead to economic ruin (and rising public drunkenness).

Balance in one’s factory construction, therefore, is another key to

prosperity.

These factories, however, need their own special area built

nearby to “supply” them, and that is a heavy industry site. These
huge tiles exist to supply the raw materials which the various

industries convert to marketable goods. It is a simple arrangement

for the players to deal with, but the depth of the economic model
adds a remarkable game play element to Caesar and is a fascinat-

ing sub-game in its own right.

Beyond The City Walls

When one isn’t dealing with the exciting elements of urban

planning (presumably while waiting for next year’s tax harvest to

come in), Caesar telescopes up to a larger map on which players

must continue to build. This is the provincial map, where the

player’s capital city, being so meticulously labored over, takes up
two glorious squares. There will also be a sprinkling ofother small

Grander Designs

Caesar is a grand campaign game in every sense. There are

many, many provinces in the Roman Empire and players will have

to placate and develop a good number of them on their way up
through the Imperial ranks in order to rise to the top. Every city

built and province developed by the player is rated on four differ-

ent levels: prosperity, security, culture, and “Empire” (tribute to

the Imperial treasury— good old lax farming, which is a constant

drain on a city’s budget). Players have their own personal salary

and prestige levels which they must also be concerned with, in

addition to tweaking slave and soldier recruitment levels and
incentives.

Although inputting one’s decisions is easy via the mouse (would
that be the Via Rodentia?), making those decisions can border on
mind-boggling when first learning Caesar. Information can be
obtained by moving to the forum screen, where a room full of

advisors are peipctually on duty to offer counsel and receive

orders. Clicking on the political advisor, for example, will show a

graph of four rising columns representing each ofthe player’s four

goals of development. The centurion, ifasked, will give the status

of the troops, their pay and current conscription levels. Other
advisors will give reports on the treasury, economy, business,

administration and slaves.

Ah, yes, slaves! They must be thought of as the generic labor

pool which supports the entire infrastructure, 'fhey are assigned to

such things as lire prevention, road maintenance and keeping up
the provincial improvements. Because of the economic model,
however, one is required to recruit “slaves” through higher wages
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MACSPORTS

4th & Inches

Fast Break

Hardball 2

Jack Nicklaus Great 18

J Nicklaus CD 1-5 Ea,

NASCAR Challenge

PGA Tour Golf

PGA Tour Course Disk1

Playmaker Football

Tom Landry Football

Wayne Gretzky Hockey
WeaverBaseball

$12

$30

$31

$27

$15
$31

$38
$17

$32
$29

$36
$32

MAC ROLE PLAYING

Curse of Azure Bonds $38
Dark Queen of Krynn $38
King's Bounty $15
Might & Magic 3 $38
Pirates $34
Pools of Darkness $38
Pools of Radiance $32
Secret of Silver Blades $38

Spirit of Excalibur $29

Starflight 1 or 2 $38
Vengeance of Excalibur $29

Windwalker $28

Wizardry 1 $28
Wizardry 2 $33
Wizardry Cosmic Forge $37

MAC STRATEGY

Ancient Art of War $29
Ancient Art War at Sea $29
Balance of the Planet $19
Castles $36

Citadel $26

Command HQ $39
Cyber Empire $32
Darwin's Dilemma $32
Genghis Khan $37
Gold of the Americas $29

Go Master 5 $109
Harpoon $39

Harpoon Set 2 or 3 $22

Harpoon Battle Set 4 $27

Harpoon Challengr Pek $59

Harpoon Chlingr Pek SE $59

Lemmings $29

Mission Starlight $29

Moonbase $29

Operation Combat $15

Railroad Tycoon $45

Reach for the Stars $29

Robo Sport $35
Romance 3 Kingdoms $42

Simeity $29
Simeity Graphic 1 or 2 $23
Simeity Terrain Editor $15

Sim Earth $41

Spaceward Hoi $37
Strategic Conquest $37
Uncharted Waters $42

Warlords $29

1

MACWARGAMES 1

Americn Civil War Vol 1 $29

Civil War No Grtr GIry $42

Hal/s of Montezuma $29

Harpoon Scenario Editr $27

Panzer Battles $29

Patton Strikes Back $37
Rommel North Africa $29

UMS 2 $34
UMS 2 Planet Editor $29
V for Victory $38

'LINKS386PRO'

Offers SUPER
VGA graphics

and advanced
features designed

for your 386 or

486. New fea-

tures include

computer oppo-

nent, save game
option thatailows

your friends to

play against you

in an existing

game, pre-re-

corded games
from worthy oppo-

nents, and many
game modes, $35

'HIGH COMMAND' isastrategicleveiwargamethatcoversthe

War in Europe from 1 939-1 945. Features numerous unit and

mission types forAxis &Ailies, detailed economics, production,

& politicsforover40 countries and territories, Version 1 .1 . $44

BOOM BOX' is

an interactive mu-

sic program that

puts you in control

ofyoursound files.

Add echo effects,

section repeat, as-

sorted screams,

guitar rifs, and

t u r n t a b i e

scratches to in-

ciuded song files

or load your own

sound files cre-

ated with other

programs. Re-

quires a Sound
Blasterorcompat-

iblecard. $29

VIsa&MC Accepted. CODsSS. Checks Held4 Weeks. Money OrdersTrealedasCash.
Most items Shipped SatneOay. Shipping limes not guaranteed. Check compatibility

be(oreyoubuy.Dcfcctivesreplacedwlthsamepraduct.Prlce& availability subject to

change. All Sales Final.

MACTRADITiONAL

Battle Chess 1 $29
Battle Chess 2 $29
Bridge 7 $31

Checkmate $36
Chessmaster2100 $32

Cribbage King Gin King $27
Crossword Magic $32
Go Master 5 $39
Hoyle's Book Games 1 $21

Hoyle's Book Games 2 $21

Hoyle's Book Games 3 $29

Ishido $34

Lexicross $32
Monopoly $29

Omar Sharif on Bridge $36
Risk $29
Sargon 5 $32

Scrabble Deluxe $29
Shanghai 2 $32
Solitaire Royale $15
Stratego S31

Super Tetris $32
Tetris $24

Wordtris $29

MACARCADE

4D Boxing $32

Armor Alley 832

Crazy Cars $25
Dragon's Lair $34

Dragon's Lair Color $34
Dragon's Lair 2 $34
Dragon's Lair Esc Singe $34

Faces/Tetris 3 $25

Guy Spy Color $29

Nova 9 Color $21

Oids 825
Pick n Pile $28

Pipe Dream $19
Shufftepuck Cafe $27

Space Ace $34

Space Ace 2 $34

Space Ace 2 Color $34

Starglider2 $29

Tesserae $32
Thexder 1 $15

Tristan $48

Welltris $24

Xerion $25

MACSIMULATION

Carrier Command $31

Design your own Train $32

F40 Pursuit Simulator $31

Falcon $34

Falcon AT $37
Falcon Coior $46

Grand Prix Circuit $24

Hunt for Red October $21

Life and Death $32

Megafortress $38
Red Baron Color 839
Sands of Fire $32

Sim Ant $35

Sim City Supreme $46

Sim Earth $41

Specter $37
Tank $37
Test Drive 2 $27

Test Drive 2 CA Chaling 815

Test Drive 2 Euro Chllg $15

Test Drive 2 Muscle Car $15

Test Drive 2 Supercars $15

Tracon $34

Tracon 2 $29

Vette $33
Yeager's AFT $32

MACADVENTURE

Adventrs Willie Beamish $39
Conquest of Longbow 839

Heart of China S34
Indy Jones Grphe Advtr S32
King's Quest 5 S39
Leisure Suit Lrryl Color $34
Leisure Suit LarryS $39
Loom $29

Lost Treasures Intocom $46

Mutant Beach 843

Out of this World $36

Police Quest 3 Color $34

Rise of the Dragon $34

Secret of Monkey Island $38

Sky Shadow $28

Space Quest 3 or 4 $34

Where Europe CSD $30

Where Time CSD $30

Where USA CSD $30

Where World CSD $27

AMIGA
3D Pool $25

4D Boxing $32

Altered Destiny $34

Atomino $29

Bard's Tale 3 $32

BattieCommand $26

Big Business $32

Blue Max Aces Great War $34

Checkmate $36

Conflict Middle East $36

Covert Action $34

Cribbage King Gin King $28

Darkman S29

Das Boot Submarine $34

Day of the Viper $33

Dragons of Flame $12

Elf $32

Elvira 2 Jaws of Cerberus $39

F29 Retaliator $34

Fast Break $17

Flames of Freedom S29

Godfather S12

Golden Axe $17

Greens $34

Gunboat $33

Hard Ball 2 $28

Hard Nova $32

Hillsfar $12

Hoverforce $31

Indiana Jones Fate Atlantis $38

Ishido $36

Jack Nicklaus Greatest 18 $27

Jack Nicklaus Unlimited Golf$39

J Nicklaus Course Disk 1-5 S15

Mean 18 Golf $30

Mights Magic 2 $38

Murder $29

NightShift $19

Populous 2 $38

Powermonger 832
Powermonger WW1 Disk $21

Red Storm Rising $29

Renegade Legion Interceptr $12

Search for the King $37

Secret of Monkey Island $38

Star Control $34

Starflight2 $32

Stratego $32

Super Off Road $15

Test Drive 2 $30

Test Drive 2 Muscle Cars $15

Treasures Savage Frontier $32

Typhoon of Steel $15

UMS 2 $34

Universe 3 834

Untouchables $24

Wargame Construction Set $12
Yeager's AFT 2.0 $26
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rather than capture them through conquest. So, they would prob-

ably be better thought of as a labor pool rather than slaves in the

historical sense.

Taxing Matters

As in 5/w07v, solvency can become - '*

quite a tightrope act. Every year, one

has a lot of fixed expenses to pay. The '

most important one, of course, is the r.

player’s own personal salary (which,

like Congress, one can set for them- *;

selves). Then, there is the annual trib-
[;

Lite to those parasites in Rome. Gee, for

all the money they get, it would only
J-'

seem fair that they support the legions

— but NOOOOOO! Therefore, the [:

soldiers are lined up with their hands i

out (just ahead ofthe slaves) before the

privy purse each January.
;;

Taxing was a little different in an- L •• •

cient times. Generally, the taxes were
around five percent in those days

(which is probably why the Roman Empire lasted so long) and
players can set separate tax levels for the people and for industry.

While the lax/prosperity ratio doesn’t seem as sensitive in its

interrelation as it is in SiniCity, players trained on that game will

be reticent to raise taxes veiy much by sheer force of habit.

EtTu, Brutus?

I found that Caesar’s greatest strength, its fast paced play and
amazing diversity in “building tiles” to choose from, to be its

biggest handicap. Being initially overwhelmed with choices (and

the vagaries in the early pre-documentation provided), it took quite

a few trial-and-error attempts to erect a city worth its salt (and my
salary, salary coming from the Latin ‘salari,’ meaning salt). The
“mini-maps” to check property values arc one thing, but knowing
which buildings are really modifying what factors (and to what

degree, within what radius, what is modifying that new building,

etc., etc.) in the equation will take con-

Si siderably more play from this previewer

to figure out. CaesaCs easily learned

mechanics provides a simple, fiat learn-

ing curve but I, for one, rapidly hit an

information ceiling that could only be

moved past through a lot of experimen-

tation.

Ciiy j)Qp!J

Une/np I oymer)! ^

-t^ix per, head

;]^revi-ous .year, '.

denarii “in - •• •

- .popu Uiiop
taxefi.r industry

denari 1 *. rout .r

.-donstjru^ttion work
operatinfi., costs:,
ir ih‘>t0 ;dc...rom0'> .

gain of

1010-
0

^0
900
49

\ 21 u

Final Counsel

The thing 1 always wished o^'SimCity

was that it had more “game” to it, an

overall goal as part of a larger world.

Caesar has that “campaign gome” ele-

ment to it as players build up one prov-

ince and get promoted to the next

taiihoughone will find that they have an

amazingly long life span and may obtain the rank of Caesar when
they are well over 100 years old). It is with this campaign game
element that Caesar particularly earns laurels with me.

Finally, just as the Romans borrowed much of their “intellectual

property” from the Greeks, so Caesar borrows many of its clever

elements from other games, most notably SimCily. Like the Ro-

mans, too, 1 believe that Cae.swwill find a way ofmaking a lasting

tribute — this time to “Sim”-type games. Who knows? Caesar
might become Impressions’ Circus Maximus, the huge accom-
plishment that looms overall their games. We’ll be in our box seats

watching with great interest, cgw

THE ROAD
FROM SUMTER

TO APPOMATTOX
/one 25, 1861 . . . "The first shots of the Civil War

have been fired . . . Fort Sumter has fallen. Volunteers

on both sides rush to their colors. Across the Union
the cry mounts . . . ON TO RICHMOND."

The Road From Sumter to Appomattox covers the

entire Civil War from the opening guns of Bull run

to the final surrender. All the military and economic
might of the Union or Confederacy is at your

command.

Human or computer opponents.

Over 100 individually named and rated generals.

Control the promotions and dismissals of those generals.

Continuous-play, daily pulses, send orders—whenever

you like.

Different unit types combine to form divisions and corps.

Full control over the national production system.

A detailed supply system using railroads, wagons and ships.

Naval system includes ocean and river going vessels.

Economic system includes foreign trade and blockade runners.

Beautiful 256 color VGA map that stretches from New Orleans

to Philadelphia, from Kansas City to Bermuda.
Fully integrated tactical combat system emphasizing command
control and quick resolution of even the largest battles.

Scenario editor allows players to construct their own battles or

play those already included.

Send cheque or money order to:

ADANAC COMMAND SYSTEMS CORP.
102 - 1345 West 4th Avenue

Vancouver, B.C. Canada V6H 3Y8
Telephone: (604) 739-1162

$54.95

plus $5.’00~S&H

TOTAL $59.95 US
Circle Reader Service

• IBM or AMIGA
• Must have:

1 MB H.D., Mouse,
tfeyboard, 286 or more
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High seas adventure awaits you.

Travei to exotic ports, navigate

rough waters and fend off ruthiess

pirates. You must possess cour-

age and ambition to assume the

roie of Captain of a Portuguese

fleet. This is your chance to re-

store your femiiy name to honor!

Merchants wiii seek you out for

dangerous missions as your

reputation grows. Gain experi-

ence at recruiting saiiors, manag-

ing fleet suppiies and win the

King’s favor with valiant deeds.

Your greatest chailenge is to

protect the Princess from nautical

thugs. Succeed, and the Princess

may accept your hand in mar-

riage. Faii, and you wiii join your

comrades in the murky depths.

Landlubbers need not apply.

SEGA GENESIS 8. SNES Version:

• 8 Meg Cartridge • 64K RAM
• Battery Back-up • 1 -2 players

SegB Genesis screen shot shown Sega Genesis screen shot shown

Steer your fleet through unfamiliar waters.

Sega Genesis screen shot shown

Rush ships at sea.

JifC C3£;N£SI6
-rxTrrT-nrjar-.TTTjrr-

KOEl Games are available for ail systems In

retail outlets nationwide! If you can't And

the KOEl product you are looking for, call

us at (4 1 5) 348-0500 (9am to 5pm PST)

^)Ej
We Supply the Past, You Make the History

Licensed by NrrtendoS

for Play on the

CNintendo)
cnTCRTOtnmcnT

Available Now for NES and IBM!

One Bay Plaza, Suite 540 1350 Bayshore Highway,

Burlingame, CA 94010

Uncharted Waters Is a trademark of KOEl Corporation. Nintendo*. Nintendo Entertalment System* and the official seals are trademarks of

Nintendo of America Inc. Sega, Sega Genesis and the offlclaJ seals arc trademarks of Sega Enterprises Ltd.
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Taking A Peek
Accolade
San Jose, CA
(408) 985-1700

STAR CONTROL 2: Taking the origi-

nal Star Control one-on-onc. ship-to-

ship combat system and iminei'sing it in

a vast galaxy of exploration, alien com-
nuinication and adventure (heavily in-

fluenced by the Starjlight series), this

sequel creates a gaming hybrid that may
please both the action gamers and the

adventurer. Players will battle the Ur-

quan threat by scouring the galaxy for

mineral resources, building ship compo-
nents to add to their mother-ship, uniting

alien races against the common enemy
and battling enemy sliips in the intense

combat system. The sights and sounds

arc quite stunning; the game uses a re-

lined fractal planet generator similar to

that used in the Star Flight series, uses

hand-painted images to depict the alien

races, and has a strong musical score.

IBM ($59.95). Circle Reader Service#!

.

Friendly Software
5955 Winslow Road
Whitehouse, OH 43571
(419) 877-9195

ULTIMATE CHALLENGE GOLF -

MASTER EDITION: The designers of

this strategic golf program weren't just

putting around when they created this

complex program. DilTereni from any

previous golf simulation in its approach,

the emphasis is on “course management
strategies" rather than on eye-hand co-

ordination: players make strategic

choices when making shots rather than

tapping the keyboard or mouse at the

appropriate time. While the simplistic

graphics cannot be compared to the lat-

est Jack Nicklaiis or Links systems, the

actual golf model is extremely impres-

sive. Shots are calculated based upon a

myriad ol' factors; club, aim. swing ef-

fort, spin, height, individual player char-

acteristics. weather, course conditions,

course speed, type of ball (liquid or

solid), and complex wind effects. Seri-

ous golfers should definitely find out

more about this one. IBM ($59.95). Cir-

cle Reader Service #2.

ICOM Siniuhitioiis

648 South Wheeling Rd.
Wheeling, IL 6()l)9()

(800) 877-4266

SHERLOCK HOLMES, CONSULT-
ING DETECTIVE II: In another digit-

ized video visit to221 B Baker Street, the

sequel to ICOM's interactive murder
mystery game will offer three more sce-

narios for sleuths to solve: The Two
Lions, The Pilfered Paintings, and the

Murdered Munitions Magnate. As in the

original CD-ROM whodunnit, this

game is composed of 90 minutes of dig-

Slar CotUrol 2

Ultimate Challenge Golf Master Edition

Sherlock Holmes, Consulting Detective II

Paladin 2

NfL Video Pro Foolb.ill

itized. quarter-screen video running at

15 frames per second. The player wtides

through lliese well-acted video clips by

choosing places to visit and people to

interview iVom Holmes' phonebook and

files. Once players have gathered

enough clues to build a bulletproof case,

they go before a Judge (who. unlike in

the original, is a digitized actor) to try

the case. The sequel improves upon its

predecessor by adding some much
needed features — fast forward and re-

wind buttons— that make fact gathering

and checking much le.ss repetitious.

IBM CD-ROM, Mac CD-ROM
(.$69.95). Circle Reader Service #3.

Iniprc-ssions

7 Melrose Drive

Farmington, CT 06032

(203) 676-0127

PALADIN II: Omnitrend’s tactical

coinbat/adventuring system that had its

start with Breach has found new life

under a new publishing partnership. The
player takes on the role of Brandon, a

young would-be paladin who must suc-

ceed in 20 adventure scenarios to prove

himself worthy of knighthood. As in

Breach and the first Paladin, players

command a band of characters that must
fight over a w'ide variety of terrain and

against a mixed assortment of villains.

This time, as in the original Paladin, the

action lakes place in a fantasy environ-

ment. The best thing about the Omni-
trend games in the Breach thread is their

inclusion of a scenario builder that al-

lows players to design their own adven-

tures and share them with others. If this

game follows the pattern of its predeces-

sors. one can expect custom scenarios to

start popping up on the major networks

— providing the enthusiast with a huge
supply of scenarios created by fellow

hobbyists. IBM ($59.95). Circle Reader
Service #4.

Konanii
Buffalo Grove, IL
(708)215-5111

NFL V IDEO PRO FOOTBALL: Any-
one who has ever envied those

sportscasiers who sit at their desks at

Sports Central, preptiring for their half

time reports while surrounded by moni-
tor after monitor of constant football

action, should love this game. Not only

can one simultaneously view digitized

footage of till 14 NFL games in progress

on any given weekend, but one canjump
in and coach any of those games, at will.

Each of the 28 teams has its own play-

book that is supposed to reflect the ac-

tual playing style of that team. The game
is loaded with Hash—good play-ctilling

is rewarded with film footage of intense

gridiron action and sound— and it has a

I
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Blow It

OutYom Ear.

CREATIVEm
Sojnd Blasier is a Iradematk ol Creative Labs, Inc Windows is a trademark ol Microsoft Corporation. ©1992 Creative Labs. Inc.

Ail tiQlils reserved. Internalional inqjiries: Creative Technology, Lld„ Singapore Tel 65'773 0233 Fax 65773 0353

Pump up the

volume with

Sound Blaster ! The

sound card from

Creative Lahs.

Experience the full power

of 11-voice synthesized

music and 8-hit sampled

sound effects. Don't just

hear it. . . let it blow you away! The scream

of your F-15's engine as you elude enemy

fire. . . the crisp crack of your bat when

you hit a homerun off the screen. . . the

echoing ring of sword against sword during

your next fantasy adventure.

No wonder Sound Blaster is the world's

#1 seller. And why it's the sound card that

more gaming software developers write for

under DOS or Windows™ 3.1.

To find out

more about

Sound Blaster,

the only sound

card that's 100%

Sound Blaster compatible,

visit your local computer

retailer or call Creative Labs

at 1-800-998-LABS.

Get the full blown sound capability you've

always wanted for yourPC—for only $149.

With Sound Blaster from Creative Labs.

Because. .

.

if you don't have

Sound Blaster, you're

really blowing it!

Knim
BLASTER"

Only 1149
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Taking A Peek

decent statistical package. The only

drawback is that the size ofthe product

did not allow for all the footage to be

consistent with every possible formation

(i.e. no shotgun formation). While this

may not be the game for the most serious

of football strategist, it is certainly tai-

lor-made for the most fanatical. IBM
($79.95). Circle Reader Service #5.

Maxis
Orinda, CA
(510) 254-9700

A-TRAiN CONSTRUCTION SET:

Rail entrepreneurs tired of being rail-

roaded by the constraints ofthe original

program can re-create the world of A-

Train in their own image, placing hills,

fields, houses, water, apartments, stadi-

ums, skyscrapers, trains and track. It will

not, however, let players edit or redesign

trains, tliough it does allow more flexi-

bility in scheduling their routes. A new
creative accounting feature will enable

one to add 900 million dollars to his or

her development budget, allowing un-

limited development, though the basic

economic model is off limits as far as

player tinkering is concerned. IBM
($34.95). Circle Reader Service #6.

MicroProsc
Hunt Valley, MD
(410) 771-0440

ANCIENT ART OF WAR IN THE
SKIES: Though designed in the spirit of

the strategy-intensive Ancient Art of
War line, this game is dellnitely the most
action-oriented game to bear the AAW
name. Players direct fighters and bomb-
ers in the air war over the batllelines of

WWI. As players make successful

bomber attacks on critical enemy struc-

tures and lines, the war on the ground

will advance or collapse to rellect their

efforts; the object being to advance the

line such that enemy airfields and plane

factories are captured. Dogfights are hot

and fast action sequences, and the bomb-

ing runs are exercises in strategy and

timing, viewed from the bomb bay door,

As in the previous AAW games, Skies

offers dozens of scenarios to challenge

the gamer’s action gaming savvy and, to

a lesser extent, strategic guile, and fea-

tures a scenario editor which allows one

to create their own airborne madness.

IBM ($59.95). Circle Reader Service #7.

Microsoft

Redmond, WA
(206) 454-2030

ENTERTAINMENT PACK 4: The
score should probably read: “Pack 4,

Games 7.” This latest Entertainment

Pack includes decent Chess and Black-

jack games (with the usual tutorials, tips

and analysis — although most of these

features has been better presented in

Page NS

games dealing exclusively with the sub-

ject. Four challenging mind game/puz-

zles include Chip 's Challenge (formerly

published by Epyx), Go Figure! (a math
mind bender where the numbers and

math symbols must be properly ar-

ranged to get the desired result),

(where moving balls must he trapped in

ever smaller confines belbre they strike

the player’s unfinished walls) and Max-
well’s Maniac (where trying to get the

bouncing balls to one side ofthe maze
by manipulating a single gate would try

the patience of Job). Finally, the old

English sea game. Tic Tac Drop makes

a computer gaming appearance. IBM
with Windows. Circle Reader Service

n.

SOUNDBITS: Three glorious sets

have found their way into being installed

at our offices, much to the amusement
(and annoyance) of the staff. SoundBils

adds an audio touch to the operation of

Windows applications. For example,

when first beginning a Windows ses-

sion, one might hear Fred Flintstonc yell

“Yabba dabba doo!” When the window
is enlarged to full screen size, Humphrey
Bogart will utter “This won’t do any

good’’ (from The Maltese Falcon). The
three diflerent sets (each sold sepa-

rately) include musical sounds from

around the world, classic cartoons from

Hanna-Barbera and classic Hollywood

movies (including, among others. The

Wizard of Oz. A Day at tlie Races and

Treasure of the Sierra Madre). While

not the great distraction in time that

games are, adding a little spice to one’s

cars is sure to cause some spontaneous

smiles. IBM with Windows 3.1 ($39.95

each). Circle Reader Service #9.

Mindcraft
Torrance, CA
(800) 525-4933

STAR LEGIONS: Once upon a time

in a galaxy far too similar to ours, there

was a popular sequel {Star Fleet If) to a

best selling game {Star Fleet f). 'fhe

best-selling game featured starship-to-

starship combat in outer space and the

sequel was supposed to allow captains

to those very same starships to be able

to conquer planets with surface inva-

sions. Unfortunately, gamers who
played the sequel never seemed to be

able to reach the point in the program

where those battles could take place.

The program for the invasion sequence

was in the game, but a bug prevented

gamers from accessing it. Now, the

never-played-program has been re-

vived, revamped and released as a game
in its own right. Players will lead groups

of Krellan shock troops against enemy
cities, fighting in up to 8 different battle

zones at one time. From their command

CompulLT Gamirg World



gMl ..... 1..^
8̂00-554-9925 LomputAbility 800-554-9925

<r! ^ Consumer ElectronicsCall Us On Our US/Canadian Toll Free Number! Call Us On Our US/Canadian Toll Free Number!

ATP Tennis

B-17Tlying Foriress

Bands Talc III

Batman Rclatns

Baines ol Dest

BatlleChese

BatileiieMBOOO

Birds of Picy

Black Crypt

Bodylllustraicd ....

Biiza Aldnn'sRacei

Campaign

Cars Driver

Carrier Strike: South Pacilic ....

Eipansion Sel

Carriers ot War
Castles I or II

Challenge ol the Five Realms ..

Champions

Civilitallon

ClasslcAdventures

CloirdsoIXecn

Cobra Mission

Comanche: Maximum Overkill

Mission Disk/l or»2

ConouereO Kingdoms

Conguesl ol Japan

Crusaders ol tho Dark SavanI

.

CursoolAmonfia

Cyber Empires

Daemonsgaie

Darklands

Dark Hall

Dark Sun

Daughter o! Serpeniis

Discovery Columbus

Dominant Species

Dragon's LatrS

Dune II

Dungeon Master

ho Gods

20.95

34.95

...34.95/34.95

34.95

34.95

. . .
39.95

34.95

39.95

44.95

^
^#CRC:ATIVE MEDIH ENVISION

BLASTER

• 16 Bit / MIDI Interface • True 16 Bit Stereo

Sound • Advanced 20 Voice Stereo

Synthesizer • Joystick, Amplifier,

Software - Call tor Listi

• 16-Bil Stereo Sampling &
Playback for Voice Channel

• Enhanced 4-Operator,

20-Voice Stereo FM Music Synthesizer

• MIDI & CD-ROM Interfaces

• Windows 3. 1, SB & SB Pro Compatible

Elvira II - Jaws ol Cerberus

Eye olthe Beholder
I or II

Eye olthe Slorm

F-14/F-18

Fables & Fiends' Legend ot Kyrandia ...

Fighter Dual Pro

Final Conlllct

Galeway to the Savage Frontier

Global Elicci

Great Navel Bailies

Harpoon

Ehnra II

Empire Deluxe

Eye ol Ihe Beholder 2: Legend ol Dark MoonBT.uo
F-15 Strike Eagle II or III 34.95/44.95

Fables S Fiends: Legend ol Kyrandia 34.95

Final Conllicl 29.95

flighi Assignment: Arr force

flight Simulator 4.0

39.95

front Pago Football

Gary Grisby's Pacilic W
Gateway to the Savage I

Gemliio

Global Ellect

Grand Shin Bridge II ...

Great Naval Balllis

Player Data Disk lor HB III

Harpoon Signature Edition

Heavens Eaih

Heroes ol the 35/lh

Incredible Machine

Indy Jones 4: Fale ol Atlantis .

.

Island ol Dr. Brain

J Nickiaus Sign. Golt

OaU Disk

Jet Fighter Adventure II

John Madden Football 2

Jump Jet

KGB
King's Guest 6

Laser Squad

Legacy, The

Leisure Suit Larry 5

Lemmings
Lemmings II

Liberty or Oeelti

.. CALL

39.95

39.95

31.95

29.95

31.95

31.95

Advanced Gravis:

Analoa Joystick ...

Eliminalor Game Card

PC MouseStick

CH Producis:

Flight Stick

Hi Speed Adaptor

Gamecard 3 Aito

Gamecard 3-PS/2

WACH 3 Joystick

Maiimiim:

MAXX Fiight Yoke

MAXX Pfldai-NEW

Kratl;

Kraft KC3

Kraft Trackbail w/FI Ciilir

Kraft Thunderstick

Thiuslmasler:

Fiight Coniroi

Weapons Controi

Thrustmater Pro

...$69

...S39

..,$17

...$55

ZOOM
V.32 bis Internal/External $205/$219

V.32 bis Send/Receive 14,400 Int $215

V.32 bis Send/Receive 14,400 Ext $245

Supra Corporation

Supra Fax Modem V,32 bis, Internai

with Fax Software, DOSAA/indows...$219/$219

SupraFaxModem V,32 bis, Ext. alone $279

with Fax Software, DOSA/Vin $299 / $299

Heimi

Indy Jones 4: Fate ol Aiianirs

Inlernehonal Sports Challenge

JackNicklausUnirmiied

Legend ol Kyiandra

Lengendsol Valour

Lrght Quest

Links

Firestone. Bountiful Course Disks

Lords of Time

LoslTrcasuresol Inlocom

Madden Foolbal

Mantis

Mavis Beacon Typing

Megs Fortress

Mission Diskll or 2

Mercenaries

Megatravcller 2

Mig-2g

Might & Magic III

Napoleon I

Navy Seals

No Greater Glory

Oh No! Mote Lemmings stand atom

Oh No! More Le

Out ot this World

PGA Tour Golf

Golt Tournament Course di:

Perfect General

add'Ot

37.95

. .29.95

. . 2995
37.95

.39.95

37.95

3995
2995
31.95

17.95

Sffci—;-::::::::::::;:;,

ATAC Z~'ZZ/Z
Bald'stleCom
ends'ol Prey

Buz: Aldtin's Race Into Space ...

39.95

29.95

34.95

. 29.95

30.95

39.95

29.95

31.95

WWII Scenario Disk

Pinball Dreams
Pinball Fanlasy

Pit-Fighter

Plan 9 Irom Space

Pools ot Darkness

Populous II

The Challenge scenario disk

Powettiioiigcr

Prehistoric

Prophecy olthe Shadow
Red Zone

Road Rash

Rules ol Engagement

Secret ol Monkey island I or II

Shadow of the Beast II or III

ShadowiantJs

Shard on Bridge

Shutlie

Srm Ant

Sim City

Sim Earth

Solitarres Journey

Space Hulk

Spoils ol Wat ...
SlarConitol II

Slat Trek 251h Anniversary .

Slop Poker 3

Tales ol Magic: Prophecy Shadow ....

Terrain Envoy

The Challenge

The LiglilCottrdor

Tom Lantlry Football

TwighlighI 2000

UlllmaB

Utopia

Viking Field Ol Conquest

Warriors ol Legends

Where in Ihe ...Carmen each

World Citcuil

47.95

24 95

34.95

30 95

34 95

34.95

.
37.95

.28.95/34.95

31.95

29.95

17.95

34.95

29.95

39.95

31.95

39.95

29.95

37.95

25.95

37.95

34.95

30.95

34.95

2995
25.95

39 95

29.95

21.95

46.95

31.95

17.95

34.95

.. . . 22.95

19.95

24.95

. .
,

.
24,95

21.95

. .. . 29.95

37.95

37.95

20.95

29.95

37.95

29.95

29.95

. . 29 95

34.95

31.95

. .34.95

34 95
34.95

5%shipplngl

S6.00.AII other lore

the addilronal amour

anRA.Aoryoutreti

Not responsible lor'

ss days to clear. P.O.'s welcome. C.O.D. charges are $5.DDJn Conlinenial U.S.A. include SS.OO for software orders

S please include 5% sales lax. HI, AK, FPO. APO.Pueno Rico and Canadian orders, plcasoadd 6% shipping, minimum

ss insured U.S. marl, where available. II foreign shipping charges exceed the minimum amount, you will be charged
' esallsalesaielinal.AIIOelectiverelurnsmuslhaveataturnauthorlaallon number. Call (414)357-6181 to obtain

le.Wcship the latest versions available to us. updates must be handled by end user directly wrth the manufacturer,

cr at press lime.
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Taking A Peek
post in ihe sky, players view the bailies,

dirccl iheir iroops, order bombardment
IVom orbiting battleships, and crush the

pansy lighters for democracy, the

United Galactic Alliance. IBM ($59.95).

Circle Reader Ser\dce #10.

New World Computing
Hollywood, CA
(818)999-0607

SPACl-WARD, HO!: 11' ya’Il be

lookin' for a multi-player shootout, then

it jus might be time fer a Ho! down. This

cute cowboys-in-space game of strate-

gic conquest has made its way to the

Windows environment by way ol' the

Macintosh and designers Delta Tao.

The game’s style is adequately captured

in calling it a tongue-in-cheek Reach
For The Stars (the classic SSG space-

strategy game). Games can be played by

several people over a network, or by

several people on the same computer
(‘hot-sealing’), or less interestingly, by

one human playei' against a group of

simulated opponents. IBM ($59.95).

Circle Reader Service #11.

Spaceward Ho!

Comanche Maximum Overkill

Nova Logic

Tar/aiia, CA
(818)774-0812

COMANCHE MAXIMUM OVER-
KILL; The early buzz on this advanced
tactical combat helicopter simulation is

that its graphics arc overwhelming, but

the night model is far too easy, Our
veteran helicopter pilot tells us that the

new advanced helicopter (the RAH-66)
should be very easy to fly and should

actually end up being even more agile

than the lllight model in this product. It

may be the first lime that “realism” has

actually taken complexity away from

game play. Missions take place in beau-

Uful 3-D terrain calculated from U.S.

Geological Suiwey maps. IBM ($69.95).

Circle Reader Service #12.

Philips Interactive Media
Los Angeles, CA
(800) 845-7301

POWER HITTER: This is the first of

two products for the Philips CD-I that

might be of interest to gamers. Players

choose a line-up of generic baseball

players to go to bat against Dave Ste-

wart. the smlid fastballer for the Oak-
land A’s, in what is basically an

interactive balling practice. Choosing

basic baseball plays (swing away, bunt,

steal, h & r) and the type of pilch to look

for (fastball, curve, fork), players swing

away at Stewart’s in-coming healers.

Each event is illustrated with choppy
video clips and commentaiy from a pair

of announcers. Lor the seasoned sports

gamer, the mass market approach may
prove to be a bit too simplistic to please,

but this son of product may provide a

gentle introduction to interactivity for

unenlightened boob-tubers. CD-I

($39.95). Circle Reader Seiwice #13.

TETRIS: The now classic abstract

strategy game of Russian design has

made the full circuit of gaming plat-

forms, and has now landed on the Philips

CD-I. The game remains the same

—

groups of blocks fall from the sky and

the player turns and positions them to

create “lines” across the screen—but the

setting has not. Now, as players struggle

to manage their ever increasing inven-

tory of blocks, they will be treated to

beautiful, partially animated natural

scener>' and the dreamy, placid music

that is called “New Age” by some
(“post-modern elevator” by others). The
game options are neaiiy identical to the

original, and the Philips hand held con-

troller is a bit more awkward than key-

board input, but this is the same old

addictive game, set in prettier surround-

ings. CD-I (.$24.98). Circle Reader Seiw-

ice #14.

Sierra On-Line
Oakhurst, CA
(209) 683-4468

THE ISLAND OF DR. BRAIN:
Young gamers who passed the initiation

ordeal of Dr. Brain to become his full-

fledgc lab assistant in Castle of Dr.

Brain will now have the chance to face

new intellectual challenges in their first

assignment on Dr. Brain’s island. While
searching for Dr. Brain’s battery,

gamers age 1 2 and up will be introduced

to topics in math, science, art, and lan-

guage. Though the original Brain Quest

was rather lopsided in its content, stress-

ing logic and computer topics. Island

will exercise both cerebral hemispheres

with its puzzles involving identifying

famous works of art and classic litera-

ture in addition to those involving chem-
istry, math, and computer topics. The
coiorfui, bizarre, and pun-filled setting

of the game and its fun-oriented ap-

proach to typically dry academic subject

matter raise Dr. Brain a ‘head’ above its

competition in the edutainment market.

IBM ($49.95). Circle Reader Service

#15.

Sound Source Unlimited
2985 E. Hillcresf Dr. #A
Westlake Village, CA 91362
(805) 494-9996

AUDIOCLIPS: Not unlike the afore-

mentioned SonndBits, these packages

add amusing sounds to one’s work in

Windows. With a science fiction theme,

the three packages we lent our ears to

included Star Trek (from the original

television series). Star Trek the Next

Generation: Encounter at Farpoint (the

pilot episode) and 2001: A Space Odys-
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IkuNDER Board. PC games like

YOU’VE NEVER HEARD THEM BEFORE.
Lend us your ear. And we’ll stuff it with a calibre of sound

diat’s cars ahead of the competition.

Introducing Thunder Board’" from Media Vision.

No other sound card out there today can soar to such

incredible heights. Or plunge to such awesome lows.

.\nd Thunder Board’s dynamic filtering means dvoiamite

sound. Higher fidelity. Bigger ka-booms. And more

bang for the buck.

Our guarantee is that we put die quality where your

ears are. And the money where our mouth is. In fiict,

we’ll refund your money if you don’t agree Thunder

Board is the best sound board for your PC games.

In addition, Mth Thunder Board you get diree Iree PC
action game samplers: Nova 9‘", Lemmings’", and Lexi-Crossl'

Plus, free Thunder Master'" software diat lets you record and

edit sound files with a Wave Fonn Editor.

And Thunder Board is fully compatible with all

the newest PC games. Plus 100% compatible with

AdLib’" and Sound Blaster" applications-to support

the largest library of games possible.

What’s more, Thunder Boarti has breakthrough fea

tures to let you break all die sound barriers. Like twice

die Digitized Audio Playback and Recording Capability

at an c.xplosive 22kHz-compared to the competition’s

puny 1 1 kHz.

Also, you get a squadron of powerful e.xtras. Like a

Joystick Port. Headphone Jack. An 1 1 Voice FM
Music Synthesizer diat lets you score music as well as

score points. And a Power Amplifier with built-in Volume

Control, so you can have yourself a real lilast-without blast-

ing die neighbors. So take off-for a dealer near you. And go

Siarit On-Line’' Kketronks Ans Broderbund Software

Coiii/iiest ofthe Longbow’' PGrI GolfTour Prince ofPersia'

For the name of a Thunder Board dealer or simply some good sound advice, call Media Vision. 1-800-845-5870.

.Media V’ision, 4722 1 Fremont Bouluvard, Fremont, CA <H538. 51()-77()-H«)(), I’AX: 5 10-770-95‘J2. .Media Vision, Thunder Board,
^

and Thunder Master are trademarks of .Media Vision, Inc. Ml other trademarks are the property’ of their respective companies. ©1992, .Media \ ision, Inc.

Circle Reader Service H82



Taking A Peek
sey. Now, instead of that annoying old

“beep,"’ one’s computer will speak with

the voice of HAL and say “I’m sorry,

Dave. I can't let you do that.” Did .some-

one just open up the Windows Control

Panel? (Mr. Spockjust said “Fascinat-

ing,’’ which is how we know.) Opening
a file might be greeted with the famous
“woosh” of doors opening and closing

on the original Star Trek. With plenty of

sounds in each and every one user as-

signable to a specific Wi ndows function,

it’s only logical that computer users who
are fans of science fiction send a probe
out for these. IBM with Windows 3.1,

Mac ($69.95). Circle Reader Service

#16.

Strategic Simulations Inc.

Sunnvvale, CA
(408)737-6800

GARY GRIGSBY’S PACIFIC WAR:
It’s about time that prolific wargamc
designer Gary Grigsby received title

billing on one of his games. As implied

by the title, this game is Gary’s magnum
opus, covering all of the WWII in the

Pacific Theatre of Operations. It used a

modified Secant From system (which

has undergone a major overhaul) with

each turn representing a week of real

time. Players order forces on an opera-

tional level from base to base. In addi-

tion. economics and logistics are ail

factored into the combat and movement
results in a detailed but manageable
fashion. The game even includes a spe-

cial play-by-email feature for serious

wargamers who want to campaign
against other humans, turn by turn, via

electronic messaging. Undoubtedly, this

is the "biggest" wargame ever put on a

single disk and hallmark game on the

subject. IBM ($79.95). Circle Reader
Service #17.

SPELLJAMMER: Argh, maties! Grab
yer sabres, we be going planet-side. The
first product in SSI’s new Spelljaininer

series combines the atmospheric sailing

vessels of Edgar Rice BuiTough's John
Carter ofMars with its romantic view of

Age of Sail combat and melds it with the

AD&D system to create an unusual set-

ting for an RPG. Players command a

mercenary crew of 12 in their planet by
planet quest to find the slave base where
the evil Neogi keeps his human cargo.

While piloting through space, players

will battle other ships broadsides to

broadsides in a rough simulator-like en-

vironment. and may end up grappling

with the enemy to engage in boarding

combat using SSI’s adaptation of the

AD&D combat system. If players suc-

Gary Grigsby's Pacific War

immer

Megaibrtress Mega Pak

Monopoly Deluxe

ceed in dethroning the evil slave king

and destroying his flagship, they’ll be in

good stead for the upcoming gaming in

the Spelljcinimer line. IBM ($59.95).

Circle Reader Service #18.

Three-Sixty Pacific

Campbell, CA
(409) 776-2187

MEGAFORTRESS MEGA PAK: De-
spite folk wisdom, this package claims

that you can leach an “Old Dog” new
tricks. The package includes the original

Megafortress, a simulation of an up-

graded B-52 advanced bomber (the “I”

variant, from Dale Brown’s best-selling

book, Flight of the Old Dog), the first

add-on scenario. Operation Sledgeham-
mer, and a brand new mission editor.

After reading Dale Brown’s book (in-

cluded in the rather large box) players

can play all the crew roles in this “be-all,

do-all” game and Oy the mission de-

scribed in the book, in addition to sev-

eral others. If the player masters all of
the scenarios, he can then edit or create

new scenarios with the mission editor,

which is comprehensive in the editing

function it supports. Set Eight path, en-

emy radar, enemy guns, position of re-

fueling tankers, and ordnance load-out.

In what appears to be a rather poor mar-
keting move, Three-Sixty will only be

olTering the editor as part of this new
package— forcing owners of the origi-

nal game to buy it again. IBM ($59.95).

Circle Reader Service #19.

Virgin Gaine.s

Irvine, CA
(714)833-8710

MONOPOLY DELUXE: Transla-

tions of boardgames into the computer
gaming genre have ranged in quality

from poor to excellent. Fortunately, Mo-
nopoly Deluxe is much closer to the lat-

ter. By adding clever animations and
sounds, the solid computer players can
really challenge the best player in the

house. Allowing for multiple human and
computer player combinations, the real

“deluxe” element is arc the many
“home” rules that have been grafted on
to the game over the generations. Each
can be toggled on or off, including pul-

ling all the fines and taxes into Free
Parking, adding the “maximum penally”

(i.c.. no real estate dealings) while in jail

and a host of others. Better than a ride on
the Reading, Monopoly Deluxe is a hotel

on The Boardwalk. IBM both DOS &
Windows ($49.99). Circle Reader Serv-

ice #20. cGw
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Our Keys To The Future.
The Computer Learning Foundation®

We're helping you put kids on computers.

Kids are the key to America’s future.

And computers ttre the tools of their

times. By the year 20 1 0, virtually every

job in America will require some use of

technology. That means we must pre-

pare all of our youth today to take on

technology tomoiTOW.

Computers benefit children today.

Computers can enhance children’s

learning and unlock their creativity.

They can help children be more produc-

tive and develop better communication

skills. Plus, children love using com-

puters, so children maintain a positive

attitude toward learning.

The Computer Learning Foundation

helps parents and educators

The Computer Learning Foundation

is an international non-profit founda-

tion taking the lead in computer literacy

efforts. We are here to help parents and

educators with the information and re-

sources they need to help our children.

We have involved millions in dis-

covering the benefits oftechnology. Our

Computer Learning Month® in October

is a focus for thousands of community

and school programs.

In addition, our lesson plan books,

resource guides and information books

help thousands of parents and educators

each year use technology with children.

Write to us today.

We’re here to help you . .

.

Help kids key into computers . .

.

Computer lA‘arning Foundation

Dept. COW
P.O. Box 60007

Palo Alto, CA 94306-0007

The Computer Learning Foundation' is a non-profit educational foundation funded by corporations.

Corporate Partner: Sega Youth Education & Health Foundation Corporate Associate: IBM Corporation-EduQuest

Principal Sponsors: Apple Computer, Inc. Egghead Software Microsoft Corporation T.H.E. Journal

Computer Gaming World Electronic Learning PC Home Journal Teaching K-8

Curriculum Product News Media & Methods Scholastic Software,™ Inc. Technology & Learning
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Moebius Writes
Congratiilalions on your lOOtli Issue An-

niversary! And whai an issue. Though I

recall spending many hours poi'ing over

Che details of past issues, this lOOch one
has topped them all in tei'ms of scope and
content. The retrospective elements were
filled with misty-eyed significiince for me
and your cditoi'ial views to the future were
inspiring. My kudos to each member of

your staff foi' what must have been a Her-

culean effort to put together this landmark
publication.

I want to personally acknowledge the

signiUcaitl contribution which CGW has

made to the computer gaming industry

over the years. Your tireless efforts to

bring timely and succinct news and views

to the community of computer game users

and developers is to be comnicntled. As
the industry has grown, so has your de

facto role as a leading voice of reason,

direction and conscience in an arena

where the line between genuine creative

expression and market exploitation is eas-

ily blurred. Meanwhile, you have allowed

CGW to remtiin a medium of diverse opin-

ions and positions, a sign of honorable

journalistic ethic and tolerance.

New members in the computei' gaming
family soon discover that C'G'IV is the

magazine that everyone in the home, of-

fice or lab fights over when it arrives each

month. I think the reasons are clear.

Timely information, stimulating and often

controversial product reviews, heavy fo-

cus on industry trends and developments
and. of ctuirsc. the first page to become
tattered fnnn wear— The Rumor Bag.

From all of us at Softdisk Puhli.shing

and from all around the ever-growing

computei' uamins community —
THANKS!

Cri’i^ Malone
Vice Prc.Kidciit. Giidh'.s Division

Sojidisk Pnhlishin^

Designer ofOrii’in ’.v Moebius

We am ’/ hei^in to express ottr apprecia-

tion for all the people inside ihe industry

and within the f^aniing conmniitily in gen-

eral who have congratulated us on the

lOOth issue. Your well-written missive is

expressly welcome, however, since it

clearly describes what we have always
attempted to accomplish with CGW.
We 're glad that a lot ofreaders believe u’e

are succeeding. That ire have been expe-

riencing growing pains should be obvious

to most of our regular readers, but ire

hope that the ’final" product (and we
have to use that term loosely in the maga-
zine business, since we start all over every

month) will be worth it. Computer gaming
is a great hobby and we keep trying to

cover it more and more effectively. The

effort won't stopal 100. 200 or (should we
live so long) 5()o.

Platinum Plateau
1 read your magazine religiously and

find it the most informative of any gtiming

magazine I read. Fm in the midst of a little

dispute here and am hoping you can help

me resolve it. 1 was recently touting to my
brother the great potential 1 saw for the

gtune. Lemmings. As he was playing. 1

mentioned that a game like it must sell

millions of copies. He said. "Noway, there

aren't even millions of computer gaming
players." Being the competitive types that

we are, we set out to find the answer to our

little question, but managed to reach dead
end after dead end. People either have had
no clue or have been leer)' of us working
for the CIA or something.

Anyhow, do you have any idea of how
many copies a hot computer game such as

Lemmings or 'Tetris might sell? .lust curi-

ous.

Roh Peloquin

lliijhdd. CT
'The highest oflicial designation of inut

sales is the SPA 's Platinum certification.

It is granted when a company's records

are audited by an independent auditor and
indicates that 250,000 units have been
sold. King's Quest 111. King's Quest V cz/ir/

Battle Chess were the most recent certifi-

cations. A^f'////e/'Tetris nor Lemmings has
been officially certified as Platinum, but

iir expect both to finish their life-cycle at

more than 250,000. Most excellent titles

only .sell about lOO.OOO units and even an
above average title may only .sell about

5().()()() units. By the way. are you in the

pulpit or on your knees when you read

CGW religioiislv':^

The Fuller RUSH Man
1 must say I was startled with your re-

sponse to Mr. Morris' letter (RUSH to

.ludgmenL) in the December issue. 1. loo.

read your magazine faithfully, almost I'a-

natieally. every month. I would also be

considered a “PC right-winger" by your
terms.

As journalists, you must report industry

news, review games and other equipment
and give hints as to what we can expect in

the future of our hobby. Additionally,

these tasks should be performed without

bias, liberal or conservative, to faithfully

serve your readers. Allusions to art. music
and politics must and should be made, but

these comparisons should be comparisons
of fact, not opinion.

If a computer game based on the teach-

ings of Rush Limbaugh were to be re-

leased. I would assume the reviewer

would give me the straight scoop on the

game, whether he is a liberal or a conser-

vative. Opinions belong in the editorial

column, not in reviews.

Steve Plialleii

Mansfehl. OH
VPc can assure you that our reviewers

always give readers the straight scoop on
a game, regardless of the reviewer's indi-

vidual political persuasion. We would do
.so. even if the game were a Rush Lim-
baugh simulator (perish the thought). The
issue in (juestion was a reader's offen.se

taken to the fact that u'c' used the term
’’politically correct " to suggest that some-
thing was stylishly dealing with the sub-

ject matter which the game was simulating

as opposed to substantively dealing with

the subject matter. Style over substance is

most definitely a relevant issue, whatever
the political perspective.

Several other readers have correctly
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"Best Simulation" Finalist 1991
-Software Publishers Association

"(TRISTAN) should be a big winner."
•John Sculley

"You can easilyforgetyou are playing on a coij

-Miami Herald

"TRISTAN puts a new
-MacWEEK

"Superbly lives up to its billing as solid state pinball.

"

-MACWORLD

Enjoy the
Excitement of

Real Pinball!
• Authentic Ball Action

• Wild Pinball Devices

• Fabulous Sound

• TILT and much more...

To Order; Contact your

favorite retailer or call

(613) 967-7900 .

Compatible with Windows 3.x, Sound Blaster™,

Adlib Sound™, and 256 color VGA.

Amtex Software Corporation • 206 George Street • Bellej™; Ontario Can^

SOFTWARE CORPORATION

Circle Reader Service #44

3H4 • voice (613) 967-7900 • fax (613) 967-7902



lakcn umbrage ai the hyperbole w'hich

.stated that both our editor and Mr. Brooks
were unlikely to listen to Rush Lunbaugh
without being dead. One reader suggested
that a “true liberal'’ would listen to all

perspectives. Dr. Wilson has since con-

fessed that he had. indeed, listened to Rush
without being dead, but had received no
edification from the e.Kperience. Lt. Col.

Brooks listened to Rush immediately after

reading the remark that .said he wouldn 7,

His conclusion was that Rush was humor-
ous in an acerbic way, but presented re-

pugnant political views. Ironically, the

original letter castigated both Mr. Brooks
and CGW's editorial stafffor being right

wingers who were imposing their political

viewpoints on the readers.

The real issue is whether a review can be

informed by the reviewer’s perspective of
reality. We believe that it can be. as long

as at}}' bias is clear. We think we present

the most complete and objective reviews

possible with Just enough subjective spice

to keep the conti'oversies brewing. Appar-
ently, .some readers agree. Consider the

following letter.

This letter is in response to the letter in

your December issue from Jeffrey Morris.

Although 1 DO watch Rush Limbaugh
(and to paraphrase a famous debate, “You,
Mr. Brooks are no Rush Limbaugh!”), I

thought you gave a very good answer to

his letter, i guess you will now have to pul a

reviewer’s “Political Correctness Quotient”

in the review box so we know whether we
want to be “corrupted” by them.

My views on the use of nuclear energy

are totally opposite Johnny Wilson’s, but

that did not stop me from buying and en-

joying his and Alan Emrich’s excellent

Civilization book. The point 1 wish to

make is this— to decide that you will no
longer read a certain reviewer’s article

because he does not support your political

agenda is totally asinine. Lighten up, peo-
ple! We’re talking games here! Check
your politics at the door— we’re here to

play! Maybe I got an overdose of politics

from the election (or maybe I should cut

back on Rush), but 1 play games to take a

break from the world at large. Please, let

me have my “quality” time.

Ray Stickler

Paris, IL

Yes, gatnes are games and sometimes
usedfor “escape, ” but that doesn 7 mean
we cannot learn from them. Dr. Wilson
acknowledges that most people are not as
anti-nuclear as he is, but feels that be
would not have been true to himself ifhe
had let the unrealistically positive u.se of
nuclearpower in and SAd Meier’s

Civilization go unquestioned. Asyou have
noted, however, the question did not get in

the way ofyour enjoying the book (espe-

cially the parts where Mr. Emrich eluci-

dated some ofhis right-wing stances, ire

dare say, wink, wink, nudge, nudge).

This Is A Test

1 have a problem and was hoping that

you could help. I’m interested in playtest-

ing ibr any of the software publishers, but

I don’t have any idea how to get stalled. I

have a 486/DX2-66 computer with 8 MB
of RAM and an NEC-84 CD—ROM
drive, as well as an Amiga 500 computer.
Is there any advice, help or information

you could give me?
Jonathan Kimrey
PRODIGY User

Actually, the best way to become a
playtester is to wfite letters to the various

publishers describing experiences you
have encountered in playing their existing

games. The companies which use outside

playtesters often drawfrom their most vo-

cal suppoi'ters and critics. Carefully docu-
mented gaming experiences with existing

games will demonstrate to the publishers

thatyou are likely to be thorough in work-
ing with their upcoming games. Do not be
discouraged if nothing happens right

away, however. The piracy problem has
been perplexing to those companies who
use outside testers and has reduced the

rosters ofplaytesters at a time when the

hobby needs them more than ever, cgw

Look Left

Fire Missles

Fire Guns

Select Missies

Radar on/off

Look Up

Look Center

Right

ThRUSTMaSTER INC.

10150 S.W. Nimbus Ave Ste E-7

Tigard, Oregon 97223

(503) 639-3200 S ^
^

Dealer Inquiries Welcome

Compatible With All
Flight Simulator Packages
AS A Two Button Joystick.

Standard Game Port Interface.

Flight Control System 4
(Ircie Redder Service # 1 08



COMPUTER GAMIIMG WORLD
HALL OF FAME

The games in Computer Gaming World's Hall ofFame have been highly rated by our

readers over time, They have been rated for their impact on the computer gaming hobby

during their peak period of influence and acceptance by our readership. Note that the

dates listed for each game are the copyright dates and may precede the actual release

dates. Specific formats listed are those which CGff' has in its possession. This month we
welcome a new member to these illustrious halls, Electronic Arts’ classic CRPG—
Interplay’s Wasteland.

The Bard’s Tale (Electronic Arts, 1985)
Many formats

Chessmaster (Software Toolworks, 1986)
Many formats

Dungeon Master (FTL Software, 1987)
Amiga, Atari ST, IBM

Earl Weaver Baseball (Electronic Arts, 1986)
Amiga, IBM, Macintosh

Empire (Interstcl, 1978)
Amiga, Atari ST, Commodore 64, IBM

F-19 Stealth F/i'/ifcr (MicroProse, 1988)
IBM

Gettysburg: The Turning Point (Strategic Simulations, Inc., 1986)

Amiga, Apple, C-64, IBM

(MicroProse, 1989)
Amiga, C-64, IBM

Harpoon (Three-Sixty Pacific, 1989)
Amiga, IBM, Macintosh

Kampfgruppe (Strategic Simulations, Inc., 1985)
Many formats

King’s Quest K(Sierra, 1990)
Amiga, IBM

M-l Tank Platoon (MicroProse, 1989)
Amiga, IBM

Mech Brigade (Strategic Simulations, Inc., 1985)
Many formats

Might & Magic (New World Computing, 1 986)
Apple, C-64, IBM, Mac

M.V.L.E. (Electronic Arts, 1983)
Atari 8-bit, C-64

P/rr/to (MicroProse, 1987)
Many formats

Railroad Tycoon (MicroProse, 1990)
Amiga, IBM, Macintosh

(Maxis, 1987)
Many formats

Starflight (Electronic Arts, 1986)
Amiga, C-64, IBM, Sega

Their Finest Hour (LucasArts, 1 989)
Amiga, Atari ST, IBM

Ultima III {Origin, 1983)
Apple, Atari ST, C-64, IBM

Ultima IV (Origin, 1985)
Amiga, Apple, Atari ST, IBM

Ultima VI (Origin, 1 990)
Amiga, IBM

War in Russia (Strategic Simulations, Inc., 1 984)
Apple

If'rt.vfe/fl/irf (Interplay, 1986)
Apple, C64, IBM

Wing Commander {Origin, 1991)
IBM, Sega

IE/z«rr/ry' (Sir-Tech Software, 1981)
Many formats

Zork (infocom, 1981)
Many formats

induction Ceremony!
Wasteland

(Electronic Arts/Interplay, 1986)
Apple, C64, IBM

It is difficult to speak ofCRPGs without invoking the

venerable title. Wasteland. The game proved the value

of a skill-based role-playing system and created inter-

esting algorithms for handling the non-player charac-

ters. One couldn’t simply strip the NPCs of their items,

as in other games, the NPCs had “minds” of their own.

Further, although the game was combat-intensive and

used a computerized form ofMichael Stackpole’s Mer-

cenaries, Spies and Private Eyes game system, it was

replete with ethical dilemmas and non-combat puzzle-

solving of the most devious sort. The story was written

by Mike Stackpole and many of the maps were fleshed

out by veteran game designers like Liz Danforth and

Ken St. Andre.

The delay in inducting Wasteland into the CGW Mall

of Fame was precipitated by an odd series of events.

First, the game rested atop all other CRPGs in the Top
1 00 for several months. Then, as an Apple II game, the

game suffered from the decline of the Apple Il’s popu-

larity and certain IBM format games eclipsed it. It could

have rebounded with our readers when the IBM conver-

sion was released, but a strange marketing decision

caused EA to make Wasteland one of their budget

games in a special sales blow-out. Many gamers won-

dered what was wrong with the game since it was selling

at a bargain basement price. The game disappeared and

some gamers felt that EA had deliberately undermar-

keted the IBM version because Interplay Productions,

the developer of the program, hadjoined a rival affiliate

program.

Now, years later, Wasteland is still held with great

esteem by CGW’s readers. We are regularly asked if

there will ever be a genuine sequel (most readers dis-

counted EA’s Fountain of Dreams, developed by a

different creative team, as being related to the original)

and the good news is that there might yet be such a

product. We welcome Wasteland to the hallowed pres-

ence of other benchmark titles in the computer gaming
world and trust that this long-awaited recognition will

alert new readers to a classic product and rectify a

long-overdue omission by highlighting a watershed de-

sign.

February 1993
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PC Research
Hits List

of Tap-Selling Software
October, 1 992

PC Games (MS-DOS)

Rank Title and Source

1 . Kings Quest VI (Sierra On-Line)

2. Wizardry VII: Crusaders (Sir-Tech)

3. Might & Magic: Clouds of Xeen (New World)

4. Quest for Glory III (Sierra On-Line)

5. Great Naval Battles (Strategic Simulations)

6. Hard Ball III (Accolade)

7. Links 386 Pro (Access)

8. Wing Commander (Origin)

9. Aces of the Pacific (Sierra On-Line)

10. Civilization (MicroProse)

1 1 . Falcon 3.0: Operation Fighting Tiger (Spectrum Holobyte)

1 2. Microsoft Flight Simulator (Microsoft)

1 3. Red Baron Scenario Builder (Siena On-Line)

14. V For Victory: Utah Beach (Three-Sixty)

1 5. Monopoly (Virgin Games)
16. Sim City (Maxis)

1 7. Star Trek 25th Anniversary (Interplay)

18. Quest For Glory I (Sierra On-Line)

19. Falcon 3.0 (Spectrum Holobyte)

20. Powermonger (Electronic Arts)

Amiga Games

Rank Title and Source

1 . Civilization (MicroProse)

2. 688 Attack Sub (Electronic Arts)

3. Leisure Suit Larry V (Sierra On-Line)

4. Kings Quest V (Sierra On-Line)

5. Police Quest III (Sierra On-Line)

Macintosh Games

Rank Title and Source

1 . Prince of Persia (Broderbund)

2. Award Winners: KQ V & Red Baron (Sierra On-Line)

3. Microsoft Flight Simulator (Microsoft)

4. SimLife (Maxis)

5. SimCity Supreme (Maxis)

CD-ROM Products

Rank Title and Source

1. BaltleChess (Interplay)

2. Cinemania (Microsoft)

3. Wing Commander/Secrel Missions I & II (Origin)

4. Sherlock Holmes, CD (ICOM)
5. World View (Britannica)

6. Street Atlas U.S.A. (Delorme)

7. Kings Quest V (Sierra On-Line)

8. Murmers of the Earth (Warner New Media)

9. Where in the World is Carmen Sandiego (Broderbund)

1 0. CD Game Pack (Software Toolworks)

Tliis list is based on utiits sold by SnI'tware Etc.. Babbages. Waldeiisoftwarc and Eiccironics

Boutique. For more information, please contact PC Research at (703)435-1025.

WhaL You’ve Been
Playing Lately

The Reader’s Feedback Forum

Every month our mailbox fills to capacity with hundreds of Reader
Input Cards from our most loyal and outspoken readers. Over the

years we’ve found these cards to be an invaluable source of
feedback. Within 10 days of the release of our latest issue we can
expect to see dozens of cards begin pouring in with commenls,
suggestions, encouragements, tirades and many good laughs, in

addition to the data for our Top 100 game poll. Through your
efforts, we know which articles were hits, which flopped, how
many tyypos an grammatical errors we’ve let slip through — in

addition to the many well-articulated opinions on anything and
everything related to gaming.

This column is set aside to give our readers a voice, and to display

the results of our “Playing Lately?” field on the Reader Input Card.

Thanks for taking the time to fill them out— and keep ’em coming!

Playing Lately? Results Fur CGW #101,

December 1992:

1 . Civilization (MicroProse)

2. Wolfenstein 3-D (id Software)

3. Wizardry VII: Crusaders of the Dark Savant (Sir-Tech)

4. Aces of the Pacific (Dynamix)

5. Darklands (MicroProse)

6. V For Victory: Utah Beach (Three-Sixty)

7. Wing Commander II (Origin)

8. Might & Magic: Clouds of Xeen (New World)

9. Falcon 3.0 (Spectrum Holobyte)

10. Ultima VII (Origin)

Games You’d Like To See

“Killer Klowns From Outer Space: Guide your clown from birth

as a piece of popcorn through life, cocooning unsuspecting co-eds

in cotton candy. Must have weird synthesized calliope music from
hell.”

- Midland, TX

“Great Navel Battles: A port of .lapan’s best-selling Sumo Wres-
tling Sim.”

- Jon King, St. Paul, MN

“CPA Quest I: Attack of the Mutated W-4s.”

- Zach Pennington, Anchorage, AK

“Dr. Slrangelove (or How to Stop Worrying, and Spend the Kids’

Inheritance): From the gleam in Daddy’s eye to eviction from the

nest. Follow the exploits of your baby from birth to 1 st date. From
changing diapers, learning to walk and talk, guide your child

through it all. Important decisions must be made—to buy the

newest CRPG or shoes for the kid. You make the call.”

- Nicholas Peters, Wichita, KS

[And nowfor the work ofa tardy poet. .
. ]

“Computer game companies are playing tricks

Getting this gamer into a fix

Each new gaming treat

Tries to make obsolete

My poor old 16Mhz386!

- Micheal Lavore, Nashua, NH
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The Patch File

C
omputer game programs have grown so massive and the

number of possible configurations has become so huge that

incompatibilities and glitches seem to be breeding at an

exponential rate. Consumers and publishers are both frustrated at

the need for adding patches into “buggy” programs, but they seem

to be an interim solution that is going to be with the hobby for a

while (presumably, until a standard platform configuration is

agreed upon). So, until the golden age of standardized platforms

and bug-free programs. Computer Gaming World will publish a

regular list of the latest updates of which we are aware.

These patches can usually be downloaded from either Com-
puServe or GEnie, but can also be obtained from individual

software publisher’s own BBSs and direct from the publisher (with

proof of purchase). We continue to urge publishers to keep us

updated on the latest versions/patches to their games.

Air Force Commander Slowdown Patch: Makes the game play-

able on high-powered machines. 1 1/24/92

B-17 Flying Fortress Version 2 Update: Adds many new features

and tweaks some of the existing ones. ! 1/17/92

Civilization Update (Amiga): Latest version for the Amiga.

09/12/92

Crisis in the Kremlin Version 1.01: Fixes problems reported by

users since its original release. 09/26/92

Crusaders ofthe Dark Savant Patch #2: Fixes the “Don Barlone”

bug. 11/16/92

Darklands Version 06: New features added, fixes various ma-
chine compatibility problems, corrects problems in earlier ver-

sions, and includes new/revised artwork for certain areas of the

game. 09/24/92

Darksecd Version 1.5 Update: Latest version of CyberDreams’
adventure. 1 1/24/92

Earl Weaver 2.0 Tandy Lockup Patch: For Tandy users having

keyboard and loading lockups. 03/20/92

Falcon: Operation Fighting Tiger V3.01.1 Update: Contains

new installer, a fix for blank screen lockup, escort mission failures,

Reg Flag buildings, PC Speaker sounds, ROE conflicts, B-52

crashes, ships in allied comm mode in Kurile Theatre, and others.

10/13/92

Full Count Baseball V5.1 Upgrade: Expands play-by-play and

offers a new screen layout. For owners of V5.0 only. 12/06/92

Greens Version 02 Update: Addresses the problems reported with

scoring, Sound Blasters, etc. 1 1/22/92

Gunship 2000 Islands and Ice Version .08: Laslesl version ofthe

l&l scenario disk. 10/10/92

Harpoon Version 1.32 Upgrade: Latest IBM version ofthe game.

11/14/92

.lack Nicklaus Signature Edition Rev 1.4 Fix: Fixes "memory
allocation" error when using large brushes in the designer. All other

fixes to dale are included. 0^7/21/92

Lightspeed Version 02 Update: Fixes the trade problem that some
players have experienced. 1 1/17/92

Links 386 Pro Update Version 1.08: Allows game to run under

OS/2 and other DPMI operating systems and software. 1 1/14/92

Out of this World Upgrade: Includes a new WORLD.EXE file

that fixes all known bugs and a README file that was accidently

left off the 1.0 release. 05/06/92

Quest For Glory III “B” Patch: Corrects all known game play

errors. 12/03/92

Railroad Tycoon Version 1 .0 1 Update (Mac): The latest version

for the Mac. 09/25/92

Rex Nebular Update 8.49 (IBM/VGA): Corrects the chicken-

bomb and poly-cement problems. 1 1/13/92

Secret Weapons of the Luftxvaffe Ver. 2.1: If you have the P-80,

Do335, or l-lel62 expansion disks, you DO NOT need this file.

02/27/92

Spciljammcr Update VI. I : Latest version of the game. 1 1/21/92

Stunt Island Update: Fixes a minor bug in the Install program that

was causing some system lockups after the hardware autodetect

sequence. 1 1/27/92

Stunt Island Beta-Test Patch: Beta version of the patch to fix the

palette shift problem some users were experiencing. (Note: Some
companies release beta versions of their patches so that interested

users can help test them before official release.) 1 2/09/92

Tom Landry Football V. 1.02 Update: Corrects problems with

modem play, excessive penalities, Sound Blaster problems, and

improved animation choreography. 12/03/92

Ultima Underworld Upgrade Bug Fix: Fixes disappearing item

problems. 07/04/92

Ultima VII Keys Fix Patch: The fix for disappearing keys in

Ultima Vli. 06/01/92

Wayne Gretzky Hockey 3 Version 1. 10: Fixes many bugs, in-

cluding the Canadien.VOC file, the computer scoring problem, CM
FlightStick problem, penalities, referees, coach’s clipboard and

others. 11/24/92

The PRODIGY Weekly Top Ten
The Game Center section of the PRODIGY network offers its

users the chance to rate their favorite games on a weekly basis.

CGW provides this data as yet another indicator of what’s hot

in gaming, as determined by the player’s votes. Please note that

a PRODIGY rating is not a cumulative rating, as in the CGW
Top 100 Poll, and is based upon a straight I - 1 0 scale.

TOP TEN mm GRHES

Ueek oF Nov, 27 - Dec. 4

M. m.
RflNK SCORE TITLE RANK SCORE TITLE

1 ?,5 [Jing Conmander 2 0 7 1 Indy J : flllantis

2 7 3 Monkey Is 1 and 2 7 6.9 Star Trek; 25lh Ri

3 7.3 01 liria Underoiorld 8 S.7 Caslles 2

^ 7.3 UolFenstein 3-D 966 Links

_ • Earn points & airline

,
™leage uith >

: O travel partners

IIMenui! X-ref Jump Path 1 Tools Help Exit
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vState of (he Majjazine: It isn't easy for

tin editorial slalT to be objective and bal-

anced. In fact, it is so dil'llcult that it is

probtibly sale to say that no editorial staff,

including otirs. actually achieves the ideal.

Nevertheless, there is no excuse for repu-

table joiirnaiists not to try and present as

balanced a presentation as possible. In a

consumer magazine, a responsible edito-

rial staff neither parrots the position of the

industry which it covers nor simplyjumps
on the bandwagon of the majority. To do
either, particularly on an exclusive basis,

negates the function of an independent

pi’ess.

Appai'cnlly, CGW must be doing some-
thing right. All too often, it seems that we
face the displeasiii-e (wrath?) of either the

software ptiblishers, the gaming public or,

interestingly enough, sometimes both.

Why? We simply try to present both sides

of the issues that confront the hobby as ire

see rhent. At times, our stands have cost us

advertising. At others, it has cost us read-

ers. Yet. in spite of the criticism, both

circulation and page count are contintiing

to increase as readers vote their confi-

dence with iheii' dollars. It is our desire not

to disappoint them.

With the computer gaming press, in par-

lictilar. there seems to be a feeling among
many gamers that on any occasion that a

publication does not agree with many
gamers, said magazine has “sold out” and
bedded down with the softwai'e publish-

ers. Since we consider ourselves to be the

most independent voice in computer gam-
ing. we often run that risk.

We do not necessarily say that a game is

hot because everyone else does and we do
not necessarily lambast a game as being

horrible because one segment of the gam-
ing public thinks it is awful. Instead, we
try to weigh each game on its own artistic,

gaming and technological merit. Our goal

is not to give a "thumbs up. thumbs down"
to lead our readers by the hand cither to or

from their software I’etailer. Our goal is to

provide enough solid information that our

readers can make their own decisions.

One fact is ccrttiin! We will not simply

download marketing documents or type

up feature lists and present them as edito-

rial copy. We know of at least one maga-
zine that jniblished a design document for

an upcoming game without even putting

the phrases into complete sentences. The
same publication had a recent issue where
it had six different articles written by em-
ployees of the software companies that

were publishing the games covered in the

articles. To be sure, some of those employ-
ees were identified as such, but aU of the

articles touted their content as the maga-
zine's exclusive coverage of the games.

In CGW. we will occasionally publish

strategy articles and design notes which
are written by designers, producers or

playtesters. but the articles will be clearly

identified as such. We have always iden-

tified the authors of these articles in the

past and we are making an effort to iden-

tify these contributors in the by-lines from
this point forward. However, reviews and
sneak previews arc not written by the de-

signers, they are written by editorial staf-

fers or freelancers who have had “hands

on" experience with at least some working
code (the amount of code varies according

to the way some companies put games
together from discrete modules and others

put them together inci'ementally on their

networks).

We also WcUit to make it clear that our

cover decisions arc not made on the basis

of advertisers. We look at the game first

and the cover art second. We try to select

games that will have an impact in either

technology oi- geni-e. We do not check the

advertiser’s list prior to selecting a cover
and, even though almost everyone in the

industry advertises with us, we have had

several covers in the last 15 months that

depicted products which were never ad-

vertised with us.

In addition, we do not allow publishers

to pre-approve editorial. At limes, we have
fielded complaints from software publish-

ers who wanted to know why we didn’t

allow them to review our articles for “ac-

cui'acy" prior to publication. Frankly, that

would be fine with some ptiblishers, btil

by johivry Wilson

there are some who would not stop at

“acctii'acy” and wotild want to change the

writer’s thi’usl. We believe readers would

ralhei- hear from the publishers at a later

date (in the case of an inaccuracy) and be

assured of an independent press than to

believe there is pre-editing. The surprise

of some of these publishers when we re-

fused pre-editing for “accuracy” leads us

to believe that some publications follow

this highly questionable procedure.

Finally, let me assure our readers that,

with rare and often unavoidable excep-

tions, we try to match the reviewer/pre-

viewer to the game. We try to select

individuals who have exhaustively played

the games in a given genre or design style

when we give them an assignment. We
expect our advcnttii'c game and CRPG re-

viewers to finish the games (although pre-

viewers seldom can do so. since the entire

game isn't usually there to finish) and our

action/slrategy gamers to win at the

games. There is no sense pretending to be

an expert if one cannot offer some sound
advice to the readers.

In summary. CGW does not consider

itself to be either the public relations patsy

of the industry or the shop steward of the

consumer. Rather, because of our unique

position, we get to see products and proc-

esses from both sides. As such, it would be

irresponsible for tis to totally identify with

cither side of the computer game sales

transaction. We offer information and

analysis. Hopefully, we offer enough of

both for our readers to make informed

purchasing decisions and to get enhanced
value out of thcii' gaming experiences, as

well as enough comments from the per-

spective of the gamer to encourage soft-

ware publishers to make changes in design

(and, on occasion, marketing) and con-

tinue doing the things gamers feel they are

already doing right. If so, we will have

succeeded in our goals. If we make our

readers, whether gamers or publishers,

think a little, we will have exceeded them.

CGW
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The Modern Version Of The Award Winning Classic

By Mark Baldwin and Bob Rakosky

AVAILABLE AT YOUR LOCAL SOFTWARE RETAILER OR DIRECT FROM NEW WORLD AT i-800-325>8898
(OR 1-818-999-0607 outside U.S.) P.O. BOX 4302 HOLLYWOOD, CALIFORNIA 90078-4302)
«IS92 Now World Computing, Inc and While Wolt Productions. Empire Deluxe Is a Iradammk ol New World Computing, Inc.

New World Computing Is a registered Iradematkol New World Computing, Inc.
. .

IBM screens shown. Actual screens may vary.
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^ ilieThrillino Sequel to

-" Ife Computer Gaming World’s

Role -Playing Game of

the Year! It’s not just a

dungeon game anymore!

UNDERWORLD The Stygian Abyss" was boiled as the first in a new generation of fantasy

adventures. UNDERWORLD II Labyrinth of Worlds delivers a new, sharply realistic look.

With smoother animation, more detailed creatures and a spacious view window, it's the

most realistic gaming environment on a PC.

The world of Underworld II is more varied and engaging than ever before. We've

added new terrain features (like shifting floors, water currents and thin ice), new spells (like

Shockwave and Portal), new and nastier traps and puzzles, and new creatures (we'll let you

discover these for yourself...}

Underworld II tokes you beyond the traditional dungeon environment. Deep in the earth,

the Guardian's magic has cracked the walls of reality, opening the way to eight new worlds

beyond Britannia: a city buried in ice, a floating castle, on ancient tomb and more...

From the halls of Lord British's castle, it's time to carry the battle forward and into the

LABYRINTH OF WORLDS...

Available of a software retailer near you

or colli •800-245-4525 for

MCAisa/Discover orders.

A LookingGlass Technologies" Design

Ultima is a lesislered trodemark of kichord Gorriott. Origin end We create worlds ore registered trodemorks of 0RI61H Systems, Inc. Underworld
.
Hie Stygian Abyss

and labyrinth of Worlds are Irodomarks of ORIGIN Systems, Inc. Electronic Arts is a registered trademark of Beclionic Arts. Copyright® 1 992 ORIGIN Systems, Itic.
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