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liiAmirARno

s spectacular VGA virtual reality system
s breathtaking musicai soundtrack for

Adlib, Sound Biaster

9 digitized stereo sound eifects for

Sound Blaster, Sound Source
8 over 20 complete floors fo cover

9 4 levels of play difficulty

9 special extra challenges for advanced
game players

9 saves multiple games in process

Spear of Destiny brings virtual reality to

the PC, hurling you into an intense battle

between good and evil in which only you
can save the world! 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!

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

"the sound and the visual action, is

frighteningly realistic..."

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

infense physiological responses from

its players."

Game by Id Software. Published by FormOen Corpofatlon, Box 279, North Andover, MA, USA. 01845-9279 (800)263-2390 (416)857-4141 Fax: (416)857-4531
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A Fantasy Role-Playing Simulation by D.W. Bradley

CRUSADERS
ofthe

DARK SAVANT
1992 Role-Playing Game
i

PCGames magazine

1992 Role-Playing Game of the Year

I

Strategy Plus magazine

1992 Role-Playing Game of the Year
CompuServe

1992 Excellency in Software
PC Entertainment magazine

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

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

256 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
Circle Reader Service M92
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Hell Cab: Paying the Devil his Fare Due
Johnny "The Exorcist" Wilson goes along for the ride

in Warner New Media's Mac CD-ROM adventure

Playing the Game Where it Lies: Greens
Dave Pyron looks for handicaps
in the MicroProse fairway favorite

Och! Scottish Text Games?
Aye, Wizard Games has a loch on three sporting titles:

Greyhound, Goal and OneNil

Tony La Russa 2 Earns Some “A’s”

Wallace Poulter provides the play-by-play

Konami’s Wilson Pro Staff Golf
Wallace "Putter" Poulter gossips in the clubhouse

Chalk Talk for Front Page Sports Football

Jarrod Kimberlain gives us more X's and O's
than his wife ever sees in his love letters

Hockey League Simulator II

Franchise building in Bethesda's NHL Simulator

by Johnny L. Wilson

Read All About it with CC Hockey
Joe "Stick Man" Sherfy puts it all in print about
this action-packed, text-based hockey game

The Magic of B-Balt

The text-based game faces a full court of press

Slaying the Knight Fantastique

Interplay's BottleChess 4000 rockets onto the scene
but Jay Kee won't hold his review in check

Tracking Down the Koshan Conspiracy
Cyberpunk Jeff James reviews this role playing

game set in UbiSoft's dark future

Alone in the Dark: An Illuminating Review
Charles Ardai sells his sou! to H.P. Lovecroft to review this

l-Motion creation

Fangs A Lot for the Veil of Darkness
Chuck Miller raises the stakes and draws
blood in his review of this SSI vampire test

Space Flight Takes X-Wing
Rebel Hero "Ranger" Chris Lombardi straps in for

a "force"ful look at LucasArts space combat simulator

Courting the Daughter of Serpents
Our true Victorian, Robin Matthews, reviews
Millenium's horror game

Tech Support: The Good, The Bad & The Ugly

Computer gaming curmudgeon M, Evan Brooks

writes a review while on hold
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Look for Creepers crawling

in your favorite software store,

or call; (800) 438-7794

The Creepers are on the move.

[It’s the annual trek to the

Butterfly Bowls. But, with over

70 levels of factories, caverns,

and forests to cross and with

the worst sense of direction in

the entire animal kingdom,

getting them all there is going

to take some doing!

Creepers Features:

• Over 70 puzzle levels.

256 colors (PC).

Crazy Creeper animations.

Difficulty rating from easy

to brutal.

Full soundcard support with

16 funky soundtracks.

The Creeper-cam with

multiple playfield views. -•-

Psygnosis
29 Saint Mary's Court. Brookline, MA 02146

(617) 731-3553
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You’ve been cast out of the palace as a beggar. The princess has

turned against you. The palace guards w'ant your head on a skewer.

And you liaven’t even had breakfast yet. This is not good. it gets

worse. One minute you’re fleeing for your very life across roof tops.

The next, you find yourself washed up on a desert island. . .or amidst

ancient ruins, face to face with a disembodied head (and boy is it

hungry!). This is really not good. You stumble upon quicksand,

serpents, spikes, magic spells, a skeleton with a sick sense of humor,

and then. ..well. ..things get just a mite tricky, tii Introducing

Prince ofPersia 2'^: The Shadoiv & the Flame"' Some call it a dozen

Arabian Nights movies rolled into one. Actually, it’s your worst

Arabian nightmare, i* So get some sleep. Once this

swashbuckler begins, you may never sleep again. v-r D| UUCi UUIIU

PULSE-QUICKENING ACTION • RICH MOVIE-LIKE STORY AND SOUNDTRACK • INCREDIBLY REALISTIC ANIMATION

A CINEMATIC ACTION OAME liV .lOIIDAK MECIINER • SU(IGESTEI) IIETAIE PBICE: .Sliil.Ha (MS-DOS VERSION). SEE VOUH LOCAL DEALER OH CALL

1-800- 521-0263 .AND RECUR TO CODE 202 TO ORDER AT A 20* .SAVINGS. • REQUIRES 10 MIIZ 286 OR CASTER MACHINE. HARD DRi™ AND VGA REQUIRED.

©l993ero[lefDynflSollivare, Inc. Piinccof Pursia isategisiefedtradeniaikaiKl The StraUow&liie Flame isaifadcmarkol BfodudiunO Software. All rights resetvefl.
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Sneak Previews are not designed to he reviews. They
are feature articles based on "works in progress" that

CeWs editors /mve deemed worthy ofearly coverage.
These articles are not intended to provide the final

word on a product, since we expect to publish appro-
prizVe review coverage when the giime is finished.

rOR rovtr owk SAnrr

GO to hell. Go directly to hell. Do not

pass Times Square. Do not collect

S200.

Oops, wrong game. In fact, very much
wrong. The concept behind Pepe Moreno’s

Hell Cab is to stay out of hell. No, the idea of

the game is not for us “left coasters” to claim

that New York is equivalent to hell. Yet, those

of us who have had the “Out of Towners”

experience have often wondered ifwe hadn’t

managed to hire a taxi driven by a denizen of

said theological locale of eternal punishment.

In fact, the latter is probably not only the

inspiration for Hell Cab, but it is where the

game begins. The player, from a first-person

perspective, arrives at John F. Kennedy Inter-

national Airport in order to transfer to a

connecting flight and discovers that said

flight has been delayed. Along comes a

“friendly” cabbie who promises a deluxe tour

of New York in order to help our hero/hero-

inc pass the time. Yes, this cab ride does pass

die time: the Jurassic Age, Rome in 59 B.C.

and France in 1917, as well as modern day

New York. Of course, the character who has

just stepped offa plane has noway ofknowing

this.

What the character docs know is that taking

that taxi ride is not likely to be as boring as

staying around the airport boarding lounge.

What the player knows is that the game is

funneling hi.s/hcr character toward that taxi

cab. The appearance of the cab driver in a

digitized sequence sets up the first interaction.

Gamers with CD-ROM experience will no-

tice that the graphics window has been re-

duced from full-screen in order to provide a

faster frame rate, but will immediately be

aware of the fact that this is not full-motion

video. Moreno and crew removed some of tlie

video frames in order to have the game play

reasonably well off the CD. They kept all of

the video, in case they were to publish the

same product on a machine that supports full

motion video (c.g. 3DO or the new CD-I
with FMV cartridge).

Adventure gamers will quickly tumble to

the fact that the “I Love NY” shopping bag

on the bottom left-hand side of the screen

If the character is streetwise to the en-

trepreneurial wiles of urban cab drivers,

hc/she is bound to need some money. Where
would someone find money in an airport? An
ATM machine, ofcourse. TheATM machine

is immediately accessible to the player. Ifone

doesn’t immediately remove the debit card

from the “I Love NY” inventory bag, pop-up

instructions tell the player what to do. Once
the machine is activated, one enters the char-

acter’s name and a three-digit numerical pass-

word/account number.

At this point, theATM is useful for several

reasons. First, such Al'Ms (scattered about

NYC and the past) are the player’s only source

of cash. Second, all instructions for the game
arc available from these machines. I'hird, they

provide mini-documentaries (in QidckTbne)

on the three historical eras to be visited in the

course of the game.

There is one other interesting feature pre-

sent in the A'FM locations. There are bro-

chures in a rack, presumably built into the

ATM machine. If one clicks on these bro-

se^e^^h^player^nvenco^^in^ha^nc
cursor changes shape to indicate different op-

tions. Anything interactive is indicated by a

hand and extended index finger (an extremely

valuable resource, at times). At other times,

the cursor is the familiar black arrow.

TITLE: Hell Cab
SYSTEMS; Mncitilosh w/ CD-ROM

IBM (MPC Siandard) lo follow

PRICE: S99.95

PROTECTION; Nor>e

DESIGNER; Pepc Moreno
PUBLISHER; Warner New Media

Fuge 8 Computer Cuming World



cluircs, they provide a commercial for some

of tire game projects which Moreno and his

crew would like to publish (including an in-

teractive tour of Fritz Lang’s Metropolis). The
idea lor “virtual tours” has been around for a

long time (just ask Chris Weaver of Bethesda

Softworks), but Moreno has utilized the tech-

nology to offer something more than a simple

tour.

Driving Ambition

Armed with cold hard currency, the charac-

ter exits the airport and watches with trepida-

tion as Raoul the friendly cabbie crashes into

the back of another car (with appropriate

sound effects) and backs up to allow admis-

sion to the player’s character. Moreno calls

this a fully interactive t;ixi cab and it is lov-

ingly depicted (he is an admitted automotive

aficionado). As one explores rhe taxi cab en-

vironment, the detailing is incredible. Never-

theless, ir is not yet fully interactive. One
cannot, for instance, enter the passenger door

or open the hood and trunk, though one can

accomplish most of these things at a later

point in the game.

One can, however, check out the radio and

enjoy Jeff Essex’ parodies of radio stations, or

read typical legal notifications such as one

would expect in an NYC taxi cab. Ofcourse,

the most important feature in the cab (besides

Raoul) is the meter. Not only docs this meter

measure cab fare, but it also measures one’s

soul and game lives. After all, if it hasn’t been

immediately obvious from the 666 on the

license plate and the way Raoul drives, this

game is about learning not to traffic (ahem)

with the devil.

Raoul drives the character downtown and

parks outside the Em-
pire State Building. As

always, when dealing

with fictional New
York cab drivers or the

devil himself, the char-

acter is expected to pay

more than his/her

“fare” share. No matter

what one does, there is

no way to get out of the

jam, but to sign

Raoul’s contract.

Naturally, Raoul s

contract is a fascinating

descendent of every infernal contract since

Stephen Vincent Benet’s “Devil and Daniel

Webster,” Broadway’s Damn Yankees ot The

Charlie Daniels Band’s “Devil Went Down
To Georgia.” It essentially puts the player-

character’s soul “in escrow” and the devil

wants to close the deal ASAP. Fortunately, for

the player’s character (as well as the protago-

nists in the popular works cited earlier), there

is an exit (soriy, Jean-Paul). Of course, it

would ruin several hours of play to give that

away here.

Where is King Kong?

Once one makes that little deal with the

devil (or, in this case, apprentice temptor

Raoul), the Empire State Building is open for

a visit. Indeed, one can explore the entire

edifice without any time constraints or worry

about losing the game (or one’s soul). When-
ever there is something that one can do, the

cursor changes into the pointing hand.

Whenever one double-clicks, either a magni-

fied pop-up image of a small detail appears in

the graphics window, a QuickTime movie

runs or an animation takes place. Ifone clicks

on a plaque, a photo-realistic plaque pops up.

If one clicks on a curtained window, a movie

plays.

These movies tend to underscore the variety

of interests to be found among the creators of

Hell Cab. One film has a briefdemonstration

of “morphing” (that graphics technique seen

in Terminator 2 where

something becomes

fluid and metamor-

phosizes into some-

thing else), while

another features a par-

ody of the closing cred-

its of a television show

and features a hilarious

voiceover. By fir the

most interesting tid-

bit, however, is the

“Dead Sullivan Show.”

This little vignette fea-

tures a parody of the

classic ’60s TV emcee introducing Quick-

Time videos with soundtracks of real under-

ground bands like New York’s “Black Rain.”

Also, though it wasn’t yet implemented in the

version we played, gamers who want to expe-

rience a quick end to rhe experience can even

jump off the fabled ESB,

A Plan for All Seasons

Eventually, however, the gamer will tire of

this “busy bath” (neat things to do with no

explicit reason for doing them) style ofexplo-

ration. To be sure, the ESB may well be one

ofthe richest “busy bath” environments we’ve

explored, but Hell would only be a “Me,

Too!” product if this was all of the game. So,

one moves back to the cab and, almost before

one realizes what is going on, moves back in

time.

The cabbie takes the player to ancient Rome
and before one’s character can say, “Nos

morituri te salutamus” (“We who arc about

to die, salute you.”), Emperor Nero requires

one to fight a gladiator or face the gauntlet.

Both sequences give us the feeling ofplaying

an enhanced version of a Cinemawarc game.

The graphics are rich and the sound ef-

fects/musical score are superb. Yet, much of

the game play is a cross between arcade se-

quences and timing puzzles. Indeed, it is

ironic that we should be reminded of Dt?-

fenderoftheCrowmx\A Sinbadandthe Throne

ofthe Falcon, since the former publisher com-

June im I'cif-f 9



p;iny was originally (ornicd to create products

for multimedia, spcciUcally CD-I.

Unlike the Cinemawarc releases ol old,

however, Hell Cell) features the abilit)' to save

and store several game positions. Also unlike

the old games, these arcade sequences seem

pretty tough. In addition to fighting the

gladiator, one must shoot a German soldier,

down a WWl era plane and use a machine

gun in a high-res shooting gallery seqtience.

Go to hell.

Go directly to hell.

Do not pass Times
Square. Do not

collect $200.

Some gamers will not like having arcade

.sequences where they must click on the

mouse button at just the right time or “die,”

but the amazing eflect of the way death is

handled in Hell Ctih is that each death gets

funnier. The player rides the elevator to hell

while lively, happy elevator music belies the

actual failure within the game context, fhe

incredibly inappropriate music gets cumula-

tively funnier the more one enters the elevator

to hell. Like the rest of Jeff Essex’ musical

score, each geographical area has its own mu-
sical score that seamlessly sets the tone for

where the truly inter;!

and explored.

cent of familiar tunes

from film past, but

they are all original

pieces which arc de-

signed to elicit a par-

ticular emotion or

atmosphere.

LIcll is more than

just the place where

losers go, however.

The good news is that

this is where the

player’s character gets

“dis”ed in a humorous
fashion by St. Peter’s

opposite number and

that this is where one

can find, not Hell’s

Kitchen, but Hell’s

Garage. The latter is

ctive cab may be found

It’s a Jungle Out There!

fortunately, the entire gaming experience is

not limited to arciide .sequences. One can

explore and find light-sourced locations (one

features a map that is almost illegible until one

figures out how to illuminate it), negotiate

mazes in the jungle, read materials like diaries

that provide story

continuity and

make tactical de-

cisions based on

one’s soul meter

(said decisions

might be as sim-

ple as whether to

kill someone or

nor). According

to Moreno, part

of the design phi-

losophy is to give

the gamer several

opportunities to

do something

good in order to

“buy back” (redeem?) soul points. So, one

needs to pay attention to even those interrup-

tions that seem meaninglc.ss and irritating.

Cinematic Journey

1 f the gamer is successful, the game features

three alternate endings. Each of these endings

is incredibly cinematic and humorous. This

shouldn’t be surprising, though, considering

the fact that Pepe Moreno is a book and

comics illustrator with a desire to make inter-

active movies. His Baiman: DigitalJtisticewAs

a bestselling graphic novel last year and was

wholly rendered on the Macintosh. Indeed,

Pepe still has all of the rendered objects and

could easily create an interactive Batman:

DigitalJustice\i the demand for such a prod-

uct was demonstrated.

Certainly, the first impression one gleans

from Hell Cab is that one has entered the

light-and-shadow world of a graphic novel,

'fhe colors blanket the .screen with vibrant

hues, magnificently accented by bold sh;id-

ows. Moreno knows his craft and his vision

has been both well-implemented and duly

supplemented by his creative team. Phil Si-

mon, as associate producer, helped refine

Moreno’s concept. Programmers Mark C;is-

tlc and Julian Urbach integrated software

from Macromind and Electric Image with

their own custom C extensions in order to

bring the environments to life. Finally, Jim
Ludky handled much of the actual animation

and, as mentioned earlier, Jim Essex provided

the music.

Now Departing, Gate 777

In short. Hell Cab is a work of art. It is a

showcase product for graphics, technolog)'

and sound. The value for gamers hinges on

whether they want to explore a fascinating

world inside the computer while facing occa-

sional gaming challenges or interact on a

deeper level of strategy and communication,

fhe response to that choice will determine

whether Hell Cab flies (as it does after a

successful game) or sinks slowly in an elevator

as it plays a mocking medley of elevator mu-

sic. In many ways, it’s the most beautiful

game I’ve seen. The question is, will it phiy on

Ih'oadway? cbw

Pii^c 10 Ctimpiiler Ganiins World



If you've ever said, "Give me
the chance, and I'll create the
greatest fantasy game of all."

STOP
FANTASIZING
AND DO IT!

This is your

chance to break the

chains and create

your own AD&D'

adventure scenarios

in the incredibie

FORGOHEN
REALMS” worid.

Your toois: More

than 200 ciassicart

images from AD&D
Goid Box games of

the past. Digitized

iiiustrations from

the pen-and-paper

AD&D game. And

originai art drawn

especiaiiy for your

creation. Your oniy

iimitation is the size

of your hard drive,

You'ii buiid maps

with the easy-to-use

grid screen and link

them with tele-

porters, doorways

and stairwells.

You'll choose from

the massive bank of

1 12 monsters and

multiple non-player

characters. You'll

design the dungeons

of your dreams and

test them as you go

with a point-and-

click interface that

makes errors gone

forever— at the

touch of a button!

The 3-D views are

drawn directly from

popular SSI titles.

SCREENS SHOWN: IBM ESB-COLOR VGA,

The strategic over-

head-view phased

combat scenarios

feature easy-to-use

commands. And you

can back it all up for

later play on your or

a friend's machine.

Test your mettle

by playing the pre-

created scenario

"The Heirs to Skull

Crag", with its four

huge areas, a killer

plot and four sepa-

rate quests to solve.

If you choose, you

can even modify

this ready-to-go

adventure.

To make a long

story short, if

you've discovered

just about every

other AD&D adven-

ture limits your

imagination, you'll

find UNLIMITED

ADVENTURES, in a

word, fantastici

IBM (286 or greater)

Macintosh
TO ORDER:

Visit your retailer or call

1-800-245-4525 (In USA &

Canada) with VISA/MC.

ADVANCED
DUNGEONS &

DRAGONS, AD8D,
fORGOHEN
REALMS and the

,
. - , TSR logo are

a., ...J* irademarks owned

fiyand used under

license from TSR, Inc. (fi1993 TSR,

Inc. ©1993 Strategic Simulations,

Inc. All rights reserved.
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THE MAN WHO REWROTE THE LAWS

OF GRAVITY IS ABOUT TO FLY INTO THE FACE

OF CONVENTIONAL PC TECHNOLOGY.

INTRODUCING MICHAEL JORDAN IN FLIGHT.'-'

Using our breakthrough technology.

ViDEO-SiM"'. WE’VE DIGITIZED EXCLUSIVE

FOOTAGE OF MICHAEL JORDAN AND CREATED

THE MOST FLUID. REALISTIC ANIMATION

EVER SEEN ON A PC SPORTS TITLE.

MICHAEL SMILES AFTER HE MAKES A SHOT,

PULLS on HIS SHORTS WHEN HE GETS TIRED,

AND EVEN TALKS TO YOU WHEN HE

FEELS LIKE IT (DIGITIZED. OF COURSE).

WHAT’S MORE. HE’S GIVEN US HIS STRATEGIES.

PLAYS, AND MOVES (WELL. MOST OF THEM).

YOU CAN EVEN MAKE YOUR OWN HIGHLIGHT

FILMS WITH THE VIDEO EDIT LAB.

We’re talkin’ 1 00% Michael Jordan,

No ADDITIVES. No PRESERVATIVES. CHECK IT OUT.

It’S THE FIRST COMPUTER GAME

PLAYED ENTIRELY ABOVE THE RIM.

ELECTRONIC ARTS
If it’s in the game,

I T’S IN THE GAME.

Circle Reader Service #48
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Golf With David Leadbetter’s Greens

b\/ Dave Pyron

T
he sun beamed brightly on the 1

8

th

green at Ballybrook Country Club.

Sweat glistened on my brow, and not

entirely from the heal of the day. Wilbur

Gooch had just holed out with a bogey. My
turn. The ball was six feet away from the

cup, right in the throw-up zone. Can it—and
I win. Miss it—and...

Overheard In

The Caddy Shack...

With its foremost feature of “on-the-

coursc” instruction, David Lendbetter's Greens

could end up tops in the Tour. The scuttle-

butt in the gaming world was that Greens

QavidLeadbetter’s

jtlTEKNK
The instructional 3-D Golf Simulation

f

TITLt; D.ivid Le.uibeller's Grci’tis

SYSTEM: IBM (2MB RAM rfquir.tl)

GRAPHICS: VGA/MCCA
PRItl: $59.')S

HKOTIICTION; Nuni'

OESIGNtRS: Ll'O Hodgson, M.itk D.ivius St Mnrtus Goody
PU1M.ISHER: MicroProsu

Hum V.illoy, MD
(410) 771-11440

would rival the best of the golf simulations,

and to a large degree, it does.

A clever introductory screen acquaints the

gamer to David Lcadbertcr, the world-re-

nowned golf pro and mentor to some of the

P.G.A. Tour’s finer players. David Leadhetter

will appear frequently during play on all of

the six championship courses included with

the game. Throughout game play, he helps

the player at appropriate times, providing

clues on how to swing better, how to play a

certain lie, and tlispensing useful facts about

each hole. (Attention Serious Golfers! 'I'hese

tips are helpful not only within the Greens

game, but also on your own home course).

Clubhouse Chit-Chat

round played, replay highlights of tourna-

ired databasiments, and set up a limited database of vari-

ous shots as specified by the player. Truly

superb!

Last, and most intriguing, Grf^’wallows the

player to create the “persona” of one’s oi?po-

nents, assigning them various levels ofskill in

their drives, long game, short game and put-

ting, as well as determining their power, strat-

egy and level of aggression. This feature is

ideal for the golfer looking for the right kind

ol match. A few elicits to set up the persona

and—voila!—an ideal opponent is nodding
j

at you with a naive grin. (Lessee now, if I can
j

get Wilbur to give me two strokes a side for
j

five bucks four ways...)

Each course has its own unique clubhouse,

each with its own special interior decor, d'hcrc

are 12 items always present in the clubhouses,

each representing a “click on” option for the

player.

Fore-ward To The Fairway
Okay... enough of the clubhouse chatter

and member gossip. Let’s hit the course. As
with a number of computer golf games, hit-

!

,

ting the ball is accomplished via a “swingome-
ter,” a dial that repre.sents the backswing,

,

*

swing and “snap” of a stroke. Tap a kev to y
start the backswing, tap a second time to start

|

the downswing, and once more as the “.swin-

gometer” dial reaches the release or “snap”

point. A few minutes on the practice range

will do wonders.

1 n addition to the expected options of typi-

cal golf games, (begin play, statistics, tlriving

range, game type, etc.) Grcetis offers three

unique selections. First, Gmw supports mo-
dem play, an excellent feature for playing golf

with your buddies on a rainy day. The mo-
dem is easy to .set up and within a few minutes

the player can be immersed in a one-on-one

matchup against a twice-removed cousin.

For those who can’t do without TV, a de-

tailed, well-crafted, VCR replay option is pro-

vided. It records ever)' single shot played,

allowing the user to edit any shots from any

GVmw offers a variety of ways to line up a

shot. The player may aim using an overhead
j

map of the hole, or one can jump to the view
j

.screen where he or she can align their persona ,

in the direction of aim. A unique and inter-
j

esting feature is the preview shot, an option
'

‘cn Iwhich can also help the player’s aim. The I

preview will show the ball’s expected flight I

path from a tracking camera perspective, as if
|

the shot was struck perfectly. Really neat!

After the ball is hit, seven different camera

angles provide for a myriad of ways to sec the

shot. Tracking, panning, and reverse angles
|

are all available, each with excellent shot cov-

erage.

Caiiipuler IVorlcI
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Lcavint’ thchi-tcch cameras behind, lei’s gee

back CO rlic basic “golfer’s reality” chat is the

heart of Greens. Ileaiity in the form of duck

hooks, banana slices, ball-eating rough and

tentacled trees. Wherever the player hits it,

that’s where it’s played; Greens pulls no

punches. The ball may end up in a divot, on

a cart path, heavy rough, or even plugged hard

in a bunker, but timely advice from Leadber-

cer and the aid of a remarkable shot set-up

screen can help the player adjust the stance

and club selection for each situation. This

even wind can alTecc the accuracy of the putt.

As stated earlier, David Lcadbctter watches

over the player like a guardian angel. When
the inevitable shanked shot occurs, D.L. will

appear with all kinds of advice on how to

recti^' the problem. He also pops up with

helpful putting advice, giving the player the

green speed and suggesting how strong the

putt should he.

Birdies And Bogies

proves extremely useful for difficult shots,

allowing the player to hit with better timing

and consistency.

After the ball makes the green, the player

can call up a grid pattern and/or rotate the

point ofview to see the surface and slope from

a variety of angles. Green speed, slope, and

Greens\w\\\ be appreciated by the avid golfer

as well as the non-golfer who just enjoys a fun

and challenging game. Realistic game play

along with the ability to play against a com-

puter opponent or a far away frieiul adds to

the strength of this game. Other interesting

features are the statistical analyses that one

may review on each golfer, and the variety of

game types offered including matchplay,

medalplay, skins and tournament play.

The negative aspects to the game arc lew,

but need mentioning. Players may not take a

practice swing while playing—often a helpful

convenience when facinga tough lie. Another

flaw is the inability to “pick up” before holing

out, forcing the player to finish what may be

a tedious hole. The most serious blemish

within the game is the skimpy and inadequate

sound accompaniment. It would have been

nice if Microprose had included better sound I

support in the G/wzrgame.

David Lcadbetter's Greens is an ideal golf I

game for those who like realism, fast screen *

refreshes, and a variety of game types. While

Greens does not use digitized graphics and

sound, it has a number of unique and intrigu-

ing features that make this game above par for

the course and a serious contender for a top

spot on the golf simulation Tour.

Now, Back To The 18th

Hole...

. . . LcadhelUrfinished givhi^ 7ne his pointers.

I settled into my staiice and stroked the

towards the hole. It rolled smoothly,

slightly to the lefi. Wilbur looked on, his

somehow less naive. Clunk. “Thank you,

Gooch. “And thank you, Mr. Leadbetter! ci

STIC IT 0

TEBOOK.
Portable computers ore great - except when it comes to ploying

simulation ond action gomes. That's betouse they don't come

equipped with a gameport. The Parallel Gome Port" (PGP) fixes that

problem and lets you connect o joystick, yoke, weopon systems

controller or pedals to any portable or desktop MS-DOS® computer.

And even if your computer olreody has a game port, the PGP's

software features moke it an indispensable accessory for any serious

gamer. Use it to customize key joystick switches and eliminote

inconsistencies between games. Even eliminate the computer speed

dependencies of some game ports. PGP's Standard mode is fully

compatible with all game software. And an Enhanced mode odds

sensitivity and response lor most simulation games.

Look lor the Parallel Game Port in the software section of your

computer store. Or coll (714) 833-3355 and say: "Stick it to me!"

GENO^Mi^

/99i
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he Dark Army encroaches.

King Richard falls. And Scotia

beckons you, laughing...

In her mad quest for power, Scotia has ravaged the

kingdom. She seeks the throne, yet it eludes her.

She's getting desperate. She's getting mean.

YOU STOP HER? DOYOU DARE?



>*- Make Friends and Influence

People - Cooperate with the helpful,

sidestep the treacherous and destroy

the dangerous.

^ Quick and Easy Combat and

Spell Casting.

FEATURING
^ Compass and Automapper

Included - Adventure through

ancient keeps and living forests.

Unearth hidden ruins and

haunted caves.

^ Indulge in a Land ofSensory

Delicts - Over 20 megabytes of

compressed art and special

effects. Actually hear the clash of

steel! Feel the blows of terrors

who slip beneath your guard!

AN INSPIRED FANTASY

RPG EXPERIENCE FROM
THE DEVELOPMENT
TEAM THAT CREATED

EYE OF THE BEHOLDER™ I AND 11^;
Werfwo

Available for your IBM PC.

Distnbmed Exclusive

are not connected or related

Wft.«fu/nnfl Smdi



Impressions are delighted to announce an Omnitrend production - Rules of Engagement 2!

The original became an instant success -“one of the top 6 games of 1991” (Newsweek),

“involving, well-planned, entertaining, highest levels of intelligence and excitement" (Computer Game Review).

Now, the Sequel surpapes even the original’s excellence!

Rules of Engagement 2 is a real-time, strategic space combat game. The player commands a fleet of starships engaging enemy

ships in campaigns composed of muftiple combat missions. The attention to realism and detail (Omnitrend’s hallmark) and the

• sheer size of the game are phenomenal, and are made accessible by the unique easy to use control system.

Rules ofEngagement2\sihe latest Interlocking Game System module - and can link with Breach 2q! Breach 3 (coming this fall).

Exciting animated sequences featuring 3D rendered spaceships relate the storyline at strategic points

within campaigns. Players can create their own tree-structured campaigns with the world's first

campaign-builder - and can even include their own PC Animate Pius animation files!

a still from an animated squence
ftu/es of Engagement 2 features an

outstanding interface. Game screens

consist of four QuadPanels, color coded

to distinguish different control systems.The c^tral control bar coordinates all activity between panels.

Users can select which of the 28 QuadPanels appear on the main screen - and can even save several

configurations for use in different situations. sample configuration of QuadPanels

' flu/es of Engagement 2 offers a significant advance in artificial

intelligence within computer gaming. Each starship captain has a

substantial dossier complete with many personality traits which

affect how he, she or it reacts to orders and situations which arise.

outfitting a ship in dry dock

flufesofEnpagemenf Coffers immense replay value, allowing the player to design and construct both

friendly and hostile spacecraft and their captains, specify the physical and mental capabilities of the

enemy forces - and design solar systems in which the battles will take place!

a starship captain’s dossier

Committed to Excellence in Strategy Entertainment
Imprt’ssitiiis Sol'twaro, Inc. 7 Melruse Drive. Farmington, CT OB032
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Corner Those Puppies!

One Nil, Greyhound, and Goal from Wizard Games

by Wallace Poiilter

H ello from Harringay, where you’ll find

Greyhound racing at its finest. The
action is just underway... Stay in Bed

leads as they start the second lap. Skin Cream
and Nether Wallop are challenging on the

outside as they go into the turn. Tucked in

nicely behind the three leaders are Welling-

ton, Double Chin and Screw Loose. And
down the back .straight they go, Nether Wal-

lop just in front, Stay in Bed failing back

slightly, and Wellington moves up to chal-

lenge the leaders. The final corner... for Har-

tlepool. Jones with the inswinging corner but

Moverly picks it out of the air with ease.

Chance to start a break. Moverly throws the

ball out to Smith the Left Back. Smith moves

foiward confidently and passes to Honour on

the left side of midfield, Honour looks

up and spots Saville racing into the

Penalty Area. A sweet pass finds Saville

in flight and his snap shot is pushed

away by the Reading ’keeper, Francis.

First Look

No, you’re not mistaken. A grey-

hound race did just dissolve into a soc-

cer game. Welcome to the wonderful

wortd ofWizard Games. Civilization,

Links, Railroad Tycoon, World Circuit

and One Nil are this reviewer’s five

favorite games. The first four you have

probably heard ofbut the fifth, One Nil,

is almost certainly a mysteiy. Quite sim-

ply it is the biggest “time waster” 1 have

come across since Civiliziition, and I mean
that as the most sincere compliment. Many a

time I have made the mistake of starting a

game at 9:00 PM, only to look at the clock at

2:00 AM and wonder where the time had

gone. One Nil is the first of a number of

excellent games from a small outfit in Scot-

land called Wizard Gaines. We’ll take a look

at One Nil, Go/i/and Greyhound. What is even

more amazing is that these are text-based

games with ASCII character graphics. Don’t

be fooled into thinking that somehow a text-

based product is old fashioned. Great games

are great games.

One Nil

“Advanced management for Football Ad-

dicts,” says the opening screen of One M’/and,

other than confusing the American audience,

it is completely accurate. The initial choice

needs to be made between a Scottish data base

and an English data base. Those who have a

screaming need to manage the Raith Rovers

can of course pick the Scottish version. The
rest of us pick the English version.

The overall objective in 0]ie Nil is to man-
age a soccer team through league and cup

play. Unlike US sports where there is a league

season and then an elimination tournament

(the playoffs), soccer splits these into r\vo

distinctive parts. The League Championship

goes to the team with the best record (points)

In the doghouse again with Wizard Game’s Greyhound

at the end of the season. Cup competition is

usually a single elimination tournament. Of
course the great feat is to do “the double”

which is to win the League Ch:impionslnp

and the Cup in the same year. To accomplish

this, the gamer must make numerous deci-

sions. The term “manage” in the game con-

text is veiy much the equivalent ofbeing both

a general manager and a coach in US Sports.

Gamers are responsible for overall team tac-

tics, individual player tactics, trades (known
as transfers) and keeping track ofthe financial

matters of the club.

First and foremost, the would-be man;ager

picks a team. In my case, 1 choose my old

hometown of Hartlepool. True to form, the

team is comprised of a motley crew and is

cither too old, too young, useless or a combi-

nation thereof. Just as in American football,

defense is the basis of a strong team. There-

fore, the first priority is to acquire some addi-

tional players.

Enter the “Transfer market” where players

are "Fransfer listed for a certain fee. Again,

unlike US sports, soccer players are “sold ’ for

a fee rather than traded for another player.

There is no such thingasadraft. Looking over

the Transfer list, E.Bergsson, a Center back

for the Icelandic team of Vikingur is listed at

200,000. A bid of 270,000 secures the serv-

ices of Bergsson, and the Hartlepool defensive

unit begins to take shape. Continual

trips will need to be taken to the

Transfer Market to upgrade the team

as needed. Of course, one has limited

funds and must sell players to raise

additional capital. Buying younger
players for a low price and then selling

them after a few years of improvement
is a tried and true method.

Building a team is only halfthe story

though. Next comes the individual

games. Here team confidence, fitness,

energy and hardness come into play

along with team and pktycr tactics.

There are eight different team tactics

that can be set. Each one is important

in and of itself, and is a toggle. For

example, Passing Preference may be long

passes or short passes, Aggression may mean
avoiding injury or going in hard. Setting a

team to go in hard for example will lead to

more ball winning and more scoring oppor-

tunities, but will guarantee that one’s players

will be injured more often and a good set of

resei'ves will be needed.

Once a game is ready to be played there are

a number of choices. Tom Fitzgerald who
runs Wizard Games in the US likes to watch I

each and every game as it is shown via ASCII
[

graphics. The ASCII graphics give a good

PuiU‘ 20 Compmer Cumiuii World



Design your own spacecraft

(or tanks, submarines, jet,...)!

Command your entire planet's military resources

in an effort to conquer a hostile neighbouring

planet. You control a state of the art workstation

from which advanced software tools enable you to

design new craft, research new technologies,

build new installations & craft, set up highly

sophisticated missions - and watch the progress

of this strategic interplanetary conflict. Sand out units on missions to explore the unknown

enemy planet - and wipe out its military capability!

Battles take place in space & on surface of both planets Random planet generator for great replay value

Designed as a 2 player gamel

Impressions Committed to customer satisfaction in strategy entertainment!
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representation of the game and a running

commentary is provided. I, on the other

hand, am intere.stcd more in the building of

the ream—the actual match play is secondary.

The latest versions of One M/have an auto-

matic option for playing the game in a few

seconds (depending on machine speed).

There is, of course, a list of additional fea-

tures that we soccer fanatics would like to see.

Provision for “own goals,” more advantage

given to a team when the opposing ream has

An ituernational match in One Nil

a man sent off, and, most importantly,

leagues other than England or Scotland. As a

follower of Borussia Moenchengladbach (ge-

sundheit!), I would love to play the German
league, or follow AC Milan in the Italian, or

Real Madrid in the Spanish. In addition, it

would be nice to be able to play non-league

sides so that one could tiy and gain promo-

tion to the league and then be successful in

the league itself. Such a situation has hap-

pened in English Football with Wimbledon.
Back in the early ’70s they were a non-league

side. The mighty Leeds Utd got a huge scare

one year in the Football Association Cup
when this bunch of part rime amateurs held

them to a draw in one match and only a lucky

defection (off an Eddie Gray shot, if I re-

member correctly) beat them in the replay—
comparable to the Miami Hurricanes holding

the Dallas Cowboys to a draw. This served as

the spring board for Wimbledon to success-

fully gain promotion to the league icsell and

now play in Britain’s highest league, the Pre-

mier League.

Goal

Goal is the second of Wizard’s games. It is

the game of“International Soccer! cam man-
agement,” which basically means the World
Cup. In many ways, this game is the tactical

portion of One Nil expanded to its logical

conclusion. Instead of worr)'ing about trans-

fer and stadium improvements, all the gamer
has to worry about is coaching the best side

they can put together.

Any one of 128 teams can be chosen to

coach. Picking a major team such as England

is relatively easy, but for a real challenge one

might try to take Sri Lanka toasuccesslul run.

Each of the major world regions (FLuropc,

Americas, Africa, Asia) arc represented, al-

though using four groups requires some geo-

graphical juggling. Australia and New
Zealand end up in the Asian group for exam-

ple and no consideration is given to political

situations, such as the fact that Israel is always

put in a European group in World Cup quali-

fying due to the unwillingness of its neighbors

to play them.

Once a team is selected, a quick

“newspaper” section announces the

I

appointment. Newspapers appear

I
throughout the game to chart one’s

I
progress. Three other teams will be

I selected to join the group of the

I
team that is selected. In England’s

case, Sweden, Northern Ireland

and Luxembourg, A pretty easy ride

and England is duly installed as the

I
favorite.

“Friendlies” arc played to prepare

I
the teams for qualifying matches

against the previously mentioned

three teams. ’Fh is is the opportunity

to try out tactics. For example, the

computer has selected a 4-4-2 formation for

England.
1
prefer a 5-3-2 which means drop-

ping one ol the Midfield players and substi-

tuting another defender, B Squads can be

selected and “up and coming” youngsters

given the chance to erj' out for the team. More
importantly the same tactics will not work
against every team, so a coach must be flexible

in team formations and .selections.

With the World Cup arriving on US shores

in 1994, Coal 'xs not only an enjoyable and

challenging product, it can also educate fans

on the strengths and weaknessesof the World
Soccer teams.

Greyhound

So, there 1 am at 3:00 AM, letting out a

whoop becau.se Screw Loose came through on

the inside to nip Wellington and Double

Chin in the latest race—yet another example

of how these games from Wizard Games can

grab one’s attention. As mentioned earlier.

Wizard Games are text-based management
games that use ASCII characters to represent

the action. It is totally irrational to get worked

up over six blocks racing around a track, bur

trust me, it happens.

Each player starts with a stable of ten dogs

(to be technically correct, dogs and bitches)

and the goal is to win the championship at the

end of the season. To do this, one’s dogs must
move up from their initial grade ten rating

and through the different ckusses to grade one.

In fact, having the kennel spread over the

different grades gives the player more chances

to race as there are only so many open slots in

races each time.

liach class also will stage only one of three

different race distances per meet. These are

Sprint (1 lap). Standard (2 laps) and Distance

(.3 laps). Each of the greyhounds has a pre- I

ferred distance, and it is usually best to stick

to the preferences. The lads ofWizard Games
did their homework and have added numer-

ous options, including betting, sales and vets!

As with most Wizard Game products,

money is an important component of the

game. Dogs may be bought or sold, money
made or lost on betting, and prize money and i

vet bills allocated. Building up a stable takes

some skill. A significant number of stats arc I

also provided keeping the kennel owner up to I

date on the race for the championship. These I

include: races participated, wins, strikes (races

divided by win.s), money, best lap and points.

When the kennel owner starts out, the fastest

dogs in their stable will run a lap in about 19

seconds. By the time a dog is up to Grade 1

,

17 seconds is the standard.

After pushing this around for some time, I

found that the best betting strategy was to

load up on low odds, especially when a good

'I'lie puppic.s iipproach the corner hi Creyhouud

dog drops down a grade, but still outclasses I

the lower grade. Kennel names and grey-

hound names can be edited and much hilarity
]

can be had from the animal names.

Conclusion

Wizard Games arc shareware, d'he games
|

can be downloaded from any major BBS such

as CompuServe or GEnie. !'he only thing

missing from the game is the save option and

that is provided automatically by registering

the product. As mentioned at the beginning.

One Nil is one of my five favorite titles. It

provides a strategic and tactical look at the

world’s most popular sport in a symmetry I

rarely found in a game product. offers a

more tactical look at the international game,

and Greyhound is an incredibly enjoyable I

product. As in racing, these are products I

where the underdog can surprise.

Again, Wizard Games’ products arc share-

ware and are available on most of the major I

networks. If you do not have access to a I

network, you can contact:

Wizard Games of Scotland, Ltd.

PO Box 498
Wilmington, MA 01887
(508) 658-2209 cgw

Conipmer (idiiiinf' World



"
. . .more like an interactive movie than an arcade game.'

Shareware Update

"Almost single-handedly justifying the existence of

shareware..."

VideoGames & Computer Entertainment

"The first game technologically capable of. . .immersing

the player in a threatening environment."

Computer Gaming World

In an act of desperation yot^,

overpower your cell guard."

Standing over his fallen body,

you frantically grab for his

gun. Deep in the belly of a

Nazi dungeon, you must

escape—or die trying.'^.

Experience a 256-color, smooth

scrolling virtual reality

Hear professionally composed

music with an AdLib™, Sound
Blaster™, or compatible

Four levels of game play malle-

it enjoyable for the novice to

the experienced player

Battle with knives, pistols, and

machine gims

Easy to start playing, and
ir^tantly absorbing

' mjI) ! I'-f;f)r)-GAM'BJ.23

For the cost of shipping and handling, only $4.00, you'll receive

Episode One, Escapefrom Wolfenstein. Or download Episode One

and pay no shipping and handling. Call the Software Creations BBS

and check out our FREE Apogee file section. BBS Phone Lines are:

• (508) 365-2359:2400 BAUD
• (508) 368-7036:2400-9600

• (508) 368-4137:2400-14.4k

Episodes two through six are sold separately and can be purchased by

calling Apogee's toll-free number, shown above.
SOFTWAREP.O. Box 476389

Garland, TX 75047

Not Recommended for Younger Viewers Due to Realistic Depictions of Violence
Wolfenstein 3-D requires an IBM or 100% compatible computer with 640K RAM, a VGA graphics card, and a hard disk drive. Extended memory (XMS), expanded

memory (EMS), joystick, and mouse are optional. IBM is a registered trademark o1 International Business Machines, Inc. Sound Blaster is a registered trademark of

Creative Labs, Inc. AdLib is a registered trademark of AdLib, Inc.
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By Wallace Poulte^P?P

V ITA

Tony La Russa [Jasel>iill 2

IBM (386/25 rcrommentfeci,

2Mt! RAM feqiiiTucI)

VGA
$59.95

Documeniaiioii Look-Up
Mark Buchinnani, Hon Daglow
Tony La Riissa, Hudson Piuhl

Slralegic Simulalions, Inc.

Sunnyvale, CA
{408) 737-6H(K)

MLilriple options arc also available ckiring

the game play. Line score, box score, a rather

nifty replay option and slow motion are just

some or the items available. Each team, as one
would expect, can activate a Pinch Runner or

Hitter, send the Pitching Coach to the

mound to check on the pitcher, start relievers

warming up in the 'pen, and make defensive

I

Ah Spring, when a young man’s fancy

turns to spring training! The endless

debates to determine who was the

greatest hitter of all time (Ted Williams), the

greatest first baseman of all time (Jimmie
Foxx), or the worst team of all time (Cleve-

land Spiders) arc renewed with all the passion

of a bunny with the vernal itch. 1 mean, who
cares about how bad the Colorado Rockies

will be when you can debate much more
meaningful matters? For example, my asser-

tion that the Pirates of’27 are the second best

team ofail time. They just had the misfortune

to be around the season ol the best, the '27

Yankees.

Scouting The Field

Probably the most crowded field in sport

simulations is the sport of baseball. To}iy La
Rmsa Baseball II has stiff competition from
the likes of Hardball ///and Pro League Base-

ball. Getting into a game is as easy and quick

as clicking on play ball, selecting an All-Time

team, clicking on an opponent, and signaling

play ball. This game has League Champion-
ship caliber stamped on it from the first pitch.

The choices are numerous. For each game,

settings can be tweaked based on one’s skill

level and/or interest. Keyboard, joystick and
mouse are supported and, while not a fiin of

keyboard control, I found TLIIs controls to

be incredibly logical and easy to use. So much
so that 1 now prefer the keyboard controls

—

certainly a first for me. Fielding, throwing

and base running can be .set to automatic,

which can be particularly useful when one is

first learning the product. The designated

hitter (hiss!), injuries, errors, one pitch mode,
sound effects and more can ail be toggled

according to the gamer’s wishes.

Once in the game, the interface and its ease

of use make the gamer’s decisions simple and
effective. As the pitcher, one must choose

from a standard package of fastball, curve,

change up or slider (there are supposed to be

specialty pitches, but they don’t show up very

often). Different defenses can be set and strat-

egy is not optional. Even with the ability of a

Sandy Kourax, one cannot simply blow fast-

ball after fastball by a batter. Instead, one can

set them up with the fastball and then, throw
a low change up and see if they bite. Con-
versely, one can throw sliders and curves and
then whiff them with a fastball. The pitch

selection and location takes only two inptits

to give 36 different combinations, more than

enough to keep the hitters off balance.

Similarly, the offensive choices are normal,

power, contact and bunt. Various special

plays such as the hit-and-run can be called.

Again, strategy plays the part. 1 found using

power hitting with less than two strikes to be

effective, but went to a contact stance when
in “the hole.”

positioning changes and substitutions. (This

time, we might be able to take out Bill Buck-

ner in the bottom ofthe 9th of the ’86 World
Series.)

Graphically, Tony La Russa Baseball II

breaks very little new ground. The standard

of displaying runners on first and third via

windows in the respective top right and top

left has served many games well. The catcher’s

position is taken by a scoreboard of balls and
strikes, inning, out and overall score informa-

tion. To the left and right of this scoreboard

are graphic representations of the batter and
pitcher (ye olde baseball caid approach as in

Coiiiiuiier Ganiiiitf World
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Hardball III). The kiniinacion ofrhc

piccher is the larger of the two, with

the animated movements based on

the morions of Dave Stewart of the

Toronto Blue Jays. (Sounds

strange, doesn’t it?) The special case

animations on an event such as a

headfirst slide into home to beat the

tag are rather nice. All in all the

graphics are what 1 would describe

as “clean.”

Not surprisingly, in a game with

Tony La Russa’s name on it, the

managerial aspects of baseball are

explored in depth. The manual con-

tains a number of useful ovctall

baseball hints from LaRussa himself

and while not earth shattering they

do provide insight for the average

fan. One of the major enhancements with

Ton^ La Russa Baseball II is the Manager
profile. This allows each and ever)' team to

have dilferent strategics for lineup, pitching,

batting, defense anti base running. While it

would have been nice to have some defaults

for each of the current Major League manag-
ers or recent Major League Managers (i.e.,

Roger Craig would sacrifice bunt every

blessed time!), the opportunity to set these

values ourselves is great for running leagues

amongst friends. While I know it is going to

extremes, I would like to sec the inevitable

Tony La Russa III have the additional feature

of third base coaches who might have differ-

ent running philosophies than their manager.

Of course, then one would have to be able to

fire those coaches.

A League of My Own
Tony La Russa Baseball II really shines in

league play. Yet, ironically, it is also where
the manual is the most unclear. To set up a

league one selects, not surprisingly, “Setup

Leagues" from the “Utilities” menu bar op-

tion. Once within the new screen, the gamer
as commissioner must select “New l.cague”

and type in the new league name and abbre-

viation. Next, it is necessaty to choose the

number of leagues (such as American & Na-
tional) within the overall l.cague (yes, 1 know
that sounds confusing) and the number of

divisions per league. Teams can be duplicated

from any other source league available. Now
under the Season menu bar, activate “Start

New Season” and decide the schedules, num-
ber of games, season start date, playoff and

World Series lengths. Now, one clicks on
“New Season” to start the first season of the

league.

So far, this is all covered in the manual,

though not particularly well, ’fo play the

games ofa favorite team, a person can activate

“Team Schedule” under the season menu bar

or do this individually on each date. TLRBII
uses what thev call “Featured” and “Stand-

ard” games. The Standard games arc the ones

the gamer wants the computer to play, while

Featured games arc the ones the user wishes

to play. However, at no point does the man-
ual explain how to play a Featured game! This

requires choosing “Play Standard Games” un-

der ihe Season menu bar. This automatically

plays the games of the other teams in the

league through a date selected by the gamer.

Then, a window option asks ifonc wishes to

play the Featured game as a Standard Game.
Next, the hard drive rattles away as the former

games are played. Finally, a window appears

which asks the user if they now wish to play

the Featured Game. On answering to the

affirmative, the user finally gets into the ball

ame. As a whole, the manual is somewhat
icking in that it is a step by step listing of

each menu choice in the product rather than

a manual designed to be user friendly and
helpful. It looks like the manual was written

by someone already familiar with the product

and reflects that knowledge rather than being

written for a new user.

However, any frustration is well

worth the price one must pay to get

into the league simulator. League

play is at the heart of the product.

Multiple teams are available and
feature an incredible array of tal-

ent. My frustration is due to the

fact that the American League All

Stars follow tradition and consider

Lou Gehrig the best first baseman.

Obviously, this reviewer considers

this a major design error on the

part of Don Daglow and crew at

StormFront Studios (mostly kid-

ding, folks!). In fact, one could

generate a whole bunch of argu-

ments based on the All Star deci-

sions. The previously mentioned

Foxx versus Gehrig, the glaring

omission of Shoeless Joe Jackson and I'y

Cobb (while it would be hard to break a

starting outfield of Ruth, Williams and Man-
tle, the fact that they don’t even make the

bench is alarming!), Joe Torre as a backup
catcher to Gabby Hartnett rather than

Mickey Cochrane or Yogi Berra, and more.

In fact, the lineups look a little weird because

they are based on the current league the user

is playing rather than some mythical All-

Time, All Star team based on the real life

teams the players played for. Meanwhile, this

reviewer is oil to check the Baseball Encyclo-

pedia to sec why Joe Jackson is on the Cleve-

land roster (which, along with Nap Lajoie,

d'ris Speaker, Al Rosen and Joe Sewell, might

just be the best lineup in the entire game).

Final Score
It is rather interesting that when Tony La

Russa Baseball ITxs broken down into its com-
ponent parts, it seems le.ss impressive than it

actually is. One can become annoyed at bugs

which add extra errors and RBIs to the statis-

tics, and one can complain that the action

game (particularly with its new mouse sup-

port) is not as clean as it should be. Yet, I must
liasten to add that this is quite simply the best

baseball game on the market. It is definitely

one of those cases where the whole is better

than the sum of its parts. As far as I’m con-

cerned, the design is not only fundamentally

sound but it is the outright winner of the

current world .series of baseball simulations.

CGW
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RETURN
PHANTOM

TheFIhure
Of Adventure
Gaminq Begins
When The

Phanton Returns!
NicroProse pushes adventure gaming to its

limits with the most significant innovations in

graphics and animation to date!

9
Tragedy awaits you
and the audience
inside the famed
Paris Opera House!

«
Explore the
opera's labyrinth
of catacombs!

9 Confront the
Phantom face-

to-face!

9
Search for clues
along the catwalks,

through the wings,
and into the many
backstage rooms
of the opera house!

#
Try Rex Nebular And
The Cosmic Gender
Bender’^” for more
mind-blowing
adventures!

To get our free catalog, call l•BUO•»7y-rL/\Y.
(Mon.* Fri.. ^30 ani*5:00 pm EST.)

Or fill out this coupon and mail it to: MicroProse Software. Inc.

180 Lakefront Drive • Dept. D* 10 • Hunt Valley. MD 2 1030*2245

Name
Address _

I City

PROSE
Seriously Fun Software

© 1993 MicroProse Software, Inc. ALL RIGHTS RESERVED
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T
enth hole at the legendary Konami Hills

course. The 305 yard, par 4 hole starts

from an elevated tee with a shot over a

picturesque lake. A narrow fairway greets the

player with two bunkers to the right and two
bunkers to the left just waiting for the under hit

or wayward drive. The small green is protected

by a wrap-around bunker on the right, and a

small “pot” bunker on the left. An accurate

player has a great birdie opportunity, but traps

await on what at first glance appears to be an
easy hole. The Wol sizes up the hole and de-

cides, not surprisingly, on a driver, Aim will be
to the right side of the landing area, trying to stay away from all the

bunkers. A nice solid drive goes 229 yards down the middle of the

fairway. Seventy-six yards to the hole and a Pitching Wedge comes
out of the bag. However, The Wol is tentative and hits his second shot

short of the green by some 14 yards. Again the Pitching Wedge for

the third shot and a nice chip (if I do say so myself) to within five feet

of the hole. Finally a tough downhill putt fading to the right which
just trickles in. Off to the 1 1 th hole where a blind

drive over a hill greets players on the 455 yard par 4

hole.

One of the more interesting products at Winter
CES was shown by Konami. This was a golf game
that looked quite beautiful, had almost instantane-

ous screen redraw, and a logical interface. Konami
was making a point that this was specifically targeted

at the 286 or lower end 386 user (in order to avoid

the inevitable comparison with Links 386 Pro), but
this game appears enjoyable for any computer user

regardless or machine speed. One of the more accu-

rate positionings of a product can be found in the

manual introduction. “Some software offers high-

resolution graphics with enough derail to be able to

see a boat sailing in a harbor a half-mile away.
Unfortunately, they take about as long to play on the

computer as a real game of golf takes on a Saturday
at a public linics. Then again, you can get a fast game
that offers as much visual excitement as a bologna
sandwich. ... Of course, someday someone might
create a game that gives good graphics with a variety

of side games, lightning-quick screen redraws, mul-
tiple player options, and the usual options of skill

level setting, handicapping, save game features, in-

stant replay of your shots, putting and ball control

adjustments.” Which is exactly what Konami has

done. In fact, the screen redraw is quick enough I

to allow what Konami calls the “Gallery Re- I

view Cam.” Near the end of the gamer’s shot,

the perspective will switch to the landing site.
'

This is nice, very smooth and possible because

of the quick redraw.

The Main Menu is self-explanatory, allowing

one to select their on-screen player and the

game type that they wish to play. Wilson Pro- I

Stnjf Golf comes with a default player, bur

creating a custom player is painless and offers
j

a number of options. These include; Sex, Style I

(putter, average, aimer), Level (professional,
I

amateur, beginner). Handicap (hearing impaired, visual impaired, I

politically correct— well, itseemed too obvious to pass up) and Player

Colors (hair/skin, shirt, sweater, pants/shorts). The five basic options
provide for a multitude ofdifferent goffers. Meanwhile the basic game
options include individual competition and team competition.

'

Once the selections are made, it’s on to the course. It is “the” course
|

too. While the 18 holes are different and challenging,

Konami should look long and hard about doing add I

on disks with additional courses. Visually, the 3-D
|

graphics are quite stunning, and while nothing com- I

pares with Links 386 Pro, the graphics in Wilson
\

ProStaff Golfzre of exceptional quality and clarity.

Trees look like trees, bunkers look like bunkers, and
|

someone took the time to shade around the bunkers
so that the normal “rough” associated with bunkers

I

is there also. The background of hills and mountains
|

also adds to the overall aesthetics.

Addressing the Ball

A very nicely designed interfiice adds to the prod-
uct. The overlaying windows can be turned on or off' I

but are not intrusive. The information bar shows
I

standard information such as current player, shots I

taken, distance hit on the last shot, etc. The overhead
I

view allows one to size up the hole and the on-screen
I

player’s position at all times. This perspective is I

particularly useful when picking a bailout spot when
j

one is not confident enough to be able to hit a drive I

into the preferred landing site from a particular lie,

The club selection window obviously shows the club

currently in use and the distance, but one can also 1

click on it to activate the putting grid and see some I
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Take Command Of
Task Force 1942'!
Lead The World’s Most Colossal Battleships

Through The Greatest Battles Of World War II.

• Command U.S. or Japanese forces! Find out if the

B4,OQD-ton Yamato Class Battleship is a match for

the mighty Iowa Class Battleship!

• Take control of Gun Director View or Torpedo Mount
View for more effective ship-to-ship combat! Or
anticipate your enemy’s next move from the bridge!

• Command hundreds of destroyers, cruisers, and
battleships. ..all faithfully reproduced!

• Lead your task force to victory in single engagements
or comprehensive campaigns. . .or end up at the

bottom of Iron Bottom Sound like Admirals Callaghan

and Scott!

• Absolute historical accuracy thanks to technical

guidance from Vice Admiral William Mack, a veteran

Gunnery Officer aboard the John D. Ford in the actual

Solomons CampaignI

^^OPRDSE
ENTERTAINMENT . SOFTWARE

SERIOUSLY FUN SOFTWARE™
© 1993 MicroPros© Software. Inc. ALL RIGHTS RESERVED.

For a FREE INTERACTIVE DEMO DISK ol Ihe incredible TASK FORCE,
send ihis coupon to: MicroProse Soltware, 100 Lakefronl Drive,

Huni Valley, MO 21030-2245. Please include S3.99 tor postage and handling.

To gel our Ires catalog, call 1-B00-B79-PLAY todayl (Mon. - Fri. 8:30 am - 5:00 pm EST)
'

AAL

The Pacific Solomons 1942. Over 250 destroyers,

battleships, cruisers, carriers, and transports are
poised for grueling head-to-head confrontations and
awaiting your command.

This is the setting for Task Force 1 942. , .the ultimate

simulation of surface naval action in the South PacificI

Experience the intense pressures that the admirals

and subordinate commanders faced during the actual

Solomons Campaign of 1942.

No detail has been spared! You’ll experience the
intensity of realistic torpedo wakes, riveting night

combat, and harsh weather conditions! All brought to

life by the most advanced 3-0 graphics in any naval

action simulation!

"If you are looking for a gritty, challenging simulation of

ship-to-ship ocean surface combat in World War II,

Task Force 1942 has the goods."

“Launching torpedos is a blast, and so is this game.”

VttJcofIdiHts & Coni;>uliT i

E/iicruiiiviicni “Night battles are quite

spectacular with all the flares, _
salvos, and ships on fire...

a fireworks show!"
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very well rhought-oiir so that one can keep the windows active while

playing the game and not feel like a portion of the screen is lost.

The heart of the game is the power meter and aiming spot. An
additional window appears as a golf ball surrounded by a circular

power meter. Click once to activate the power meter, click a second

time to pick the relative strength of the stroke, and then the play gets

more interesting. A red aiming spot appears on the golf hall and begins

moving around the golf hall. Tlie gamer has to click once more wlicn

the red aiming spot is in the center of the golf

hall to hit a normal shot. Any deviation will

generate a hook or slice. Ofcourse, one can also

get under the ball for additional back spin on a

shot. This is challenging without being frustrat-

ing and allows many different kinds ofshots to

be made. I found it useful to hit off center

depending on the strength of the wind and the

landing area.

Wilson ProStajf Golf'Aso includes a number
of side games such as Best Ball, Straight Scram-

ble, Carryover Skins and Bingo-Bango-Bongo,

which sounds something like Dick Vitale

on the green and the third to the person who holes out first. Simple,

yet 1 found that my normal hack and slash to get the hall somewhere
near the green, chip close and make a putt (see description of play

above), dicln’sv^ozV. playing BBB.

Returning to an earlier point. This game cries out for more addi-

tional courses or, better yet, a course designer of some kind. A sparse

looking 36 page manual actually covers everything quite nicely, and i

the interface is so logical I didn’t need the manual to play the game.

Holing Out
Returning to the manual, we find on page 4

that lV6'4Yn/A‘t?5’r(7j7^’G't?^was designed with fun 1

in mind. I couldn t agree more, It is a highly I

enjoyable, moderately challenging product that
|

is user-friendly, has multiple options, and fits

the niche it aimed for perfectly. Wilson ProSmff'^
G’w^shoidd join Li>iks 386 Prozwd jack Nick-

huts Signalnre Edition in the libraiy of everj^

computer golfer, cgw

TTlVn^ Y^ ^‘rango world. Eniphasi/.ing role playing and
LJ r\. y O imer-plavLT L-omiiuinicalioii. O'I'I) is a game lor lliosi; who like to join willi other players around

the \sorld in I'iguring out pii/zles. creating working economies. e.\ploring large sections of worlds,

undertaking or tracking criminal activities, or I'ieltling capahle armies, The worlds e.vpiored are

living, viliraitt locales lhal will change thotugh your character's actions.

Witlt the ability to journey in many eras (you'll start in a medieval-like location), you'll enjoy

adapting to new sets of abilities and restaints or you can locus on a single

Pose 30
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If you don't have F-15 Strike Eagle III,

you’re still playing games!
So real, you’ll think you’re back in Baghdad!

Versatile, violent, and victorious. Those are

the kinds of adjectives that should accompany

this cutting edge flight simulator."

Computer Goming World

'Being one of the highest lime pilots in the Strike Eagle,

with about 1 200 F-l 5E hours and some 1 1 5 plus sorties in

the Persian Gulf theater, I can honestly say that your Strike

Eagle III simulator is the closest example of combat flying

I've seeni Outstanding."

A Letter from a Desert Storm F- tSE Pilot

Actual cockpit shown.

F-l 5 Strike Eagle III is the most accurate and realistic

combat flying simulator on the market today. And no

wonder! Just look at all the startling features the third edition

of MicroProse's landmark jet fighter has in store for you!

Experience all the real avionics of the F- 1 5E from its seven

actual CRTs to the sniff modes of the super sophisticated

AN/APG-70 radar system! [No-sweat easy modes for first

time pilots. ..until you can handle the real stuff!)

Fly the most realistic fighter flight model available in any PC

fighter simulation! Designed, tested, and certified by Lt. Col.

George Wargo, USAF Retired, formerly a TAC Stan Eva!

puke with over 3000 hours in fighters and 1 500 in F-l 5's!

Surround yourself in a revolutionary new 3-D graphics

system that provides you with a digitized map of

downtown Baghdad complete with every bridge, the TV

famous Air Ministry building and the "Baby Milk" factory!

' Go I vs. I with head-to-

head modem combat mode
or put your "wizzo" in the

back seat via modem and fly

like the real F-l 5E with a

two-man crew!

Patrol in two-fighter

formation with your favorite

wingman in an F-l 5 Strike

Eagle right next to you

via modem!

Cheat death in

three explosive

scenarios

including Desert

Storm, Korea, and
Central America!

Actual F-15 Strike Eagle III

cockpit screen shot shown.

Computer Game Review

ENIERTAINMCNT . SOFTWARE

SERIOUSLY FUN SOFTWARE

n-'For a FREE iNTElWaiVE DEMO DISKolihc incteflile F-IS SinkeEagie (II. send llns coupon to WetoProse Sertware^
|

Ukefrom Diive, HuniV.iUev. VD,?I030V2« Please include 53.99 foe postage and nandlng,

lo get our (rcc catalog, call l•8001V9PL^Y|Mo^.- Fri. 0 3Clam -5:00 pm EST| I

L_Ci^- _AAKJ
. 1093 MicroPfOScSc .L RIGHTS RESERVED
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Now, buy something you really need

and get some games you really want.

Quarterdeck's QEMM-386" gives

you the highest performance mem-

ory management money can buy. It's

the leading utility in the indus-

try. It can help you get

your work done faster

by allowing you to use

productivity-enhanc-

ing TSRs and network

utilities you'd otherwise

have to do without.

What are you going to do with aU the time you

save? Play!

In the Sky

look for this Special Package at

your favorite software store!

even fly for the other side.

Magnificent 240-page manu-

al is complete widi photos

and war maps.

On the Gridiron
Get into the action with

this amazingly realistic

simulation. Its 3-D look

puts you in the middle of tlie

action in the most complete football

gaming package ever. Play quarterback arcade-

Step back into history and experience the emotion of airborne

combat with the men and machines of tire Pacific Theater of

World War II. Attack carriers, air bases and fight the finest pOots

the enemy can tlirow against you. Super-reahstic simulation

inciudes 30 accurately recreated WWII fighters and bombers;

legendary enemy (and friend-

>lfes of the Padfic ty)
to battle, and all tire

"The benchmark of the 90s heart-pounding excitement of

forflight simulators." carrier landings. Choose from

—Simulation Magazine an array of missions or enlist

for the entire war. You can

style or be the coacli and play a strategy game against an oppo-

nent or against the computer. View instant repiays from a float-

ing camera you

position. Front

Page: Football is

designed to

appeal to players

at any level. You

get a full 47-man

roster including injured reserve, up to 28 teams and 1,400 play-

ers per league, 200+ stock plays, 300+ stat categories and your

clroice of exhibition or a full season of play.

Front Page Sports: Football

"... remains unchallenged as the most
completefootball game ever... for

gridiron fans of all interest levels..."

—Electronic Games



*320
Retail Value

*500
In Coupon
Discounts

Enclosed

Through the Labyrinth
Send in your registration card and get tliis special free bonus

!

Ultima Underworld II incorporates tire latest advancements in

sound, 3D graphics and anima-

Ultima Underworld II:
Avatar, trapped

M&rMc with the other leaders of
ubjvinth of mrlds

Guardian in a
Registration Bonus Game

find your way out against seemingly overwhelming odds. But

you must—or your entire country will die!

Play Safe
QEMM-386 version 6 gives your

games all the conventional memo-

ry available on your PC. Automa-

tically. No wonder QEMM-386 is specified

by more game publishers than all other

memory managers put togetlier.

Work Safe
QEMM-386 is tire number one memory management program

in tire world. Not only does it make games run better, it helps

you get back to

What You Can Expect

Maximum

work—reducing the chance

of crashing wlrile making

room for both your favorite

TSRs or network utilities

and memory hungry pro-

grams like WordPerfect or

MS Windows. Wliether you

have one megabyte or eight,

QEMM-386 can find more

memory for your programs.

Suggested U.S.

Retail Price: $99.95

THI P(/(

UHWEEK

BVTEBVTEBVTE

.Yes!
I Payment method

. QVisa OMasterCard

l&rci#rrrnT

Oty Product Each

QEMM-386 Game Pack $99.95

Address_

Liw

Circle Reader Service #79

Totals 1

I

I
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"
caUm^3222ext.mi m

Shipping & Handling $10 (Canada & USA only)

Expires / Calif. Residents add 825%

rr^n”! i ! i i n Total

State.

Quarterdeck Office Systems

150 Pico Boulevard, Santa Monica, CA 90405

(310) 392-9851 Fax (310) 314-4219

Quarterdeck International Ltd., B.I.M. House, Crofton

Terrace, Dun Laoghaire Co. Dublin, Ireland

Tel.(353) (1) 284-1444 Fax; (353) (1) 2844380

All games are complete, fully-functional versions. However, because of shipping considerations, individual game boxes are not included.

®199’3 Quarterdeck Office Systems. All trademarks are property of their respecti\'e owners.



D eicnse builds Championships, or so

popular gridiron wisdom tells us. It

is ironic that the San Francisco 49ers

are lauded for their olTense. Most of the

previous Champions have been known for

their defense. From the Steel Cuilain and

the Doomsday Defense to the Monster of

the Midway and the Purple People Eaters,

defense has been singled out as the pi’ereq-

uisite for a successful team. During the 8()s

the Forty Niners were known for the Bill

Walsh system that methodically broke

down opponent’s defensive plans. Joe

Montana, Roger Craig, Jerry Rice. Dwight
Clark and Ronnie Lott are probably the

most well known of the Forty Niners from

the 80s. with of course only Ronnie Lott on

the defensive side of the ball. Yet. football

experts will tell you that it is the Forty

Niners defensive play, dismis.sed by some
(such as the Giants) as finesse, which car-

ried the Forty Ninei's to greatness. More-
over. examining the times that the Forty

Niners failed to win. usually a problem with

the defense could be shown. The mistake in

letting Ronnie Lott depart without having

either an experienced Safety or leadci' on

the defense has kept the Forty Niners out of

the Super Bowl these past couple of years.

Defensive formation prior to the snap.

The release last year of Prone Page Sports

Football from Dynamix was an important

step forward in the evolution of football

games. The Play Editor it offers is the most

sophisticated yet on the market and allows the

manipulation of all 22 players on the field.

The following will show how to build a

defensive play for the San Francisco exhibi-

tion playbook. An important note is that I

will refer to the players based on how they

appear on the screen, which for the defense is

the opposite of real life. Hence, the Left Cor-

nerback is the Cornerback on the left side of

the screen. For the sake of simplicity 1 have

chosen to modify one of the existing plays.

While all former direction is removed, start-

ing a formation from scratch delves into vari-

ous formation rules that can drive a user to

distraction.

At the main menu, select Exhibition Pl.iy.

Make sure that the home league is the Dy-
namix Football League. Click on the box
labeled Home Team and select the San Fran-

cisco team. Finally, click on the Play Editor

button. This will place you in the Play Editor

(a good diagram of this can be seen on page

63 ofthe Front Page Sports Football manual).

Click on the load button. This will activate a

window with the choices, stock formations,

stock plays or exhibition. Click on the stock

play formation. Another window, this time

with three choices, oflense, defense or special

teams is displayed. Click on the defense but-

ton and the stock plays to reveal the Defense

Window (offering 10 different options such

as Blitzs, Runzone or in this case, Passshrt).

Within the Passshrt option are a further 12

plays, d'hc one we arc interested in is the first

one, 3-4manun.p!y. Clicking on this will dis-

play the defensive play in the upper halfofthe

Play Editor Screen. Different symbols repre-

sent different position groupings. Red circles I

represent the Defensive Backs, red triangles

denote Linebackers, and red squares, the De-
fensive Line.

Each play is divided into two parts. Move-
ment before the snap and the actions the

I

player takes after the snap. Initially the play
i

on the screen is before the snap. If the user
j

clicks on “After the Snap,” the graphics used
'

by Front Page Sports Football to show player

Offensive pass patterns.

assignments are displayed. The orange boxes

arc zones and the yellow boxes are logic boxes.

These yellow logic boxes can be crucial in i

designinga play as a player will arrive at a logic 1

box and then perform the scripted instruc-
I

tions within that box. It is possible fora player I

to be given multiple logic boxes that will
I

guide his movements and reactions to the I

situations relevant to the play at hand. How- I

ever for the purpose here we arc going to I

delete the current instructions from each

playci' and work from this formation.

Therefore, click on the left most Defensive

Back. The lower quarter of the screen will

display the instructions that are contained in

the first logic box, which is the players starting
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the Book Store

NEW RELEASE
Global Conquest, The Official Strategy Guide
by Computer Gaming World On-Line Editor Alan Emrich is only $24.95
plus S 1 ,81 tax and $3.50 shipping and handling.

Special features: floppy disc with updated (2.0) game version and a new
map maker; and full-color player's aid card,

A complete tutorial with five programmed scenarios.

Strategy tips, detailed, tables, and analyses of actual program formulae.
A complete modem-goming reference.

Sid Meier^ Civilization, Or Rome on 640k a Day

by Johnny L. Wilson and Alan Emrich Prima $ 1 8,95

If you 're serious about playing Civilization, this is the book you need.
Jerry Pournelle, BYTE Magazine

Includes 100 charts covering technological advancements; 24 original

tables and 22 specific formulae showing how fhe game works, as well
as 1 7 ways to cheat and more than 20 ways to win.

Chu ck Y^agerk Air Combat Handbook
by Russell Sipe and Mike Weksler $18,95 U-S, $25.95 Can

Winning Strotegies to alt the missions. Campaign games for every
player-flyable aircraft (P-51, FW-190, F-86, MiG-15, Phantom II, MiG-21).
Valuable performance charts for each aircraft. Extensive information
from the designers of YAC, Exclusive interview with
Chuck Yeager,

[
TfeSimEarth Bible

by Johnny L. Wilson Osborne-McGraw Hill $14.95

/ salute Johnny Wilson for giving us a new kind of book about the earth
and the terrestriat planets. - James Lovelock

The SimEarth Bible is a winning strategy guide to SimEarth, as well as
a fact-filled guide to Earth sciences and theories of the balance of
life on the planet.

The Official Guide To Sid MeierS Railroad Tycoon

by Russell Sipe COMPUTE Books $12.95 U.S, $16.50

The best book on Railroad Tycoon. If you love Railroad Tycoon get Russell

Sipe s book. ^ Pournelte, BYTE Magazine

Here are just a few of the things you'll iearn: get the answers to

puzzling economic forces in the game; learn to defeat eoch of the
tycoons; manupulate the stock market to your advantage; and learn
optimal building and survey techniques.

The SimCity Planning Commission Handbook
by Johnny L, Wilson Osborne McGraw-Hill $14.95

Each time we read this book we learned something, because it explains the
theory behind the game and doesn 't just list one-two-three

Magazine

Use order form bound into this magazine to order books.
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Defensive coveroge for the same pass piny.

point. Click on the line, which in this case says

“1. Pass defense - man to man - shade cover-

age underneath” and delete the information.

Then click on the done button. Do this for

each and every defensive player.

Now, we will start to move the formation

around. Take the Left Safety, the second red

circle from the left and move this player di-

rectly above the right Outside Linebacker

(OLB). To do this, you must first activate the

“Before the Snap” button and click and drag

the left safety to the new position. The intent

is to create a local superiority for the defense

when they are attacking the right side of the

Offensive Line.

Next, we will set up some elementary defen-

sive assignments. Reactivate the “After the

Snap” button and click on the left corner-

back. Press the following buttons. More, Pass

defense, Man to man. Bump man at line and

finally, press Done twice. Do exactly the same

with the right Cornerback. 'The Safety that

you did not move, the right Safety, should be

assigned to the buttons, “Key on” and “Re-

ceiver.” Lastly, for now, set each of the three

defensive linemen {red squares) to pass rush.

At this point, we should take a look at the

opposing offense. Load, Stock Plays, Offense,

Pass, Middle, Medium and Temiddle.ply.

This will select the appropriate play. The
offensive routes are shown in the illustration.

The order in which the Quarterback will

check the receivers is color coded: white, yel-

low, orange, grey and black. Blue is not

checked. Then, we set up the assignments for

the Linebackers and the Safety we first

moved. Set up the right Inside Linebacker

(ILB) to a Rea! Blitz. The instructions to the

left ILB are a little intricate. Click on the

“Move to” button and you will see cross hairs

and an orange line from the left ILB to those

cross hairs. Right click on the upper left cor-

ner of the Nose Tackle Red Square. The
instruction script you will see says “I. Move
to Logic Box #2.”

Left click on that new logic box and select

pass defense, zone. This will allow you to

designate the zone area (box) for the player.

Your boundaries are the OLBs on both the

left and right, just behind (ie above) the de-

fensive line and the top of the dark green field

stripe (ie 10 yards). This zone will cover the

intended route of the Tight End, the primary

receiver. The left OLB should be set to a Fake

Blitz, while the Safety who was moved to

behind the right OLB should be sec up to a

Real Blitz. Finally, issue a “Move to” com-

mand to the right OLB and end the move at

the Quarterback’s logic box destination (be-

tween the two running Backs.)

A quick analysis of the situation shows a

mismatch on the right side of the Offensive

Line with four defenders attacking three

blockers, while two additional players (theTE

and right RB are designated to go into passing

patterns.) To see what happens in reality, go

into the practice mode and watch a number

of replays of the play. Most of the time the

offense will get a first down with a completion

CO theWR on the right side. Even though this

Less than optimal result for the defense.
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Wide receiver earning his first down.

open enough to allow an easy completion. If

the defenders are to get to the QB, they must

have more time. First things first. We move
the Right Safet)' closer to the line of scrim-

mage (remember of course that you need to

activate Before the Snap to be able to readjust

the formation) and change the player instruc-

tions from Key On Receiver to Pass Defense,

Zone. Draw a box of similar dimensions to

the Linebacker zone you drew earlier, with

this box extending from the Safety himself to

the right sideline.

This time when you look at the practice,

you will find that the rightWR is covered and

usually, the QB will look for the TE over the

middle. This allows the receiver to be covered

more effectively and forces the QB to hold the

ball longer. The QB still won’t be sacked

because he has time to throw to the TE over

the middle or scramble himself. At this point

you have created a base from which to work.

Save the play off and name it.

In studying the situation, the left RB is

staying in the back field to block, while the

right RB is blocking and releasing into a

passing pattern. If at all possible it would be

good to get the attention of the left RB. To
do this, we talce the left OLB and instruct the

player to move down around the left DE into

the backfield. This is set up as a “Move to”

instruction rather than a blitz. Ifyou try this,

and it is useful just to see theway the offensive

line reacts, you will find that the left DE
moves out to meet the challenge. Nothing

much is accomplished, So switch the left OLB
inside and place him directly between the

Center and the left DE, slightly off the line of

scrimmage in front of the left ILB. Set the

player up to blitz and go into the practice

mode. Ironically, this blitz from the other side

is the key to opening up the right side of the

Offensive Line. Now, unable to concentrate

the blocking schemes on just the right side,

enough of a lane is opened up for the blitz of

the Safety to be successful as much as 40% of

the time. You will have to tinker with this to

get the placement of the left OLB and the

right OLB just right. You will find that the

critical player on the offensive line is the

offensive lineman directly to the right of the

Center. His attention must be diverted

The optimal result for the defense.

enough, if only for a fraction of a second, to

allow the Safety to get by on the blitz.

It is a testament to rhe strength of the Play I

Editor that the movement of one player can

open up just enough of a gap for another.

Experiment with changing the scripts assigned

to each player. Find out what happens when I

you assign further strategies. Delay blitzes,

fake movements and then fall off into a zone,

play strict zone instead of man to man on the I

outside. This play is designed for a specific I

situation, to defend against a team that throws I

to a TE out of a pro set backfield. Try this I

defense against a flea flicker or a long pass to I

see if it will be useful in different situations. I

You just might get a new appreciation for the

strategies used in professional football, cgw
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Bethesda’s Hockey League Simulator II

by Johnny L. Wilson

Fagil Toi3i

n mbKb a Schedule

When Disney CEO Michael Eisner

officially announced that Ana-

heim’s new NHL expansion ream

would be called “The Mighty Ducks,” he

brought with him a bit of show-biz know-
how and media manipulation that the NHL
has desperately needed over the last decade

or so. It is no longer enough to own a

professional hockey franchise; it is now nec-

essary to market it. Bethesda Softworks’

original Hockey League Simulator reflected

this to a minor extent. The simulation kept

track ofattendance figures for the teams and
let would-be general managers know how they were performing in

relation to the projected budget. Yet, it neither had an algorithm for

determining how attendance related to performance on the ice, nor
did it do a good job of simulating the negotiations, trades and

R Caines R Playoffs

Divisional Top 2 Teams

^ nutBid! OMSM gy ;|'“

n set ptions
P! M3 e Schedule
R Load/ avs Team
R Load/SavB GH Tew

PS Set udget
R Edit po Team
PS. Edit ei'iTi Team
n pdate Players

I optional set up l

' Naiver Draft

showmanship necessary to put a quality team on the ice.

Hockey Leagite Simulator II (HLS2)^oits a respectable job of redress-

he lat
’ '

ing the latter inadequacy, but deleted the former from the simulation

entirely rather than addrc.ssing those concerns. The net result is that

i¥Z,52 does a respectable job in handling trades, salary negotiations for

coaches, and the megastrategy ofcoaching (setting lines and handling

personnel), and is extremely flexible in allowing gamers to replay entire

seasons in a single sitting or to weave games played in Wayne Gretzky

Hockey Iiriato custom leagues. It has a fantastically versatile structure

for creating custom leagues and allowing gamers to test out possible

results of their trades in fantasy or rotisserie leagues. It features a

multitude of print options which can greatly sim-

plify the lives of computer hockey league commis-
sioners and statistics-hungry hockey fans. Most im-

portantly, one can easily switch back and forth

between viewing the final scores ofgames played and
watching a period-by-period recap of scoring, This

allows one to speed up play when desired and watch
the season unlold leisurely when that is preferred.

How I Won The Stanley Cup
As the only human general manager, 1 am able to

win the Stanley Cup (or, at least, reach the confer-

ence finals) almost every time I replay a season. I

have won the Stanley Cup with a superior team, the

Montreal Canadiens, and with a team ofless stature.

The Toronto Maple Leafs. I was unable to duplicate

the feat with the Quebec Nordiques. Indeed, my
trades managed to decimate that team rather than

galvanize it toward victory. With the Ckinadiens, 1

won by stocking the team with proven stars from

started, ! dropped a veteran goalie onto my
larm team and brought up a promising

rookie goalie who lasted the season.

The trades were not as easy to pull off as

they were in the original HLS. Ofcourse, the

original didn’t have any kind of algo-

rithm to bargain with the human CM. The
human CM could make trades to his/her

heart’s content. HLS2 factors in a perceived

value for each player (loosely represented by
the order in which the rosters for each team

are displayed on the computer screen). I

found two ways to influence trades in the

human GM’s favor. One way is to find two expendable players

(preferably listed back-to-back) on the roster and offer them for one
desired player that is only listed a line or two higher than the offered

players. If the computer CM does not accept the trade immediately,

one can sweeten the deal with $10,000-$25,000 in cash. Another way
is to offer a large cash supplement in order to seduce the computer
GM into trading for a disparit)' in talent.

In order to create the economic model for HLS2, the design team
had experienced NHL executives rate the NHL cities for their poten-
tial income. The projected income is based on how certain franchises

have performed monetarily over a course of years, in bad seasons as

well as good. Although the actual amounts shown on the screen are

greatly reduced from the amounts one might sec in a “real” transac-

tion, they do a good job of impacting the bottom line ofeach franchise

according to the NHL analysis. The limited funds

available to most franchises explains why using

money to leverage a trade can cause a computerGM
to trade more quickly.

In addition, 1 found the use of the farm roster to

be more solidly implemented in HLS2. One can get

a display as to the talent available on the farm and
can easily move personnel back and forth as re-

quired. This played a vital role for me. Whenever
injuries occurred, I would tend to bring up “role-

players” from the farm system in order to shore up
a given line. For example, a farm player rated high

in checking might be brought up to fill a Penafty

Killing Line, even though that player’s overall statis-

tics were weak. I once Drought up an unknown to

play on the Power Play because he had a high rating

for his shooting accuracy, and I had lost my #1

k- center.

other franchises and dumping the large-salary play-

had rers in whom I personally had no confidence. With
the Maple Leafs, I made strategic trades among the

journeymen in the middle of the line-up in order to

strengthen specific positions. Then, once the sea.son

TITLE; Hockey l.iMguf SimuHlor If

SYSTEM; IBM with MOK
GRAPHICS; VGA
PRICE: S-M.‘J5

PROTECTION; Dotiinii'nl.ilion Lo(>k-U()

DESIGNERS: S. McKkir ,iml Nick A, Volkov
PUBLISHER: Belhf^da Softworks

Rockville. MD
{301l‘>2f)-(UOO

Perhaps the most significant change in HLS2,
however, is the addition ofthc coaching factor. Now,
human GMs go after the coaches they want and
negotiate with a computer “agent.” The negotiations

aren’t very deep, but it adds an clement ofsuspended
disbelief that was not there before. The fictitious

coaches are rated according to their previous per-

formances (Unknown, Veteran, Renowned, etc.)
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N 0 matter what computer football game you’ve

played (or even if you haven’t played any), you’ll find

nothing compares to the total pro-football experience

of Front Page Sports'^ Football.

From drafting teams to forming leagues to designing

plays and running the action, only Frontpage Sports'*

Footbnll\\zs it all. And now you can get $8.00 just

for treating yourself to the best. Here’s how:

1 . Buy a copy of Front Page Sports"" Football

from your local retailer.

2. Fill out the coupon below and send it and

your original purchase receipt to us.

3. We’ll send you a check for $8.00.

4. Enjoy the best computer football season

you’ve ever had.

“...the best anmation Vve seen in n

footballgame. . . The action is fluid and
easy to control. . . There is no betterfoot-

ballgame on the market!’’

-Computer Game Review

“In play creation and editing, Front Page

Sports'" Football can 't be touched. . . we
game that brin^ eveiything to thefield. .

.

”

—PC Games Magazine

Q Yes! Send me a check for $8.00. Here’s my coupon and my original

sales receipt for Front Page Sports'" Football.

Name

Address

" Cit\’ State Zip

Daytime Phone .

I Terms & Conclicions; 1.) This offer is valid only for l-'ront Page Sports" /’oofirf// games purchased I

I heiween Feb. 15, 1993, and June 30, 1993. 2.) This ofl'er nut valid with any other coupons or promo- I

I lions. 3.) One rebate per household. 4.) This offer e.xpires July 10, 1993. 5). Mail this coupon and

I your original Prom Page Sports'" Football sales receipt as proof of purclia.se to: Football Itebatc Ofl'er. I

* Sierra On-l.iiie, I'.O. Box 485, Coarseeold. CA 93614, Otler #368

I 1 I

“.
. . one ofthe 77iost visually stunning and

realistic simulations ofthe sport. . .It is a

rare example ofafootballgame that will

appeal to everyone,fom the casual

arcade player to the die-hard rotisserie

leaguefatiatic.
”

-VideoGames &: Computer
Entertainment

Excellence in

Sports Simulation.

Dynsmix:^ PART OF THE SIERRA FAMILY

Circle Reader Service Ml 03
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and, if the gamer selects the “Coaches Al-

fcct Play” option, they can have a tremen-

dous affect. By firing the Maple Leals’

Veteran coacli early in the season and hir-

ing a Renowned coach (and bringing up a

farm goalie), I managed to raise the team

from Maple “Loafs” to a team worthy of

the national emblem. No other personnel

changes, save for substitutions for injuries

and goalie rest, were required.

Speaking of goalie rest, 1 found that my
team performed well using a 2:1 formula.

My starting center would play two games

and then, unless one were facing an intradivisional rival in a key game,

the back-up goalie would have a shot. The design team assures me rhat

it is possible to play up to 1 0 games in a row or more before there is

a degradation in the starting goalie’s play.

Checks...

There are two negatives that I experienced in HLS2. The first

negative could be classified as a poke check. It causes one to lose

control ofthe “puckofsuspended disbelief’ fora moment, but doesn’t

impact the overall enjoyment of the game. The economic model, as

explained above, abstracts the income potential ol each NHL city on

the basis of past performance and docs not allow the gamer to reap

the benefits of increased attendance due to winning streaks, trading

for personalities or superstars, and reaching the playoffs. Indeed,

though the economic model can impact a team negatively (i.e. during

the season, a team which “runs out of money” has a degradation of

performance), there is no extra income to be gained from reaching the

playoffs. Indeed, though this factor does nor affect play during the

playoffs, anyone who checks their finances will find that they arc

running in the red. This takes some of the joy I

out of reaching the exalted levels of the Stan-
|

ley Cup^finals.

the “puck of enjoymen t” and diminishes' the

game. The separation of the Print Utility

from HLS2 limits the joy of a season replay.

The design team insists that they could not

have handled all the statistics that they do if

the print uiility was integrated into the simu-

lation. So, unless one is merely interested in

printing the statistics game by game, it is

necessary to save the entire league, exit HLS2, and enter the print

utility. Then, one loads the league, prints the desired statistics, and
exits the print utility, fhen, it is possible to re-enter HLS2 and
continue the replay. Worse yet, one must re-enter the copy protection I

in order to re-enter HLS2. In many ways, it seems like the player is
|

being penalized for the “sins” of the programmers. Since they bound
|

themselves to the 640K lUVM barrier and didn’t want to deal with

memoty management, gamers are forced to dance around two pro-

gran ead of c

...and Balances
Hockey League Siviuliitor I moved from the status ofgame utility

to that of entertainment product with the addition of the trading I

algorithm, new versatility in creating leagues, flexibility in handling I

the farm system, coach influence calculations, streak variables and
more, fhough Hockey League Simulator // will appeal more to the

Wayne Gretzky Hockey 3 fan who wishes to integrate the full-blown
I

simulation with league j^lay, it is in itself a noteworthy simulation for

statistics buffs. Now, if I could only figure out a way to get the
[

Nordiques into the Stanley Cup finals! cbw

We've Outdone Our Only
Competition... Ourselves.

THE MARK II WCS™
*User Programmable
Functions
*Allows Joystick

Programmability

nkrnstnfasfer*
Get Real
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He's a legend that's

sweeping the galaxy...

Roger Wilco, the universe's favorite janitor, has taken the helm of his own

starship. And that's the good news! Join Roger and an intergalactic

gaggle of misfit shipmates in the most hilarious adventure on this

(or any other) planet. Find out why Game Players magazine calls the

Space Quest series "a prime example of why Sierra is at the top of

the computer gaming world."

Pick it up at your iocai software dealer, or call:

•tellarP'^
'

I

throwef^

1(800)326-6654
univers®'
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CC Challer^w^^ui:^fHockey
bij Joe Sherfy

X C(

lie crisp hiss of blades on the ice com-
bines with the bass percussion ofbodies

collidine with the boards to form a

symphony or hockey sounds. The action

flows from end to end, bright colored sweat-

ers swirling and colliding like paint thrown
onto an icy canvas. Such is the visual thrill of

hockey. Punctuate it with the dramatic freeze

frames of a sniper winding up to shoot from

the point, a defenseman sacrificing his body
to block a shot in front of the goal, or a goalie

snagging a hard shot with his glove hand and
one has a sense of the drama of hockey. For

years, the NHL has tried to figure out how to

convey the sport on television, without suc-

cess. The challenge for computer game de-

signers, is how to imbue the majesty and
excitement of this action-packed sport onto a

monitor smaller than a television screen.

One approach is to stick to the statistical

performances of the stars and teams within

the sport. By eliminating the sights and
r*» sounds, text-based hockey simulations like

‘ Lance Haffner’s Hat Trick Hockey, TRUE
Sports, Inc.’s TRUE Hockey and CC Chal-

lenge Clip Hockey (CCH) from CC Software

Corporation try to focus on the coaching

experience rather than the viewing/playing

experience. For hockey purists, they offer an

interesting perspective.

CCH is a text-based simulation of NHL-
style of hockey. The gamer is put in the shoes

of both the front office manager and the

coach on the sidelines. The player makes all

the coaching moves, but it’s up to Gretzky,

Lemieux or Messier to make the manager
look good by executing those plans.

After booting, the program gives one a

wealth of options. In addition to letting one
play a game, one can review statistics, set up
a league, schedule league games, and access

and edit player data. For those living in

Tampa Bay, Anaheim or Ottawa, expansion

teams can be created in order to let fans of the

newest franchises join in the fun.

Next, one chooses the competing teams

(naturally, each team can be controlled by the

player or the computer) and reviews the per-

sonnel in order to set up the offensive and
defensive lines for the game. Individually,

gamers can check the roster and see the

strengths and weaknesses of each hockey
player. In addition to providing statistics such

as goals, assists, penalty minutes, shots on goal

and shooting percentage, each player has a

rating for defense, passing, hitting, turnover

(as a percentage), power plays and faceoffs.

When it is time to set the lines, each team
can have six offensive lines (including the

center-, left- and right-winger) and six defen-

sive lines (left and right de-

fensemen). Generally, the six

offensive lines will include

12 players playing on four

different lines, plus one line

specifically set for power

plays and one for short-

handed situations. On the

defense, one will have three

normal, one power play and
one shorthanded line. Fortu-

nately, each team has pre-set

lines so that this part can be

skipped if desired. This is

probably a good idea until

one has some experience

with a team.

Once everything is set, it is

time for the gamer to see if

he/she can get a given team

to play up to its potential. (If

playing with San Jose, of

course, one hopes to get the

team to play better than

TITLE; CC Cbnllutigi? Cup Hnekuy
SYSTEM; IBM
PRICE; S49.95

PROTECTION: None
DESIGNER; C.iil Ch.nrfoux

PUBLISHER; CC Soflwuru Corp.

PO Box 112

E. Frcclown, Mn. 02717
(500)998-2434

that!) As the coach, the gamer begins by
choosing the starting offensive line, defense-

men and goalie. Once the team is sent out,

the player will be presented with a screen

which shows a small rink and displays the

players that are currently on the ice, the score,

shots on goal and time remaining in the

period. As play begins, the player will be
presented with a text description of the game
as it happens on the screen. The text reads just

like a radio or television broadcast, right

down to the crunching body checks, the

obligatory exchanges of fisticuffs, and the

removal of injured players from the ice. The
speed of the text can be varied to suit just

about anyone, and the program has a very

unique (although somewhat limited) feature

of allowing one to edit the text commentar)'.

As play unfolds, each line

will fatigue and the gamer-

as-coach will have to decide

when to send in a fresh line.

This option is available each

time there is a stoppage in

play, as well as when one has

control of the puck and
elects to change lines “on the

fly.” The text will prompt
the player with the option to

change the lineup when one '

has the puck and one’s play-

ers are coming to the end of
their allotted time. Gener-

ally, each line can spend up
to two minutes on the ice

before the players become
tired and their play begins to

suffer. It is imperative that .

one make his or her substitu-

tions at the right time so that

the team is not facing a fresh

unit when it is tired. One
also has the option to change '
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ollowing the award winning Ked Bij;^7*..and Aces of^

the Pacific^ the best-selling Great War Plaites series^j|
continues with Damc^Slye’s most intense and histor-'i^H

ically detailed simulation yet, Aces over Eurolte. From '

^1|||

the beaches of Norrn^ndy to the war-torn ruins of Berlin,
'

you’ll fly with the U^. Army Air Force, the R.A.F. and

the German Luftwaffe. Patrol the front lines, target supply

depots and come face-to-face against moving ground

targets and fortified artillery bunkers. It’s an all new battle

covering land, air and sea. Strap into the aircraft ^hat made

history, and take to the skies with the valiant merb\^ho

will be forever remembered as the aces over Europe.

Ex]icTience the aces of chc European Theater including: Johnny Johnson,

Adolf Galland, Francis Gabrcski and Hub~Zemke. v .

Over 20 meticulously modeled aircraft including the Messcrschmitt 262,

the Supermarine Spitfire, the Arado*234, the P-5 1 Mustang and the P-47

Thunderbolt. \
Fly in historical campaigns such as the invasion ol Normandy, D-Day and

the Hattie of the Bulge between June of 1944 through May 7; 1945.

All new up-close and personal air-to-ground scenarios: target VI rocket sites

and nidar installations, make bombing runs near the front lines, take-out

enemy bridges and strafe armored vehicles and trains.

The sharpest and smoothest 3-D graphics to date using Gouraud shading,

texture mapping and a new Tall Res graphics mode.

-A richly detailed 240 page manual with an historic overview, color aircraft

plates, photos, maps, combat tactics and pilot profiles.

Dynamix'
P4(lT0FTI(ESieRR»MMIU

Visit your local software retailer or call (800) 326-6654 to order.

TM and are trademarks o(, or licensed to Dynamix. Inc. 1993 Dynamix, Inc. «A106
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goalies during the game or to pull the goalie

wlicn the team is behind and needs another

skater. One can also rearrange the lines any

time during the game.

In addition to the per.sonnel decisions to be

made during the game, one can also alter the

team's style of play. The default setting is for

“normal” play (a balance between olfensive

and defensive considerations), but one can

also opt for either an “offensive,” “defensive,”

or “physical” style. Obviously, the latter al-

lows the team to pick up more loose pucks at

the expense of an increase in penalty minutes.

In addition to the standard game, the pro-

gram comes with a myriad or features. One
can set up leagues and schedule the games to

be played manually or by the computer. The
program is not as sophisticated as some ol the

recent entries in the sports simulation market,

but the computer can finish a game in about

four minutes. The program keeps track of all

of the statistics and has more than one might

find in USA Today. One can review statistics

generated from the league play or from the

actual NHL season. Team stats include

home, away and overtime records, power play

and shorthanded goals, olfensive and defen-

sive shots on goal, and penalty minutes, just

to name a few. Individual stats include all the

normal ones one might expect. One can even

print out stats for one’s own league leaders.

Finally, the program will let gamers trade,

create new players, or send players packing for

the minors.

Box Score
With all of the great things the program can

do, there is still room for improvement. First,

the actual text description, while easy to read,

could be better. Quite often, one loses track

of exactly where the action is taking place on

the ice. One second the opponent is in his end

of the rink and the next thing one knows his

center is .sailing a slapshot into the net. The
text could be greatly improved by letting the

player know each time the puck has crossed a

blue line or center ice. Unfortunately, the text

editing feattirc cannot be used to remedy this

problem. Secondly, this reviewer has a dilfi-

cLilt time figuring out how the program de-

termined who deserved an assist on a goal.

Quite often, an assist was credited to a player

who wasn’t even involved in the play. Finally,

the program could provide greater flexibility

in setting lines when a player is in the penalty

box. This is the one time when the program
|

does not give the player total control over

setting the lines.

In summary, while CC Challenge Citj)

Hockey is a definite contender, it is probably I

best suited for those NFIL fans who have

enough imagination to enjoy a fine book and

are often disappointed when the book

transferred to the silver .screen. It may not
|

offer the symphony, the masterpicceordrama

associated with the spectacle of hockey, but it

offers the coach's perspective in a way lew

programs do.

(As this anicle went to press a new version of\
CC Hockey was released with some notable \
changes. Whereas the originalgame offeredcom-

mcntaiy on thegame in 15 second action inter-

vals, the new version breaks these down to six

second intervals so that the action is morefluid.
In addition, a savegame option has been added,

andprogratnmable computer coaches are now a

possibility. For more injormntion on the update,

the designer can be reachedat thephone number
above, cgw

SIDELINE SOFTWARE
°"o“nTy11-800-888-9273
Your European PC Connection

NEW TITLES TYPE $
A 320 Airbus Flight Sim. 45

Amberstar RPG 45

33ttle Toads Arcade 40

Daemonsgate RPG 45

HlslofyLlne1914-1918 Strategy Sim, 45

Hunter. Supremacy, Corporab'on ALL THREE tor only 40

Ishar Legend of the Fortress RPG 45

Reach for the Skies Flight Sim. 45

Robocop 3 Arcade Adventure 38

Sabre Team Arcade Strategy 40

Shadow Worlds RPG Strategy 40

Sleepwalker Arcade Strategy 45

Space Crusade RPG Strategy 45

Street Fighter 2 Arcade -40

Tornado Flight Simulator Flight Sim. 45

Trarsarctica Strategy Sim, 45

World Wrestle Federation 2 Simulation 40

WWF. T2. The Simpsons ALL THREE lor only 45

Zool Arcade 38

EUROMAGS
Get the latest news on the best PC titles from Europe!

These high gloss, full color magazines also feature a

demo-packed playable cover disk with each Issue!

PC Format, PC Review, PC Zone, or PC Plus only $ 10 each.

SHIPPING (UPS Ground) For up to 3pieces. by payment:
Mastercard & Visa $5.00-C.O.D. (Cash Only) $10.00

Next day & second day air availablel Call for prices on

special shipping. Shipping times not guaranteed.

Price & Availability subject to changel

No refunds or exchanges. Defective products exchanged
with same item. Products warrantied through Sideline.

FAX ORDERS CALL (305) 491-6134

Need Info? Call (305) 491-9519 Dealer Inquiries Invlledl

840 N.W. 57th Court, Ft. Lauderdale, FL 33309
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4-0 Spoill Bo>ll>S

A-Train

AdyanMd Dnlroytr Sim
Arkinoid 2

AnnorAJliy

AuilRlrU

Backgammen PC
Bard’s Tale 3

Cenlurion

Colorado

Collussus Bridge 4

Conan the Cimmaron
Conllict: Europe

Delender ol the Crown
Oeluae Strip Poker

Die Hard 2

Drakkhan

Elviia2

EPIC

F16 Falcon

RreToam 2200
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Fool's Errand
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Jack Nicholas GrealssHS
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King ol Chicago
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Monly Python
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Paperboy 2

Pit Fighler

RBI Baseball 2

Realms

Shadowlands
Shanghai 2

Sherman M-4
Sleeping Gods Lie

Spell Caa ling 101

Spot

SlarSagaTwo
Slum Car Racer

Super Oil Road
Super Space Invaders

'Three Stooges

T.V. Sports BasePall
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Not Just Another Roll Of The Dice

HYPER-BACKGAMMON'"
is an cxcitin”, ni.'\v, fasc-paced, CD-ROM
game. But, unlike any other games on the

marker, FfYPER-IiACKGAMMON'"
was iTogrammed to calculate over .32

million different playing scenarios and

is accurate to ± I %. So be forewarned,

your opponent is a formid.ihle expert!

m^’ER-BACKGAMMON"" u.ses fewer playing *
,

pieces than original hackganiinon, which makes the game • *

faster, more exciting, and much more fun. You can easily master

the Inasic offensive and defensive strategics, and soon you'll he testing

your gambling instincts with the doubling cube! So, don’t be surprised

if you find it impossible to stop playing. But remember, in the

• • lightning-fast world ofHYPER-BACKGAMMON'T your

fortunes may ri.se or fall with just one roll of the i.licc!

Available at your local CD-ROM dealer or call 1-310-659-6707.

R ^,1' MtE
piilcr, Jnw tluit Mipp'irl' tliu ISO-yfioO

MaiuLirJ, with iiuurfiKV r.ira, .mk! >oftvv,,rc.

•iiiiiMiiiiiin fHOKol'RAMwitli -lOOK m-.iil.ihiu, ‘IXTS
.T.l nr luicr, ‘VGA c.ir,! unJ VGA cnlnt m.miior.

IIVI’LIMIAOKOAMMOMO I'W’ AKC.Tli, ISO .All nrfu, r.-„.rvij. ni.tnhuuJ K KOMTi-'.IE, .1 ,liM-i..n ..I .ARirTCi,

INC. l lVI'IIK- nACNCAMMON .uiJ KOMTIMI. .icl- ir.iA-m.irl.. ,i( ARCrc), INC. All ii.iJcni.itks.ut tin- rn'r'i'l “I
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LEGENDS 0 EANTASY

LITERATURE
PRAISE A LEGENDARY NEW GAME

Roger Zelazny

Aiithur ol ThL' Priiuv

“A niKstiig a7K/ e7i/;tiging

i{ihe?e l/it; well-

/loncc! t’cific cuts U't'd

—

ai KnmJor."

Andre Norton
AuiliorolW'ik/iu'Dilil

"Tilt; itit’ti ()/ amibinin^

•your jjflmi; iw'ili a hook

seems to DR’ £0 he

enriching <uul I most

/it.vinil;y endurst' if.”

Raymond E.Feist

z\inhi)r I'l'Thi' Knis'j iJiii tYitu-er

"I feel great jnide and

satisfaction that this

beautifid (nece of com-

puter /iction u’«.s based

upon my work .

"

E
xperience the

cinematic inten-

sity of Betrnyril

at k’roncior, a

rcvnl lit ionary (antasy

roie-playin” fiame based

on the Nete Yor/c Times

hest-scllinj' Ki/ttettr

Le/jncY hooks by

Raymond E. Feist.

ReirayYil at KvoJidor

launclies all-new legends

of Midkemia, a breath-

taking mystical land.

Elegant story-telling and

revolutionary 3Space

visuals immerse you in

the most realistic, detailed

fantasy ever created.

Endure savage enemy
combat. Opponents not

only act hut (liiiik using

revtilutionary artificial

ifitelligcnce.

See the wonders of

Miilkemia (ir the first

time as over 2,500

frames of rotoscoped

animation, exquisite

hand-painted back-

grounds and Dynamix's

3 S p a c e technology

combine to create a

“virtual” fantasy.

Wield more than sixty

unusual spells that

unleash superhuman
magical powers.

Visit your local software retailer or call (800) 326-6654 to order.
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I
f phrases like “in the paint,” “nothing but

net,” and “kisses the backboard” stir one’s

blood, it is easy to identify with the enthu-

siasm of Bob Chaikin. His creation, B-Ball:

Pro Basketballfor the Computer (B-Ball), is an

ideal pamefor those who can: remember Jerry

West s half-court prayer at the buzzer in a

post-season shoot-out with the Knicks of 20

years ago, chuckle over Darryl Dawkins’

backboard smashing spree of a little over a

decade ago, or resonate with the sight of

Clyde Drexier powering to the basket during

today’s battles of the NBA giants.

B-Ball is a statistics-based, all-text basket-

ball game that reflects Chaikin’s fanatic devo-

tion to basketball and accurate statistical

replays. He had attempted to sell his statistical

analyses of match-ups, performance charac-

teristics, and statistical summaries to NBA
franchises. His lack of success, to date, has

allowed gamers to grab the game on the re-

bound. The game comes in two flavors, a

single game version and a deluxe version. The
latter is three games in one, since it not only

features the single game version (the meat of

the product from a gamer’s standpoint), but

a full season capacity (with a very friendly

utility for drafting custom teams), and an

NBA prediction utility.

Game Plan

In play, the single game version is much like

Lance Haffner’s basKetball games [Basketball:

The Pro Game and Final Four College Basket-

ball). One sets a line-up, selects from a menu
ofdefensive options and establishes the defen-

sive match-ups. An additional wrinkle is the

capacity for setting the computer team’s sub-

stitution pattern to follow a four-minute or

six-minute rotation. Since B-Ball, like

Haffher’s classic text games before it, gives

plenty of weight to the fatigue factor, this is

an important option for those who like to play

games against artificial coaches.

The flow of play is similar to the Haffner

products in that the screen prints the line-up

for the offense at the top of the screen, and

the player-as-coach gets to determine where

the ball will be passed and when a player will

shoot. To pass to a player, one either types the

abbreviation for the position of the receiving

player (eg. PG for point guard) or, as in

Haffner, the number which corresponds to

the position. If one opts to use the numbers,

the older product makes more sense. Haffner

numbers from the first player listed on the

screen to the player listed at the bottom of the

screen. Chaikin numbers the positions in a

reverse order. Since 1 am used to reading from

TITLE: B-B.ill: Pro Baskelb.ill for Ihe Com[)ulcr

SYSTEM: IBM
PLAYERS: 0-2

PRICE: $29,115 (single gome version)

$95,00 (full version)

PROTECTION: None
DESIGNER: Bob Chaikin

PUI5I.ISHER: BOliliALLInc.

1 523 Fellon Ro.id

South Euclid, OH 44121

(216) 291-9243

the top of a list down instead of from the

bottom up, this was unsettling to me, and 1

used the abbreviations. Unfortunately, this

means extra keystrokes.

Playmaking

From this point on, the advantage has to go

to B-Ball. Since real NBA coaches do not

actually get to tell their players who to pass to

at what moment, Chaikin has introduced a

couple of new pages to the stat-game play-

book. Those who want to call a game follow-

ing a realistic mode of play can opt for an

automatic passing option. With this choice in

place, the program will determine the most

realistic flow of the game according to the

personnel in place and the defensive match-

ups.

For “control freaks” like myself there is yet

another design element. When an offensive

team controls the ball in B-BalL, the line-up

lists a PF (possession factor) for all players

(which changes according to their playmak-

ing possibilities) and gives a temporary PF in

the play-by-play text for the player who is

currently controlling the ball. The PF is a

number from 0-3 tnac determines the on-

court player’s level of control of offensive

factors. The lower the PF, the easier it is for

the on-court player to get the ball to the

teammate he desires to shoot. So, Louie Dam-
pier of the old Kentucky Colonels (ABA)
might bring the ball down the court with a
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Create yourface and personality,

modifying your skills, attributes,' and

character class. Then head out...

..:J{ii4jnep, adventurers from alt over

the country’. Fomi parties and battle

monsters with miglit-and magic.

Save your statstdnd inventory at the

end of each session. Your character

grows every’ time y^du play.

Host a Fantasy,Role-piayin§. ;

Convention in your Cotfiputeri:

Welcome to the dungeons of ' v
^

Shirdow of Yserblus, the hew, multi-

player fantasy role-pla^ng .epic on

'

The Sierra Network.

Join real people in real time as

you search for the secrets of a

kingdom, buried by an ancient

curse. Everyone you meet, friend or

foe, could be a real-live person.

all -itching to fake on the- dangers

that wait iri'the dark corners of

these dungeons. '

.

If you’re 18 or older and have a

and 'a modem, you can tiy ".
.

- Shadow ofYserbius FREE! Access

to TSN is a local phone call from'

most of the continental U.S. Call

today for a free trial membe'rship

kit and get started on the greatest

adventure of all.. • -

An Epic too Big for One Player.

Meet thousarids of other . ^

adventurers and .form parties of up
.

to four. Team up with. a Wizard.

from Wisconsin, a Knight from \

New Jersey, or a Cleric from ’
i

Colorado. Talk to Elves, Troils,:,:

Ores, Dwarfs, Gnomes, and even a ^

few humans from all oy^r America,

;
Offer{l268

.

'

,

'Price based bn hariMO hour eveninij and wjslcciid package

•pfS 12.35 + S4 monthly' access JO Afcdfei'fliancT'''
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PF of 2. If Artis Gilmore at center and

Maurice Lucas at strong forward are rated at

PF 1 and PF 2 respectively, that means that it

is significantly harder for Dampier to get the

ball to Gilmore in the paint. However, it

would be logical for a PF 2 point guard to pass

the ball to the PF 2 strong forward.

In our example, Dampier passes to Lucas

and Lucas elects not to go for the shot. How-
ever, the text rates Lucas at a PF of 0, indicat-

ing chat he has excellent playmaking position.

Since everyone else on the team is going to

haveaPF of0 or higher, this means that Lucas

would have no trouble passing the ball to

anyone. The alert gamer notes that Gilmore

and Dampier both have PFs of 0 at the mo-
ment. As the “hands-on” player coach, he can

elect to have Lucas pass to Gilmore for what

would presumably be a quick wo points or

pass it out to Dampier to try for either two or

three.

If the gamer elects to have Dampier try for

three, he/she simply adds an “x” to the com-

mand for Lucas to pass to Dampier. In this

case, I would type gx. Someone using the

number commands would type x.

Play-By-Play

The text descriptions in B-BaH. also seem

more robust than those in the older games.

There seems to be a wider variety of an-

nouncer cliches in B-Ball. Players get “noth-

ing but net” and “swish” when they play the

string music of putting the ball straight in.

One player “elbows his way to the rebound”

and another “pulls down the defensive re-

bound.” Fouling players “grab” and “crip”

and defending players “reject” and “goal-

tend.” Some teams “slow it down” as they

bring the ball up the court and others “fast

break,” depending on the personnel in play.

Sometimes the team is called by its nickname,

others by the city where they are located.

Also, since the game is strictly ASCII, sta-

tistics and box scores are easy to print. One
can print the screen (using the Print Screen

key) or one can wait until the entire game is

resolved and use the built-in print utility. In

the latter case, even the single game version

allows one to save the results to disk. I like this

versatility.

Net Result

Indeed, the only area where I might fault

the program is in the way it numbers the

positions from bottom to top (for passing)

and the way it handles fatigue. The fatigue

factor was well-handled in the Haffncr games.

It is present in B-B/ill. I deliberately played

two equivalent teams and managed both in

order to test out the fatigue model. Whereas

Haffner’s games forced one to substitute

throughout, i left players in the entire game I

(except in the case of one injury) and there I

was no degradation of performance at the I

half Indeed, the fttiguc factor did not come I

into play until lace in the fourth quarter,

would like to see enough impact in the first

half that one would be forced to substitute 1

realistically.

Another factor which may be a disappoint-

ment to some gamers is the inability to design

and save set pkiys. Though the manual pass-

ing option allows one to have more control

than a real coach, many NBA fans would

probably like the opportunity to save a play-

book in advance and be able to interrupt the
|

automatic passing game by calling those set ,

plays at various times. No text game has yet

allowed this, however, so one cannot give too
j

much weight to this consideration at the mo-
ment.

Nevertheless, one would have to give the
j

overall nod to B-BalL With its capacity to
j

predict NBA games, resolve entire seasons in
]

30 minutes to an hour, and its rohiisr play-

making model, it is a statistics buff s dream.

Plus, Chaikin offers a tremendous library of I

season disks to choose from. If one is more
[

interested in performance results chan graphic I

on-screen portrayals of action, 5-/i/?//has to I

be a contender, cgw

"The Informative PBM Magazine"

Do your know what PBM (Play-By-Mail) 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 ^jstralia $57.00.
All Subscriptions to PAPER MAYHEM are to be paid
in US funds and drawn from US banks. Foreign sub-
scriptione are asked to use International Money Order
in US funds.

COMPUTER
SPORIS GAiVIES

IBM • APPLE

THE MOST REAUSTIC STRATEGY/SIMUIATION

COMPUTER GAMES ON THE MARKET TODAY!

FUU COUNT BASEBAll
You manage all 26 most recent teams and 52 great past teams • 45 man roster

• Stats com[»ler • Complete boxscore to screen/ printer • Input your own

teams, draft or trade players • Wind/Wcather Option • You choose starting

line-up, batting order, bunt for a hit, steal, DH option and much, much more!

BASKETBAU - THE PRO GANIE
You're the 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 • 27 current teams and over 190 great teams from the past included!

ORDERTODAY! Mail check or money order for $39.95 each for Apple II and C-64

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

Please add ^.00 for shipping and handling.

For more information, call or write for a free brochure.

^ M nv I m •m t f • ] d d i' I M iM ^ • u i \

P.O. BOX 100594* NASHVILLE, TN 37224 615/366-8088

1-800-477-7032
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'Sierra [HscoverfSerie
PRE-«CAOINO S.KI11.;

^SIERRA'

Sprint long-distance service just

became more valuable - up to $159.95
more! Now, when you switch your
home long-distance service to Sprint,

you can select any Sierra game, free!

And after enjoying six months of high-

quality long-distance, you'll receive a

second Sierra game or one month of
free long-distance service.*

Only Sprint can offer you a

nationwide 100% digital, fiber optic

network that provides the long-distance

quality and reliability you need.
Experience for yourself Sprint's "fiber

optic" clarity that makes both your long-
distance calls and PC data transmissions

crystal clear and error free.

But unsurpassed call and data clarity

is just one of the many benefits you will

enjoy as a Sprint customer...

"The Most”"" A Unique Calling Plan
Sprint offers an unprecedented long-

distance calling plan called "The Most”""
available now for all customers. The
Most will save Sprint customers 20
percent on already low rates on their

X

calls each month to whomever they talk

to the most, including international

calls-even if the called person is with a

competitive long-distance carrier.

The Most will also provide automatic
20 percent discounts on all calls to
Sprint's millions of customers, anytime
and anywhere.
When the most frequently called

number in a given month is a Sprint

customer, Sprint will combine both
discounts for an effective overall savings

of 36 percent on calls to that number.**

Save on Long Distance When You're
away fronr^home too!

. Sprint's FONCARD^*^ travel card lets

you continue to take advantage of clear

calling and savings even wh^n you're
away from home. Plus the FONCARD is

free, with cards available to every
member of your family.

The Service You Deserve
At Sprint, we make no compromises

when it comes to dependable, personal
service - we do it all; operator services.

Circle Reader Service #89

directory assistance, customer service,

even instant credit for wrong numbers.
And we do it 24 hours a day!

No Risk Guarantee
Your satisfaction is guaranteed: we'll

pick up the cost of switching your long

distance to Sprint, and will even pay to
switch you back if you are not
completely satisfied. (Some restrictions

apply.)

So why not sign up for Sprint and
receive the clarity, savings and service

you want while getting two Sierra

games you enjoy?

Sprint.

SIERRA^
* Offer valid only in the U.S. and for new Sprint

customers. Not valid for FONCARD - only orders.

Certain restrictions apply. Free month iS up to $25
usage on 4th month invoice. To qualify for a second
game or free month of long-distance the customer
must bill $20 per month in 3 of the first 6 months.
** THE MOST discounts apply to intra-state calls

only where authorized.
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Daughter of Serpents H Veil of Darkness M Forge of Virtue

Ultima VII H Crusaders Of The Dark Savant

Indiana Jones/AtlantisI SpcIIcasting 301

Eric The UnreadyI Ultima Underworld II

Well, here we are with summer just

around the corner (it’s the one there

on your left). But ifsummer is here,

can autumn be far behind? Let’s hope not,

because the mail room isn’t air-conditioned.

Can’t even bring in a whcclic unit with all

these mail sacks around. At least we did man-

age to neaten up the piles since your last visit.

Before we get to the good stuff, a word or

three about mail. February was not a good

month for letters. Next issue, 1 will go into

more detail on that, but it is enough to say for

now that somehow I managed to mix up some

unanswered mail with older, answered letters

and (ahem) threw them out. Really sorry

about that, folks. Neatening the piles does

have its dangers.

So, if you wrote to me in February and

didn’t get a reply, that’s probably the reason

(that or you didn’t include a SASE; some

people still don’t put them in, however many
times 1 mention it). The year did not get oB
to a promising start. Anyway, enough about

that for now; let’s get to the main event.

Daughter of Serpents: The hint here is to

watch out For this product. It isn’t so much a

game as a computerized novelette. While the

story is interesting, and there are minor vari-

ations in the plot, you can get through it in

about 20 minutes or so. While “playing” it, 1

had the feeling this was someone’s idea for a

Call of Cthtilhu scenario that they thought

would make a neat-o computer game. Well,

maybe it would, but not in this implementa-

tion. Caveat emptor!

Veil of Darkness: Veil is still pretty new as

I write this. It’s a fairly simple and fun game,

which gave me no problems until the confron-

tation with the vampire at the end. Then I had

a lot of trouble, until I found out about some-

thing I had missed in the swamps; namely a

sinkhole. Even when 1 knew it was there, it

was very difficult to make out. So, if you’re

playing this one, watch for that sinkhole; you

can’twin the gamewithout going down there.

Forge of Virtue: Many letters on this one.

and eveiv'one has the same problem; namelv,

finding the real amulet in the Test ofTruth.

That’s not surprising, as it’s a tricky matter.

Look for a secret door near to where you enter

the test, and that will put you on the road to

what you’re alter.

Ultima VII: Some players manage to get

into the secret caves behind Buccaneer’s Den
early in the game (far sooner than they’re

supposed to), and wonder why they can’t find

Hook. Well, you’re never going to find him

there, no matter when in the game you visit

those caves. You only catch up to him and the

rest of the merry crew (Elizabeth, Abraham,

and the gargoyle) at the very end. I also

wouldn’t advise running off to the final dun-

geon right away ifyou’ve gotten into the caves

early; you’re likely to come to an unpleasant

end without the right items in your inventory.

Crusaders Of The Dark Savant: Getting

into Murkatos’s Outer Sanctum at the Ore

castle is giving some players a hard time. Well,

that blood stain in the corridor is there for a

reason, fhen, if you polish up your thinking,

and reflect on the situation, you just might

find the door open to you. And getting into

that room is quite important, so don’t skip it,

Indiana Jones/Adantis: fho.se taking the

team path through this one are having a little

trouble persuading Mr. Trottier to hand over

his stone, particularly when Sophia is doing

her mumbo-jumbo spirit act. Everything goes

fine until she has to guess how many fingers

he’s holding up behind his back. Well folks,

that’s the nasty part: there isn ’t any way ol

knowing, you just have to guess and hope

you’re right. Even more irritating, the number

is picked randomly each time Sophia guesses;

it isn’t always the same. So unless you want to

keep on saving and restoring until you get

lucky, it’s better to let Indy do this one.

Spellcasting 301: Breaking jail is fun stuff,

right? No? Well, get used to it, because Ernie

will find himself behind bars .several times (a

few players have learned this already). What-

ever way he uses can only be used once; after

that, a new method for taking it on the lam

has to be found. There are a couple of times

when an item comes in handy, but most exits

rely on spells. So, be familiar with your spell-

book, and remember that there’s one spell that

can modify other spells to have different ef-

fects. Don’t be afraid to experiment!

Eric The Unready: The hardest part of this

game is to keep from laughing so hard and get

on with playing it. Still, there arc a couple of

places where what to do isn’t exactly obvious.

The bar with Bruce the Waiter, for instance.

Patience is a virtue here, but that by itself isn’t

enough. As anyone who lives in New York

knows, any waiter or waitress under the age of

90 is an aspiring actor or actress. Keep that in

mind and read a book while you wait (heh).

Ultima Underworld II: The Void is the last

of the ei^ht worlds and, in some ways, the

most difficult. Some people aren’t sure of

what’s going on in this weird place, or what

exactly has to be done. It’s a confusing area,

to be sure. The main thing here is to follow

the various colored paths one at a time

through the moongates until you reach the

pyramid of blocks. Then, you get to play

Q-bert and change the pyramid to the same

color as the path that led you here. Be sure to

end at the top, because a moongate will show

up there when the whole pyramid has to be

changed. The pyramid has to be done four

times, once for each path that leads you there.

Well, that’s about it for this look into the

mailbag. In the meantime, if you need help

with an adventure game, you can reach me in

the following ways:

On Delphi: stop by the GameSIG, 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 if you live in the United

States or possessions): Scorpia, PO Box 338,

Grade Station. New York, NY 10028.

Until next time, happy adventuring! cew
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e The Mind-Munching
With Two Interactive I

.
.
you will want to snatch

this one up. Its intelligent

design and cute good looks

will hook you right from
the start. ”

-Game Players Magazine

FROM THE
CREATORS OF
GOBUIINS
Teamwork. It sounds
like a great idea, but

when you put these

two whimsical imps

together the results .

are more hilarious
j

than productive. You
[.

will take control of I

Winkle and Fingus

who are on a mission s

to rescue the King's son •

from the clutches of

evil. They must work
together as they take on \
a whole smorgasbord of

twisted traps, maniacal

monsters and perplexing puz-

zies. It won't be easy, and don't

let their size fool you. These are

two imps with a serious attitude.

. a delightful mix of
adventure and puzzle
gaming that will leave

your gray matterposU
* lively fried.”

- Video Games and
Computer
Entertainment

FEATURES
• Simultaneous
multi-character

mouse control.

• Highly animated
characters with

hilarious and often

unpredictable

personalities.

• Humorous sound
effects and lively

background music.

• Seven brain-busting

episodes each with

up to five inter-

connected scenes.

as puzzling as a Rubik’s Cube with a bad attitude.”
-The Newark Advocate

You control two new hilarious imps...

7am-7pm (PST) Monday-Friday / Outside U.S. Call 209-683-4468 8am-5pm (PST) Monday-Friday
Circle Reader Service M90
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But, I Don’t

Want to be on T.V.!

CGWs Bag-Guy Seduced by The “Dark” Side of The Farce

by Mike Roo)iey Kroiikite

I
t was not the type ofscene 1 was expecting.

The entire crew of that prime time news

show was crowding into my office. I heard

some technician complaining about needing

time to white balance the shot and the host

started rattling off questions at hyperspeed as

1 sunk into my chair w’ith a dejected slump.

Someone had told this crew of investigative

journalists about a conspiracy in the enter-

tainment sofnvare industry and that 1 was a

conspiracy buff. So, they invaded my base-

ment office in the massive Golden Empire

Publications building to get my thoughts on

the matter.

“Could 1 deny that Strategic Simulations,

Inc. had laid offalmost 20% of the company,

largely over delays in their Dark Sun prod-

uct?” I told them that delay had hurt a lot of

people, but 1 was more excited about Cary

Grigsby's War in Russia. The monster game

will do for theCGW Hall ofFame game ( VPr?;-

in Russia) what Gary Grigsby 's Pacific W'/ti'did

to the old 8-bit War in the Pacific game

—

bring it into the ’90s (and MS-DOS world)

and provide the kind of accessible and custo-

mizable challenge one finds in PW.

The television interviewer wouldn’t let up.

“How about MicroProse? Didn’t they let

10% of their employees go? Might that not

have something to do with their Dark/anels

product?” 1 told him that the company was

Circle Reader Service tfWl

not only trying to fix Darkianc/s completely

with their version 7 update, but that they were

working on a hot, new cyberpunk game called

Blood Net tis well.

Before he could ask another question, I

attempted to change the subject. “Ifyou want

something that’s really news,” I said, “you

ought to ask about the upcoming game from

Papyrus Software.”

“Who?” he asked, as I knew he would.

“The developers who designed and pro-

grammed Indianapolis 500: The Simulation

for Electronic Arts. They arc planning to

release an open-axle racing game which re-

tains some ofthe feel of /;rz5'>Fut offers much
improved graphics and a whole li.st of features

that weren’t even considered during its pro-

duction.”

He seemed placated for a moment, but

seemed unsatisfied when 1 cold him that the

game hadn’t been named, pending the sign-

ing of a liccn.se with a major racing team, d'hc

reporter opened his mouih to ask another

question, but 1 interrupted to throw him off

balance.

“Did 1 tell you that Virgin Games is dis-

cussing .scenarios for Dune IP How about the

fact that they’re planning a Sega Genesis ver-

sion ol Dune IP" When that stopped him for

a moment, 1 followed up with some more

news from Virgin. “They’re also planning to

publish a CD-ROM version of a game called

Curse of Enchantia." 1 was losing him. He
glanced hack at his notes and 1 blurted our,

“They’re doing Caesar’s Palacefor WindoivC

The latter might have been good news for

amers, but it didn’t seem to do much for the

roadcast news personalit}'.

“Then, tell me about Sierra and Dynamix,

Didn’t they reduce their work force by 10%?”

he queried.

“Sure,” 1 responded, but there is still going

to be good stuff coming out. 1 started listing

tides, “There’s Freddie Pharkas, Frontier

Pharmacist." Healreadyknew. “There’s Qiiest

for Glory IV: Shadoivs ofDarkness." 1 struck a

nerve. He wrote feverishly on his notepad and

ordered the cameraman to zoom in. “Hey, 1

didn’t even get to mention Dynamix’ subma-

rine simulation, tentatively called Sea Wolves,

or even their Japanimation-style robot com-

bat game. 'Fhey both have terrific graphics.”

He zeroed in on his agenda. “Ever notice

that all these companies that had worker re-

ductions have the word ’Dark’ in, at least, one

title? In fact, the same thing happened to a

pen-and-paper game company with a game
called Dark Conspiracy. Maybe there is some-

thing about that word? Maybe there is a ‘dark

conspiracy?”’

I tried to change the thrust. 1 told him that

LucasArts was finally going to publish that

Sara & Max: Freelance Police game I had

always wanted to see, the one ba.sed on Steve

Purcell’s short-lived Comico comic book.

“You know,” 1 reminded him, “the characters

satirized in the costume shop for LeChuck’s

Revenge!" He didn’t.

I informed him that Mallard Software was

going to release an enhanced version ofWes-

son’s Lunar Commander. He didn’t bite. 1

told him that they had an air traffic controller

simulation called " Tower" ow the books that

would connect lots of flight simulation fanat-

ics. I told him that they were going to publish

voice command modules for F-I17A Stealth

Fighter, Comanche: Maximum Overkill and

Flight Simulator 4, bundled with a headset.

He wouldn’t take the hint.

How could I get rid of this guy and get back

to work before my editor killed me? 1 ftked

it. It was just like an NBC newscast. “Ever

hear of I-Motion’s Alone in the DariP" I

asked. His eyes widened, “d'hey did it. They

joined in league with H.P. Eovecraft’s Og-
Suggoth demon and caused the other compa-

nies to have to lay off employees.”

“Why?” he asked with great gravity.

“Why?” 1 answered, “so that they could be

alone \v\ the dark.” 1 didn’t tell him that there

was no conspirac}'. It would have ruined the

episode to mention that CyberDreams’ Dark

Seed won an SPA award. And, of course, 1

wanted to be on television, cgw
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We're Looking For People

Who LikeTo Draw.
They call him Freddy Pharkas, Frontier Pharmacist He

was born to be a gunslinger. But when he met his match, he

gave it all up for a life in pharmacology.

Now his arch enemy is back. And Freddy iearns iife's

hardest lesson, you can't hide behind a pharmacy counter.

Al Lowe, the creator of Leisure Suit Larry has gleefully

pillaged the plots of every old Hollywood Western and stolen

- er, created - the legend of Freddy Pharkas, a stirring Western

sage of cowboys and Indians, banditos and mysterious

strangers, women of ill repute and the men who repute them.

With his faithful Indian sidekick, Srini Bagdnish, Freddy's

aiming for clean up Coarsegold once and for all. And woe to

any cliche that stands in his way.

Play the only computer game that hands you a loaded

six-gun and doesn't teach you howto use it. Freddy Pharkas,

Frontier Pharmacist And see if you're as good with a gun as

you are with a mouse.

® SIERRA^
See your local retailer or call 1-800-326-6654.
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by Jay Kee

C
hess isn’t supposed to be fun. It’s tough

to learn, impossible to master. It’s

deep, mysterious, intriguing and chal-

lenging—anything but fiin.

Fun is ior kids. Fun is for carnivals, video

games and vacations. Chess is for serious

study, intense concentration, deep thinking.

It conjures up images ofsilent clubs decorated

in leather and wood; of opponents hunched
over their boards, faces etched in frowns of

intellectual effort. Why, the very thought of

someone laughing out loud boggles the mind.

Of course, that’s exactly what happens

when one plays Battle Chess 4000, a new and

delightfully irreverent installment in Inter-

In this version of the grand old classic, a

nameless Grand Master (the player) has been

transported through time to the year 4000
and deposited on a space station in earth

orbit. Within the station is an arena housing

a huge, translucent chessboard. On the board

is the strangest collection of characters ever

assembled. Gone are the standard inanimate

medieval icons. In their place is a cast of

characters right out of a Buck Rogers novel,

each outfitted in a strange and unique man-
ner, equipped with strange and unique weap-

ons, and harboring a strange and unique sense

of humor.

Instead of pawns, there are cute alien

worms; bishops have been replaced by mad
scientists with infectious

giggles and bizarre wands;

knights have become space-

ship captains and rooks

have been transformed into

huge robots that could best

be described as a cross be-

tween a Transformer and a

BattleMech. The human-
oid King and Queen are al-

most ordinar)' by

comparison, but their rep-

ertoire ofweapons and skills

are anything but ordinary.

In this game, there’s none

of that pawn-takes-pawn

stuff. Pieces aren’t just cap-

tured—they’re tickled,

vacuumed, blasted, melted.

hypnotized, tricked and hugged to death.

This is cartoon violence, mostly harmless and

ver)' funny; the characters deliver punch lines,

facial expressions and sound effects with an

uncanny sense of timing.

TITLE: B.illle Chess 40011

SYSTEM; IBM
PRICE; $5y.95

PLAYERS: 1 or 2 (Head-lo-hontl .iiicl modem play)

PROTECTION; Dorumonlalion Look-up

PRODUCERS; Brian Fargo, Scotl Bicser

PUBLISHER; Interplay Produciions

Irvine, CA
(714) 553-6678

play’s Battle Cwrr series. One laughs... a lot.
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Under normal circumscances, most people

would consider watching a game of chess to

he roughly equivalent to watching paint dry.

1 have several chess sets, a dedicated chess

computer, one or two computer chess games,

and have played at both the club and tourna-

ment levels. Not once have family or friends

shown an inclination to sit down and watch.

With Battle Chess 4000, however, the first

game out of the box drew a crowd. And the

crowd loved it.

This is a dangerous game; it should have a

warning from the Surgeon General. It’s so

funny, it’s distracting. Players will spend
more time laughing at the antics of the char-

acters on the board than concentrating on
position or tactics. It’s also very slow. It takes

time for these characters to move from place

to place and even more time to knock one
another off.

Fortunately, the designers were thoughtful

enough to include a 2-D option with conven-

tional chess pieces displayed on a conven-

tional board. Without it, patience would soon

wear thin, and chances ofwinning at any level

would be greatly diminished.

Looking Good

Visually, the SVGA version of Battle Chess

4000 is a treat. Words like “stunning” and
“awesome” are used so often as to become
trice. Sometimes, however, those words are

not only justified, they’re an understatement.

Battle Chess 4000 is one of those cases. The
SVGA graphics are razor sharp and crystal

clear, and the animated movements are

smooth and natural, and are enhanced by

digitized sound effects that pack the punch of

a movie soundtrack.

There is, however, a catch. The SVGA ver-

sion is a memoiy hog, requiring a minimum
of 600K conventional memory, at least 1

megabyte of expanded (EMS) memory and a

fat 14-plus megabytes of disk space. It also

needs a fast computer'—a 386SX/ 1 6 MHz or

better. Running on a 386/33 system under

DOS 5.0, with 4 megabytes of' RAM, and
Qualitas’ 386-M;lx memory manager, the

program was clean and well-mannered, with

few interruptions from disk-accesses. Per-

formance on a slower machine is likely going

to be less than optimal.

supports all the standard options:

mouse control, take-back moves, time clocks,

autoplay, swap sides, print moves and so on,

but it includes some not-so-standard vari-

ations that make it fun to play. There’s one
that lets players rewind a game to the begin-

ning, fast forward it to the last move played,

or replay it from any position. There’s an-

other that gives players the opportunity to

grade themselves on the Elo scale (named
after professor Arpad Elo, who designed it) by
testing them on 24 chess positions. Also, if

playing against the computer isn’t enough of

a challenge, another option lets players use a

modem to play against another person over

the phone line.

No, But Seriously. .

.

While Battle Chess 4000 is unquestionably

a comical and thoroughly entertaining game,

it does have a serious side. Hidden just below
the surface is a surprisingly sophisticated chess

program with all the features any serious

player could hope for.

For starters, BC4000 boasts an opening
library of over 300,000 moves. Openings are

determined by three user-definable parame-

ters: Random, Strength and Popularity. The
first introduces a randomizing element; the

second determines how strong or weak the

opening will be, and the third determines

how common or uncommon it will be. Play-

ers can set these to whatever configuration

and degree they wish, thereby controlling the

aggressiveness and unpredictability ol^ the

game. With the Learning option, BC4000
can record and store any particularly strong

opening variations. These moves are then

written to a supplementary file and sub-

sequently included as part of the program’s

opening book. This gives the program a near-

human capacity for adapting to the skills of

the player, a feature that can really make life

interesting.

Equally interesting is the unorthodox
method of setting skill levels. Program
strength is not simply determined by a pre-set

scale, but divided into Weak and Strong cate-

gories and controlled by independent vari-

ables. Selecting Weak opposition brings up a

menu of 10 levels, ranging from beginner to

intermediate. Choosing Strong brings up an

advanced level with five time-control options,

each with its own unique degree of difficult.

Of the five, Tournament is the strongest and

most aggressive level. In this setting, the pro-

gram actually manages time according to the

difficulty of the position, spending less time

in obvious situations and saving it for com-
plex positions and endgame play.

An extension of this capability, and one of

the factors that makes Battle Chess 4000 a

formidable opponent, is the Thinking op-

tion. When this is turned on, the program

uses the time a player spends thinking to

predict the next move and plan an appropri-

ate response, in much the same way a human
player operates. When it guesses right, the

response is made immediately and time is

saved for future use. The result is a faster-run-

ning program, with the percentage of correct

guc.sse.s producing an equivalent increase in

speed. According to Interplay, BC4000 '^i\\

guess right 30% of the time, which translates

into a 30% increase in speed.

Another factor that significantly improves

Battle Chess speed and performance is

its use of a hash table. Basically, hash tables

(or transposition tables, as they’re often

called) permit a program to store information

about a position and then compare that to

other positions during a game. Whenever an

identical position is reached, the information

from the hash table is used to generate a move,

eliminating the need to search the position all

over again. As a game progresses and the

number of identical positions increases, the

gain in speed and performance is substantial;

the endgame, a classic weakness in chess pro-

grams, is improved dramatically.

All of this adds up to a killer program, one
that easily justifies Interplay’s claim ofan Elo

rating of 2000—a Candidate Master class,

under the USCF system. Battle Chess 4000
has transformed chess from a stuffy, intellec-

tual exercise into a game that is fun to play. It

combines great comedy, superb graphics, and
a serious chess game without compromising
anything along the way. It can be played for

laughs or played for real. It can satisfy the kid

or the Grand Master in all of us. cgw
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As a lircrary genre, cyberpunk has

emerged as an cxciiing subculture in

the realm oftraditional science fiction.

The works of William Gibsoii (Nenro-

wancer), Walter Jon Williams (Hard Wired),

Bruce Sterling (Mirror Shades), George Alec

EfFinger (Mw/ Gravity rails)Ava\ many other

talented writers have helped make cyberpunk

one of the fastest growing segments in popu-

lar fiction. Even film has joined the cyber-

punk bandwagon: Ridley Scott’s cult classic

Blade Runner, adapted from Philip K. Dick's

novel Do androids dream ofelectric sheejd, cast

Harrison fiord as a troubled android killer in

futuristic Los Angeles. Stephen King’s recent

Lawnmower Ma)i film visually demonstrated

the concept of cyberspace in a convincing

fashion.

In the software industry, the increasing

popularity of cyberpunk has not gone unno-

ticed. Infocom’s Circuit’s Edge brought

George Alec EfFinger’s seamy and exotic

Budayeen to computer gamers a few years

ago. Interplay’s Neuroniancer adapted Wil-

liam Gibson’s novel of the same name, while

Dynamix’s Rise ofthe Dragon took visual and

stylistic cues from Blade Runner. Almost un-

noticed in the growing software cyberpunk

market, UbiSoft’s BAT (Bureau of Astral

Troubleshooters) was a quirky and intriguing

product released in 1990, which was unfortu-

nately hobbled by a variety of minor design

foibles and defects.

Learning from the shortcomings of their

first foray into the U.S. computer gaming

market, UbiSoft has now released BA T II:

The Koshan Conspiracy (BAT2). Although

shares many design elements with its

predecessor, it is dearly a superior product.

Instead of the relatively constrictive gaming

environs o\' BAT, S/17’2 gives gamers a huge,

multi-faceted game world in which the player

must find the people, items and information

needed to succeed. Fhe designers claim that

BAT2\-i five times larger than the original and

1 found no evidence to dispute this claim.

BAT2 begins with the player either select-

ing a pre-generated agent or creating a new
one from scratch. After a brief training period

to increase attributes, the player’s agent is .s'cm

into the fray. The goal of the agent is de-

scribed in a l4-pagc scenario booklet. In es-

sence, the player’s agent has been sent to

Roma II, a city on the planet Shedishan where

a large corporation, Koshan Inc., is attempt-

ing to control the production of Echiatone

21, a valuable mineral. The player must

thwart the schemes of Koshan Corp. and

assume control of the Echiatone 21 supply.

After arriving in Roma 11 and meeting the

BAT contact, the player begins the game
proper. A/17'2 is roughly divitled into three

broad gaming segments. In the first, the

player must ontain, by any means necessary,

the deeds which grant ownership of Bedhin

6, the iiatural satellite of Shedishan that con-

tains the majority of Echiatone 21 deposits.

After that goal is accomplished, the player will

have the opporttinity to fight in gladiatorial

games, journey into space, and undertake a

variety of other actions in the last two seg-

ments.

When In Roma...

Gamers will spend most of their playing

time in the city of Roma II—a grimy, pollu-

tion-choked metropolis which resembles the

21st Century Los Angeles seen in Blade Run-

ner, and the seamy, hard-edged world of

George Alec Effingcr’s Budayeen. Roma 11 is

composed of six sectors, each sector being a

gamcworld in miniature. 1 he soaring towers

of the business sector can only be reached by

Hying taxi, while the northern market section

offers gamers a chance to buy a variety of

goods. In the tourist sector, a video arcade

offers three video game.s—much like the

games Breakout, Chinese C'heckers, and a bi-

zarre water, pipes and buckets game—which

the player can use to increase ftinds. Having

a healthy supply of monetary tiiiits on hand

is es.sential to success, so players would be well

advised to spend a substantial amount of time

visiting the arcade and bartering with NfiCs

to raise the required funds.
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interactive on-line games

with amoneyback guarantee!
With interactive games, you’re not playing with yourseif or against a computer . .

.

you’re head to head with a living, thinking human being who’s playing for keeps.

And NVN brings you the best interactive value, with the most popular on-line games

at lower rates. Ti'avel to the Island of Kesmai”' in a role-playing, multi-player game

that will stretch the limits of your imagination . . . create your own character in the

fantasy world of Aradath and fight off magical spells and fierce martial arts warriors

... or manipulate space and time in your quest to conquer a planet in Galaxy 11, the

ultimate test of your strategic and logistic skills.‘'=^

So quit playing with yourself.

Membership is just $5.95 a

month* AND YOU HAVE A

MONEY-BACK GUARANTEE.

Plus, our premium on-line

charges are only $6dir non-

prime time, and $9/hr during

prime time!

How to register

To register on-line, setvour comm software to 1200, 2400 or

9600 bps, N-8-1, and full duplex. Dial 1-800-336-9092. When

connected enter CG93RR and press <RETURN>. Then enter

name, address and Visa,® Mastei’Card,® Discover® Card or

.American Express® number. Your Starter Kit will be mailed

right away.

For more information, call 1-800-336-9096.

NATIONAL
VIDEOTEX

Risk-free. Satisfaction guaranteed.
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I'kis senices.Aclililiiiy charges due lousiV«rcsiiof!*n;mluni Serilccs.lllTer applies In first lime Mcnikrs. One (ht Membership per hnusi'hiilil.

Subscription lee Is 45.!lo per rnuoth. Ihkwaiiilsentvconleiil am siilijeilloiliargi-..\aliimalVi(10')le.'ilsaser\ice mart: of National Videotex

.\'el«t)rk,{'orp.;\li(ahersarcforidemilifalion piir|«iscsiiiib' and belong to llieirres)m lheeompanitTi or otganUaliota.
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All of the game elements are wrapped up in

a unique, mouse-controlled interface. Every-

thing is viewed from a fir.st-person perspec-

tive, with the gamer seeing things with the

agent’s eye. As the mouse-pointer moves

around the screen, its shape changes to reflect

possible game actions. For example, moving

the pointer to the edge of the screen changes

it to an arrow, allowing the player can move
in that direction. Moving the pointer over

non-player characters (NPCs) turns it into a

set of" moving lips, making conversation pos-

sible. Using this “multi-mode” point-and-

click system, players can use services and

vehicles, and purcha.se supplies and weapons.

Conversing with NPCs is straightforward;

after clicking on an NPC, a window opens

displaying all of the NPCs which can be

spoken to, while a scrollable list of topics fills

the bottom center of the window. Other op-

tions allow players to fight with, steal irom,

and hire NPCs. Clicking on a topic will elicit

a response from the NPC; if the NPC has a

comment on the topic, a series of dialogue

balloons will impart information to the

player. Words highlighted in red can be

clicked upon for further information, allow-

ing players to direct the flow ofany conversa-

tion. New terms learned from NPCs arc stuck

into the topic list. While this system seems

very workable at first, it quickly becomes

cumbersome as more topics are added. Since

topics aren’t listed alphabetically, players can

spend an inordinate amount oftime scanning

through the topic list.

As in most role-playing games, conversation

sometimes degenerates into outright conflict.

BAT2 offers two combat options; strategic

and action. In strategic mode (essential if the

player has managed to hire a mob ofhirelings)

the player may place characters in a tactical

fashion. The action option resembles a shoot-

ing game like Operation Wolf, with the player

moving an on-screen crosshair to target and

fire at running, diving and jumping oppo-

nents.

Ail of these segments are accompanied by
excellent sound effects: the noisy chatter of

bar patrons, the muted whoosh of a hovercar

on a empty street, and the whistling wind at

the roof of a city skyscraper. The graphics are

equally impressive; what the artwork lacics in

aesthetic appeal is more than compensated by

the effective portrayal of a grimy, overpopu-

lated city of the future. The graphics even

change to reflect day and night cycles; a

grimy, vermin-infested alleyway during the

day becomes a corridor girded by coruscating

neon burst of light at night.

Bionic Buddies

While real-world computer users fumble

with palmtop PCs, battcry-hungiy laptops,

and other nascent attempts at portable com-
puting, the player’s agent in BAT2 has the

ultimate in totable processing power: the

Bidirectional Organic Bioputer (or BOB, for

short). This wonder of futuristic technolog)’^

is embedded in the left arm of the player’s

agent, serving the role of fully programmable

computer with a variety of functions. In ad-

dition to keeping tabs on the physical well-

being of an agent, BOB offers five cybernetic

implants which can grant an agent a variety

of special abilities. The ATS34 implant keeps

the agent awake for long periods, Morpho L7

can alter the agent’s physical appearance,

while other implants allow the agent to heal

wounds, activate night-vision, and even gen-

erate a tingling “Spiderman sense” which

alerts the player to danger. Perhaps most pow-
erful of bob’s features is the programming
module. Using a variety of icons, the player

can create a variety of mini-programs to auto-

mate certain functions. Players can create pro-

grams to translate languages, track the agent’s

physical condition, set alarms, tell time, and
perform other responsibilities. Once created,

up to five programs can run at the same time.

Amiga owners familiar with Commodore’s
AmigaVision multimedia authoring .system

will recognize the iconic flowchart approach

used in BOB’s programming module. Al-

though not essential for completing the game,

the BOB adds another intriguing layer of

gamepiay for players to explore.

Cyberpunk Sims

In addition to the adventuring anti conver-

sation elements, players will need to master

the controls of several flight simulators in

order to complete the game. One of these is

needed to use the via-express, a mass-transit

.system which links the six sectors of Roma 11.

To navigate the via, players must travel about

in the “mosca,” a rocket-powered land vehi-

cle. Anotiier craft is the “mosquito,” a hover-

craft similar to the flying squad cars seen in

the film Blade Runner, used to reach the loft)’

skyscraper runways in the business sector of

Rotna 11. 1’hc “katatruck” vehicle is function-

ally itlentical to the mosquito, although it is

used solely by the player to perform a little

breaking and entering. In later .segments of

the game, the player gets some time behind

the controls of a small spacecraft and an aster-

oid-uinneling machine.

Even at the highest detail settings, all of the

simulators arc visually rather plain; gamers

seeking to zoom around the world ofBA 12

with falcon 3.0-sty\c realism will be sorely

disappointed. Fhe mosquito taxi and the

“mosca” via-express vehicle can be automated

by hiiing a chauffeur to drive the vehicle

about. Whichever vehicle the player chooses,

one will see ray-traced animations of the ve-

hicle landing, lifting off, or otherwise chang-

ing location.

Ghosts In The Machine

Although a vast improvement over the

original BAT\o both size and scope, BAT2
still has its own share of problems. Aside from

the cumbersome text handling and bare-

bones simulators, a few other defects should

serve to irritate gamers. While most adventure

games today allow lengthy save game descrip-

tions, /^/1T2 restricts players to a meager eight

letters for their save-game mnemonic. Fur-

ther, spelling and grammatical errors are far

too common in the game documentation;

even the scrolling text introduction contains

an embarrassing number ofspelling errors. In

terms of gamepiay, some players may dislike

the wide open, “anything goes” approach that

UbiSoft has used in BAT2. Although this

reviewer found wandering around the streets

of Roma II to be enjoyable, some gamers may
prefer the “step A, step B, step C” approach

used in other adventure games.

In the final analysis, those aforementioned

problems prove to be more irritating than

infuriating. BAT2 is an enormous game, of-

fering a richly textured, futuristic gamcworld
that gamers can find themselves easily drawn
into. Whether one is a C}'bcrpunk fan or an

adventure gamer looking for something new
and unique, if/1 72 is a gaming experience well

worth the monetaiy credits, cgw
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Last night I again had the vision, as indeed

I have had now for a fortnight consecutively.

1 sec it down in these pages loss for posterity

chan for my own sanity.

1 awakened—or I fancied that 1 awakened,

for in reality J knew full well chat I was

dreaming—to a tapping on the pane of my
window. Drawing the curtain, 1 saw upon the

ledge a leathern box, as wide as it was long and

twice as high, bound twice around with

twine. 1 threw open the window and brought

the box within. It contained, I lost no time in

discovering, three items—as, indeed, each

night it has.

'Lhere was a case, the size and shape of a

gramophone’s, but where the horn might be

there was instead a large cube, one wail of

which was glass. It resembled nothing so

much as a glass-fronted diorama but for the

fact that the glass was opaque so that one

could not see within.

Second, there was a flat, rectangular board

with buttons arranged in rows upon it, each

labeled with a numeral or a letter of the

alphabet. It was clearly a device of kabbalistic

purpose.

Finally there was a smaller box, with a garish

image upon it—each night this image has

been difrerent—which box contained a flat

square ofsome stiff material. Within the box

there were printed instructions for inserting

die square into a slot below the glass-fronted

cube and for activating the nefarious device.

' Wiih siKcifie reference to l-Motion's Alone In I'he

Despite a warning within the box that the

results of my actions would prove inexpress-

ibly horrific. I found I was unable to prevent

myself from following the instructions. Lo!

upon my completing the task, the front of the

cube came alive with color and motion. Fig-

ures in miniature moved across the glass.

There were words upon the glass as well.

Yet, aside from wonderment at the sorcery

I had worked and a gnawing fear that by

doing so I was weaving the black web around

me, no terror was forthcoming. To be sure,

the tiny men who moved upon the glass

committed grave atrocities upon one an-

other—at my direction. 1 am afraid, for it was

I who directed their actions by depressing the

keys on the board—and yet, their acts struck

me less as horrific than quaint, for the images

were so crude and tiny than no amount ol

violence done by them or to them could raise

my gorge or make me wish ro shield my eyes.

Last night, the vision ended as it always

ends: I reached behind the cube and deacti-

vated it. I'he images vanished. I was left in

mar\'cl and bewilderment.

My God! It has begun again, but this time

it is no vision!

I awakened this morning to the familiar

tapping at my window; but this was waking

in fact, nor in a dream, as 1 .swiftly ascertained

by pinching my forearm violently. 1 ap-

proached the window with .some trepidation,

afraid ofwhat I might find when 1 opened it.

You may well imagine with what interna!

disequilibrium it was that I uncurtained my
windows to discover that .self-same leathern

box about which I have dreamt lo, thc.se 15

nights.

1 drew it in and cut the twine that bound it.

With shaking hands I unwrapped its contents

and removed them to a corner of my bed-

chamber. The cube and board were as they

had been in my dream. The smaller box was

one 1 had never seen before. Ir bore the leg-

end, Alone In The Dark, and the image on the

front was of a broad-shouldered gentleman.

TITLE: Alone in Iho D.uk

SY.STEM: IBM I38f> Recominendwil

GKAl’HICS: VGAorMCGA
SOUND: Sounii BLisUt. Co\i>\

SountI M.isliT .!. Adlib, Disney

I’ROTECTION: Symbol
DE.S1CNLR; 1 rederick R.iyn.il

PUliUSHER:
1333 Oce.in Avenue, Siiile ].,

S.im.T Monic.i, CA ‘104(11
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CHIPS & BITS inc.

FREE GAME WITH YOUR $75 ORDER*
Shipping to US,PR,AK,HI,APO & FPO $4 per order. Air Mall to Canada SB per order. Handling $1 per shipmenL
2 Business Day Air US SB per order; PR, HI $12 1st Hem + S2 ea. add'l; AK S19 Ist Hem + $2 ea. add'l. Handling St per shipment.
Europe, S. America Air Mail S19 1st Item + $6 ea. add'l. Asia, Australia, Africa, Air Mall $25 1st item * SB ea. add'l. Handling $1 per shipment.

PO Box 234
Rochester, VT 05767

Fax 802-767-3382
Int’l 802-767-3033
Call 800-753-4263

IBM HARDWARE

Acoustic Research P22 S79
Acoustic Research P42 S159
Acoustic Research P570 $31

9

Acoustic Research P622 $239
AdLib Sound Card S39
Adlib Gold Sound Card $159
Advncd Gravis Uitrasound $139
Champ Joystick $19
Flight Stick Joystick $36
Labtec 105 Powered Speakr $24

Maxx Controi Yoke $59
Maxx Rudder Pedais FLT $39
Media Concept $79

PC Symphony $37
Pro Audio Spectrum 16 $179
Quickshot 123 Joystick $12
Sony SRS7 Speakers $15

Sony SRS9 Speakers $20
Sound Biaster 16 $239
Sound Biaster Deluxe $89

Sound Blastr MM Upgrd Kit $499
Sound Blaster PRO Basic $139
Sound Blaster Pro Deluxe $130
Sound Blaster Sound Card $79

Sound Galaxy BX2 $65

Sound Galaxy NX Pro S125
Sound Galaxy NX Pro 16 SI 69

Sound Machine $99
Thrustmaster PCS $67
Thrustmaster PCS Pro 899
Thrustmaster Rudder CS $99

Thrustmaster Weapons CS S72
Thunder Board S74

IBM CD ROM

12 Roads to Gellsyburg WIN S48
7th Guest S56
Advent Willie Beamish $45
Adventures of Brad Stallion $39

Aesop’s Multimedia Fables $30

Annabel’s Drm Ancient Egypt $52

Battle Chess WIN & DOS $46

Buzz Aldrin Race Space S59
Campaign $35
Capstone Game Collection $45
Chessmaster 3000 $46
Conan $21

Conquests Robin Hood WIN $42

Curse of Enchanlia $26
Cyber Space S38
Don Quixote S32
Dune S35
EcoQuest Search for Cetus $42

El Grito Del Jaguar WIN $46

Fascination WIN $39

Fatty’s Bears Birthday Surpr $38
Guy Spy S29
Indy Jones Fate Aitantis S52
Interactive Storylime Vol 1 $30
Jack and the Beanstalk $34

Jones in The Fast Lane WIN $42

Jungle Book Win $34

King’s Quest 5 WIN S42
Laura Bow 2 $42
Legend of Kyrandia $49
Library of Art: Renaissance $60
Loom $48
Lost Treasures of Infocom $46
LostTreasures of Infocom 2 $46
Mantis Experimental Fighter $45

Multi Media: Vivaldi WIN $34

Omar Sharif Bridge $46
Putt Putt Joins the Parade $42

Secret Monkey Island $39
Secret Weap Luftwaffe S48
Sherlock Holmes Contg Detl $44

Sherlock Holmes Contg Det2 $44

Shuttle $24

Space Quest 4 WIN S42

'XWING' presents

the epic space

battles of Star

Wars with ad-

vanced graphics,

sound, and space

combat technol-

ogy. Pilot X-wing,

Y-wing, & A-wing

fighters against

TIE fighters, Star

Destroyers, and fi-

nally the Death

Star. Features in-

stant replay, over

50 missions, a

companion book,

& digitized movie

sound effects. S40

In 'BATTLES OF
DESTINY' you

must seekout 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. S36

'SOUND MA-
CHINE' brings to-

gether 2 of the

mostpopularcom-

pufer add-ons in

one inexpensive

package. Fea-

tures a genuine

sound blaster

chipset, digitized

voiceinput/output,

full duplex MIDI

interface, built in

4W amp, volume

control, apairofS"

magnetically
sheilded speak-

ers, and a Quick-

shotjoystick. S99

Visa& MCAcccplQd.CODsSS. Chocks Held 4 Weeks. MonoyOrders Treated as Cash.
Most Items Shipped Same Day. Shipping limes not guaranteed. Check compatibility

before you buy. Defectives replaced with same product. Offer, price & availability

subject to change. All Sales Final. 'SEE LAST PAGE FOR DETAILS

IBM CD ROM IBM ADVENTURE

Spirit of Excaliber S32 Lost Files Sherlock Holmes S44
Star Child $32 Lost Treasures of Infocom $42
Star Trek 25 Anniversary $46 Lost Treasures of Infocom 2 $29
Stellar 7 WIN $42 Lost Tribe $29
Talking Classic Tales S60 Lost in LA $37
Team Yankee 2 S29 Martian Memorandum $29

Ultima Bundle $59 Max Pac $22
Velveteen Rabbit Childrens $58 Mean Streets $37

Where in the World Deluxe $66 Metal Mutant $32

White Horse Child S32 Moebtus $28
Wing Commander 1 Deluxe S48 Murder Club $28

Wing Commander/Ultima 6 S57 Murder by the Dozen $15
Wing Commandr/Ultima UW 859 Nebulas $27

Wolf Pack 839 Qut of this World $36
Wrath of the Demon $29 Pepper's Adventure in Time S29

Plan 9 from Quter Space $31

1 IBM ADVENTURE 1
Police Quest 1 VGA
Police Quest 2

$24

S15
Police Quest 3 VGA $36

Advent Willie Beamish $24 Power Hits: Movies $19

Advent Willie Beamish 2 339 Prince of Persia $25

Alone in the Dark $36 Putt Putt Joins Parade S32
Altered Destiny S34 Return of the Phantom $42

Amazon $36 Return to Zork 338
Attack Pack $42 Rex Nebular Cos Gen Ben $39

Blue Force: Next of Kin S45 Rex Nebular Master Edition $52

Cadaver $27 Riftwar Legacy VGA $39

Castle Wolfstn-Spear Dstny $37 Ringworld $36
Coaster $32 Rise of the Dragon VGA $34

Codename Iceman SI 5 Risky Woods $24

Colonel's Bequest S15 Robocop 3 $32

Conquests Robin Hood VGA S36 Rocketeer $32

Covert Action S12 Rome: Pathway to Power $38

Crime Does Not Pay SI 9 SDI $7

Cruise lor a Corpse S32 Screen Antics WIN $24

Cyber Race $42 Search for the King $24

Dark Half S12 Secret Monkey Island 2 838

Dark Side S28 Secret Monkey Island VGA 323

Day of the Tentacle S39 Sex Olympics $19

DejaVu 1&2 WIN S28 Sex Vixens from Space $12

Demon's Gate $32 ShadowgateWIN $34

Dog Eat Dog $32 Shogun $12

Dominus $39 Sierra Adventure Bundle 1 339

Don't Go Alone $4 Space Quest 1 VGA $16

Dragon’s Sphere S42 Space Quest 4 VGA $36

Earthrise S9 Space Quest 5 VGA 839

Elf $24 Space Quest Bundle $36

Epic $32 Spellcasting 101 $19

Eric the Unready $38 Spellcasting 201 $36

Flashback $33 Spellcasting 301 Spring Brk $34

Free DC 89 StarTrek 25th Aniv 836

Future Wars $9 Star Trek 5 $12

Gambit $38 StarTrek; Next Generation $46

Gateway $32 Stellar 7 $21

HUMANS $21 Teenage Mutnt Ninja Turtles $25

Heart of China VGA $19 Terminator 2029 842

Heaven and Earth S32 The Prophecy 336

Hired Guns $32 Time Quest $12

Hook $32 The Train 39

Inca S42 Transylvania 3 S15
Indy Jones 4 Fate Atlantis $36 Trolls $7

Indy Jones Grfx Adv VGA 327 Uninvited 36

Jack the Ripper S38 Uninvited WIN $34

KGB S17 Universe 1 $34

King's Quest 5 VGA S36 Universe 2 S34

King’s Quest 6 VGA S45 Universe 3 $34

King’s Ransom $38 Walker $32

Kronolog: Nazi Paradox $42 War in Middle Earth $12

L.A. Law $34 Warriors of Legend 319

Land of Lore 836 Weird Dreams S9

Laura Bow 2 VGA & EGA $36 Where in America’s Past 837

Leather Goddesses $12 Where in Europe CSD $29

Leather Goddesses 2 S42 Where in Time CSD $32

Legend of Faerghail $34 Where in USA CSD Deluxe $45

Legend of Kyrandia S35 Wherein USA CSD $29

Leisure Suit Larry 1 VGA S15 Where in USA CSD Deluxe 349

Leisure Suit Larry 2 S15 Where in World CSD $32

Leisure Suit Larry 5 VGA 834 Where in World CSD Deluxe $52

Leisure Suit Larry Bundle 1 $39 Wonderland $16

Loom $19 Zak McKracken w H Book $18

Lords of the Rising Sun S34 Zeliards $15
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lantern held aloft, on the point of entering a

fog-shrouded mansion. In the clouds above

the mansion one could just discern the ghoul-

ish face of an undead soul.

The square within the box had the familiar,

handwritten note attached, warning me ofthe

horror that awaited me if 1 inserted it into the

cube. Yet my curiosity was more powerful

than my anxiety and it won the contest for

control of my will.

Would that it had not! Would that I had

never laid eyes upon the devilment that soon

followed!

I inserted the square; I activated the ma-

chine. Immediately I knew that this sorcery,

this dumbshow upon the glass, was of a dif-

ferent type entirely from what 1 had seen

before. All the rest had been merely prepara-

tion for this, for now, on the glass, I beheld

not tiny skecchwork figures but a man, a fully

articulated simulacrum of myself, walking

through the corridors ofa mansion, climbing

stairs, opening cabinets and trunks and draw-

ers. True, the image was somewhat stylized,

but the motion was indisputably that of a

man.

The image, too, filled the entire screen. No
one-inch, flat man was this, like the hiero-

glyphs drawn on rhe walls of a Pharaoh’s

ktomb.Thi.s wasareal figure, whom I saw from
r every possible angle, a different angle in each

room—nay, several angles in each room, de-

pending on where I stood. At times, 1 viewed

the man from an overhead perspective. At

other times, I gazed upon him as though I

were looking up from the floor and at still

other times, as though I saw him through one

of the house’s windows.

I cannot begin to express fully the terror

that gripped my heart as 1 directed the figure

through the house. I could hear the man’s

every footstep, whether on carpeted floor, on

gravel, or on wooden stair. In the distance

without I could hear the howls of damned
beasts; and from within the house came sus-

picious creaking and slamming of doors.

The man walked at my command, and this

was only the start, not the limit, of his abili-

ties. When I directed him to do so, he raised

his hands, kicked out with his leg, ran,

jumped, or threw one of the objects on his

person. 1 tested all of these abilities one by

one, learning them on my own since the

instructions contained in the box were most
inadequate. Yet learn them I did; and soon I

was able to maneuver my dopplegangcr with

great agility and ease.

Then—my hand trembles most violently as

I write of it—while I searched rhe house attic,

a brutish hound leapt through the window
and bounded directly at my throat! 1 had no

weapon on my person and lost much blood

in the first instants of the attack. Rallying my
forces, 1 drew back my fists and rained blows

upon the beast’s flank. It shrank back at last,

collapsed on the floor and, in a clap of thun-

der, exploded into clouds of violet smoke.

1 thought to rest and recover my strength,

but it was not to be. A green-fleshed figure

sprang up from the floor below, through a

trapdoor hitherto undetected, and swung at

me from behind. In my wealcened state, I

could not stand against him. I had barely time

to swivel to face him before I collapsed, issued

a horrible death-cry, and saw myself dragged

by the feet to the horrible beast’s crypt.

As 1 scan my words above, I sec that 1 have

adopted the habit of referring to my stylized

simulacrum in the first person. It is a habit

easy to fall into. I find myselfidentifying with

the poor, beleaguered figure. He died despite

my best efforts, at the hands and jaws of the

fearful servants of evil. 1 must, 1 now realize,

revisit the mansion tomorrow. This is so de-

spite the palpable sense offoreboding that has

descended upon me.

None of the other simulations I had expe-

rienced previously, in my dreams, had this

effect. None of the others could stir the heart

in my breast, bring me to shortness ofbreath,

make me lean forward in my seat until my
face was barely a foot from the glass. None
before had made me care about the characters

whose lives I directed. None had made me
jump in fright at the slightest sound. Nor had

any so fully realized an environment: though

it only existed on the glass, I feel that I have

been inside a real house.

I am afraid to sleep tonight, for I fear what
dreams may come. I also fear that 1 might

awake to find this wondrous Alone hi The

Dark^onz in the morning.

It was not gone. The cube, with its darkened

glass, seemed to glare at me as I stepped from

my bed. I detected a radiant malevolence

issuing forth from the machine, as though it

knew the discomfort it had caused me.

Does it know, too, I wondered, that I am
tantalized and fascinated, that I could no

more resist the urge to return to the simula-

tion than I could resist the urge to breathe?

Does it know how it has captured my imagi-

nation?

Immediately after 1 had finished my morn-

ing ablutions, I sat before the cube and called

up the simulation. Before it would let me
begin, it had me look up two symbols printed

on a page in a book that had come in the box.

Why it did this I have no clue, unless it was

in a deliberate attempt to delay my satisfac-

tion, Yet, I did as I was asked.

Then, the mansion appeared before me. I

noticed what I had not before, that before

entering the mansion I had the choice of

whether to direct a female or a male simula-

crum. I chose the male, of course, but could

nor help thinking that this was a most con-

genial feature.

I was in the attic again and the scene began

to play out as before. Forewarned as I was,

however, I took precautions against the at-

tacks that would come: 1 pushed a heavy

wardrobe in front of the window and a trunk

over the trapdoor. When the monsters came,

they could not break through. 1 was able to

proceed through the attic unmolested.

Ah, but there is so much more to the house

than that one room! In all there are three other

floors, with monsters of unspeakable descrip-

tion on each: ghouls, zombies, winged de-

mons, ghosts, hellhounds like the first I had

seen, even a suit of armor that came to life as

I neared it. Some of these 1 fought, others I

avoided. I found weapons and tools to aid me
as 1 proceeded, though it was not always

obvious how the tools were to be used. I died

many times before seeing all the rooms—in-

deed, even now I cannot be sure that I have

seen every room.

Fortunately, I discovered a technique for

preserving a moment in time, saving it so that

I might return to it in the event that I die,

rather than starting all over from the begin-

ning. The simulation permits me to save four

such frozen moments, and it helplully pro-

vides a picture of each next to the label I have

given it so that I might remember where in

the house I was at the time that I saved it. This

technique, of “saving” before I enter a poten-
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IBM ARCADE

Airborne Ranger S9

Aliens Ate My Babysitter S32
Amazing Spiderman S9

Arachnaphobia S28
Artura $4
Back to the Future 3 $15

Bargon Attack VGA $24
Bart Simpson’s House Weird $31

Batman Gaped Crusader $28
Batman the Movie $24

Battle Storm $32
Bill & Ted’s Excellent Adv $1

9

Blockoul $28
Brain Blaster $28
Cadaver $27
Cogito Windows $38
Combat Classics $24

Continuum $29
Creepers $34
D Generation $28
Day of the Viper $19
Double Dragon 3 $8

Dr Doom's Revenge $9
Dragon’s Lair $22

Dragon’s Lair 2 Time Warp $34
Dragon’s Lair 3 $34

Dragon’s L Esc Singe's Cast $34
Dragons Breath $27
Galactic Conqueror $31

Galactic Empire $27
Gauntlet 2 $9
Ghost & Goblins $21

GobliiinsVGA $24

Gremlins 2 $6
Guy Spy $27

Hard Drivin' 2 $38
Heavy Metal $35

Hyperspeed $18
KillingCloud $19

Knight Force $29
Laffer Utilities $21

Laser Squad $32
Ms PacMan $6
Mystical $27
NinjaGaiden2 $12
Ninja Rabbits $10
Nova 9 $21

Obliterator $6
Out Run $28
Pac Man $9
Pick'n Pile $6

Pit Fighter $22
Power Drome $9
Power Hits: Battletech $32

Power Hits: Sci Fi $19
Predator 2 $7

Punisher $9
Quix $25

Rampage $28
Rotox $20

S.C. Out $38
Sierra Arcade Bundle 1 $24

Simpsons:The Arcade Game $31

Space Ace $32
Space Ace 2 $34

Space Wars $37

Swamp Gas Windows $38
Take-A-Break Crsswrd WIN $29
Take-A-Break Pinball WIN $29
Take-A-Break Pool WIN $29
Taking of Beverly Hills $19
Teenage MNT Manhtn Miss $31

Teenage MNT Adventure $32
Teenage MNT Arcade $24
Terminator $34
Tetris Classic WIN $26
The Light Corridor $29
The Tinies $29

Tristan Pinball $30

X-Men2 $25

Xenocide $6

'INCA' is an epic

adventure that

catapults you
through space and

time, You are the

champion of the

lost Inca empire,

rocketing across

galaxies, battling

space age Con-

quistadors, and

unraveling intri-

cate and ancient

mysteries. Fea-

tures motion pic-

ture quality video,

a stereo sound-

track & challeng-

ing puzzles. S42

'CONQUERED
KINGDOMS' al-

lows you toinvade

castles and fly

overmountains as

you battle for con-

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-

ing history. S36

'GAME MAKER'
allows you to cre-

ate 256 coiorVGA

adventure and ar-

cade games with-

out programming.

Characters, mon-

sters, and parts of

asceencanallbe

animated. Char-

acters can gain or

lose lives, score,

hit points and 20

other attributes.

Includes several

full games, many
scenes, monsters

&backgroundsfor

you to use. S68
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Most Items Shipped Same Day. Shipping times not guaranteed. Chock compatibility

before you buy. Defectives replaced with same product. Otter, price & availability
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IBM EDUCATIONAL

Ace Detective $30
Ace Inquirer $40
Ace Reporter $36
Ace Reporter Deluxe $48
Auto Map $64
AutoWorks $49
Bodyworks $49
Boom Box $29
Castle of Dr Brain VGA $29
Cleo is a Dragon $30
Clockworks $19

Comic Book Maker $32

Cuckoo Zoo $32

Eagle Eye Mysteries $32

EcoQuest 2 Lost Sert Rain $34

EcoQuest VGA $32

Evelyn Wood Dynmic Readr $24

Fatty Bear’s Birthday Surpr $32
Fay’s Word Rally $32
Incredible Machine VGA $29
Island Of Dr Brain VGA $29
Island Of Dr. Brain VGA $29
Jones Fast Lane $24
Kidworks $30
KidwriterGold $32
Land of The Unicorn $39
Mario Teaches Typing $24

Marvin the Moose Vol 1 $30
Marvin the Moose Vol 2 $30
Mavis Beacon Teach Typing $26

Miliiken Storyteller Vol 1 $30
Milliken Storyteller Voi 2 $30
Mixed Up Faery Tale VGA $29
Mixed-Up Mother Goose $29
Mozart’s Magical Music Mch $18

Munchers Bundle $29

Never Ending Story 2 Crayn $9

Orbits: Voyage Solar Systm $39

Peanuts $9

Phonics Plus $25
Picture Perfect $32
Print Shop Deluxe $39
Print Shop Deluxe Bus Grph $29
Print Shop Deluxe Bus Grph $24

Putt Putts Fun Pak $22
Quarky Quaysoo's Turbo Sci $29
Read 'n Roll $36
Read 'n Roll Data Disk $12
Read & Rhyme $31

Reader Rabbit 1: Early Read $37
Reader Rabbit 2 $37
Reader Rabbit's Letters $37
Robot Writer Plus $30
Rodney’s Funscreen $32

Scooter’s Magic Castle $32

Secert Isaind Dr, Quandry $38

Snapdragon $29
SpeedreaderWIN $30
Speedreader WIN DD A $12
SpeedreaderWIN DD B $12

SpeedreaderWIN DD C $12

Spell it Plus $31

Speli-a-Saurus $27
Spelling $31

Spelling Wiz $22
Stickybear Opposites $23
Stickybear Reading $24
Stickybear Reading Comp $30
Stickybear Reading Tutor $31

Stickybear Shapes $29
StickybearSpellgrabber $32
Stickybear Spelling Tutor $32
Story Sketcher $42
Super Munchers S29
Super Solvers Midnight Resc $30
Super Solvers Spellbound $31

Super Spellicopler $21

Treasure Mountain $39
Twisty History VGA $29
Wacky Funster $18
Weekly Rdr Reading Comp $31

IBM ROLE PLAYING

2400 AD $12

ADD Collector's Edition 2 $45

ADD Starter Kit 829

Bard's Tale 1 Char Editor $16

Bard's Tale 2 Char Editor $16

Bard’s Tale 3 $32

Bard's Tale 3 Char Editor $16

Bard's Tale Construction $19

Battletech 2 $31

Beyond Blue Event Horizion $36

Black Crypt $32

Buck Rogers Countdown $12

Captain Blood S9

Celtic Legends $32

Challenge of 5 Realms $44

Champions $37

Champions of Krynn $19

Champion of Krynn Char Ed 916

Cobra Mission $49

Companion of Xanth $36

Conan 816

Corporation 814

Curse of the Azure Bonds $15

Curse Azure Bonds Char Ed 816

Cyber Empire $32

Cyberspace $39
Cybergenic Ranger $6

Dark Queen of Krynn $32

Dark Queen Krynn Char Ed $16

Dark Sun $37

Dark Sun Grey Isle Exp Pak $34
Darklands $39

Darklands Master Edition $51

Daughter of Serpents $32

Death Knights of Krynn $21

Death Knights Krynn Char Ed$16
Dragon Strike $15

Dragon Wars $12

Dragon Wars Char Edit $16

Dragons of Flame $9

Drakkhen 837

Drakkhen Char Edit $16

Dungeon Master $34

Dusk of the Gods $24

Elvira 2 Jaws of Cerberus $19

Elvira Mistress Dark $29

Eye of the Beholder 1 $19

Eye of the Beholder 2 $38

Eye of Beholder 2 Char Edit $16

Eye of the Beholder 3 $39

Eye of Beholder Char Edit 816

Flames of Freedom MWII $28

Fountain of Dreams $9

Fountain of Dreams Char Ed $16
Gateway Savage Frontier $32

Gryphon Masters of Havlar $38

Heaven and Earth $32

Heros Quest 1 VGA $24
Heros Quest 2:Trial Fire $21

Heros Quest 3 $36

Keef the Thief Char Edit $16

Keys to Maramon Char Edit $16

Legacy of the Necromancer $17

Legacy: Realm Of Terror $34
Legend $31

Legend of Valor $39

Legends of Drakka $38

Lord of the Rings V2 $37

Lord of Rings V2 Char Edit 816

Loremaster $39
Lure of the Temptress $37
M $45
Magic Candle 1 $12

Magic Candle 1 Char Editor $16

Magic Candle 2 S21

Magic Candle 2 Char Editor $16
Magic Candle 3 $38

Martian Dreams $37

Martian Dreams Char Edit $16

Matrix Cubed $32
MegaTraveller:Zhodani 89
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tially dangerous situation—which is

to say, each time I enter a room!—has

^ allowed me to make much more rapid

’T progress.

1 am beginning to uncover the his-

tory of the house and its unfortunate

inhabitants. 'T'hc most recent owner
committed suicide rather than allow

himself to be enslaved by the demons
he had conjured. Pieces of the stoiy are

contained in letters, books, and other

documents 1 have found scattered

1 throughout the house. Each docu-

ment is a fragment; eacli holds only a

' piece of the pur/.le. I will not rest unril

I have found them all.

Where can 1 look for the rest? Where have

I not been yet? 1 realize, as I glance up at the

window, that it has become dark. I have been

at this machine all day. Yet I cannot lift my
hand from the kabbalistic key-pad, I cannot

end the session, nor yet, not with so much still

undiscovered.

i- 1 shall play the night through if need be.

yy\ yyxt.'k.xcix 16

The underworld beckons! After much
searching, 1 have found a way beneath the

house, by placing...

[
1 ranslator’s note: at this point the manu-

script becomes illegible.]

...more horrible than I could have imag-

ined. Strange travesties of nature abound,

with the forms of insects and amphibians and

giant worms. 1 have slain an undead pirate in

a fierce .sword duel, leapt from plank to plank

across a haunted lagoon, traversed a dark

maze. While in the house I was free to roam
as I chose; I now feel channeled from episode

to episode, directed toward a fate at whose

nature I can only guess. I preferred the explo-

ration of the house, but who would not? An
inexorable dc,sccnt into Hell would be chosen

by no man.

Yet, it is my fate. I approach an unholy altar.

prepared to drive the Satanic hordes back

to the depths of the abyss or die in the

attempt. My pulse pounds in my ears, my
hands grip the key-board tightly, and I L

crave the solution to this nest of puzzles. I

’Phis i.s truly a diabolical simulation, rich \
in evil imaginings and unexpected twists.

J cannot stop, though I am at it for hours.

1 am caught, and I give the designers of

this devilish trap the full credit they de-

serve. Whosoever they may be (demons

all, 1 have no doubt), they have captured

my soul and will have it in their keeping

until the story’s end.

At the same time that I want to solve the

mysteiy, though, I dread its conclusion—for

where, after this, can I turn for another? Hav-
ing experienced this marvel, where shall I find

the like? Heaven grant that this be not the

only simulation of its kind! I pray that 1 might

find anodter!

ITranslator’s Note: Here the manu.script

ends. On March 17, 1911, looking haggard

and exhausted but wearing a serene smile,

Lemuel Cork left his house, walking in the

direction of a nearby town. A neighbor re-

ports that Cork was whispering the following

cryptic words as he walked: “ The Sevenw
67/wr...must find The Seventh Guest...'' He
was never seen again.] C6W
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IBM ROLE PLAYING

MegaTraveller2 $19
MegaTraveller 2 Char Edit $16
MegaTraveller3 $39
Might & Magic 1 Key Disk $12
Might & Magic 1 Char Edit $16
Mights Magic 2 $12
Might & Magic 2 Char Edit $16
Might & Magic 3 $34
Might & Magic 3 Char Edit $16
Might & Magic 4 Clouds XeenS34
Might & Magic 4 Char Editor $16
Might & Magic 5 D Side Xeen $42
Mines of Titan $12
Pirates $6
Pirates Gold $42
Pool of Radiance $15
Pool of Radiance Char Editor $16
Pools of Darkness $38
Protostar $45
Ragnarok $34
Realms of Arkania 337
Rings of Medusa 324
Savage Empire 334
Savage Empire Char Edit $16
Secret Silver Blades $15
Secret Silver Blades Char Ed $16
Sentinel Worlds 1 S9
Sentinel Worlds 1 Char Edit $1

6

Shadow Sorcerer $9
Sleeping Gods Lie $19
Space 1889 $12

Space Hulk $38
Space Rogue $30
Space Rogue Char Edit $16
Spelcraft; Aspect of Valor $38
SpellJammr:Pirates Rim Spc $38
Spirit of Excalibur $9
StarSaga2 $19
Starflight2 $17
Stonekeep $54
Summoning $38
Sword of the Samurai $12
Tales Magic Prophcy Shadw $29
Tale Magic Prphcy Shad CE $16
Third Courier $6
Times of Lore $28
Treasures Savage Frontier $32
Treasure Savage Frntier CE $15
Twilight 2000 VGA $24
Ultima 4 $35
Ultima 4 Char Edit $16
Ultimas $35
Ultima 5 Char Editor $16
Ultima 6 False Prophet $19
Ultima 6 Char Editor $1

6

Ultima 7 Black Gate $48
Ultima 7 Char Editor $16
Ultima 7 Forge of Virtue $1

8

Ultima 7.5 Serpent Isle S48
Ultima Bundle CD $59
UltimaTrilogy $39
Ultima Trilogy 2 $48
Ultima Uworld Stygian Abyss S52
Ultima Uwrid Styg Abyss CE $15
Ultima Uworld 2 Labyrinth $52
Uncharted Waters $42
Unlimited Adventures $32
Veil of Darkness $37
Vengeance of Excalibur $16
Wasteland Char Edit $1

6

Waxworks $34
Wizardry Char Edit (1-3) $16
Wizardry 4 $19
Wizardry 4 Char Edit $16
Wizardry 5 $26
Wizardry 5 Char Edit $16
Wizardry 7 Crusaders $39
Wizadry 7 Crusadrs Char Ed $16
Wizardry Cosmic Forge $34
Wizardry Cosmic Forge CE $1

6

Wizardry Trilogy $32

'CAESAR' starts

you as the gover-

nor of a province

oftheRoman Em-
pire where you

must build cities &
rule wisely. For-

tify yourcities with

walls and towers-

bul should your

defenses fail, you

can lead legions

to crush the hostile

barbarian tribes.

Features an in

depth economic

model and more

than 20 buildings

to construct. S36

'CARRIERS AT
WAR'bringsloIife

six crucial carrier

battles of WWII:

Pearl Harbor,

Cora! 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 modeledships

and aircraft from

that period. S37

'GREAT BATTLES

OF THE 20TH
CENTURY' brings

20 new scenarios

for the Perfect

General game. In-

cludes 1967 &

1973 Suez con-

flicts. Kursk, The
Moscow Push.

Stalingrad, Malta,

Long Binh Inferno,

Crete, Falklands,

Inchon, Operation

Sea Lion, Pusan

Pa,Saigon,Bataan,

Fulda, Dnepr Br.,

Guderian Forward.

& more. S23
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IBM HINT BOOKS

688 Attack Sub $10
A-Train $16
Advent Willie Beamish $10
Altered Destiny $10
Bard’s Tale 1-3 Each $10
Blue Force: Next of Kin $10
Buck Rogers Countdown $10
Castle of Dr Brain $10
Champions of Krynn $10
Civilization $16
Codename Iceman $10
Colonel’s Bequest $10
Conquests Robin Hood $10
Countdown $10
Curse of the Azure Bonds $10
Dark Queen of Krynn $10
Darklands $14
Death Knights of Krynn $10
Dungeon Master $10
Dynamix Great War Planes $16
EcoQuest Search For Cetus $10
Elvira 2 Jaws of Cerberus $10
Elvira Mistress Dark $10
Eye of the Beholder $10
Eye of the Beholder 2 $12
Eye of the Beholder 3 $10
Fascination $10
Free DC $10
Gateway Savage Frontier $10
Global Conquest Stratgy/Dk $21

Gobiiiins $10
Gunship2000 $16
Harpoon $16
Hero's Quest 1-3 Each $10
Immortal $10
Indy Jones 4 Fate Atlantis $10
Island Of Dr Brain $10
Jetfighter2.0 $16
King's Quest 1-6 Each $10
Laura Bow 2 $10
Leisure Suit Larry 1-5 Each $10
Lemmings with Disk $21

Lord of the Rings VI $10
Lord of the Rings V2 $6
Lost Files Sherlock Holmes $10
Lost in LA $10
LucasArfs Adventure Book $16
LucasArts Air Combat Strat $16
Magic Candle 1-3 Each $10
Martian Dreams $13
Matrix Cubed $10
Mights Magic 2 $12
Might S Magic 3-5 Each $16
Off Book Leisure Suit Larry $12
Off Book of Ultima 2nd Editn $15
Oft Gde Roger Wilco’s Sp Ad $12
Off Guide King's Quest 2nd $10
Off book of Police Quest $12
Patriot $16
Planet’s Edge $16
Police Quest 1-3 Each $10
Pool of Radiance $10
Pools of Darkness $12
Populous 1 S 2 OffI Strategy $16
Power Monger Strategy $16
Quest for Clues 2-5 Each $21

Quest for Glory Stratgy Guid $1

9

RUN5 Issue #1-19 Each $6
Railroad Tycoon $10
Rex Nebular Cos Gen Ben $14
Savage Empire $10
Secret Monkey Island 1 or 2 $10
Secret Silver Blades $10
Simcity/Simearth Book $20
Simearth $16
Simlife Official Strategy $16
Space Quest 1-4 Each $10
Spellcasting 101: Official Bk $10
Spellcasling201 $10
Star Trek 25tliAniv $10
Starllight 1 or2 $10

IBM HINT BOOKS

Strategy Plus Issue 10 or 1 1 $8

Strategy Plus Issue 1 2-30 Ea $5

Strike Commander Official $16

Stunt Island $16
Summoning $16
Tales Magic:ProphecyShdw $12
Treasures Savage Frontier $10
Tunnels & Trolls $16

Ultima 4-6 Each $10
Ultima? $12

Ultima 7 and Undenvorld $16

Ultima Avatar Adventures $16
Ultima U Stygian Abyss $12

Ultima Underworld 2 $12
V for Victory $16

Wasteland $10
Wizardry? $16

Wizardry Cosmic Forge $12
Yeager Air Combat Handbk $16

Zak McKracken $10

IBM WARGAMES

Action Stations $38
Action Stations Scenario 1 $14
Air Raid Pearl Harbour $22
Ambush at Soninor $42
American Civil War VI-3 Ea $22
Battle Stations $20
Battle Tank Barbarossa $36
Battle Tank Kursk $39

Battles of Napoleon $24
Blitzkrieg Ardennes $19

Blood & Iron $52
Blue and the Grey $42
Borodino Napoleon Invades $30
Bravo Romeo Delta $29
CW No Greater Glory $21

Campaign $39
Carrier Strike $39
Carrier Strike Exp Pak $19

Carriers at War $34
Carriers at War Exp Pak $37

Charge of the Light Brigade $34

Conflict: Middle East $14
Decision at Gettysburg $1

9

Dreadnoughts $42
Dreadnoughts Bismark $29
Dreadnoughts Ironclads $29
Dreadnoughts Deluxe $89
Fifth Eskadra $22
Fire Brigade $34
Fleet Med $27
Gary Grigsby Pacific War $46

Gettysburg:Turning Point $36
Grey Seas, Grey Skies $19
Halls of Montezuma $24
Harpoon $25
Harpoon Battle Set 2 or 3 $19
Harpoon Battle Set 4 $24
Harpoon Challenger Pak SE $49
Harpoon Designer 2 $25
Harpoon Designer Series $17
Harpoon Scenario Editor $27
High Command $45
In Harms Way $36
Kampfgruppe $59
Kriegsmarine $36
Line in the Sand $24
MacArthur’sWar $21

Main Battle Tank C Germany $36
Main Battle Tank MiddleEast $36
Main Battle Tank N Germany $36
Man of War S36
Marianas Turkey Shoot $15
Midway $19
Northern Fleet $36
Operation Overlord $29
Pacific Storm Midway Cpgn $36
Pacific Storm Solomon Cpgn $36
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Scorpion’s View

Scorpia Finds Herself

Alone in the Dark

Scorpia is an experienced and respected

adventure game expert. CGW is pleased

to provide thisforum for her distinctive

and often controversial perspective.

Horror seems to be the “in” genre this year, with several compa-

nies having such products already on the matket or slated to be

released in the coming months. Of course, horror games are

nothing new, but there haven’t been

very many of them over the years. Out-

side of Infocom’s The Lurking Horror,

an adventure with a decidedly creepy

plot, few tides leap to mind until we get

to Horrorsoft’s Elvira, and even after

that, it is hard to think of other games

in this area. So it’s still a rich field, and

the publishers are finally getting around

CO sowing a few seeds.

The newer crop of spooky titles are

more along the lines of Elvira than

straight adventure; puzzles with a touch

of hack-and-slash and weird things
, , ^

The Dark, from Interplay/I-Motion, is very much in that category.

Drawing heavily (in some respects) on the works of H.P. Lovecraft,

Alone is set in Louisiana during the 1920s. A private investigator is

hired to visit an old house and retrieve a document from inside a piano

stored in the attic. Naturally, there is more here than meets the eye,

and before long this simple errand turns into a life-and-death struggle

with the evil that infests the house.

The designers have done a good job of establishing

mood, a very important aspect for games of this type.

Anyone familiar with Lovecraft’s works knows that

diaries, books, journals, letters, etc., usually play an

impottant role in his stories. That is also the case here;

there is much reading material to be found throughout

the house. Some of it contains clues to solving puzzles,

some fills in the history of the mansion, and some

seems to be there just to enhance the eerieness of the

whole experience. Reading is definitely an integral part

of the game, and should not be skipped.

Sound is used to good effect. Floors creak realistically

when walked upon, as do doors when opened. Each

weapon type has its own sound: the blast of a gun, the “woosh” of a

sword, the twang of a bow. Your character grunts with the effort of

combat, and cries out when imured. From time to time, odd moaning

and wolf howls float through the air.

Music is good, but perhaps a little too fast-

paced. Something a bit slower and more ominous

would have fit into the atmosphere better, par-

ticularly when walking through the empty (and

not so empty) rooms. The music became annoy-

ing at times, and I turned it off occasionally.

Graphically, the game has a unique feature: the

use of different viewing angles throughout play.

A typical adventure usually has one view, either

“you-are-there” 3D, or some sort of third person

perspective. While Alone uses the third-person

view, this is done from different perspectives in

These angles range from looking from the floor up to looking from

the ceiling down. Years of watching horror movies have taught us that

when the viewing perspective changes, it usually means that something

is up (maybe creeping up!), thereby creating a certain amount of

tension. This cinematic approach is used very effectively, keeping you

alert and worried over what’s about to happen.

However, this same technique has dtawbacks on occasion. There are

some situations where maneuver-

ing the character while the angles

change can make your life diffi-

cult. Imagine running around nar-

row library corridors while being

chased by a critter that can walk

right through walls, while the per-

spective changes constantly as you

move.

Worse yet, in the end game, you

have to wade into the middle of a

lake, while Deep Ones (nasty

water monsters) are coming up on
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CHIPS & BITSinc.
FREE GAME WITH YOUR $75 ORDER*
Shipping to US,PR,AK,HI,APO & FPO S4 per order. Air Mail to Canada S6 per order. Handling S1 per shipment.
2 Business Day Air US S6 per order; PR, HI $12 1st item + 52 ea. add’l; AK $19 Ist Item +$2 ea. add'l. Handling $1 per shipment.
Europe, S. America Air Mail $19 Ist item + $6 ea. add'l. Asia, Australia, Africa, Air Mall $25 Ist Item + $6 ea. add'l. Handling $1 per shipment

PO Box 234
Rochester, VT 05767

Fax 802-767-3382
Int’l 802-767-3033
Call 800-753-4263

IBM WARGAMES

Panzer Battles $24
Patriot $44
Patton Strikes Back $12
Prelude to Jutland $26
Red Lightning $12
Return to Falklands S28
Rommel Battles For N Africa $24
Rommel at El Alamein $36
Rommel at Gazala $36
Second Front $21

Stalingrad Campaign $36
Storm Across Europe $12
Third Reich $27
Typhoon of Steel $12
UMS2 $19
UMS2Civil War $24
UMS 2 Desert Storm Seen $24
UMS 2 Planet Editor $19
Under Fire $12
V Victory: Utah Beach $44
V Victory: Velikiye Luki $44
V for Victory: Market Garden $44
V Victory Gold, Juno Sword $44
Victory at Sea $37
War in the Falklands $26
Warship that Changed Histry $26
Waterloo $19
Western Front $36
White Death $19

IBM STRATEGY

ATrain $38
A Train Construction Set $23
Air Force Commander $32
Airbucks $36
Ancient Art War Sea $29
Ancient Art of War $29
Ancient Art of War Sky $34
Armada 2525 $29
Ashes of Empire $48
Bandit Kings Ancient China $32
Battle Isle $32
Battle Isle Scenario Disk $22
Battles of Destiny $36
Big Business $12
Breach 2 $19
Breach 2 Scenario Disk $15
Buzz Aldrin Race into Space $42
Caesar $36
Carrier Command $9
Castles $18
Castles 2 $36
Castles Northern Campaigns $19
Civilization $39
Civilization Master Edition $45
Command HQ $19
Conquered Kingdoms $36
Conquest of Japan $36
Crisis in the Kremlin $39
Dark Seed $34
Dark Star $36
Dino Wars $28
Diplomacy $12
Discovery Sfp Columbus $34
Dragon Force $19
Dragon Lord $12
Dune $24
Dune 2 $44
El Fish $41

Empire Deluxe $37
Fields of Glory $36
Fighting for Rome $12
Final Conflict $17
Fireteam 2200 $24
Fireteam 2200 Constretn Kit $25
Fort Apache $34
Genghis Khan $37
Global Conquest $34
Gobliiins2; Princes Buffoon $24

Visa 8>MC Accepted. CODsS6. Checks Held 4 Weeks. Money Orders Treated as Cash.
Most Items Shipped Same Day. Shipping times not guaranteed. Check compatibility
before you buy. Defectives replaced with same product. Otfer, price & availability

subject to change. All Sales Final. ’SEE LAST PAGE FOR DETAILS

'MICHAEL JOR-
DAN IN FLIGHT'

captures allthe air

artistry of Michael

Jordan with un-

precedented real-

ism. Play 3-on-3

basketball, hitfrom

the outside, drive

the lane or ex-

ecute the give-

and-go with offen-

sive play-calling.

Hold the court

against 32 real-life

competitors. Fea-

tures digitized

graphics, and in-

stant replay. $38

’LINKS 386 PRO’
offers SUPER
VGA graphics

and advanced
features designed

for your 386 or

486. New fea-

tures include

computer oppo-

nent, save game
option that allows

your friends to

play against you

in an existing

game, pre-re-

corded games
from worthy oppo-

nents, and many
game modes. $39

DREADNOUGHTS
accurately models

the looks, specifi-

cations andtactics

of fighting fleets

during the great

age of the battle-

ship. Includes 7

scenarios such as;

Coronel (1914),

Falklands(1914),

Jutland (1916)

and Dogger Bank

(1915). Features

a menu interface

for entering com-

mands, external

3D view, & hidden

movement. $42

IBM STRATEGY

Imperium $26
Inindo $37
Koshan Conspiracy $32
L'Empereur $37
Lemmings $32

Lemmings Datadisk $19
Lemmings 2 $33
Liberty or Death $37
Lost Admiral $24
Lost Admiral Enhanced $44
Lost Admiral Scenario Disk $23
Maelstrom $38
Mega Lo Mania $31

Mercenaries Tegel’s $38
Merchant Colony $17
Millenium $15
Monarch $38
New World Order $38
Nobunaga’s Ambition $25
Nobunaga’s Ambition 2 $37
Nuclear War $9
Objection $34
Objection Enhanced $49
Operation Combat $12
Pacific Theater Ops $42
Paladin 2 $34
Perfect General $29
Perfect General Seen Disk $21

Perfect General 2 $44
Perfect General Seen Disk 2 $23
Populous 2 $38
Powermonger $34
Powermonger World War 1 $21

Pushover $32
OOP Bundle $49
Railroad Tycoon $34
Railroad Tycoon 2 $52
Reach lor the Stars $24
Realms $17
Red Zone $32
Renegade Legion lnterceptor$12

flobo Sport WIN $34
Romance 3 Kingdoms $42
Romance 3 Kingdoms 2 $42
Rules of Engagement $19
Rules of Engagement 2 $38
Second Conflict WIN $34
Seven Cities Gold 2 $38
Shadow President $34
ShadowGate WIN $29
Siege $21

Siege Expansion Disk $19
Sim Ant $32
Sim Ant WIN $34
Simeity $27
Simeity WIN $34
Simearth $38
Simearth WIN $38
Simfarm $41

Simlife $41

Spaceward Ho! DOSAVIN $38
Special Forces $39
Spoils of War $34
Star Control $29
Star Control 2 $36
Star Legions $38
Starfleet2 $38
Strategic Forces $19
Sword of Aragon $28
Task Force 1942 $39
Tegels’s Mercenaries 2 $44
Theatre of War $17
Traders $19
Unnatural Selection $32
Utopia $29
Vikings Fields of Conquest $37
War in the Gulf $38
Warlords No Tandy 1 6 CIr $12
Warlords 2 $42
When Two Worlds War $42
Worlds at War $19

IBM SIMULATION

A T P Flight Simulator S29
A.T.A.C S34
A10 Avenger $46

AlOTankKillerl.SEnh $34
AH-64 Helicopter $46
Aces of the Pacific $42
Aces Pacific Mission Disk 1 $27
Aces Over Europe $42
Aces Europe Mission Disk 1 $27

Aces Europe Mission Disk 2 $27

Air Duel $38
Air Warrior SVGA $35
Allied Forces $12

Armoured Fist $38
B1 7 Flying Fortress S39
Birds of Prey $32
Blue Max Aces Great War $9
Campaign: Strategic Flight S 837
Car and Driver $38

Cardinal of the Kremlin $9
Carrier Command $12

Combat Classics $24
Das Boot Submarine $9

Design Your Own Railroad $29
Dynamix Bundle 1 $29
Elite Plus $19
Eye of the Storm Fit Sim S29
FI 17A Stealth Fighter VGA $42
FI 5 Strike Eagle 3 $44
FI 5 Strike Eagle 3 Aces Pak $49
Falcon 3.0 $42
Falcon 3 Scenl Fighting Tgr $24
Flight Simulator 4.0 $42
Fly the Grand Canyon $45
Great Naval Battles $44
Great Naval Batt Seen Build $28
Great Nav Bat America in Atl $21

Great NavB Super Ships All $19
Gunship $12
Gunship 2000 VGA $37
Gunship 2000 Scenario Disk $24
Iron Helix $52
Jump Jet $39
Jump Jet Aces Pack $50
Land Sea AirTrilogy $12
Land Sea AirTrilogy 2 $29
Lightspeed $9
Mantis Experimental Fighter $39
Mantis Exp Speech Pak $19

Maximum Overkill $46
Maximum Overkill Missn D 1 $28
Maximum Overkill Missn D 2 $28
MegaFortress $12
Megafortress Missn Disk 1 $26
Megafortress Missn Disk 2 $26
Megafortress Mega-Pak $38
Orbits $37
Pacific Islands 2 $30
Power Politics WIN $34
Privateer $52
Rags to Riches $36
Reach for the Skies $31

Red Baron $36
Red Baron Mission Builder $24
Red Storm Rising $12
Road & Track Grand Prix U $37
Sailing instretr Pack VGA $239
Sailing Simulator VGA $42
Sailing Sm E Coast Voyages $39
Sailing Sm W Coast Voyages $39
Scenery Collection Set A $37
Scenery Collection Set B 834

Scenery Colltn California $37
Seal Team $42
Secret Weap Luftwaffe $44
Secret Weapons Exp 1 -2 Ea $21

Shuttle $26
Silent Service 2 $19
Strike Commander $48
Strike Commandr Speech Pk $24
Stunt Island $36
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the side, mid a tree in the lake is tossing firebails your way. 11ie initial

view is full-figure, but half-way into the water, it suddenly changes to

a close-up of the character. This is not only disorienting, bur makes it

extremely difficult to see which way to go to avoid being killed. The

full-figure view should have been continued longer, _

or at the very least, a close-up of the fotward view

ahead of the character used. As it is, this section of

the game will likely give many players unneeded

frustration, and they may well have to go through

this part more than once to complete it.

There is also a lor of jumping around neccssaiy

in the tunnels. In some parts, it’s very tricky making

the leaps, and the angle changes can make it more

so. Save often when hopping across pillars or over

rotten bridges. Deep Ones are always lurking in the

water, waiting to rip you to shreds.

While there is fighting in Alone, it isn’t by any

means a CRPG. Aside from hit points, there are no

physical attributes or skills, and there are no experience points or levels

of any kind. Killing monsters has only one purpose—to get them out

of your way.

Combat itself is therefore simple, and more a matter of timing than

anything else. Your character arms him or herself with a weapon (or

uses fists/feet if no weapon is available), laces the creature, and lets

loose. Facing is veiy'^ important

here, especially when using a

revolver or rifle. It is quite easy

to miss with those weapons if

you’re not looking in the right

direction. I much preferred

the sword in most fights, as

you can be a little off and still

hit opponents, and you don’t

need ammunition.

Which brings us to another

little sore point in the game.

Critters fall into three basic

categories: those that can be

killed, those that are inde-

structible, and those which require special methods to be removed. It

is not always easy to determine which type of critter belongs in which

categor)'.

You can waste a lot of time tr)dng to kill something that can’t be

destroyed. The bathtub monster is one of those, and so is the big worm
(actually a Chthonian) that lurks in the tunnels. The rats in the cellar

and the spiders in the garden arc also unkillable.

On the other hand, the immaterial critter in the

library can be killed, but you need a special

weapon for that, and the strange creatures guard-

ing the stairway down from the balcony require

non-violent methods.

So the first rule is; if you can’t kill it right off,

stay away from it until you’ve done more reading

and/or found some other items to try out. Be

careful with the cavalry saber. It has a special use

in the game, and should not be wielded as a

weapon, as it is prone to breaking. I found chat

out too late and had to replay a substantial portion

of the game. Leave the item safely in your inven-

tory; there are plent}' of other and better weapons available.

The game also has a couple of“gotchas.” Most of the reading materia!

is safe, but a couple of things aren’t wise to read. Unfortunately, none

of the books have exterior titles, so they have to be opened before you

know what you’re looking at. By then, it could be too late.

For instance, I opened one book to the title page and saw “De Vermis

Mysteriis”. No. We will }iot read this book. As a reader of Lovecraft,
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not to mention Cal! of Crhuihu player, 1 knew this one was deadly.

Too late. Just looking at the title page alone is enough to kill you.

Beware of books with red or yellow covers. Save before you read!

Another problem can crop up in the end game. It is absolutely vital

that, after pa.ssing through the

“maze,” you have at least a little oil

left in your lantern, or a spare can of

oil, plus the lighter. Without those,

you cannot finish. Once you enter

the tunnels under the house, there

is no going back up again until

you’re done down there. If you’ve

left the spare oil can behind, or even

worse, used up all the oil, you are in

big, big trouble.

While there aren’t many dark

rooms in the house, you can use up

a lot ofoil going through the library,

which is actually four rooms in all. The best thing to do here is get

through it as quickly as possible. Pick up evciything you come across,

and wait until you’re outside (and the lamp oFO before reading

anything.

If you waste no time in any of the dark rooms, you should still have

some oil from the first can, with the second as a spare for later. Oddly,

it doesn’t matter ifyou run out of oil going through the

maze, as the lamp will stay lit until you’re out of it. So

long as you have that second can in rcseivc, you’re okay.

It was an unwarranted assumption on the part of the

designers that a player would have sufficient oil for the

big moment. Some people went through almost to the

end, only to find they had to replay a lot of the game, or

most of the endgame, becau.se they had no oil. Either

they ran out of oil entirely, or left the spare can upstairs

(there is only so much you can carr)d. All this could have

been avoided iPan extra oil can had been placed some-

where down in the tunnels.

The interface is mouse-driven, although you can also

use the keyboard. It takes a little getting used to, but

once you have the hang of it, it is really simple and fairly efficient.

Saving and restoring can be done at almost any time in the game,

including combat. While there aren’t many save slots available, there

is one interesting feature to it: each save is accompanied by a small

picture, a “snapshot” of where the character was when the game was

saved. This, along with the title (which can have only the standard

MSDOS eight characters), can be very helpful in determining which

position to bring back.

Overall, Alone hi The Dark is one

of those neat games with some irri-

tating flaws. It sets a good atmos-

phere and maintains it well for the

most part. Using Lovecraftian over-

tones adds a lot to the game. The
view shifts are a novel and effective

addition. Most of the puzzles are fair.

The game did NOT crash on me, or

exhibit technical problems (big plus

right there).

Graphically, the monsters could

have been better; some of them

looked more ludicrous than horrible, dangerous though they were. The

viewing angles could have been planned more carefully, and the design

in general should have been tighter to prevent nasty dead ends, such

as running out of oil in the tunnels or using the saber in the wrong

way. Since you’ve been warned about those, however, you should find

Alone In The Dark a nice change of pace from the usual run of

adventure games, cgw
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CHIPS & BITSinc.
FREE GAME WITH YOUR $75 ORDER*
Shipping to US,PR,AK,HI,APO & FPO S4 per order. Air Mell to Canada S6 per order. Handling S1 per shipment.

2 Business Day Air US S6 per order; PR, HI $12 Ist Item + $2 ea. add’l; AK $19 1st item + $2 ea. add'l. Handling $1 per shipment.

Europe, S. America Air Mall $19 1st item + SS es. add'l. Asia, Australia, Africa. Air Mall $26 1st Hem * $6 ea. add'l. Handling $1 per shipment.

PO Box 234
Rochester, VT 05767

Fax 802-767-3382
Int’l 802-767-3033
Call 800-753-4263

IBM SIMULATION

Syndicate S48
Task Force 1942 $39
Task Force Admirals Pack S52
Team Yankee 2 S27
Test Drive 3 S29
Test Drive 3;Road & Car S15
Their FH Battlehawks Bundle S44
Thunderhawk S21

Tornado S52
Ultrabots Sanction Earth S39
VoiceCommanderF117A S18
VoiceCommanderF15SE3 $18

Wing Commander SI 9

W C Secret Mission 1 & 2 S20
Wing Commander 1 Deluxe $48

Wing Commander 2 $48

W C 2 Operation 1 or 2 $22

W C 2 Speach Mod $1

3

World Circut Champnshp Ed $45
X-Wing S41

IBM SPORTS

4D Boxing $17

ABC Monday Night FB $37

ABC Wide World Boxing $32

APBA Baseball $24
APBA Base TD 1908-91 Ea $21

APBA Baseball General Man $29

APBA Baseball Wizard 2.0 $29
APBA Basketball $34
APBABowling $14
APBA College Basketball $32
APBA Football $34

APBA Micro Manager $32
ATP Tennis $34
Action Sports Soccer 825
All American College Footbll $36
All Star Sports Pak $1

5

American Gladiators $21

BasketballChallenge $28

Bo Jackson Baseball 832

Carl Lewis Challenge $32
Cycles Grand Prix $28
Daily Double Horse Racing $19
David Robinson NBA Action $44
Days of Thunder $24

Front Page Football $39
Future Sports 828
Greens $34
Hardball 3 $34
Hardball 3 Piayers Disk $17
Hardball 3 Stadium Disk $19

Harlem Globetrotters $15

Hole In One Mini Golf Delux $12
International Sports Chalinge $21

Jack Nicklaus Greatest 18 $27
Jack Nicklaus Unlimited Golf $27
Jack Nicklaus CD 1-5 Ea 815
Jack Nicklaus Clip Art $12

Jack Nicklaus Signature Ed $42

Jack Nicklaus SE Course 1 $14

Jack Nicklaus SE Clip Art $24

Joe Montana Football $31

John Elway Quarterback S6
Lakers vs Celtics $17
Lance Haffner Baseball $36

Lance Haffner Boxing $36
Lance Haffner College BBall $36
Lance Haffner Football $36
Lance Hafner Hockey $36
Lance Haffner Pro Basktbali $36
Links $29
Links Courses 1 -7 Each S1

7

Links Pro 386 Golf $39
Links Pro Course 1-6 Each 820
Low Blow 812
Madden Football 2 $32
Mario Andretti Racing $17

Michael Jordan Flight Sim $38

THETTHGUEST
is a terrifyingly real

virtual environ-

ment lurking on a

CD ROM. Henry

Staufwasamaker

ofamazingpuzzles.

His greatest cre-

ation is the strange

mansion in which

you nowfind your-

self. Features

video clips with

liveactors, bizarre

games&puzzies,

22 fully rendered

rooms to explore,

and many ghastly

discoveries. S56

'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, andfindem-

eralds stolen by

Cortez. Amazing

cinematic effects

such as multiple

camera angles,

flashbacks,
zooms, pans, and

fades. Featuresfull

digitized voices &
sound effects. S36

Visa & UC Accepted. CODs S6. Checks Held 4 Weeks. Money Orders Treated as Cash.
Most items Shipped Same Day. Shipping times not guaranteed. Check compatibility

before you buy. Defectives replaced with same product. Offer, price & availability

subject to change. All Sales Final. 'SEE LAST PAGE FOR DETAILS

IBM SPORTS IBM TRADITIONAL

ML Baseball All Star $17 Dr Wong's Jacks & Vid Pokr $10

ML Baseball Manager's Ch $19 Edward O'Thorpe Black Jack $9

ML Basketball All Stars $34 Electric Jigsaw $12

ML Football 2 $39 FS-Pro $21

ML Personal Pro Golf $28 Faces Tetris 3 $15

ML Wrestling 1990 $28 Family Crossword Puzzles 828

Micro League Football Delux $39 Femme Fatale $26

Microleague Basebll 4 USAT $31 Femme Fatale DD1-3 Each $18

Microleague Basketball $28 Floor 13 $15

Microsoft Golf tor Windows $39 Game-Maker $68

Mike Ditka Power Football $32 Games Master WIN $19

NFL Challenge $60 Games People Play S21

NFL Chlinge TD 1984-87 Ea $15 Go Master Ver 5 $39

NFLChlIngeTD 1988-91 Ea $22 GO Master Ver 5 WIN $39

NFL Challenge All Star Team $22 Go Master DIx Ver 5 $99

NFL Challenge Premium Ed $59 Go Master DIx Ver 5 WIN $109

NFL Football $31 Grand Slam Bridge 2 $32

NFL Pro League Football 92 $24 Grandmaster Chess $32

NFL Video Football $39 Home Alone 2 $26

Nascar Challenge $31 Hong Kong Mah Jong Pro $32

PGA Tour Golf $32 House of Cards $12

PGA Tour Golf Ltd Ed $45 Hoyle's Book Games VI $21

PGA Tour Golf WIN 838 Hoyle’s Book Games V2 819

Playmaker Football $26 Hoyle's Book Games V3 $29

Power Hits; Sports $19 Hoyle's Book Games V4 $29

Pro League Baseball $18 Ishido $17

Pro Tennis Tour 2 $32 Jeopardy 1 or 2 89

ProFootball Analyst 92 Edt 319 Jeopardy 25th Aniversary $15

Road to the Final Four $37 Jeopardy, Super Talking $21

Summer Challenge $34 Jigsaw Pinups $24

Super Car Pak 837 Laffer Utilities WIN $21

Tennis Cup $32 Lexicross $24

The Games Winter Challenge$34 Lotto Gold $29
Tie Break Tennis 312 Monopoly Deluxe $29

Tom Landry Football $24 Oligopoly $5

Tony La Russa Baseball 2 $36 Omar Sharif on Bridge $37

Tony LaR Baseball2 Stadiurri$18 Omar Sharif Bridge WIN $32

Tony LaR Baseb2 92 Team 312 On Target $10

Tony La Russa Baseb2 FM $18 Penthouse Jigsaw $24

Wayne Gretzky Hockey 3 $39 Pictionary $12

Wayne Gretzky League $26 Planet of Lust $12

Wilson Pro Staff Golf $23 Price is Right $15

World Circuit S32 Prime Time Hits $25

World Class Soccer $28 Prime Time Hits 2 $24

Punisher S9

IBM TRADITIONAL 1

Puzznic

1

Risk

$25

$21

Risk WIN $26
3D Pinball $10 Rodeo Games $10

3 in 1 Players's Pack 512 Sargon 5 S13
3D Pool $12 Scrabble Deluxe $26

Acquire $12 Scruples 828
Amarillo Slim's Poker $12 Shanghai! 2 $29

Amarillo Slims 7 Card Stud $10 Sharkey’s 3D Pool $12

Armada Villa Crespo CB $10 Shogi Master 834
Backgammon WIN 89 Sierra Family Fun Pak $29

Battle Chess $19 Solitaire Royale $19

Battle Chess 4000 SVGA $36 Solitaire WIN $32
Blackjack WIN 319 Solitaires Journey $34
Bridge 7 824 Stratego $31

Bridgemaster $29 Strip Poker 3 $31

Caesars Palace WIN $15 Strip Poker 3 DD 1 -6 Each $19
Casino Craps $10 Super Jeopardy $27

Casino Game Pak WIN $32 SuperTetris $29
Casino Master WIN $25 Swap $29
Casinos of the World $29 Terminator Chess $34
Centerfold Squares $21 Tetris Classic $27

Checkmate DOSWVIN 836 Trump Castle 2 $12
Chess Net WIN $12 Trump Castle 3 $34
Chess X Colossus $9 Turn-n-Burn $10

ChessMeisterS Billion &1 $48 Vegas Entrtnmnt Pak WIN $20
Chessmaster 3000 $29 Video Poker AlaCarte $34
Chessmaster 3000 WIN $34 Video Poker Villa Crespo $12
Clue Master Detective $15 Video Poker WIN $19
Combination Lock $10 Virtual Reality Studio 2 $64
Cribage Gin King $19 Welltris $15
Crossword Creator $12 Wheel of Fortune 3 $9
Dealer’s Choice $29 Wheel of Fortune Gold $15
Demon Blue $10 Word Tris 327
Dr Floyds Desktop Toys $26 World Champion Backgmmn $24

Dr Thorp’s Blackjack $32 World Champion Cribbage $24
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SSI Releases Event Horizon’s

Veil of Darkness

by Chuck Miller

a ""X hhh, my head. ..the throbbing! 1

I Ifeel like IVe been clobbered with

a two-by-four. The last thing I

remember was the storm. Thunder. ..lighten-

ing flashing outside the cockpit. Then, the

controls went crazy; the plane began its dive.

After that... I must have blacked out. I seem
to rememberdraggingmyselffrom the wreck-

age. But how did I get here, in this room, in

this bed? And what name belongs to that

angelic face looking down at me?”

“Hello. Welcome to Csarda.

My name is Deidre.”

Darkness (Veil) recognizable, as it is based

upon the same game engine. However, rather

than spending the entire adventure under-

ground, the player-as-vampire-slayer-in-

training invests a majority of this quest above

ground in a secluded Romanian valley. In-

stead of battling hordes of dungeon denizens,

he or she must defeat the earthly and undead
minions of the evil Kairn, vampire and lord

ofCsarda. In Veil, fantasy gives way to horror

as the player is introduced to a dark world of

werewolves and witches as opposed to wizards

and wyverns, an experience balanced equally

well with both challenge and reward.

set to conclusion. Veil, however, is one that

held me in rapt attention until I had seen it

through to its resolution. It constrained me to

play until 1 had rid Csarda of the evil Kairn.

Yet, while Veil is clearly one of the most

enjoyable quests I have played this year, it

does have one notable weakness— the expe-

rience ended all too soon. While The Sum-
monings.cQ\ncA a bit too long in total playing

time (over 100 hours), W;7erred in the oppo-
site direction, providing about 10 hours less

play than would have been ideal (only 20 or

30 hours is required to complete it). Still, the

experience is one to be savored.

Those familiar with Event Horizon’s The

Summo7iing\w\\\ find the trappings of Veit of

TITLO: Veil of Darkness

SYSTEM; IBM .ind Compalibles

(’RICE; $59.95

GRAI’HICS: VGA
SOUND: Ad Lib, Sound Bl.nsler, Rol.ind .ind

Compalible Sound Cards

PROTECTION: Documentalion Look-up.

Symbol kleniificaiion

DESIGNERS: Eveni Horizon Software, Inc.

I’UBLISHER; Slralegic Simul.ilions, Inc.

Sunnyvale, CA
(400) 737-6800

Where There’s a QUILL,
There’s a Way

l^f/7provides players with a welcome oppor-

tunity for a change ofpace. Now, it is possible

to stake out one’s claim in the gothic realm of

vampire hunting. Current releases seem to be

trending away from staid dungeon romps and
into the realm ofhorror (i.e. Accolade’s Wax-
works, CyberDream’s Dark Seed, and I-Mo-
tion’s Alone in the Dark, as well as Virgin’s

impending The 7th Guest and MicroProse’s

The Legacy and Return of the Phnntorn), a

refreshing change that many gamers have

long awaited.

The hero, though decidedly male, is named
by the player at the start of the game (when

conversing with the inhabitants of this dark-

ened land, the player is referred to by that

name, a welcome personal touch). Once play

commences, it soon becomes evident that Veil

places greater emphasis on puzzle solving than

on combat, a significant change from the

emphasis in The Summoning. There is, in fact,

very little combat in comparison. Most of Veil

involves unraveling the secrets of Csarda and

finding the bits and pieces necessary to suc-

ceed in the quest and lift the curse that has

long held the land in its grasp.

Put This in Your PIPE
and Smoke It!

To be honest, not every adventure succeeds

equally well in holding my interest from out-

Putting the Bite on
the Competition?

Graphically, Veilis not what I would define

as stunning. While the palette is well chosen

to emphasize the “dark” theme of the game,

the actual art, in some cases, is a bit crude in

comparison to the VGA works ofart provided

by other developers. Yet, the imagery is clean

and attractive, especially the character por-

traits, and docs not detract from game play.

The interface, designed with the player in

mind, has been refined from earlier games

with added touches to complement the hor-

ror style employed (I especially like the body
in the casket used to indicate character con-

dition, turning into a skeleton as damage is

accrued). Game options are easily selected

(printing of text, sound toggle, loading and
saving) with plenty of save positions available

for those times when a quick restore is needed.

Audibly, Veil is above average by current

standards, and provides just the right fee! for
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CHIPS & BITS inc.

FREE GAME WITH YOUR $75 ORDER*
Shipping to US,PR,AK,HI,APO & FPO S4 per order. Air Maii to Canada S6 per order. Handiing S1 per shipment.
2 Business Day Air US S6 per order; PR, Hi $12 1st item + $2 ea. add'i; AK $19 1st item + $2 ea. add'i. Handiing $1 per shipment.
Europe, S. America Air Mall $19 1st Item + $6 ea. add'i. Asia, Australia, Africa, Air Mall $25 1st Item + $6 ea. add'i. Handling $1 per shipment.

PO Box 234
Rochester, VT 05767
Fax 802-767-3382
Int’l 802-767-3033
Call 800-753-4263

1
MAC GAMES I

41h & Inches $12

Battle Chess $29
Checkmate $36
Dragon's Lair $34
Dragon’s Lair COLOR $34
Dragon's Lair 2:Time Warp $34

Dragon’s Lair Esc Singes C $34
Hardball 2 $31

Harpoon $39

Harpoon Battle Set 2 $22

Harpoon Battle Set 4 $27

Harpoon Scenario Editor $27
Ishido $34

Lemmings $29
Lexicross $32
Life and Death $32

Might & Magic 1 & 2 $32

Monopoly $29

Out of This World VGA $36
PGA Tour Golf $38

PGA Tour Golf Course 1 $17

Pick’n Pile $28
Pools of Darkness $38
Puzzle Master $32
Railroad Tycoon $45

Reach for the Stars $29
Red Baron COLOR $39
Seert Monkey Island COLOR $38

Space Ace $34
Space Ace 2 $34

Spirit of Excalibur COLOR $29
Starflight 1 or 2 $38

SuperTetris $32
Test Drive 2 $27
Test Drive 2:CA Challenge $15

Test Drive 2:Supercars $15
Trump Castle 2 $34

V Victory $38
Vette $33

Warlords $29
Welltris $24
Where In Europe is Carmen $30
Where World is Carmen SD $27
Wordlris $29
Yeager's AFT $32

1 AMIGA GAMES 1

Altered Destiny $37
Amazing Spiderman $25
Amnios $29
Anarchy $24
Arthur Quest for Excalibur $34

Artura $34

Atomino $29
Batman Caped Crusader $28

Batman the Movie $31

Battle Chess 2 Chinese $29

Battle Command $26

Battle Master $38
Blockoul $28
Blue Max Aces Great War $34
Bride of the Robot $28
Budokan $26
Cardinal of the Kremlin $32

Chamber Sci-Mutant Prstss $31

Chase HQ $28
Checkmate $36
Chronoquest2 $34

Clue Master Detective $28
Codename Iceman $15

Conqueror $34
Crackdown $20
Cribage Gin King $28

Cybercon 3 $29
Dark Castle $31

Dark Side $28
Darkman $29
Das Boot Submarine $34
Day of the Viper $33

'AIR DUEL' lets

you experience

air-to-air combat

across the de-

cades with every-

thing from a

sopwith camel to

a MIG 23. Fea-

tures combat in 6

historic periods,

abilityto match air-

craftfromdifferent

time periods, ase-

lection of 12 air-

craft each with its

own unique flight

characteristics

and weapons, &

modem play. S38

'THECARRIERS
AT WAR CON-
STRUCTION KIT'

provides an Infi-

nitely flexible tool

for creating a par-

ticular battle oran

original scenario.

Build ships and

planes, organize

squadrons, draft

maps, position air

bases and adjust

the artificial intelli-

gence used by the

computer. 3 new
scenariosincluded;

Wake Island,

Guadalcanal, &
Tarawa. S37

visa &MC Accepted. CODsS6. Checks Held4 Weeks. Money Orders Treatedas Cash.
Most Items Shipped Same Day. Shipping limes not guaranteed. Check compatibility

before you buy. Dcfeclivcs replaced with same product. Offer, price & availability

subject to change. All Sales Final.

AMIGA GAMES AMIGA GAMES

Death Bringer $28
DinoWars $28

Dragons of Flame $12
Duck Tales $31

Elf $32
Faery Tale Adventure $31

Fast Break $17

Federation $34
Fire Power $17

Flames of Freedom MWII $29

Fleet Med $36
Flood $29
Globulus $22
Gravity $34

Greens $34

Gun Boat $33
Hard Nova $32

HardBall $33
Heatwave $28
Heavy Metal $35
Heros Qst 2;T rial Fire $34

Hostage $31

HoverForce $31

Ishido $36

Jack Nicklaus Greatest 18 $27
Jack Nicklaus Unlimited Golf $39
Jack Nicklaus CD 1-5 Each $15
Joan of Arc $31

Journey $34
Keys to Maramon $32
Khalaan $34
Knights of the Crystalion $37
Koshan Conspiracy $32
Legend of the Lost $34
License to Kill $28
Lost Patrol $34
Ml Tank Platoon $34
Magic Fly $28
Matrix Marauders $28
Mean 18 Golf $30
Mights Magic 2 $38
Millenium $24
Moebius $41

Murder $29
Never Mind $26

Night Breed $14
Night Shift $19
Nitro $32
Omega $34
Operation Spruance $34
Plague $28
Populous 2 Challenge $24

Populous World Editor $16
Powermonger World War 1 $21

Projectyle $28
Quix $25
RVF Honda $30
Red Storm Rising $29
Red Zone $25
Rick Dangerous $25
Rings of Medusa $34
Road Rash $32

Robocop 2 $34
Rommel at El Alamein $36
Search for the King $37
Secret Monkey Island $38
Shadowlands $20
Ski or Die $32
Space Ace 2 $34
Space Quest 3 $34
Spacewrecked $31

Star Control $34

Starflighti $32
Stellar? $21

Stratego $32
Street Rod 2 $27
Strike Fleet $26
Stryx $25
Super Space Invaders $24
Superman $28
Terran Envoy $27

Test Drive 2 $30

Thunderstrike $34

Time Machine $34

Trump Castle 2 $32

Turrican $28

UMS 2 $34

Universe 3 $34

Untouchables $24

Warhead $34

Warlock $25

Wild Wheels $32

World Class Leader Board $26

Xenophobe $25

Yeager’s AFT 2.0 $26

Zone Warrior $26

TREE GAME OFFER

Spend the specified amount on any

in stock software and choose a

free game from the corresponding

list below. Offer subject to change

orcancellation without notice. Valid

only while supplies last.

SPEND $75

4th & Inches

Artura

Colorado

Gunship

Hole in 1 Mini Golf DIx

Obliterator

Third Courier

TKO
Trump Castle DD1
Trump Castle DD2

Video Poker for Windows

SPEND $100

Acquire

Airborne Ranger

Backgammon by George
Big Business

Blue Max
Edward O’Thorpe Black Jack

Future Wars
Mac Arthur's War

Magic Johnson Fast Break

Operation Combat
Pirates

Punisher

SC Out

S D I

Sound Star

Tie Break Tennis

The Tinies

Under Fire

SPEND $200

Bridge 7.0

Cardinal of the Kremlin

Chess Net

Covert Action

Dark Hall

Dusk of the Gods
Free DC

Megafortress

Megatraveller 1 : Zodani

Patton Strikes Back
Railroad Tycoon

Sentinel Worlds

Shadow Sorcerer

Storm Across Europe

Trump Castle 2

JUN CGW6



chc game world. Though sound effects are

sparse, the soundtracks are quite mood en-

hancing, stirring the player’s sense of dread

and suspense. The resulting atmosphere is as

rich as that ofany game ! have played in recent

months.

Epitaphs and Cartographs

Documentation, always a strong suit with

SSI, offers a gripping introduction to the

game. The PrcTudc, which runs for .32 pages,

is a well-written background to the events

preceding Veil. Enjoyable fiction on its own,

this piece sets the stage for the interactive

horror to follow and enliances the mood con-

veyed in the quest. Conversations within the

game, also written with great aplomb, add

further to the development of the story and

the internal tension.

As in previous releases from Event Horizon,

automapping is provided for underground

locations (the mausoleum, cave and cata-

combs), allowing the player to printout maps
if desired. Above ground locations, displayed

on the Valley Map (new to this quest), arc not

expansive enough to disorient the player.

Though locations are limited initially, as new
locations arc mentioned in conversation they

appear on the map, increasing the number of

areas to explore.

Holy Water and Silver Bullets

Though weaknesses arc few in this adven-

ture, room does exist for improvement. Ani-

mation is a little choppy at points, especially

in animated close-ups. Adding a few cnore

frames of animation would certainly help.

The speed of movement of the player’s char-

acter also .seemed a bit slow. While smoothly

animated, the ability to adjust speed would be

a welcome feature.

In addition, object management could

stand some improvement, especially with re-

gard to the selection of “containers” in which

to cany one’s possessions. Most pouches look

exactly alike (let’s see, which pouch has the

potions in it?). There are also some “hidden

words” in this game that the player must
discover by si inpte guesswork. This only poses

a problem in two specific instances, but is a

bit frustrating nonetheless. (See the two all-

capitalized words on page 72 for assistance).

Although there is a greater emphasis on

puzzle solving in Veil than on combat, there

still needs to be a few more creatures to battle

during the game. For being overrun with evil,

the land seemed too sparsely pojtulated with

skeletons, vampires and the like. (Note that

while Vtv7does offer the player three levels of

play, this only regulates combat difficulty and
not the number of opponents).

Easy on the Garlic!

Event Horizon is a growing company pro-

viding high caliber games. With strong re-

lea.s'e.s like Veil players have much to look

forward to in the future. Eor the pre.senc. Veil

of Darkness an adventure that offers many
hours of quality entertainment for the night

stalker in each of us. While it may not make
Came of the Year for 1 993, it is definitely one

that ! am glad to have played. Now, if I can

just get the smell of garlic out of my
cloches. . .CGW

The WARGAMER’S Computer Company

vnHPSi.

De Camp
1st

^1

eJ'Se'o «

Authentic weapons
capabilities with

authentic combat
results.

Unmatched detail

down to individual

rounds resolution.

Over 100 weapons
from 11 nations.

Set in the volatile Middle East. Point of Attack operates on

a platoon-section level. Create custom engagements, or

explore one of the five scenarios. Features night combat,

adjustable weather conditions, morale and other intangible

factors, advanced artillery, and lots more.

The most realistic PC tactical combat simulation

available!

Requires an EGA display and at Icasi 5I2K ofRAM.

IBM only $54.95

Take ANY board
wargame and play it

on your PC.

Play-by mail or

modem.

Save floor space and
playing time.

Create colorful maps, up to 30.000 hexes, by using the

drawing editor to design terrain and units. Multiple

user-defined zoom levels. Permanently save game set-ups

as well as turns including movement and combat for later

review/replay. Compatible with all game systems,

theaters, scales and eras. Design your own game.

Imagination is youi' only limit.

Requires a hard disk. VGA display, and at least 600K ofRAM.
Mouse optional. (Board games must he purchased separately.)

IBM only $79.95

Available only by mail.

Please add S4.00 shipping and liandling.

Mail check.K/nione

HPS Simulations.

Santa Clara. CA

ders to: VISA/MASTERCARD CALL (408)554-8381

P.O. Box 3245 CA residents add state sales tax.

95055-3245 Please specify disk spec wlien ordering.

CircIcRf.ider Service #60
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Many games have been long awaited by

gamers in the ten years ol" this hobby.

Six months, a year, sometimes two

do gamers drool at ads, ogle magazine covers,

ana pester their local merchant for the date,

the date, the date. But the wait for this prod-

uct goes beyond the year since tlie project was

announced. Some could mark the date back

to 1983 when LucasArts’ game division (nee

Lucasfilm Games) was born out of the vision

of the film group and a million dollar grant

from Atari. The only thing that could come
to mind then was Star Wars. An incredibly

ripe universe, a gaming company, a guaran-

teed audience of many thousands—it was a

natural if there ever was one. And we vainly

waited for many years for the obvious to

manifest itself.

Some, though, could put the date for the

beginning of this Great Expectation back

much further—back before computer games

were a consideration—back, indeed, to 1977

when a generation of kids (mysell- at an im-

pressionable eight), spellbound by the magic

ofGeorge Lucas’ film, came out ofthe theater

zooming several feet off the ground, their

heads filled with the sounds of impassioned

star fighter squawk, and their hands on the

stick of an X-wing.

/ '

^ \.
/

'

,

The wait is over, and the anticipation has

culminated in X-Wing: Space Combat Simti-

lator, an intense retelling of the story of the

Rebel Alliance viewed from the seat of a star

flighter cockpit. The game is part adventure

game, part simulator, and many parts of lav-

ish Star Wars detail, born of a synergetic

action between LucasArts’ stoiytelling tal-

ents, their extremely talented artistic staff,

and their successful combat simulations

group headed by Lawrence Holland {Battle-

hawks 1942, Their Finest Hour, S.W.O.T.L).

LucasArts has been very careful to stress the

simulation aspect of this game—most likely

out of marketing considerations—but there

has been some debate among gamers on
whether that classification applies. Action

game, simulation, it’s splitting wookie hairs

to me; X-Wing is one of those genre mixing

games chat ehides simple taxonomies and

keeps BBSs in business with pointless debates.

One should expect a moderately complex

fighter simulation with many incense dog-

fighting furballs, nail-biting missions, and

many hours of play, all culminating in The
Final Mission—The Trench Scene.

The Initiation

The player comes into the X'Wmg\xr\ivcTsc

as an untrained novice with a distaste for the

Empire’s politics and, presumably, many
dead Womp Rats tinders his belt. After suc-

cessfully passing the rite of copy protection,

the player checks in at the registration desk,

taking on the persona of, for the sake of this

article, Star Fighter X. The player does not

play Luke Skywalker (unless you provide that

name) though X will find that his or her

destiny will have uncanny parallels with

Luke’s.

Entering the Flagship Independence, the

base for the Rebellion’s activities and the cen-

tral interface, X finds himself in a large space-

port with several accessways. Here, one gets a

feel of what’s to come; pleasant graphics,

snatches ofdigitized speech, a slick and infor-

mative mouse interface, and loads of atmos-

phere. Yet, one has little patience for

appreciating such things at this point and,

besides, X will wear a pixel pathway through

this scene before the last Tie is flamed.

TITLE: X-wing; Space Combat Simulator

SYSTEM: IBM (386/33 recommended,

1MB RAM required, more fecommendc*d)

GRAPHICS; VGA
PRICE: $69.9S

PROTECTION: Documentation Look-Up

DESIGNERS; Lawrence Holland & Edward Kilham

PUBLISHER; LucasArts

S.in Rafael, CA
(415) 721-3342
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The first step is to the Pilot Training

Grounds. Unfortunately, unlike the hero of

the film, X cannot step from a sand speeder

into an X-Wing and know the difference

between the targeting indicator and a dash-

board rivet. Hell have to fly through several

hundred gates on a training course before

being awarded a flight certification. Each
training level becomes progressively more dif-

ficult as more laser firing obstacles are placed

about each gate and the alloted level-comple-

tion time is lowered. Though graduated in

difficulty, these training levels will quicldy

become quite difficult for the initiate as he

hits the first learning slope of the game—fig-

uring out how to configure the power systems

of the craft.

Feel The Power, X
Before discussing the power system, it must

be mentioned that X will not only fly the

X-wing, but the A-wing, and Y-wing as well.

In the fiction of the game, the Y-wing is an

older model of fighter and the slowest in the

fleet. It bears two frontal lasers, an ion cannon
used to disable ships, and a healthy comple-

ment of torpedos. fhe A-wing is the newest

craft in the fleet and is the fastest and most
manuveurable ship in the Rebel arsenal. The
X-wing falls in the middle with its mid-range

maximum speed and turning rate, its four

wing-mounted lasers, and a small pack of

torpedos. Each craft will be used somewhat
randomly from mission to mission, so X had
better train in each craft before continuing

on.

Though differing slightly in performance,

each craft is operated in the same way. As
mentioned, the key to success is power man-
agement. Each ship is somewhat like a flying

battery that supplies power at a slow but

steady rate. This power can be directed to the

engines, the lasers, or to the shields. Diverting

power to one area reduces the amount avail-

able to the others. Through the training mis-

sions, X will learn the series of keystrokes

needed to move this power around, and will

soon find that he is deftly directing the energy

of his battciy-powcred craft like a skilled Jedi

with his batteiy-powcred sabre.

Once a few flight badges are earned in the

proving grounds, X moves on to the Histori-

cal Missions for his first taste of combat.

There are six missions for each craft here, each

a graduated step into a full-blown mission.

Here one is introduced to the basic enemy
craft: the TIE fighter, the TIE bomber, and
the various larger craft used by both the Re-

bellion and the Empire. The TIE fighters are

the grunts of the Empire’s force, and X will

flame fleets of them before its all over. If the

ships in X-wing flying battery cells, then

the X-wings are “D” cells, and the TIEs are

watch batteries. Two or three laser blasts will

cur them in two. The bombers are a little

tougher, both in shield power and in fire

power. Their complement of torpedoes are

extremely dangerous, and will end up sinking

more than one of X’s missions.

The Hero’s Path

With the Proving Grounds and the Histori-

cal Missions under his belt, X is ready to enlist

in a Tour of Duty. There are three tours; the

first two with 12 missions and the third with

l4. Though X is given the choice of enlisting

in any one of them, it is logical and recom-

mended that he follow them in order. Each

tour has an ultimate object, explained in a few

introductory paragraphs that scrolls off into a

star field as in the famous introduction to the

first Star Wars film. The story of the tour is

developed further in the mission briefings and

in cinematic sequences interspersed through-

out the tours. These cinematic sequences are

beautifully drawn and composed; their only

fault is that there are too few: two for each of

the first two tours, and three for the last.

Fans of that Other popular space combat
game, who became enamored of its “branch-

ing” storjdine should not expect the same of

X-Wing. In X-Wingnha story does not play

out the possibilities of failure; X will have to

replay his missions until he finally succeeds. I

won’t waste space arguing the value of one

over the other (it really doesn’t matter to

me—I never followed the “failure” branches

of the Other game, anyway); players should

simply know what not to expect.

The missions themselves are nicely varied in

objective. X will make attack runs on fleet

craft, rescue captured allies, defend ships from

attack, and eventually make “ground strikes”

on the Death Star. Some of these missions are

calce walks for the experienced pilot, but oth-

ers are extremely difficult; and the difficulty

doesn’t crescendo as one mipht expect. Here

we arrive at one X-Wings weaknesses. X
will find that he soars through four straight

missions without so much as batting a lash,

only to find that the next mission will have

him stumped for hours—sometimes days!

Though I didn’t keep a tab. I’ve replayed

some of these difficult missions upwards of

two dozen times. I would suspect myself of

being especially weak in the Force if I hadn’t

heard the same from others. The missions are

simply unbalanced.

The Dark Side

Through an exchange with LucasArts I’ve

learned From them that the missions were

designed as puzzles to be figured out and
solved. This is entirely accurate. The tougher

missions have a very specific “solution” that

must be executed with heroic precision. Fly

to point A, knock out fighters with inhuman
accuracy, race to point B, knock out bombers
with same, race to point C to nip offa second

bomber squadron at the last possible second.

While this is extremely challenging and will

make for many hours of play. I’m not con-

vinced that it’s the most effective design pos-

sible. It yanks X out ofthe fiction of the game
when he has to play a mission five times, just

to figure out what his true objective is, and
then, to play the next dozen times trying to

execute the path perfectly.

Often, success requires X to anticipate the
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arrival ofenemy units, and unrealistically race

out into space to meet a “surprise” attack from

the Empire. It’s all a matter of balance, young

Jedi, and on the sliding scale ofTrivially Easy

to Joystick Flinging Frustration, X-zw’jz^often

stumbles awkwardly toward the latter. From
atop the reviewer’s high ground of hindsight,

it seems a player-controlled difficulty setting

might have been a good solution.

Related to the mission difficult)' is the issue

of pilot management, which has a few quirks

of its own. The Rebel fighters have an amaz-

ing ejection system which will automatically

shoot X between the teeth ofthe jaws ofdeath

whenever he succumbs to a swarm ofTIEs or

accidentally slams into another ship. Thiswil!

save his hide many times. Unfortunately, if

the ejection system is damaged, X will die,

and if not, he will often be captured by the

Empire. Either way, he meets the same end;

he is gone and can only be recovered by

Reviving him from the main pilot screen.

Unfortunately, a Revived pilot loses all score

and all rank (though for some reason he will

retain all his special honors and medals). So,

if the player wants X to complete the game
with any sort of rank, score, or dignity he

must get through the game without getting

captured or killed, d'his is virtually impossi-

ble; I’d bet the price ofan expansion disk that

no one has done it.

So, if one plays within the confines of the

game, X will end up completing the final

mission rated as a Rookie (a Rookie draped

with honors, but a Rookie no less). No self-

respecting gamer is going to allow this, so one

resorts to making backups of the pilot files or

acquiring a nifty file editing program from a

BBS. Editing or backing up pilot files to

remove unsightly KlAs and POWs is a com-

mon practice in all combat simulators. What

I don’t understand is why pla)'ers are forced

to go outside of the game into the nast)'

darkness of DOS to do this. I don’t see why
the player cannot make his own choice be-

tween playing the game “realistically,” that is,

letting dead pilots lie, or having the capacity

within the game to pretend that the fatal

mission was just a bad dream.

On a related note is the issue of wingmen.

In most missions, X will be a part of a team

of fighters, either as a wingman or a flight

leader. In spite of the appearance of help, one

should consider most missions to be solo mis-

sions—wingmen are about as useful as a row-

boat on Tattooine. Even ace wingmen are

only short-term enemy diversions on most

missions. Though they might take out the

occasional fighter or flagship, X will end up
with the lion s share of the kills. One will still

wantgood wingmen (il only for psychological

support) and so must develop them—the “de-

velopment” usually consisting of poping into

DOS and cloning pilots with the COPY com-
mand.

While in critical mode, I should mention an

especially disappointing oversight: the docu-

mentation. Larry Holbnd’s previous flight

simulators have had lavish manuals packed

with photos, histot)' and detail—they have

lead the industry. For X-wing., LucasArts

commisioned a beautiful book/manual from

Prima Publishing called The Tiirhincier Pa-

pers. Its 1 00 pages packed full of pictures and

history from the films, the Papers follow the

fictional account of one Keyan Farlander, a

young pilot not unlike our dear Pilot X. For

some reason, LucasArts decided that this

would be a “collector's item” that would only

ship with the first 100,000 copies. Word has

it that these went remarkably fast, and so the

rest ofthe gamers will go without. What is left

is a dry, black and white, 20 page booldet

which isn’t much more than a glorified (and

poorly glorified at that) reference card. Very

disappointing.

The Chariot of Deliverance

Beyond these problematic peripheral mat-

ters lies the heart of X-Wiag—the combat
simulation itself The polygon-based flight

model is cleanly implemented. On a 386\33,

the game plays smoothly when there arc a

dozen or so ships in the scenario. With more

ships, and especially with several torpedoes in

the air, things became a bit choppy, though a

quick switch into a lower detail level will

usually smooth out the ride. At the highest

detail level, the ships look quite nice; X will

see identifying colors and insignias, as well as

textured panels and ship accessories like gun

emplacements and antennae. Ac the lowest

level, all of this detail is stripped away. On a

high end 486 one can play comfortably at a

mid-range setting, but in the large scale bat-

tles one will have to jump down a few notches.

Other simulation features include the

standard multiple ship views, with the inte-

rior views all meticulously drawn to reflect

differences in each of the three fighter types.

There is also a Camera function that allows X
to record his missions and review them from

the perspective of any object in the mission.

On the whole, the flight model is excellently

executed and a joy to play, And Luca.sArcs

should be given a special combat medal for

their heroic quality assurance; in 30-r hours of

play, the game crashed but once.

The Resolution

Like the universe of Lucas’ creation, X-wing

is composed of both Light & Dark, Good &
Bad. Also like the Star Wars universe, the

Good soundly spanks the Bad when all is said

and done. While I occasionallv cursed the

game when replaying a tough mission for the

umpteenth time, still, I must say that i en-

joyed the experience tremendously. In spite

of Master Yoda’s teachings to the contrary,

(“Adventure! Hmph! Excitement. Flmph! A
Jedi craves not these things.”), 1 wait with

mind-clouding impatience for the forthcom-

ing add-on dislcs and sequel, cgw
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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.

© 1 992 MPG-Net. Inc Multi-Player Games Network and WPG-Net ai

Cruiser, Operation Market-Garden, and the kingdom of Drakkar are

DRfil^ ^STAR„
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.

T
he year is 2300 A.D. We've

discovered stardrive and colonized

hundreds of new solar systems. In the

process, however, we p/ssed 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 helpl

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.

re service marks of MPG-Net. Inc. The Kingdom of Drakkar is a trademark of Drakkar Corp. Computer network versions of Empire Builder. Star

designed and developed ty Tantalus 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 of America 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; $4.00

per hour in the continental US and

$3.00 per hour in the N.Y. city area.

These costs are all inclusive. There are

no hidden communication fees.

Dial toll free 800-GET-GAME and

we'll send you your account number,

password, start-up kit, and 5 free hours

right away. For more information call

800-245-03)7.

MPG-NET
Your Multi-Payer Games Network^'^

800-GET-GAME
800-438-4263Circle Reader Service )t73



by Robin Mntthezos

T
he gaming world’s unofficial Year of

Horror is well underway. Wich die re-

lease of SSI’s Veil of Darkness, l-Mo-

don’s Alone in the Dark and Shadow of the

Comet, and the inevitable release of Virgin’s

Seventh Guest, gamers arc up to their necKS in

garlic, holy water and silver bullets.

Into this hotbed of spook)' sofnvare, UK
software house Millenium has unleashed

Daughter of Serpents. Designed by Eldritch

Games of Hound ofthe Shadoiv fame, this is

a graphic adventure with a degree of role-

playing. Eldritch’s Houndvjzs a very success-

ful Amiga graphic adventure, considered as

one of the best of its kind released on the

Commodore box. and was ahead of its time,

though perhaps a bit too ambitious.

Daughter of Serpents claims to have been

written as a tribute to the style of HP hovc-

craft, in particular to the Cthulhu mythos.

’['he main themes of The Call ofthe Cthulhu

(written by Lovecraft in 1926) were of the

total insignificance of the human race, and of

mankind only being able to retain its sanity

by remaining ignorant of the horrors that

surround it.

The plot of Daughters is set in the city of

Alexandria and revolves around Ancient

Egypt—Anthony and Cleopatra, lost scrolls,

spells and a terrible curse. The pla)'cr takes the

role of either a pre-dePined character (the

usual ones you might (hid in an Agatha Chris-

tie novel, varying from landed gentry,

through wizened New York cop, to amateur

sleuth) or the pla)'er can create his or her own.

The character creation routine is quite versa-

tile and has lots of different professions and
skills allowing players to personalize their

hero so that ne/shc is an expert in reading

papyrus scrolls, but not so hot on toxicology.

The story starts with a boat berthing in

Alexandria and its passengers disembarking.

As one’s character walks off the ship, a distin-

guished, fez-wearing gentleman is maniacally

stabbed by a locally dressed native, 'fhe native

is in turn shot and as he dies turns into a

grotesque reptile creature, Phis occurrence

probably causes a mild stir, but the player just

toddles along and bonks into a hotel,

Depending on which profession the player

has chosen, there will be a message for him or

her at the reception desk. This message secs

the cone for that character’s adventure, which
varies slightly from character to character

though the basic theme is a common one of

intrigue, mysticism and MURDER!

The gaming world is not presented in the

typical graphic adventure third person per-

spective, but rather by way of a “first person”

perspective, seen through the eyes of the char-

acter. To those reared on more typical adven-

ture games, the lack of a hero on the screen

may seem strange, but it does allow greater

detail to be drawn into the locations.

As per the latest trends, the game system has

a name—SIGNOS (Scripted Interactive

Graphic Novel Operating System) . The man-
ual states that SIGNOS is a system designed

for “plot-based computer role-playing games,

where dialogue and interaction with charac-

ters arc a key feature.” It basically works on
the premise of a limited number of locations

that are visited by selecting them from an

inventory-held map. In some locations at cer-

tain stages ol the game, one will encounter

either NPGs or items. These are recognized

by an intelligent cursor and can be commu-
nicated with or manipulated.

Conversations are depicted bv cartoonish

speech bubbles. The only degree of interac-

tion in conversation is through the highlight-

ing of odd bits of text; this operateslike the

typical “keyword” conversation system and
triggers lurther text. This inevitably makes
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the game linear and does not allow any real

deviation from a single plot line.

i'hc locations arc few in number and, al-

though graphically pleasing, they arc re-vis-

iced constantly and eventually become over

used. The map approach is also hammered to

death as is the use of animated sequences. At
one point the player’s character relates what
has been happening to another character, and
the player is forced to sit through a black and
white replay of an earlier animation. This is

pure padding, but bearing in mind the overall

length of the game, this is not too surprising.

Other than the main gaming world screen,

two others can be accessed by moving the

cursor to the lower right and left corners. One
is an inventory: the other is a “manipulation”

area where items can be used and viewed.

When selected, these screens actually replace

the main view. These screens would have been

better presented by way of windows or drop
down options, especially as there are so few

locations. The present system is unwieldy and
serves to disturb the limited atmosphere ofthe
product.

fhe other main problem with the game is

its length. Hardened gamers who have

cracked the likes of Crusaders of the Dark
Savant wirhin a month will probably take

about a full afternoon to complete Daughters.

Much of the supplementary information can

be ignored and, as long as you click the mouse
quick enough, game length can be measured

in hundreds of minutes. The initial character

creation routines create an expectation of va-

riety, replayability and multi-solutions. In re-

ality this is not delivered and it is unlikely that

anyone will have the patience to click their

way through more than a second time.

nocuinentation is sparse, but includes

some interesting notes lor a paper and pencil

version which does add to the sofuvarc prod-

uct.

On the positive side Daughters does have

some ver)' nice touches, ’fhere is some superb

additional detail that is accessed by referring

to a Thomas Cooks guide, and some of the

locations and sequences are very well pre-

sented. A1.SO, notes are automatically made in

a diary that can be readily referred to, avoid-

ing reams of manually taken comments.
Auto-mapping is an irrelevance, both because

of the method of travel and the limited num-
ber of locations.

Ultimately, Daughter ofSerpentsxs a disap-

pointment. The graphics arc well crafted and
the .sound support is good, fhe storyline is

fine, and there is a wealth of background and
historical detail, but the problem is with the

actual gaming system: it is linear to the ex-

treme. and the player can hardly affect the

game play at all. At times gameplay is merely

a matter ofclicking the mouse button to force

up the next bit of text or the next automatic

sequence. The overriding impression is one of

looking at a slightly interactive demo.

Again from the manual Millenium state

that Daughters of Serpents “is probably the

closest to the techniques used in gtaphic nov-

els, although it could be described as an inter-

active drama.” OK. it is graphic and, granted,

it is novel, but regretfully it is neither interac-

tive nor dramatic. Hound of the Shadow did

fail in some respects, but it did manage to

succeed in many areas, particularly in the

development of atmosphere. Daughters by

comparison is almost totally sterile.

Millenium states that Daughters ofScrpetils

is an ambitious project, but nowadays the

standards are so very high for both graphic

adventures and role-playing. Pretty graphics

and system acronyms do not a good product

make, and fora certainty. Daughter ojSerpents

will not endure as long as have other pieces of

Egyptology. Perhaps something can be re-

trieved from this gaming .system, but cur-

rently, although it may look the part the

game, it is as about as interesting as a camels

hump, and probably is about as attractive as

other parts of a dromedaries anatomy, cgw
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The world of shareware

All in the
ramily

Traditional Coffee-Table Games
in the Shareware Family

bi/ Chuck Miller

A s much as I enjoy a good adventure or

role-playing game, one where 1 can

immerse myself in a new and exciting

world, I still find great pleasure in playing

more traditional games. In particular, I enjoy

the games I played when growing up, games

with titles like Scrabble, Bo^le, Monopoly, and

the like. As such, my games of choice this

month are Ishid-o-Matic for the Amiga, plus

Wheel ofLuck, and Yncht-Z^ov Windows on

the MS-DOS platform.

The Proper Way to Get Stoned

A few years back. Accolade released Ishido,

The Way ofStones, a computerized version of

an ancient board game of skill, strategy and

chance. Ishido, in its simplest form, is some-

what of a cross between chess and Go. Since

its release, several clones have appeared, the

best by far being an Amiga version named
Ishid'O'Matic lAmiga RT #18544].
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Ishid-o-Matic

Game play is simple yet challenging. The

goal is to place 72 stones on a board of 96

squares while matching adjoining stones by

symbol and/or color. Each stone is charac-

terized by a combination of one of six colors

and one of six symbols, giving 36 different

stones with two of every kind. Points are

determined by the number of neighboring

stones of the same color and number. For

instance, a one-way match (two stones) is

worth only one point, while a four-way march

(six stones) is worth eight points, plus a bonus

for each four-way match constructed (begin-

ning at 25 points and doubling with each

successive match).

Rules for Ishid-o-Maticart brief. Stones can

only be placed on the playing field under the

following conditions: 1) the field must be

adjacent to at least one stone, 2) the stone

must correspond with all adjacent stones in

color and/or symbol, and 3) the number of

neighbors of the same color and of the same

symbol must not differ by more than one.

When all possible stones have been placed

according to these rules, the current game
ends.

Single player, two player and tournament

(reusing the same sequence of stones) modes

are supported in Ishid'O-Matic. High scores

for each mode arc saved to disk. No time limit

is imposed on play. There is even a built-in

help feature chat identifies all possible stone

placements per turn.

Ishid-o-Matic is compatible with most Ami-

gas, at least through the A3000, and has been

released as “Free-Ware” by its author, Robert

Brandncr ofAustria. Evident from the start is

the amount of care chat has gone into this

simple yet classy version of Ishido. Graphics

are 32-color low res (320 x 200), more than

adequate for this title. Music is provided in

the form of a MED module of Bach’s

Praeludium #3, offering the player a pleasant

selection to listen to while deep in thought. If

one prefers, music can be toggled off in favor

of simple “click” sounds or complete silence.

Ishid-o-Matic high marks. One can

anticipate many hours of enjoyment with or

without a friend playing this strategy game.

And who can argue with the price?

What Happened to Vanna?

Moving over to the MS-DOS world, we
have an excellent Windoius version of TV’s

Wheel ofFortiaie, sans Vanna White. Wheel of
Luck 2.0b by Dan I’uraty is a well designed

offering for fans of word puzzles and the

popular TV game show.

As with its TV namesake. Wheel of Luck

provides up to three players with the oppor-

tunity to earn cash and prizes by solving a

phrase regarding a person, place, thing, saying

or event. Each player takes a turn spinning the

wheel and guessing a consonant or buying a

vowel. As long as the player is correct in his

or her guesses, it remains their turn. Of
course, spinning a “Bonus” gains one a free

spin, “Sorry” results in a lost turn, and

“Broke” wipes out one's current winnings.

Correctly solving the phrase concludes the

round. When the winning player reaches the

bonus round, 256-color graphics are pro-

vided of the prize pictures.
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Wheel of Luck

Those with a Windows compatible sound

card have the benefit of appropriate sound

effects. Options allow one to toggle sound

effects, countdown timer and spin decelera-

tion. User editable support has also been pro-

vided for the phrase file and sound effects,

allowing one to enter their own phra.ses or

select different .WAV files for game-driven

events.

Wheel ofLuck is an entertaining shareware

offering worthy of the very reasonable $ 1 0.00

registration fee requested at the end of its 30

day evaluation period. Both Windows 3.1 and

VBRUN200.DLL (the Visual Basic 2.0 xnn-

time module) arc required. If one would like

to practice up for their appearance on Wheel

ofFortune or just have some fun “turning a

phrase,” grab a copy of WheelofLuckand give

it a spin.

Plea.se send a check for $10 (US fund.s) to

register. Address all inquiries to:

Dan Puraty

3536 Kent Road

Stow, OH 44224-4602
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Electronic Innovative Design
768 Two Mile Parkway
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Whcc-I of Luck

Of Dice and Men

Otic game I ptayccl extensively when I was

young was Yahtzee, a classic game of dice.

While there have been many clones on nu-

merous platforms, Yacht-Z 2.0 {qk Wiiuhws

[Windows RT #5^9] is one of the best 1 have

discovered. Its only fault is chat there is no

dice sound. Apart from this, the game is

excellent.

Yncht-Z is actually a combination ol Yii-

A/2eeand Triple Ynbtzce, with support lor up

to four players. As with the original, the player

has three chances to roll five dice to achieve

the highest score. When “Show Hints” is

selected from the menu, the scorecard will

display in black the items that will yield points

if selected. All others will be disabled (shown

in gray). If “Show flints” is not enabled, all

scoring categories will be displayed in black.

Another feature provided is the ability to

Change Luck. I'his menu item is provided for

those times when things just don’t seem to be

going one’s way. Registration will elicit an

explanation of how it works (or if it is just a

placebo).

A poor decision when selecting an item,

fortunately, is not irreversible thanks to an

Undo menu. If the wrong choice is made, it

can be reversed as long as the dice have nor

been rolled. High scores are also available

from the menu, and one’s game can be saved

easily for completion later.

Registration for Yacht-Z 2.0 is set at a rea-

sonable SIO. if you would like to play an

old-time favorite on your PC, contact:

Bob Dolan

1Y7 Willis Avenue

Rochester, NY 14616

(716) 865-8248

Each month it becomes more and more

evident by the number of submissions re-

ceived and by the new listings on BBSs chat

shareware authors are busy creating new tides

for the pleasure of computer gamers every-

where. l.et’s remember to projierly compen-

sate them for their efforts so that they

continue to produce quality entertainment

for all to enjoy. Until the next lime, great

gaming to all!

Games reviewed in this column are avail-

able through numerous distributors of share-

ware and public domain software, as well as

on many national and private on-line services

Yachl-Z 2.0

(GEnie RoundTable locations and file num-
bers appear in brackets when available). If you

do not have access to these services, you can

usually write or call the game developer for an

evaluation copy. Remember, if you find a

shareware game enjoyable, please register it

with the author.

Send Us Your Best

If you have authored a shareware or public

domain game and would like to have it con-

sidered for review in this column, please send

two complete copies (preferably on 3.5
'

disks) with documentation and a cover letter

to:

Best of the Rest

Computer Gaming World
130 Chaparral Court, Suite 260

Anaheim Hills, CA 92808 cgw

Secrets of Shareware Success
With six months of the Best of the Rest column under my belt, I felt it

necessary to atidre.ss a concern of imporiance to shareware author.s,

especially those sending their work to CGWfox consideration. This matter

is critical to assure the eligibility of your software for review, as well as to

its success in the shareware community. The issue is one of quality.

Product value, both perceived and actual, is important to the success of

one’s efforts.

What does this mean? Well, it boils down to that fimiliar acronym

WYSIWYG—What You See Is What You Get. In other words, the quality

of the software program one has written will be judged initially by the

appearance ofwhat is received. When someone opens the mailer contain-

ing the disk of software provided, they should not find a recycled disk with

the name of the original program scratched out and the name of the new

program scribbled over it in pen. This bespeaks shoddy workmanship and

poor quality’. As unbelievable as it seems, we have received contributions

in this condition. Please remember that the name of this column is BEST
of the Rest. Substandard work of any form will not fare well in the battle

for coverage.

So, what can one do to ensure that their work will even be examined?

Here area few simple and reasonable steps to follow to ensure the eligibility

of die “sweat of one’s brow” for consideration in these pages.

1 . Best of the Rest only reviews entertainment shareware. Do not send

any spread.sheet, auto maintenance, lottery or financial programs.

Eaucational games are accepted and encouraged.

2. At present, we can only provide reviews of software tor MS-DOS
and Amiga computers. Unfortunately, other systems cannot be

supported at this time.

3. Submi.ssions should be sent on a NEW floppy disk, preferably ,3.5"

media, with a neatly printed label. Many high quality, inexpensive

label printing programs are available, both commercial and share-

ware, to enable one to print attractive labels for their disks. At the

least, use a new label and type the name of the program on it.

4. Include a printed or typed cover letter that describes the submission,

providing one’s name, address, phone number and the registration

cost of rne program. Fact sheets, photocopies of other reviews the

software has received, printed manuals and any other materials

available should also be provided.

5. Two complete copies of each product should be mailed to C’GVl^

including all printed matter. In addition, copies of both the share-

ware and registered versions should be included and properly iden-

tified. Also, plexse carefully package the submitted materials using

sturdy disk mailers for protection.

Submission.s that do not meet the above criteria will not be

considered for review. The volume of contributions now being

received together with the limited review space each issue only

allows time to review the most outstanding products. Thus, some
guidelines need to be established and maintained. Presentation

does make a difference. Commercial developers invest considerable

time and money in packaging and promoting their products, an

area in which shareware authors need to inve,sr more thought and

effort.

In the end, following the above guidelines will help ensure one’s

success as a shareware author, whether one’s product is reviewed

in CGWor not. In either case, we wish shareware developers the

best of success, cgw
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We're playing serious games.

Close the door. Plug it in. Turn on the computer.

And brace yourself for all the outrageous 16 bit CD

quality sound you can handle.

Whether you're behind enemy

lines or slamming one out of the

park, PORT-ABLE Sound sends

you on a sensory collision course.

The most war torn battlefields

come alive. Fantasies scream into

reality. And, the grunts and groans

of the gridiron are enough to bruise

even the toughest soul.

Whatever your pleasure, you won't

find more real sound. PORT-ABLE Sound is based

on advanced Digital Signal Processing technology,

so you'll enjoy the greatest compression capability

with the highest quality sounds. Here's something

else that will make your pulse race. With PORT-ABLE

Sound you have all the right connections including

an "Audio-in' for direct recording from a CD or tape

player and a "Line-out" for powered external stereo

speakers. To make things even cooler, PORT-ABLE

Sound comes with an external speaker cable for

outrageous sounds when you plug it into the

hottest speakers you can find. Or take it to a friends

house. It's totally portable.

So get ready. There's nothing

to do except buy PORT-ABLE

Sound and plug it in. Plug in your

speakers. And play. But, just one

word of caution. Once you're

plugged into PORT-ABLE Sound,

you can kiss the day good-bye.

PLUS. FREE SOFTWARE

INCLUDING: Lotus Sound™ for

Windows 3.1 a utility employing

OLE (Object Linking and Embedding technology).

WinReader for Windows 3.1
,
Digispeech's DOSTalk

and DOSReader text-lo-speech applications. Show

& Tell Eor Kids'" for Windows - an easy to use

Multimedia Authoring program.

PORT-ABLE Sound Features: • Stereo or Mono

playback 1 6 or 8 bits per channel, (sampling rates:

1 1 .025KHZ, 22.050KH2 and 44.1 KHz). • Synthesized

music, 9 melodic or 7 melodic and 4 percussive

voices. • Completely integrated solution. Supports

DVI audio compression and all Windows 3,1

programs incorporating the Multimedia standard

sound interfaces (WAVE, MIDI). • Sound

Blaster/AdLib compatible. • DC powered, • Smart

printer parallel port pass through. • An external

speaker cable with a telephone type connector.

IVIINIIVIUIVI SYSTEIVI REQUIREIVIENT: • For DOS

PORT-ABLE Sound applications, an IBM PC or

compatible with 8086 CPU, 640KB RAM running

MS-DOS 3.3 or greater. For Windows 3.1 or Sound

Blaster/AdLib

applications, an

IBM PC or

compatible with

80386 CPU and

2 MB RAM.

Package includes

software on 3.5"

High Density

diskettes.

POR'

Corporale Office: 2Fl6't Embarcadero Way, Pafo Alfo, CA 94303 • Tefephone: (415)494-8086 FAX: (415)494-8114

Safes Office: 550 Main Slieef, SuifeJ, Piacerviffe, CA 95667 • Telephone: (916)621-1787 FAX: (916) 621-2093

— Circle Reader Service #46



I
n the last lew months, the Over "I'licrc

column would nor seem the same without

some mention of the prolific UK software

house, Impressions. This month is no excep-

tion with two releases pending; the first being

When Two Worlds a strategic simulation

of interplanetary confiict in which the player

controls an entire planet’s military resources

in an effort to conquer a hostile neighboring

planet; the second being a Civil War game,

The Blue and the Cray.

The small task of world management in

When Two Worlds War is conducted from a

super high-tech workstation which, via

equally high-tech software, allows the player

to design new craft and weapons, and direct

technological research. Once one’s armed

forces are up to snuff, one can then set up
sophisticated missions and face the real chal-

lenge of the game.

When Two Worlds War

Both planetary surface combat and tactical

space combat is involved in the game. When
one is ready to invade, it is necessary to recon-

noiter the opposing planet in order to deter-

mine the key installations and target-rich

environments. Combat actually runs in real

time, and .space flight can either be computer
assisted or one can program missions using a

point-n-click visual language.

rile dominant component of W'lWW xs,

the construction oi installations and project

scheduling, so this may really appeal to those

who want real depth in their strategy games.

When Tivo Worlds U^/7rwill boast 256 color

graphics, a two player link, and will not only

support both Ad Lib and SoundBlaster cards,

but may possibly be one of the first software

titles to support voice control. Rumor has it

that Impressions is working closely with Aria

on a voice recognition feature. More as things

develop...

The Blue and the Gray is the next propo,sed

title in Impressions’ “Miniature Series” and

is due to appear in the second quarter. It deals

with the Civil War aitd modestly claims to

recreate all its famous campaigns and battles.

According to designer Edward Grabowski,

the game will contain both real-time ani-

mated combat (apparently with the combat-

ants in authentic uniforms), and will also have

professionally drawn stills to add to the at-

mosphere.

Impressions states that “77;e Blue and the

Gray is set to be one of the hottest wargames
ever—with superb graphics, a campaign
game and fully animated battles re-fought

over a map stretching from the Mid-West to

the East Coast, from Florida up to New
York.” Grand aspirations, indeed.

Each battle will contain up to 200 separate

and distinct animated figures, presented in

256 color graphics and using a further devel-

opment of their point-n-click miniatures in-

terface. Terrain and fortifications will be the

more varied than any previous release, and it

is Impressions’ intention to release scenario

disks covering all the major battles.

MicroProse UK, the same programming
team that created ^-77and ATAC, have an-

other flight sim waiting on the runway. Dog-

fight very much a combat flight simulator,

letting one pilot 1 2 difTerent airplanes, from

Sopwith Camels through Spitfires, Sea Har-

riers and F-16A.S. Contests can be selected

with planes from the same era, or can be

mixed and matched. The agility of the old

WWI biplanes docs not quite make up for the

lack of air-to-air missiles, but one does have

the wind in their hair.

Do^ght WxW also come with half a dozen

scenarios, each with their own mi,ssion.s. One
minute it’s defending observation balloons

against the Red Baron, next it’s splatting Ar-

gentinean fighters over the Falklands. Micro-

Prose UK is stressing that each airplane will

have its own realistic characteristics and that

it has been designed with an excellent learning

curve. DogfightWxW initially be released in the

UK at press time, and both Amiga and ST
versions are planned.

TIic Blue and The Cray

More snippets arc slipping out about Cap-

tive 2, due for relea.sc shortly from Mindscape
UK. The storyline revolves around the world
being controlled by huge state corporations

which have been abusing its resources and
grinding the planet into a state of decay. One
of these huge corporations is “BioCorp”
which has an increasing number of an-

droids/robots that have started “accidentally”

killing civilians. BioCorp has covered-up

these small technical glitches and have framed
innocent people for the murders.

The player continues in the role of Trill

(from the original Captive), and controls four
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A Train

Construction Set 22
Aces Over Europe
Aces o( the Pacrte ..

Mission Disk 25
AO&O CollecJ Ed 2 42«
AO&D Starter KK 42“
AO&D Uniimited 31“
AditKiuAJuniorVoil 34“
Ajr Bucks 34“
Air Duei 33"
Air Warrior SVGA 35"
AigeBiaster Plus 30
Algebra Made Easy 25
Aims Ale Babysitter32

Aione in The Dark 35“
Aiphabet Blocks 29“
Amazon 38“
Ambush 37**

American CMI War 25
Andent Art War Sky 35
Ancient Ernpires 30
Animation Studio 75
Armored Rst 37"
Ashes o( Empire 45"
A.T.A.C. 35
Automap 44
Automap Windows 57
Automap Europe
9.17 Ft

•-

Bane C
Barbie Design

DS
DISK-COUNT
SOFTWARE

Lowest dellverd prices with great customer service.

800-448-6658

16

38"

35“

Barbie Fashion
Barbie Adventure 25
Batli«chess4000VGA30^
BatdwhessAOOOSVQASE
Battlefield 37“
Battle Toads 24>*

Battles of Destiny 35*»

Beat the House 29“
Betrayal at Krondor*35*‘

Betty Crock. Cookbook
Sill Elliott NASCAR 30
Birds of Prey
Bluelorcs 39"
“ W Illustrated 47**

. fyworKs 42
Bridoemaster 30
Bug^unny WricShp 31
Buzz AkJrin 39“
Campaign
Capitalist Pig

Car and Driver

Carrier Strike

Carriers at War
Castle 2
Castle of Dr. Brain ..
Ceasar 35"
Chalinge 5 Realms 33"
Champions 35"
Chem^ Works 38
Chessmasler 3000 29**

Chessmstr 3000 Win35
Children Writ & PubI 39
Civilization 37
Civilization MPE 45
Classic Adventure 36
Coaster 25
Comanche 42**

Mission Disk 25"
Combat Classics 31“
Comic Book Creator 1

7

Cohort 2 19"
Conquered Kingdom35*^

'"m 35
25"
29"

/nt39"
Juckoo Zoo 31'

Cyber Space 34'*

Demonsgate 32"

a er of Amon Ra 39
Half 39

Oatkiands 36
Darkseed 39
Dark Sun 47**

DU Paint II Enhni^ 85
DejaVu1«.2 31“
Design Yr Ovm Hm 39
Design Your Raiird 35
Designasaurus II 23
Diet Pro OOS/Win25/36
Dinosaur Adventure 34
Dog Fighl 37"
DrOam Wind. 59“
Or. Quandry 31
Dragon
Dragm’s I 25
fa Singe Castle 37

Dragon Lair III 39"
Dune 2 36
Dungeon Master 29"
Dynamix Burxlie 42
Eagle Eye Mystery 31**

Eco-Quest 1 w 2 29»»

49“

El Pish

Empire Deluxe
Enir Pak Win (ea)

Eric the Urveady 35“
Eye of Beholder 20**

Eye of Beholder 2
Eye of Beholder 3
F 15 III

F 15 III Umited
FI 17a Stealth Fight 41
Facts In Acboo
Falcon 3.0

Oper Rght T
Family Tree Ms
Farm Creativity

Fatty Bear Bim
Femme Fatale

F. F. Data Disk 21

Fields Of Glory 33**

Flight Simul A.T.P. 37
Right Simul (M.S.) 41W Trie Cntrir 34"

Arcft/Scen Dsgn 28
Airow Adv Factry25
# 685 17

17#701
Airport i-acty Loc i /

California 37
F S Pro 24
Great Britian 37
Hawaii 19
Instant Facti Loc. 19
Instrumnt Pilot Seen
Japan Scenery 19"
PikJts Pwer Us 24"
East/West U.S.ea 59
Rescue Air 911 17
Scen^ St A or 8 37
Scenery EnhnEd25
Sound & Graphic 25
Tahiti 19
Western Europe 19

Follow the Reader 29"
w/ Sound Source 40

Four Crystal Trazer
Free DC 37
Front Page Sports 39"
G-Force 19“
Gambit 31"
Game Maker 69"
Games:Summer ChIcGS
Games:Winier Chig 35
Gateway 35
Gemfire 31
Global Conquest 35
Gobblins 1 or 2* 22
Gods 25
Grand Slam Brdge 1131

Grandmaster Chess 36
Great Naval Battle 43"

Super Ships 20"
Greens 35
Gunship 2000 36

Scenario Disk 24

aSpy 29
lall 3 35

Data Disk ea. 17**

Harpoon Designer 32
Harpoon Signature 49"
Harrier Assault 34**

Headline Harry 37
Health & Diet Pro 26
Heaven & Earth 30
Heimdall 19**

Heros of 3S7th
Hole in 1 Goll Dtx 25
Hong Kong Mahjong 32
Hoyle Bk Game i 22
Hoyle Bk Game 1/3 30
Humans 25
Inca • 29**

Incredible Machine 29"
Indiana Jones 4 37

38"

Jack Niddaus Signt39*'

Jeopanh Silver 25
Jeopardy Super 25
Jetfighter 2 39

Aov. Mission Disk 1

9

Bundle Price 49
John Madden 2
Jump Jet

KGB IS
Kid Cuts 35"
Kid Desk 25
Kid Pictures 19**

Kid Pix 35"
Kid Pix Companion 25
Kid Works 2 35“
Kings Ransom 34'*

Kings QuM 1 VGA 37
Kira's Quest 6 45
Knowledge Advent 42
LA Law 31"
Und Of Lore 34"
Utfer Ulility 22

Legends .. ..
Legion's of Krella 37
Leisuf Suit Lany 5 39"
Lemmings 29
Oh No More Addon 22
Lemm.-Oh No More 31
Lemmings 2 35"
Liberty or Death 35
Life and Death 2 32
Line in the Sarxl 25
Unks 25
Unks 386 Pro 39

Course Disk ea 16
386 Courses ea 19

Lord of Rings 2 37
Lost File Sh^ H41"
Lost Treas Inlocom 42
Lost Treasures 2 29
Lost Tribe 25
Lost Vikings 29"
Lure of Temptress 32
Magic Candle 3 37"
Mantis 39
Mario is Missing 35"
Missing. City Disk 17
Mario Teaches Type25
Math Blaster Mystry29"
Math Blaster Plus 29"
Math Blaster Wind 36
Math Copter 25
Math Rabbit 25
Math Zone 31

Mavis Beacon Typ029"
Mavis Beacon Wind35"
McGee 3 Pack 32
Mega Lo Mania 29"
Mental Math Games 37
Mercenaries 37"
MetroGnome Music 31
Michael Jordon Right42
Mickey ABC's,

Co(wor1-i-3’s 19"
Mickey's Crossword 19
Mickey Jigsaw Pzl 31

Mickey Word Advent 25
Micro Cookbook 4.0 32
Microleagu 4 Bases 32
Microleague FB DIx 32
Microleague Soccer 25
MicrosoffGoll 39
Midnight Rescue 35
Might and Magic 3 38
Might & Magic 4 40
Mi& Ditka Ultiml FB 37
Millie Math House 31
Mixed-Up Fairy Tale 30
Mlxed-Up Mother Gs30
Monkey Island 1 or 223

Moonbase 25

lath Rabbit 29»*

N.Y. Times X-Word 32
NFL Challerige Prem59
NFL F.B. Konami 30
NFL Video Pro 45»*

Nigel's World 31
No Greater Glory 20"
Nobunagas Ambition37
Nurnber Maze 36
Omar Sharif Bridge 37
Operation Neptune 35
Orbits 29"
Oregon Trail 26

deluxe 34"
Origin FX 25
Once Upon Time 30
Out of This World 36
Outnumbered 30
Pacific Islands 2
Patific Wars
Paladin 2
Paperboy 2
Patriot

PC Gkjbe
PC USA 41

PC Study Bible 42

aers Adventufe29“
ct General 36

Data Disk 22
Phonics Plus 25
Pirtale's Gold 38"
Playroom w/ Sound 31
Polin Quest 3 39"
Populous 2 37
Pool Shark 19"
Power HiU Kids 31

Movies 25
Sports 25
SciFi 32
Battletech-Mech 32

Powermonger 32
Print Shop Deluxe 45

Graphic Coll, (ea) 30

29**

42"

Deluxe 30
Sea Rogue 19
Seal Team 37**

Second Front 20“
Sort Weapon luftwf39"

Tour of Duty ea. 20
Sesame SL Lm Clas31
Sesame St Publish 25
Sesame Sl Vol.1of217

Se^ Cities of Gold 36
Shadow President 39"
Shadow Prophecy 30
Shadowgate 27
Shadowlands 29"
Shanghai II 31
Siege 38

Dogs at War 20**

Sierra Action Five 25
Sierra Award Winnef47
Sierra Family Fun 32
Sierra Starter Bndl 39"
Silent Service 2 19**

Sim Ant 34**

Sim City 30
Sim Ant French 35

Sim Ufe Dos/Wind 35"
Simpsons 31
Snap Dragon 32
Snoopy Game Ciub 29
Solitaire Window 29"
Solitaires Journey 35
Space Ace 2:Bon 36
Space Adventure 42
Space Hulk 37"
Space Quest 4 37
Space Quest 5 39"
Spaceward Ho 35"
Spear of Destiny 39"
Special Forces 29
Spectra 35"
Speed Reader 31

Spellbound 31

Spellcasting 301 35
Spell Craft 35
Spell-it Plus 30
SpelUammer 37"
Sports Adventure 33
SproutI 39
Star Control 2 35**

Star Legions 37"
Star Trek 25th Aniv. 37
StarTrek AudioClip34"

Next Generation 38"
Star Trek Saeen Sav37
Stickybr Math Tutor 30
Slickybr Pre-School 30
Sticks Read Tutor 30
Stid^ Sp&B Tutor 30
Stonn Across EuropeSS
Storybook Weaver 29“
Strike Commander 47"
Strip Poker 3

Stud

17

PRODUCT INFO & OTHER BUSINESS:

908-396-8880

Print Shop, New 36
Gr^hlcs (ea) 22

Print Sp Comp^lon 31
Privateer 47**

Pro League Baseball35

Prophecy* 22
Prophecy of Shadow38
Protosiar 39"
Pud Pud Parade 32
Pud Pud Fun Pack 26
Quest for Glory 1 22
Quest lor Glory 3 39
Rags to Riches 35"
Railroad Tycoon 19"
ReachForTne Skies19"
Reader Rabbit 35"
Reader Rabbit 2 35"
Ready (or Leders 35"
Read 'n Roll VGA 31

Reading Adv In Oz 36
Red Baron 39

Mission Disk 17
Realms 19“
Return 0 the PhntntJS"
Rex Nebular 37
Riders of Rohan 31

Ring World 34"
Risk for Windows 29**

Risly Woods 25
Road & Track Pres 35
Road to Rnal Four 37
Robosports Wind 34"
Rodney Fun Screen 31

Rock & Bach Stixflo 35
Romance 3 King 2 39
Rome 29"
Rule Engagmenl 2 36

— , logy,

Calc.,Chem.,tcoii.,

Physics, Statistic 25
Studyware LSAT 37
Stunt Island 37
Summer Challenge 34
Super Tetris 31

Tue a break X-Word29
Pinbal * 26"

Task Force 1942 37“
T.M.N.Turtle Arcade 25
T.M.N.Turtle Advnlr 32
Tengens Arcade Hit 25
Terminator 2029 39"
Trmntr 2 Cybrdwss 35
Tetris Classic

**

Tetris Trio

TTw Legaw 33"
The Lol Vikings 29"
Time Riders AmericaSS
Time Treks
Time Quest
Tom Landry FootballSO

Tony LaRussa Base. 17
Tony LaRussa II 37**

uu^nslon Disk 1

5

Top Class Sieries eat

6

Traders 19"
Treasure Cove 35
Treasure Math Stomi3S
Treasure Mountain 35
Treehouse
Tristan Pinball

Trolls

Trump Castle 3
Turbo Science

Turtle Tools

Ultima 7 47"
17

Ultimar Part 2
Ultima Trilogy 1

Ultima Trilogy 2

Ultima Undenvorld 47"
Part 2 47"

Ultrabols 37“
Uninvited Windows 31“
U.S. Adas DOS 31
Utopia 2^
V for Vkaory 1/2 ea 4?*
Vegas Games Win 19"
Veil of Darkness 37"
Virtual Realty St 2 59"
Wacky Funster 19“
Waxworks 35"
Wayra Gretzky 3 35
Western Front 22"
Whan2Worlds War 35"
What's My Angle 30
Wheel Fortune Vana25
Where Carni SanDieoo

America's Past 34**

Europe 30
Time 30
USA 30
USA Deluxe 44"
World Deluxe 44"

Wild Science Aircad35“

Wilson ProStaflgolf25"

WeeniThe Pticy 34"
Willy Beamish 25
Wing Comandr 2 47“
Wizardry Trilogy 31“
Word Munchef 30
Word Torture

Hal. Germ. Span 25
Wordtrls 29
World Adas DOS 39
World Circuit 34»*

Writer Rabbit 30
X Wing 39"
Your PrsrtI Train SAT30
Zodiac Signs 39"
Zoo Keeper 36
Zug's Selling AcN 22
Adv of Eco Island 22
Dinosaur World 22
Race Thm Space 22

Microsoft Mouse
Mouseman Serial

Trackman Serial

Modems & Fax
MaxFax 9624 Fx/Md99
Practical Peripherals

PM 14.4 lit 129
PM 14.4 ExL 175

Sportster 9600 lit 129
Sponstr 14.4 v.42bs309
Zoom External 62
Zoom Internal 59

Scanmaker tl

Scanman 32
Scanman 256

as
Aesops FaWos
Aircraft Encydopda 45
Aloha Hawaii 45
Amer Bus. Phnbk. 39
Amer Hert Pkd Diet 75
Arthur Teacher Ttbl 41
Audubon Mammals 37
Autodesk Explorer 119

Barney Bear Goes
to School
into Space
Batik Designs
Battlechess

Beauty & Beast
Beethoven Ninth

Berlitz Think & Talk

French
Spanish

Bible Library

Bibles & Rdi
Bookshelf

ligon 30
129

Britanica Family Che 75
Business Master 32
Buzz Akjrin Race 59
Carmen World DUe 65

iities42

45
. . .. e Pack

u 0 Spee^ay 57
Challenge 5 Realms
Christmas Carol 33
CIA World Fact 39
CLA World Fact M/M 42
Clipart Goliath 30
Conan Cimerion 36
Corel Draw Upgd 139
Crossword Cracker 32
Curse of Enchantia25"
Deathstar Arcade 30
Dictionaries & Lira 30
Don Quixote 33
Education Master 32
Electronic Cookbook75
Elect Home Library 49
Elctm TravelenCali 33
Erxaita ErKydpd 249"
r

gf, Monarchs49
Doctor 59

European Mor
Famiw Doctor
Font Master

Front Page News 29
G Force 19“
Gome Master 32
Game Pack 2 39
Gettysburg:MM Hist 43
GofwWii^Adv 33
Golden Immortal 26
Great Cities Vol 1 49
'Guinness Book Rec 59
juy S 32
Ham
Inspector Gadget 37**

Interactive Old Test 52
Interactive Slorytlme45
Inti Bus & Econ Allas39

Intro Games Fr/Sp 79
JazziMuftimedia Hist69

Jets & Pm 55
Jones in F^ Lane 37
Just Grandma & Me 36
JuOand 54“
Kings Quest S 42
Land Of Lore 34“
L^uages of World 99
Learn to Speak Span59
Leisure Suit Larry 42
Ubry ^ Art:Rena'sn 65
Ubry of Art:Overview65

Library of Future 99
Loom
Lo^ L
MacMIllis

Ses II 49
I Child Dict4g

MASTER CARD, VISA, DISCOVER, AND

AMERICAN EXPRESS ACCEPTED WITH NO

SURCHARGE.

SHIPPING IS ONLY $4.00 PER ORDER,

Manhole 49
Magazine Rack 45
Mantis 45"
Marketing Master 39
Mavis Beacon 39
Mixed Up Mothr Gse37
Monarch Notes 75
Monkey Island 39
M S DOS Archives 35
MM Music Mozart 33
MM Music Vivaldi 33
North Amer Fax Bk 55
North Amer Indians 57
Officers Bookcase 50
Our Solar ^em 29
PC Game Room 49
Peter & Wolf 45
Pool Shark 19"
PresdnCIt Strt Geo 105

arammers ROM 59
sh id 69

Reference Library 59
flotor/Airbalj/Time 35
“ Diego Zoo 49
— ..-at Weapons 59
Seventh Guest 59
Sherlock Holme 39
Sheri Holmes 2 42
Sleeping Beauty 37
Sound Works 35
S^ce Quest 4 37
Space Serles-Apollo 49
Spirit of ExcaUbur 37
Sl5lar 7 37
Strange BedfeHows 39
Star Child 33
Star Trek Enhanced 49
Street Adas 99
Talking Classic Tale 75
Talkng Jungle Safari 75
Time 14ag Almanac 49
Time Table Sdence 59
Too M
Ultima . .

Ultimate Shareware 59
U S Adas 42
US Adas w/Automap49
US History 39
US Presidents 49
USA State Fad Bk 45
USA WarsiCIvtl War 49
USA Wars:KoreB 49
USA WarsrVietnam 49
USA Wars: WW II 49
Voyage Planet l•^ea.69

White Horse Child 33
Wfx3 KHM Sam Rup25
Willy Beamish 37
WinCO 32
Wing Convn & Miss 45
Wing Com/Ultima 6 45
Wing Comm 2 57
WC2/Utti. Undrwid 57
World Adas
Adults Onlv-Mi^ be 21

Animation Fantasy 65
PC Pix Vof 1 Of 2 65
Private Collection 65
Priv. Pictures 1 or 2 65
Seedy Vol 1-7 ea. 65
Storm 1 or 2 65
Visual Fantasy 65
Volcano 65
Caddies 7.95ee. 3/$ 19

Dust Covers 1

5

Ground^ Wrist Strap 9
Keyboard Siiins IS
Static Pads
La^ System 15

Wrist 8
Stax (Dust Repellent) 5
Statx Corbie
Cleaning System IS

Jpec 18 194
Pro 16 Multimedia

Upgrade Kit 955
Thunderboard 95
Thunder & Ughtng 229
Sound Blaster 99
Snd Blast Pro MCA 259
Sound Blaster Pro 1 89
S B Pro 16 239
S B Mufdmetka Kit 560
S B MM Starter lOt 459
S B CDROM Intml 360
Sound Machine Ind.

SB,Speaker,Joy5tlck9S
Roland SC6l GS 375
Sound Canvas 559
Roland MA-12C ea 105
SPEAKERS Shl6lded28

w/ 3 tMnd Eauillzer 45
Altec lansiru^ 219
ACS 300 w/subwof 299

Midiator 101 Serial 95
PC Midi Card 79
MQX-32 179
MPU-IPC 135

Band in a Box 69
Cadenza 129
Cakewalk 95
Cakewalk Pro 169
Cakewalk Window 240
Encore 379
Piano Works 95
Play It

"

Bytes Vol 1 65
Music Mentor 79
Music Printer Plus 419
Music Time 169

Musicator 375
Qukk Score DeliKe 99
Rhythm Ace

65
Windows

CH Game Card 3 31

CH Mach 3 31

CH Virtual Pilot 65
CH Virtual Plot Pro 84
EEminalor Game Cd 26
iravis Andog Pro 39
Gravis Joystick 32
Gravis PC GamePad21
Kraft KC3 Joystick 18
Kraft 'Thundersbek 28

Maxx Flight Yoke 69
Maxx Pe^ 39
Mouse Yoke 2^
Quickshol Game Cd 1

4

Quickshot Warrior 16
Thrustmaster Flight 69
Thrustmaster Pro 109
Weapons Control 79
Thruslmasler Pedal109

Hours: K-F 9AK Co BPK Sat lOAK t

store Hours: M-F 9AM to 6PH Sat 10AM CO 3P>

Store: 1060 Randolph Ave. Rahway N.J. 07O6S

TERMS AND CONDITIONS
Master Card, visa American Express S Discover Accepted. No
Surcharge on Credit Cards. By mail : P.O. Box i, Carteret, N. J.

0700B. Ail Sales Are Pinal. NO REFUNDSI Excha^e on defective
merchandise with the same item only. No exceptions. Ail
Products are new. We do not guarentee conpatablllcy. Shipping
charges: 48 contiguous states, $4 per order. Alaska, Hawaii,
and Puerto Rico $10 ist pc., Sl ea. add. APO/FPO and P.O. Boxes
$6 lac pc. $1 ea. add. Canada $8 isc pc. $1 ea.add, Heavier
items extra. Foreign orders call for shipping charges. N.J.
Residents add sales tax. Call for current price and
availability. GOVERHENTANDSCHCOLP.O. 'SWELCCMED. •OuantiCies
are limited on this item. For your protection, we will only
ship CO Che address the credit card conpany has on file. 20%
restocking fee on all refused items.
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droids as they try to free the wrongly jailed

htimans. The gaming world is set in huge

llmiristic cities—over 4000 randomly gen- <

crated, with 9 segments in each city and
‘

over 1000 buildings in each segment. Tiie pji

gaming system will let one play on after IP

completing the goals, so this could be a real -

biggie.

Other than their recent Ashes ofE?npire,

UK software house Mirage has announced

Starfighter Ace and The Jumssic Levels for Vv
Hiinuins (recently imported to the US by

GamcTek). StarjighterAceh developed by

the Maelstrom programming team and is

a last-thinking space combat game using

the latest technology, and 3-D glasses! It is

claimed that while wearing the red and green

shades the graphics jump right oil the screen

and give the nearest thing to virtual reality.

The graphics use perspective, shaded solid

graphics and scaled sprites, and it flics particu-

larly well.

Mirage may regret the timing of the release

of Siaffyhrer Ace, bearing in mind the recent

launch of X-Wing. It remains to be seen

whether the Force is with Maelstrom or Lu-

casArts. Star/i^hierAce vc(.\u'\\:cs a 386 at mini-

mum and will support Roland, AdLib and

SoundBlaster. It should be on the shelves by

press time.

Hwmns is a popular Lenunings me-too

from Mirage, and The Jurassic Levels is an

Space Crusader

add-on of 80 more levels. Available both as a

separate data disk and a stand alone product,

there are more dinosaurs, more natives, and

trickier puzzles. This should be available at

the time of publication on both Amiga and
IK! formats.

Gremlin Graphics Software, the Sheffield

based company, has just announced the ship-

ping of Space Crusade lor the PC. It is a

conversion of a highly rated board game of

space combat and strategy at the squad level,

and has been a considerable success on both

the Amiga and Atari ST.

1 n Space Crusade the player controls a space

commander and four space marines of the

Legioncs Asartes. The warriors of this corps

are acknowledged as an elite force, the most

powerful and feared men in the Imperium.

The discovery of the Warp Drive and

Warp Space had catastrophic results as the

minions of chaos escaped the warp. The

first great space war followed and the Age
of Strife began. A single man, the Emperor
of Human Space gathered together the

remnants of human society and formed

them into an empire. The Legiones Asartes

is the official warrior arm of the Empire.

Space Crusade puts the player in com-
mand of a squad, and one must lead them
through a scries of 12 missions, boarding

old space hulks, engaging foes, etc. A cam-
paign game links all missions together. The

troops have a good range of weapons and

armor, and the tactics employed can vary

greatly.

The software version does not try and dis-

guise its board game origins. With turn-based

combat, movement phases, line of sight and
"squares,” Space Crusade reXAms its roots, and

does so well. The graphics are good, the inter-

face works well once one is used to the off-

center perspective, and the sound support is

adequate. Not the same approach as IG'isalis’s

Laser Squad, and in most ways more appeal-

ing. Space Crusade has already been released

on Amiga and ST, and is now available on
PC. CGW
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Whether it's the menacing snarl of a chainsaw or the banshee scream

of your F-1 Tomcat, just remember: it isn't real. Until you hear it on a

Sound Blaster."

Soimd Blaster fidelity adds a whole new dimension to

PC games, not to mention multimedia and otlier applica-

tions. And Somid Blaster is compatible with more of your

software than any other audio card. No wonder it's the best

selling sound board of all time.

So when you're ready to hear what your games realhj

sound like, get in touch with your Soimd Blaster dealer f™™ lo iMbw,,.

\ r\ ^ 1 Ti 1
C.D-ijiiiility 1

6

-hit AmmccdSii’iuil Processing

today. Or we may just have to send Bruno over to persuade you. aiuiio...we'vc got the sound skstcr [or you.

©Copyright IW3 Cri-ati\e bbs. Inc. Sound Blaster and the Creative Ubs logo arc trademarks of Creative

Labs, inc. All specifications subject to change witluiut notice.

International inquiries: Creative Technology Ltd., Singapore, TEL 65-773-0233 1'AX 65-773-0353.
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An Analysi ponses

by M. Evn}i Brooks

Afeedback question in CGW #103
posed the following question; “In your

experience, which companies have the

best, and which the worst, customer support?

Why?” A similar query was posed on both the

GEnie and Prodigy networks. The e-mail

responses were similar to the written re-

sponses, and for ease of statistical analysis,

only the written responses have been used

here.

Customer support is a subject of much
controversy. Consumers decry the availability

of such support, while the companies decry

the added cost and time. Both sides question

the utility of such support, although obvi-

ously from different perspectives.

Customer support is very dependent on the

individual consumer. A summary of the re-

sults showed little consensus, with few trends

apparent. A total of 220 responses were ana-

lyzed; generally, the responses mentioned

more than one or two companies per card,

therefore accounting for the larger number of

results.

Perhaps the first statement that should be

made is that the survey is quite unscientific.

Do readers represent a viable sample of

the computer gaming public, or by the very

fiict of their readership do they constitute a

more hard-core audience. Similarly, over 40
percent of the responses mentioned bulletin

boards and modem support. Does the average

gamer feel comfortable with electronic mail;

are they in fact modcm-litcrate? Also, do peo-

ple who respond to such queries in fact rep-

resent the average reader? There are no easy

answers to these questions, but the reader

should be aware of the inherent biases.

The results have been anal}'zed as a “love-

hate” relationship. Few responses rated a

company’s support as mediocre. Yet, the most
surprising facet ofthe poll was that there were

few clear winners or losers. Results are as

follows (any companies with less than four

responses have been omitted):

Company Good Support Poor Support

360 13 8

Auess

AccoIqcId 8

Bethesda 7

Dynamix 20 7

EA 17

Impressions 4

Interplay 5

LucasArts 1

Maxis 1

MicroProse SS 20

Mindscape 4

New World 2

Origin 23 23

QQP 2

SSI 13

Sierra 56 9

Sir-Tech 5

Spectrum 13 1

Access was the clear winner in terms of

customer support. However, Access has a lim-

ited product line. The bulk of their product

support is for the products. Users espe-

cially appreciated the toll-free line; “Why
should I have to pay for support that should

have been provided with the game?” It re-

mains to be seen whether or not the customer

support wilt sustain its reputation when the

company expands its product base.

Both Dynamix and Sierra generally gar-

nered high marks, as did Spectrum HoloByte

and MicroProse. However, MicroProse cus-

tomer support seemed dependent on whether

or not one could get through the ubiquitous

busy signal. If a human did answer, customer

support was generally highly regarded. In-

deed, one MicroProse support person stated

that the number one complaint that they

receive from customers is having to wait a

long time on the phone for someone to an-

swer their question. “They don’t consider,”

wrote Doug Whatley in a GEnie discussion,

“that they are calling the day they bought a

new game that just hit the shelves and 50,000

other people bought the game the same day

(and also called). Also, MicroProse did seem

to have a number of complaints that it never

responded to written inquiries. Finally,

Amiga users were critical of MicroProse;

they noted that installation procedures were

incorrect and that games were often “buggy”

and never fixed.

Bethesda Softworks was consistently rated

as poor, as was Electronic Arts. With respect

to EA, however, it is apparent that customer

support is very product-dependent, with

Marie of Origin's customer support

helps an avatar in need.
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Wing Commander Flys Faster!

Sherlock Solves Faster!

Carmen Sandiege's Found Faster!

Lightning CD Runs All Your CD's Fasterl

Do you feel the need for speed?

If you’ve ever played a game or

searched through a reference library,

you know how slow CD’s can be.

Lightning CD is the answer to your

speed problems. Lightning CD is a CD
cache that improves performance by

moving frequently used information

from your CD to RAM. The next time

your computer needs information, it’s

available immediately. You’ll notice

the difference instantly.

Lightning CD

Is perfect for entertainment,

reference, educational, and

multimedia programs

Significantly reduces annoying

video pau.ses

Includes six other powerful utilities

for improving your computer’s

performance

Also speeds up both DOS and

Windows programs

If speed is what you need, get

Lightning CD to make all your

CD’s run Lightning fast. To order,

or for the name of the dealer

nearest you. call

800 - 967-5550

look for lightning CD and other lurid produtts at

BUY coMPm^i
nm eoMPvmi supOKToar.

L U C I D lijcidCiypoiutiaiBloculdull01WJem6tMSdle450Jkl>iiiisoii,iX75fl82. Pi»(ic214'994-81CI0,Pij«214-9mi03.
L U H p u K 4 I I U N

Ughtting.lighlfinolwWiiidows.lighlnirigbDOS.nndlKjliliMjCDOTtrDdi^tksntdliicWisurcuistHdlndcsiinAollixidCofixirutiw.
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IVHERf PROFM COMf TO flif

Bob Kinnear, Mark Barker, Bill Klynisbyn, Dan Owens, |olin Roderick and Debbie Catania

make up a portion of Sierra's "Problem Killers"

some games receiving excel-

lent support and others (cs-

iieciaily European imports)

becoming software orphans.

Origin was a special case.

One cither loved or hated

it—there were no in-bet-

weens. Special criticism was

made for Origin “not admit-

ting to bugs, and then charg-

ing for updates” (which

ostensibly fixed the bugs).

Also, employees were noted

as “borderline rude with very

dry personalities.” I suppose

rudeness with scintillating

personalities would he excus-

able? Besides, how much per-

sonality can come across a

telephone on a computer

query? On the otlier hand,

readers complimented Ori-

gin for “knowing what the

problem is” and “their enthu-

siasm for games is very catch-

ing.” Is there a contradiction here?

SSI was almost a tie. However, analysis ol

the individual response cards revealed that

role-playing games (CRPG) products seemed

to be well supported. The staff was quick to

respond and knowledgeable. However, war-

gamers were given short shrift and customer

support seemed to cease once the product

shipped our tire door. For a company that was

founded by and for wargamers, it was a sad-

dening, albeit not altogether surprising result.

I n a market economy, CRPGs speak volumes;

wargames whisper.

However, special kudos should be given to

SSI designer Gary Grigsby. On his own (and

at his own expense), he is a regular on GEnie

(Scorpia’s Roundtable, page 805). In the SSI

category, he will respond to any questions or

commcjits on Pacific War, and often posts his

answers within 24 hours. His support is above

and beyond the call of duty.

While these results were limited to software

companies, a special place in the “Hall of

Shame” should be reserved lor Creative Labs.

While the SoundBlaster is the soundcard of

choice for gamers, the company’s customer

support was singled out for condemnation.

Electronic BBS support was an anomaly.

Some users found it useful, vvliile others

wanted a human voice. Of course, there was

the user who disparaged a company for using

humans; he actually preferred electronic bul-

letin boards!

Then there were the responses that simply

could not be used. Customer support was

geared at post-purchase assistance. Did the

company help the user if he had a problem

with the program. Yet, a number of responses

specifically mentioned Origin for late re-

leases. One response went so far as to list

product names and number of months de-

layed. While this may aggravate a user, 1 think

it more properly belongs to consumer rela-

tions than technical support. Of course, this

report doesn’t even begin to addre.ss the

never-ending debate whether to “get it out

today with bugs or tomorrow bug-free.” That

is a marketing decision and

not customer support.

A thoughtful reader

noted that, “Good cus-

tomer support comes from

companies who are willing

to bite the bullet and delay

the release of a new product

in an effort to make certain

the consumer receives a

complete polished prod-

uct. Good customer sup-

port is making sure you

don’t have to provide any

later.”

While a consistent thread

is not apparent, many users

rated customer support by

the “politene.ss” of the cus-

tomer service repre-

sentatives. A rude

technician who treated the

consumer as a computer il-

literate (even if he were)

would be sure to garner

negative dividends. Such rudeness was noted

in virtually every negative response. However,

when the same company is praised for its

knowledgeable and friendly technicians and

then blasted for its rude and uncaring sup-

port, one begins to wonder.

Any new game is likely to garner many
telephone questions; therefore, it is often dif-

ficult to simply get through. Does this make
customer support unsatisftictory? To a user

who can’t get the new mega-hit up and run-

ning, the an.swer is a resounding affirmative.

Paying for support aggravates consumers;

both exce-ssive on-hold and 900 toll lines are

singled out for criticism.

An interesting comment from a reader con-

cerned registration. Although he registers all

purchases, “It is very rare that manufacturers

notify me that updates to fix hugs or im-

proved versions arc available.” 1 cun sympa-

thize. All too often, it seems that registration

is merely a device for companies to get one’s

name on a mailing list. Generally, I register

every product under a slight variation of my
name so I can determine who sells my name
to whom and respond accordingly.

In conclusion, there are no conclusions!

Consumers want fast and polite responses.

Modem support is appreciated, although this

would seem to constitute a minority (albeit a

vociferous minority) of the customer base.

Pre-announced release dates which then are

delayed aggravate the user, but consumers arc

even more outraged by buggy products. Our
readers’ requirements of customer support

may be summed up as “make it quick, make
it friendly, make it free.” Obviously, few com-

panies are pleasing ail of the people all the

time, but the results do show that some com-
panies arc doing a better job than others, cgw

(.
'

iHj, "Powerful programs of growth and adventure"

THE MAGIC MIRROR ... a toolbox for your mind. E. Kinnie,

PhD., Clinical Psychologist. $39.95.

MAGIC MIRROR II . . . experiences for your mind. $39.95.

^V MERLIN ... an apprenticeship. $29.95.

I CHING . . . ancient Chinese wisdom and prophecy. $29.95.

MasierCard/Visa maGIC MOUNTAIN ... a journey into another reality.

d-

1-800-545-6172
fgQj children. Male and female versions. $39.95.

(after 5 p.m.)

SCREEN SAVER . . . math art and fractals, lively and
Call or write colorful. $19.95.

tor free catalog.
Blue Valley, 29 Shepard St., Wallon, NY 13856
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CD ROM HEADQUARTERS
Specialists in International Sales • Competitive Pricing • Same Dav shippingSpecialists in International Sales • Competitive Pricing • Same Day shipping

International Order Line (201 ) 677-HOO Fax (201 ) 677-9484

Alone In the Da*
Amuot

A Tram Constnjction Set ....

Manlis:Experimefilal Rghier 43
Megatraveller 3 43
Mercenaries ^ 40
Might/Maglc:Clouds of Xeen 43
Monopoly Deluxe 37
Oh No! More Lemmings! (Add). ..22

Strike back and surprise your opponent

with the APS 2001 Cobra, the only fully

programmable, microprocessor controlled,

optical loystlck that works through the

keyboadport. Experience the ultimate In

performance without paying for costly

gamecards or separate control devices.

APS 2001 by Maxximum $69.

Out oI this Wortd 37
Paladin II 37

Populous 2... 40

Powerhils; Battletech 32
Pult Putt Joins the Parade 33
Quest forGloty3 43
Railroad Tycoon Classic 22
RoboSport for Windows 37
Rome CALL
Rules of Engagement 2 40
Saabble Deluxe 27
Shadow ot the Sorcerer 33
ShadowLands 32
Shadow President 43
Shanfon Etn'dge 37

Shanf on Bridge for Windows 32
Sim Ant 37

SimUlB 43
Sim City. 30
Sim Ci^ for Windows 37

Virtual Pilot

virtual Pilot puts firepower right

under your thumbs, gives you

advanced aileron and elevator trim

controls and extra throttle control

for high-powered games. It’s as

close to reality as you can get with-

out leaving your computer,

by CH Products ...$69.

Where in USA is Carmen 32
Where Ih USA Carmen Deluxe. ...47

sin World is Carmen VGA ..47

11

27

12

27
52

I

Wing Commander Deluxe 52

22

4D Boxing 22
Bill Ellidt's Nascar Challenge 32
Car i Driver 40
Front Page: Sports Foolbsll 43
Hardball 3 17

Hardball 3: Park Disk Call

Jack NicklaustSignalure Ed 43
Jack Nicklaus Tour Disk ior 2 ...20

Jordan In FUgM .39

Aihn Madden Foolball 2 33
ynks386PR0 .2

Links: Mauna Kea Course Disk. .20

Links: Course Disks 18
MicroLeague Baseball 4 42
NCAA:Road to Final Four 2 CALL
NaPro League Football 47
Na 32
Na Full Motion Video 47
PGA Tour Golf. I2

World Circuit Racing 37
Tom Landry Foolball 32
World Tour Tennh 30
Waytse Gretzky Hockey 3....

IJri.i.HMJt'Jit'a
AutoMap ...

AutoWorks

Bodyworks

Chemistry Works.,.,

Family Doctor...,

GamcMastcr
Giffs Galore

Golf Guide
Grammy Awards...

Grolier’sErii
'

Guinness Di

1
YOU MUST BE 21* TO ORDER!
Ecstasy contains over 560 megs, ovei 330 Adult

Aramations. 2600t Ksfles SVGA pictuies. 470 eict-

ic stories.

Animation Fantasies: Vol. 1, Vol. 2 or Vol. 3 con-

tain over 100 Adult Animations each, Busty Babes

includes over 4,200* files featuring over 800 iilin

staisl

Order All 3 and Save.

One for $69.Two for $130. or 3 for $120.

17

Not a Clonal Genuine Soundblaster

chipset means 100% SoundBlaster com-

patablllty. Includes High Performance

Speakers, An Ergonomically Designed

loystlck & Gameport. Software Includes

Voxkit Voice Utilities. Talking Parrot. FM
Intelligent Organ, Jukebox for Windows

3.1 & Castle Wolfenstein.

By Bondwell $99.

Hockey League Simulator 2 37

AigeblasterPlus...

Grammar Gremlins

Kid Pix....

Expert Office Design

Expert Pel Car

Expert Dos Tutor

I

FloorPtan plus

I

Mavis Beacon 2 Windows.

I

PrintShop Deluxe (or Windows ...47

Darklands ..

DarkSun:The Shattered Lands. .47

Daughter of Serpents 33
Design Your Own Railroad 37
Dragon’s Uir3 37

Dune 2 37
Eco Quest 2 32
Empire Deluxe 37
Enc the Unreac^ 37
Eye oftha Beholder III 43
Global Effect 33
Grand Slam Bridge 2 33
GODS 27

Guy Spy 32
Heaven and Earth 32
Home Alone 2 30
HongKong Mahjong Pro 33
Hoyles Book of Games 3 32
The Humais 27
Indiana Jones 4:Fate of Ailaniis 40
Inspector Gadget 37
Island of Dr. Brain 32
King's Quest 5 37
King's Quest 6 47
Leather Goddesses Phobos 2 ...43

Legend of Kyrandia 37
Leisure Larry 5 37

....37

KidWorks2..

Mano Teaches Typing 32
Math Blaster Pius 32
Main Blaster Plus Windows 37

Oregon Trail Deluxe 37
Read & Roll VGA 32
Reader Rabbit 2 37
Reading Adventures in Or 37

Readings Me 32
Storybook Weaver.... 32
Spell It Plus Talking 32
Super Munchers 32
What’s My Angle 32
Word Munchers 32
ZooKeeper 37

Ultima Underworld.... ,.,.52

Ulrabots skillfully blends a futuristic

robot theme with fully interactive, sim-

ulation-style cockpits and military bat-

tle tactics. Astonishing 3-D ray-traced

graphlea, digitized special effects, and

a stunning soundtrack make Ultrabots

a spectacular audio visual experience!

By Electronic Arts $39.

Lemmings 2 32
Life S Death lliThe Brain 27
Lord of the Rings II: Two Towers 37
Lost Files of Sherlock Holmes. ..47

Lost Treasures of Infocom 43

Lost Treasures of Infocom 2 37
The Lost Tnbe 27
Magic Candles 40

Virtual Reality Studio 2.0 ...

Veilol Darkness

Waxwoiks
Wheel of Fortune w/ Vanna
Where in Time Is Carmen ...

Call us and use your MC, Visa or Discover

800-999-7995
International 201-677-1400

Fax 201-677-9484

Methods of Payment: We accept Visa. MC. Discover Card &

Money orders. Personal checks allow 14 days to clear. School.

State & City purchase orders accepted. Please send S2.00

for our Mission Control Communique 24 Page catalogue (free

with order)

Shipping: UPS Ground ($5 minimum) / UPS Blue ($7mini-

mum) APO & FPO
1 $7 minimum)

Overseas minimum $30 shipping (please fax orders)

Send money orders or checks to:

MISSION CONTROL, 551 Valley Road Suite 211

Oepl. C6W593, Upper Montclair, NJ07043

Overseas & Military Orders given special atlentiORl

sss'::

Flight Control.The best )oystiek lor Right SImulati

Compatible with all flight simulator packages as 2

1

fli^ Control Pro Si

Rudder Pedals $1

ACM Expansion GaiM Card $

Quickshot Intrude/ 5 29
Virtual Pilot 69

KSs'Siwii'KmS

Animals (MPC) 34
Barney Bear Goes to School ..29

Barney Bear Goes to Space.,.29

Guy Soy 39
Ham Call 49
Jets & Props 44
KGB/CIA Faetbook 35
Legend of Kyrandia 49
Uon Share 34
Loom 34
Lost Treasures of Infocom 2..47

Lost Treasures of (nfocom 47
Mantis Experimental Fighter ..49

Mayo Family Health Book 42
Mixed Up Mother Goose 30
Monster Disk (2 Disk Set) 49
Mother Earth 39
Omar ShariffOn Brit^e 46
Ouf Solar System 22
PowerPack Gold 34
Publishers Paradise 33
Publishit 2,0 39
Readers Library 29
Refernece Library 34
Secret of Monkey Island 29
Secret Weapons of Luftwaffe .29

Shareware (Jverload 19
Shareware Studio 29
Shedock Holmes Detective ..39

Sleeping Beauty 39
Software Jukebox 45
Space Shuttle Simulator 27
Star Trek 47
Super CO 32
Talking Classic Tales 39
Talking Schoolhouse 39
Too Many^elaces 19
Toolworks F^efemce Library.. ..39

US Allas with AutoMap 42
US/World Allas 39
US History 34
U.S- Pfesrdenls 39
U.S.A. Wars: Civil War 39
Where in World Carmen 29
Windoware 19
Wrndowmaster 32
Wrndows 1993 34
Wrng Commander 2 Deluxe ...52

Wing Commander/Ullima 6. ..39

World Atlas (MPCj 34

:i.ll|AI4.|ri.Hl

Animation Fantasy 1, 2 or3 ..69

Aslan Ladies 44
Busty Babes 69
Erotic Encounters 44
Esctacy Hot Pn 69
Hot Prx2.3or4 44
Island Girts 39
Local Girts 39
Lovely Ladies 49
Moving Fantasies 44
My Private Collection lor 2. ..44

THEY'RE BACKIII WITH NEW SKILLS,

FOR A NEW WORU).
12 brand new tribes of lemmings, each

wHh their own skills • skiers, surfers

bongo players, snake-charmers, & more

• puzzling problems with hilarious

animation • enhanced sound support

by Psygnosis $32.

Clip Art Galore 29
Colossal Cookbook 24
Compton’s Encyclopedia 99
Conan the Cimmerian 27

Private Pictures I

Smutware
So Much Stareware

Storm I. II or III

Triple X Exteme
Visual Fantasies

Volcano

Women of Venus
Women in Mobon
Virtual Valerie

Visual Fantasies

Over 21 ONLY for Adult Cl
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astructure
-up

The Software Publishers Association

by Johnny L. Wilson

Spriiig Symposium 1993

I
t would be impossible to confuse the meetings of the SPA with

those less-formal and more fanatical days of computing’s earliest

era. The days described in Steven Levy’s marvelous Hackerswhevc

everyone admired a good “hack” (it meant finding a clever solution

to a problem in those days) and sharing information wasn't just the

right thing to do, it was the social law. The true “bad guys” in those

days were the monitors who kept fanatical young computer scientists

from getting to the system and getting information.

With today’s software piracy problem and the association of the

word “hacker” with software thieves, it would be hard to find indi-

viduals within the SPA who had any sympathy for the “hacker ethic”

with its belief that .software ought to be freely distributed. Software is

now property, albeit intellectual property, and property must be

protected. So, it is not surprising that many members view the SPA’s

anti-piracy campaign as its most important and successful activity.

Entertainment software publishers wish that more attention was paid

to their specific needs in said campaign, but they recognize what

Eileen Rosenthal’s (the SPA’s counsel in this area) group has accom-

plished as a positive step.

The early hackers would very likely be horrified, however, by the

reluctance of SPA panelists to give “real” numbers or share useful

information. Instead of the free flow of information which was

transmitted from hacker to hacker in the early days, SPA panels often

serve as guarded presentations based on the most general industry

wisdom. At times, said wisdom is authentic, but it is more often

marketing jargon and corporate commercials.

Fortunately, this year’s Spring Symposium had several exceptions

to this rule. Even those panels which usually serve as “warm-ups,” in

which the discussion is often warmed over, had .some panelists who
broke the mold. Wc will focus on those refreshing presentations in

this report.

The State of the Consumer Software Industry

This panel is a perennial event. It usually serves to set the stage for

comment during the conference and is usually one ol the most

well-attended panel sessions. It also has the highest cliche quotient of

the panels ancf the least real news. Many times, it degenerates into a

Dickensian axiom like, “It was the best of times. It was the worst of

times.” At any given conference it would be possible to get away with

citing such a paradox.

This year, the panel was different. Keith Ferrell, editor of Omni

magazine, chaired the panel and led off by observing that the con-

sumer software industry is an “improvisational” industry. The indus-

try is constantly changing its approaches in order to reach that goal of

a broader market with its attendant results of a wider audience and a

more solid bottom line. The panel proceeded to confirm this obser-

vation by suggesting some new ways to reach that market.

Jeff Braun, president of Maxis, suggested that “coopetition” (com-

petitors working together to link their programs and create extra

value) would create a synergy between products that would make
every company’s product even better. Braun’s plan is an outgrowth of

Maxis co-founder Will Wright’s desire to have an open and stand-

ardized file format so that games can be integrated in new and

interesting ways (many readers will remember our editorial ro this

effect in CGW^74).

Braun and crew are putting their money and technology where their

mouths are, by putting “coopetition” into effect and cooperating with

their competitors. Mallard Software will be working on a product

that converts S;wC/V_)' structures into Microsoft Flight Simulntor sccn-

eiy formats. When that is complete, gamers will be able to build their

cities and fly around them. In addition, they are expecting Iinagineer

to develop a racing game where one can race through rheir own
SimCity. Maxis has also talked to Reality Technologies ( Wealth

Builder) about linking a real estate investment program to ShnCity.

Braun would also like to see a 91 1 rescue game connected to SimCity

that would add value to both products.

Yet, Braun’s vision went beyond his own products. He observed that

if all sports programs saved their statistics files in the same formats, a

software publisher could create a newspaper product that would
incorporate data from any game into a desktop publishing program
or utilize it in a multimedia version ofa network sports wrap-up show.

Later, Braun was asked which platforms would become dominant

in the future. Fie simply cited a magic number of 1 million units sold.

Lie observed that the current buzzword in high-tech industries is

infrastructure. Many people are betting on cable connections, phone

lines, cellular radio bandwidth, old railroad radio hands which are not

being used, etc. Yet, he observed that, “If it’s a platform with over one

million units. I’m gonna’ be there — even if the data is delivered

through the sewer system.” Now, that’s improvisation!

Jack Heidstadt of Fdectronic Arts followed up with a sound pro-

nouncement regarding the future of the enterrainment software in-

dustiy. He lecturetl rhe assembled crowd that, “Entertainment is
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critical.” Like Braun, he worried chat the computer entertainment

industry .spent too much time worrying about platforms and not

about providing solid entertainment. He urged the talent as.sembled

CO build a positive brand recognition for their companies which could

be ported to any media, any platform.

As anecdotal evidence, he noted how Popular Mechanics

figures worth of income per quarter on a tool license which they

provided to WalMart. Ifsuch a perception of value can be translated

from a print magazine to tools, how much more should the software

industry he able to define its business so chat compatibility is not the

issue. He suggested chat studies of consumer behavior would lead one

to believe that the TV monitor will be the console of the hicure (a

semi-vcilcd reference to his company’s interest in the 3DO video game

machine), but that it is important to build product chat will translate

across platforms.

Lessons from the Video Game Industry

Lots of people talk about the differences between the video game

industry and the computer game industry, but Alan Chaplin ofASCII

Entertainment Software had figures to back his observations. Not only

is Chaplin in a good position to make this comparison, since his

company is a player in both markets, but his statistics were both useful

and fascinating in creating a capsule portrait of hoth industries.

Computer Gomes Video Games

1993 Income (in millions) $<130 $5,900

Average Software Price S'19-S89 $19-$69

Hardware Price $700+ S49-S299

Packaging no conformity uniform pockoging

Advertising print television/prini ($70 million)

Chaplin also observed the differences in

two industries.

distribution between the

Computor Games

Computer vs. Video Game Distribution

After delineating these fiictors, Chaplin observed that retail space is

shrinking in the video game world. Though Gary Kuzin, co-founder

of Babbages, was to state in a later session (“Trends in Distribution”)

that the idea of shelf-space wars is a myth, Chaplin used hard data

from the video game world to enforce his a.ssertion.

System Titles Available Titles Stocked

Nintendo 300 100

Super Nintendo 75 50

Sega Genesis 250 100

Titles Available vs. Shelf Space

Then, Chaplin challenged the assembled group of predominantly

disk-based publishers to consider the attraction of the disk-based

industr)^ He noted that the installed base of personal computer

owners is increasing and the video game demographics are getting

older (and, presumably, more demanding). He contended that tech-

nological advancements in the computer game market were getting

attention from more consumers and that mass market rctailcr.s .such

as KMart, Scars and WalMart were becoming more inclined toward

carrying software.

Then, he preached an eloquent sermon on the barriers to exploiting

these positives. With limited space, retailers need .software companies

to commit to standardized packaging. Standardized packaging has

worked to the advantage of the video game companies and means that

retailers will not have to build separate racks to handle the products.

He akso bemoaned the variables in system requirements, observing

that many retailers will be reluctant to stock product that is not

compatible with all MS-DOS, Windows or MFC systems. Finally, he

hit upon the high price of the hardware (something software publish-

ers can do nothing about) and the 5.25" and 3.5" inch split that forces

retailers to have two separate displays of the same title. The implicit

conclusion was that the attendees were encouraged to work to lower

these barriers through cooperation.

At the same session, Randy Thier of Sony imagesoft offered his

lessons from the video game industiy. Thier said to: amortize costs

over multiple platforms; err to the conservative side in purchasing

inventor)' (video game cartridges have an extremely high cost of

goods); aspire to high quality; and integrate vertically (putting hard-

ware, duplication, computer software, video game software and li-

censed properties under the same corporate rubric).

In short, Thier’s presentation cycled around to the same conclusion

Jeff Braun reached at the beginning of the conference. It isn’t the

infrastructure (the delivery system or platform and distribution .sys-

tem) that matters, it is the product. A publisher with good product

can place that product anywhere.

Statistically Significant

One of the most interesting meetings which we attend at any SFA
Symposium or Conference is the press conference where new demo-

graphics are released.

The SPA regularly in-

terviews a random
.sampling of computer

or video game users

and compiles the data

for the benefit of its

members. The figures

released at this meet-

ing confirmed the as-

sertion that personal

computer users are fi-

nancially better off

and have the advan-

tage of more educa-

tion than the average

population in general

and those who only

play video games.

However, the most in-

teresting data con-

cerned the mix ofIBM
compatibles currently

in use. As the chart shows, IBM compatibles claim the lion’s share of

the market and more than half of these are 386 or better.

Statistically, financially and philosophically, the .software market is

changing. The question is, “Will the software industiy be improvisa-

tional enough to adapt?” cgw
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Memory Management
and System Configuration

for MS-DOS Games

9

Amon? other things, “Daiug" is our in-house

hacker. He configures all ofiourgame relatedhard-
ware and software and he s been known toperform
the occasional act ofwizardn. Whether he's help-

ing our writers with their technicalproblems, help-

ing the technicalsupport employees with their own
products, runningaroundhacking our rigsfor beta
versions ofgames that refuse to Toad, configuring
sound cards that refitse to sound, or mociems that

refuse to talk, wefeel that he 's definitelypicked up
afew secrets. With that in mind, we’ve encouraged
him to shed some light onto a subject that has us

all cursing into his voice mail at one time or
another.

You arc the first one on your block to purchase
"Palace ofBeer Stein-3D," the hottest game on
the market, only to install the game and watch
DOS report that you have “insufficient mem-
ory?” No, it docs not necessarily mean that you
inhaled Ixick in your college years, it means that

your computer lacks sufficient memory to load

and run your new game. With most contempo-
rary computers it is unlikely that you have too
little memory or RAM, bur rather that your
computer is not configured properly.

Neophyte Memory Commander
Academy Entrance Exam

Before you read any further, let’s see how you
rate on my “Dawg Scale of Rocket Science.” Is

your VCR still blinking 12:00? Ifyoii an-swered

yes. please skip to the paragraph labeled “I’liird

Party Memot)' Managers.” Othci-wise, don your
propeller beanie and blast-off with me.

Extended and Expanded Memory:
Getting a Clue!

Who could forget the classic scene in Acco-
lade’s “Les A4anley 2: Lost in LA", where Les is

hyMike "Moondnwg" Weksler

Les Manley about to explain Extended
and Expanded Memory in

Los Manley 2; Lost in L.A.

entertaining wvo gorgeous women in bed. They
ask him to do /Vjust one more time. Exhausted,

our hero sighs and, with pen protector in

pocket, begins to explain the differences be-

uveen Extended and Expanded memory. 1

didn’t have the privilege of intei-vicwing Mr.
Manley for this article, so I’ll give you a quick

overview. Back when the first IBM PC was held

upside down and spanked, it could only address

1 megabyte (MB) of memory. A program chat

needed 64K of l^M was considered a real

memory hoc. The first 640K ofRAM, or Lower
640K, was for loading programs andDOS itself

The remaining .340K, or Upper Memory was
reserved for system stuff'. When faster processors

came out, hardware manufacturers slung RAM
in excess of IMB onto the motherboards. At
first, there wasn’t any way forDOS to access that

additional RAM, but eventually, software driv-

ers, or special programs, were written which
tricked DOS into utilizing the additional mem-
ory. This memory, called Extended or XMS
memory, could only be used to store data and
consequently, some of the first programs to

The following are sample
CONFIGs and AUTOEXECs.

Notice that in the following examples, the
Shell command is used. It is placed in the
CONFIG.SYS file to tell the system that com-
mand.com is placed in the C:\DOS directory.

Additionally, all of these files are placed in one
directory called c:\inits, to help keep them
organized. If done in this manner, the only two
files in ones root directory will be AUTO-
EXeC.bat and CONFIG.sys (WINA20.386
can be placed in the c;\windows directory with

the appropriate win. ini entry to tell windows
where it is located). Here is a portion of my
SYSTEM, INI file that shows the entry for relo-

cating the WINA20.386 file:

[386Enh]

display=vddpvga.386

device=c:\windows\wina20.386

EGA80WOA.FON=EGA80WOA.FON
EGA40WOA.FON=EGA40WOA,FON

Example CONFIGs and
AUTOEXECs for MS DOS 5.

The following configuration without the
mouse driver works well as a “vanilla" configu-

ration.

CONFIG.XMS (extended memory)
DEV!CE=C:\DOS\HlMEM,SYS
DOS=HIGH
DEVICE=C:\MOUSBMOUSE.SYS
SHELL=C:\DOS\COMMAND.COM C:\DOS /P

FILES=30
BUFFERS=30

AUTOEXEC.XMS (extended memory)
©ECHO OFF
PROMPT SPSG
PATH C:\DOS:C:\INiTS

Below is an alternate XMS configuration
with access to Upper Memory Blocks via EMS
manager, notice NOEMS command following

EMM386.EXE:

CONFIG.XMS (alternate extended mem-

DE^ICE=C:\DOS\H!MEM.SYS
DEVICE=C:\DOS\EMM386.EXE NOEMS RAM
2048 M9 (OR FRAME=EOOO)

DOS=HIGH.UMB
DEVlCEHIGH=C;\MOUSBMOUSE.SYS
SHELL=C:\DOS\COMMAND.COM C;\DOS IP

FILES=30
BUFFERS=8

AUTOEXEC.XMS (alternate extended
memory)
©ECHO OFF
PROMPT SPSG
PATH C:\D0S;C:\IN1TS
LH C:\DOS\SMARTDRV

June IWJ
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CONFIG.EMS (expanded memory)
DEVICE=C:\DOS\HiMEM,SYS
DEVICE=C:\DOS\EMM386.EXE RAM 2048
FRAME=EOOO

DOS=H!GH,UMB
DEVICEHIGH=C:\MOUSE\MOUSE.SYS
SHELL=C:\DOS\COMMAND.COM C:\DOS /P

FILES=30
BUFFERS=8

AUTOEXEC.EMS (expanded memory,
with Soundblaster Pro settings)
©ECHO OFF
PROMPT SP$G
PATH=C:\DOS:C:\INITS

SET SOUND=C:\SBPRO
SET BLASTER=A220 17 D1 T4
C:\DOS\SMARTDRV

CONFIG.QEM (Quarterdeck’s QEMM)
DEVICE=C:\QEMM\QEMM386.SYS R:4 RAM
ST:M

DOS=HlGH
DEVICE=C:\QEMM\LOADHI.SYS /R:1

C:\DOS\SETVER.EXE
DEVICE=C:\QEMM\LOADHI.SYS /R:1

C:\CDROM\FDCD.SYS /DiMSCDOOO
DEVICE=C:\QEMM\LOADHI,SYS /R:3

C:\MOUSBMOUSE.SYS
LASTDR1VE=Z
SHELL=C:\DOS\COMMAND.COM C:\DOS /P

BUFFERS=20

AUTOEXEC.QEM (Quarterdeck’s QEMM
with CD drivers)
©ECHO OFF
PROMPT $P$G
PATH=C:\DOS;C:\INITS

SET TEMP=C:\WlNDOWS\TEMP
SET SOUND=C:\SBPRO
SET BLASTER=A220 17 D1 T4 C:\QEMM\LOADHI
/R;3 C:\CDROM\MSCDEX /D:MSCDOOO /M:10

C:\QEMM\LOADHI /R:2 C:\QEMM\FILES=20
C:\QEMM\LOADHI /R;3 C:\DOS\SMARTDRV.EXE
C;\QEMM\LOADHI /R:2 C:\OOS\DOSKEY.COM

CONFIG.MAX (Qualitas’ 386MAX)
Device=C:\386MAX\386MAX,SYS

pro=c:\386max\386max.pro

DOS=HIGH
DEVICE=C:\386MAX\386load.sys size=1 1504

prog=C:\DOS\SETVER.EXE
DEVlCE=C:\386MAX\386load.sys size=28560

pro9=C:\MOUSE\MOUSE,SYS
DEVICE=C:\386MAX\386!oad.syssize=27264

prog=C:\CDROM\FDCD.SYS /D:MSCDOOO
LASTDRIVE=Z
SHELL=C:\DOS\COMMAND.COM C;\DOS /P

FILES=30
BUFFERS=8

AUTOEXEC.MAX (Qualitas’ 386MAX)
©ECHO OFF
PROMPT $P$G
SET TEMP=C:\WINDOWS\TEMP
SET SOUND=C:\SBPRO
SET BLASTER=A220 17 D1 T4
C:\386MAX\3861oad size=36208 prgreg=2 flex-

frame prog=C:\CDROM\MSCDEX /D;MSCDOOO
/M:10

C;\386MAX\QCACHE.EXe
C:\386MAX\3861oad size=6400 flexframe

prog=C;\DOS\DOSKEY.COM

Example CONFIGs and
AUTOEXECs for MS DOS 6.

CONFIG.XMS (with MS-DOS 6 Mem-
maker)
DEVICE=C:\DOS\HlMEM.SYS
DEVICE=C;\DOS\EMM386.EXE NOEMS
HiGHSCAN X=CBOO-CBFF

BUFFERS=8,0
FILES=30
DOS=UMB

utilize it were RAM disk programs, software

which could emulate a hard disk in Extended

mcmoiy. TheXMS driver that is used today can

usually be found in your CONFIG.SYS file and
is called HIMEM.SYS. MS Windows uses

FIIMEM.SYS to access up to I6MB of Ex-

tended memory. Some games are written to

store data in extended memory and require the

HIMEM.SYS driver to be in your CON-
FIG.SYS file.

As if the MS-DOS world of computing isn’t

confusing enough, there exists another memory
standard for getting DOS to access memory
beyond the first iMB ofllAM. It’s referred to

as Expanded Memoiy, or EMS. In order for a

program to take advantage ofEMS, the program

must be written to execute with EMS. Such

programs will load themselves into areas above

1 MB in 16K chunks called Pages. When data is

required by the program, it makes a call to a

special software program called an EMS Mem-
ory Manager, or EKIM. The EMM will set up

a special 64KB part ofmemory between 640KB
ami the first MB (also referred to as Upper
Memory) as the EMS Page Frame, capable of

working with up to four ofi the 1 6K EMS Pages.

When a program needs some data which re-

sides in a 16K page frame above 1MB, theEMM
tricks DOS into thinking that it can access that

data by mapping the required page into the

EMS Page Frame in Upper Memory area (usu-

ally ar EOOOh). In other words, the program
needs data and the EMM points the program to

chat data. DOS then thinks that it’s all loaded

within 1 MB. It is interesting to note that data is

not being moved once it is loaded above 1MB,
ic., upon first loading the program. During

program execution, the EMM is furiously map-
ping these 16K pages (i.e. showing the program

where CO find tnem). Although mis can cause

your system to run at less chan optimal effi-

ciency, many games require Expanded memory.

In MS-DOS, the Expanded Memory Man-
ager is EMM386.EXE. This is a software driver

vdiich converts existing XMS memory into

EMS memory, therefore, HIMEM.SYS is re-

quired in your CONFIG.SYS file before loading

EMM386.EXE. You may have seen the term

LIM EMS. LIM refers to the consortium of

Lotus, Intel and Microsoft, who sec up the EMS
standard. Like Extended orXMS memory, EMS
memory can only hold data. One exarrmle of

Expanclcd memory is rhe video playback feature

found in many of the (light simulations and

sports games. Another example would be for a

simulation to load the object data for other

aircraft and terrain data into Expanded memory.

As the data is required by the simulation, the

Expanded Memory Manager (EMM) tricks

D(JS into chinking that it’s accessing data above

1MB. Why should 1 care about putting a few

MB of data into RAM when I have a 300MB
hard disk? Simple. It takes forever to read data

offofyour hard disk. RAM is much faster, Your

program will “hit rhe disk” less during a flight,

resiuting in better performance.

Whenever Possible,

Use “Protection”

MS-DOS runs in Real mode ( i.e. the original

operating mode whereby only one program will

run at a time and is unable to access memory

above 1MB without the above XMS and EMS
drivers). However, there is an operating mode
(brought on with the advent of the AT com-
Litcr) called Protected mode. This mode is used

y operating systems such as MS-Windows and

OS/2, where the operating system uses Virtual

RAM (i.e. space on the hard disk sometimes

referred to as “swap files,” in order to access

memory way beyond the actual physical RAM
installed on the computer). Additionally, soft-

ware in protected mode has the benefit of run-

ning while other programs arc using other areas

of Virtual RAM. Hence, programs may run

simultaneously. This is the oasis of multi-task-

ing. In the last few years, third party developers

have written programs called “DOS Extenders.”

These programs, when used in conjunction with

software written especially for use with them,

will allow software to run under MS-DOS in

Protected Mode. Novalogic’s Comanche: Maxi-
mum Overkill is one such product. Protected

Mode programs enjoy the benefit of adressing

memory over 1 MB without the overhead in-

curred in using an Expanded Memory Manager.

Loaded for Bear

Ifyou weren’t into games, then you could stop

right here. Most business programs, with the

exception of MS-Windows, and certain CAD
packages, simply do not require large amounts
of your computer’s memory. Games, on the

other hand, require incredible amounts ofmem-
ory. It is because games, more than any other

software, push computers to the limit of the

envelope. Let’s say you just ripped the shrink

wrap offof Dynamix’s Aces ofthe Pacific, only

to read that it requires 604K of lower memory
(currently, the highest memorv requirement of

any game) and additionally, the use of an Ex-

panded Memory Manager. You type CHKDSK
and sec that you have 6 13,000 bytes of free lower

memoiy; no problem, right? Wrong! The pro-

gram requires 604K of memory. Remember
from that dry boring DOS mamiai that 1024

bytes equals a Kilobyte? If you divide 613,000
bytes by 1 024, you arrive at 598.6KB. As Max-
well Smart would say, “Missed it by ///rffmuch.”

So, what do you do? Well, besides reading the

rest of this article, you could take some super-

fluous things out of your CONFIG.SYS and
AUTOEXEC.BAT files. This is a good idea

anyways because I’ve seen such innocuous pro-

grams as Quicken’s Billmindercx'A$\-[ WingCom-
niantler*.

There arc several solutions to mcmoiy head-

aches. First, ril cover the basics of configuring

your system for both Extended memoty and

Expanded memory, then i’ll go over third para-^

Expanded Memory Managers, and finally I’ll

discuss how to manage multiple configurations,

whether you are using DOS versions 5 or 6.

Mr. Cajun Man Says:
“ Conpgura-sbone!”

The lower 640K of a PCs memory is like my
closet: Eventually, the floor gets crowded with

shoes, dive gear, boxes, etc. When I need more
room in thelower area ofmy closet, I move some
of the boxes and stuff right past the shelf (par-

tially full of other stuff), ana up into the attic,

thus making more room on the floor. This is

analogous to the system portion of MS-DOS

Page too Coinpiiler Gciiniiifi World



SOUND GALAXY
ITWAS ASIF YOU
WERE IN THERE!
Forget about a primitive game

session where gunning down a jet fighter
or running away from a fire breathing
dragon creates a dumb effect. And you

reacted because you see it coming. If not,
it’s a game over for you.

CD-QUAUTY SOUND
Sound Galaxy NX PRO Extra change all that See and

Do by giving you a whole new generation of sound
technology that promises you superb CD-quality

sound tliat. match the best amplifiers and full stereo

capability.

SUPPORT MORE SOUND STANDARDS
Let yourself go ga-ga over the full sound support for

AdLib, Sound Blaster Pro, Covox Speech Thing and
Disney Sound Source. And you find yourself hacking

away the jungle of games and entertainment

software available under both DOS and

Windows environment.

MORE CD-ROM INTERFACE
Besides the built in AT-BUS CD-ROM

interface support for Mitsumi and Panasonic

drives, the NX PRO Extra can also support

the Sony AT-BUS CD-ROM drive simply by
plugging the SG adaptor to the Mitsumi

interface. It can be further

upgraded to more powerful

SCSI CD-ROM drives.

EASE OF EVSTALLATION
All configuration settings are via software without

the hassle of setting jumpers.

VALUE FOR MONEY
Topping it all are the bundled software such as

Monologue for Windows, Voyetra Audio Station &
WINDAT^” ole, just to name a few, so that you can

edit audio, animate and create stunning graphics on
screen. And not forgetting the free speakers that allow

you to blast yourself to glory as you see your scores

chalking up.

So step into the world of
imagination with
Sound Galaxy

NX PRO Extra.
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LASTDRIVE=Z
FCBS=4,0
DEVICEHIGH /L:2,12048 =C;\DOS\SETVER.EXE
DOS=HIGH
DEVICEHIGH /L:2,28560
=C:\MOUSBMOUSE.SYS

SHELL=C;\DOS\COMMAND.COM C;\DOS\ /p

DEVICEHIGH /L:2,44176
=C:\DOS\DBLSPACE.SYS /MOVE

AUTOEXEC.XMS (with MS-DOS 6 Mem-
maker)
©ECHO OF
PROMPT SPSG
PATH=C;\DOS:C:\INITS

SET TEMP=C:\WINDOWS\TEMP
SET SOUND=C:\SBPRO
SET BLASTER=A220 17 D1 T4
LH /L: 2,42384 /S C:\DOS\SMARTDRV,EXE
LH /L: 1 ,6400 C:\DOS\DOSKEY.COM

CONFIG.EMS (With MS-DOS 6 Mem-
maker)
DEVICE=C:\DOS\HtMEM.SYS
DEVICE=C:\DOS\EMM386.EXE RAM HIGHSCAN
X=CB00-CBFF

BUFFERS=8,0
FILES=30
DOS=UMB
LASTDRIVE=Z
FCBS=4,0
DEVICEHIGH /L:3,12048 =C:\DOS\SETVER.EXE
DOS=HIGH
DEVICEHIGH /L3.28560

=C:\MOUSE\MOUSE.SYS
SHELL=C:\DOS\COMMAND.COM C:\DOS\ /p

DEVICEHIGH /L:2.44176

=C:\DOS\DBLSPACE.SYS /MOVE

AUTOEXEC.EMS (with MS-DOS 6 Mem-
maker)
©ECHO OFF
PROMPT SPSG
PATH=C:\DOS;C;\tN!TS

SETTEMP=C:\WINDOWS\TEMP
SETSOUND=C:\SBPRO
SET BLASTER=A220 I7 D1 T4
C:\DOS\SMARTDRV.EXE
LH /L:1,6400 C:\DOS\DOSKEY.COM

CONFIG.XCD (Memmaker XMS with CD-
ROM drivers)
DEVICE=C:\DOS\HIMEM.SYS
DEV!CE=C:\DOS\EMM386.EXE NOEMS
HIGHSCAN X=CB00-CBFF

BUFFERS=8,0
FILES=30
DOS=UMB
LASTDRIVE=Z
FCBS=4,0
DEVICEHIGH /L2,12048 =C:\DOS\SETVER,EXE

DOS=HIGH
DEVICEHIGH /L:2,28560
=C:\MOUSE\MOUSE.SYS

DEVICEHIGH /L:2,27264 =C;\CDROM\FDCD.SYS
/D.'MSCDOOO

SHELL=C;\DOS\COMMAND.COM C:\DOS\ /p

DEVICEHIGH /L;2,44176

=C;\DOS\DBLSPACE,SYS /MOVE

AUTOEXEC.XCD (Memmaker XMS with

CD-ROM drivers)
©ECHO OFF
PROMPT SPSG
PATH=C:\DOS;C;\INITS

SET TEMP=C:\WiNDOWS\TEMP
SET SOUND=C:\SBPRO
SET BLASTER=A220 17 D1 T4
LH /L:2,36256 C;\DOS\MSCDEX /D:MSCD0O0

/M:10

LH /L: 2,42384 /S C;\DOS\SMARTDRV.EXE
LH /LI ,6400 C:\DOS\DOSKEY.COM

loading the majoriiy of itself above the first 1

MB of your computer’s RAM. With
HIMEM.SYS and the command “DOS=
HIGH” in your CONFIG.SYS, DOS will load

itself in die finst 64KB area above your fir.st MB
of RAM, also referred to as the High Memory
Area, or HMA. Witliout loading DOS bigb,

you arc never goin{» to get more than 575K free

of lower 64()K (or^'prccious memor}'”). 1'his is

exactly why configuring your rig “Vanilla” (i.e.,

clean without loading DOS high or any mcm-
orj' manager), will not necessarily get you more
“precious memoiy.” With today’s high-end

games, this simply won’t cut it.

Referring back to “Dawg’s Allegory of the

Closet,” I can make room on the floor by placing

additional items in the space available on the

shelf. 'Phis is analogous to loading some ofDOS
in that 320K above your lower 640K and under

your first I MB— the area referred to as Upper
memory. This area already has system stufl m it,

but witfi magic words, DOS will load itsell into

what arc referred to as Upper Memory Blocks.

In order to acce.ss the Upper Memor)' Blocks,

an Expanded Memory Manager (EMM) must

be running. Again, following me HIMEM.SYS
command in your CONf-TG.SYS file, you
would need to load an EMM. To load the DOS
EMM386 file, you would see something like

this: DEVlCE= EMM386.EXE NORMS, fol-

lowed by DOS= I-I1GH,UMB. This is telling

your computer at siartuii that theEMM should

allow access to the Upper Memory Blocks with-

out running the Expanded Memory Manager (if

your game ncedeti EMS, you would merely

remove the “NOEMS” from the end ol the

command). The subsemient DOS=
HIGH.UMR command tells DOS to load up
into the HMA and any UMBs that are available,

freeing up more precious memory.

What’s the big deal about Upper Memory
Blocks? Well, for starters, that mouse driver

software and possibly your disk cache and any

sound card driver software can be loaded into

the UMB area with either the DEVICEHIGH
or LOADHIGH commands, thus freeing up

even more conventional memory. I can free up
as much memory with DOS using

EMM386.EXE as I can with a third parry

EMM. The difference, however, is that I have

to go through much trial and error with DOS,
whereby the third party EMMs have special

auto configuration software such as 386MAX’s
“Maximize and QEMM’s “Optimize.” These

programs still reouire tinkering, but if you arc

not comfortable 'hacking” your configuration

files, they’re definately wortn looking into.

Third Parly Memory Managers:

Ghost in the Machine

Referring back to my closet analog, there

comes a point where you will have diminishing

returns; when no amount ofplacing stuff up on

the shelves will free the space below. When that

happens, it’s time to install new shelves, There

are third party contractors who will come out to

your home and completely rebuild your closet

into an anal retentive shrine. Much in the same
way, third party Expanded Memory Managers

(EMMs) come in and do the organizing for you.

Many people ask me what is the best one to get.

My answer is that I have a “quiver” of them,

because different games run with different

EMMs. I like to start with Qualita.s’ 386Max
first, then Quarterdeck’s QEMM, followed by

Netrooni from Helix. Some games will crash

with QliMM and work with 386M/\X, while

others prefer Netroom. When the dust settles,

they all give me around 62()K. That’s much
more than you’ll ever need to run a game right?

Wrong! There arc now plenty of games that

run offCD-ROM discs. The single most impor-

tant feature of the average thirtl party memoty'
manager is that EMMs arc capaole of loading

the software drivers necessary to run CD-ROM
drives into Upper Memory. 1 1 can be done with

DOS and a lot of trial and error, but the mar-

ginal utility of doing that, versus the implicit

cost of just buying the third party memory
manager software will become readily apparent.

With some third paiy EMMs drivers, it is pos-

sible to load everything high and enjoy around

620K of precious memory. Without a third

party EMM, your best configuration without a

lot of hacking will most likely net you around

580K. Not bad, but I don’t tnink tnat Virgin’s

Seventh Guest CD-ROM will be particularly

enjoyable without as much precious memoty as

possible. If you are having trouble with

MSCDEX.EXE, if is most likely an out of date

version. You can place SETVER.EXE in your

CONFIG.SYS file, or obtain the latest version

from your CD-ROM manufacturer. Fo update

a file to run with a later version of MS-DOS,
run SETVER.EXE, followed by its path (usu-

ally C:\DOS), then the program name (i.e.,

MSCDEX.E>i), and finally, the version of

MS-DOS that the program is looking for (i.e.,

3.3). If you did this correctly, you will not get

the “Wrong DOS Version” message upon re-

booting.

Rig for Smooth Running:

Multiple Configurations

With all the possible configurations for run-

ning games on a PC (extended memoiy, ex-

panded memory, extended memory with

CD-ROM drivers, expanded memory with

CD-ROM drivers, and then configurations

from third party EMMs, not to mention your

“normal” configurations for trivial things like

work and scuff), it can become quite confusing

as to how to manage all the different CON-
FIG.SYS and AUTOEXEC.B/VF files.

Working at CGW, I have amassed a huge

collection of configurations, and to manage

them, I have come up with this solution: I call

them “rig for” or RIG 4" batch files. 1'hcse batch

files copy a particular configuration file to my
CONFIG.SYS and an AU'l OEXEC.BAT and

then call a small .COM program which reboots

the computer. Refer to the sidebar for an exam-

ple of a “R1G4'' batch file. In this manner,

several configurations may be created for indi-

vidual games. If one wishes to run Ultima 7
(with its own memor)' manager), then one may
set im a RIG4U7 batch file to copy the specific

configuration files for that particular game into

your CONFIG.SYS and AU’FOEaEC.BAT
files. Similarly, one may set up a R1G4WIZ7 to

set up for Wizardry^ 7, RIG4ACES, to run Aces

ofthe Pacific. Additionally, I use these batch files

to configure between Extended and Expanded
memoiy by using RIG4EMS and R1G4XMS
respectively. For readers who are not able to

download a reboot utility, i have included one
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in the sidebar in this article which shows how to

write a small assembly program in a script file

and use DOS's Debug program to assemolc it.

The source is Krisjamsa's lOOl DOS Tips, from
Osborne/McGraw-Hill.

One question the reader may have is, “Why
not just use a boot disk?” Simple. I have at least

20 dilTerent configurations. The disks would be

scattered throughout my office in no time (or

borrowed), and when I really needed one, it

would be long gone.

What? Games that lock up? Nah, we’ve never

seen that before. Therefore, I offer a solution to

handling multiple configuration files on your
rig.

As I write this article, I am aware that MS-
DOS 6 will have memory management utililics,

including Memmaker, which will configure

your memory similar to one of the third part}'

fMMs. From what I have seen so far, Mem-
maker configured EMS at 575K(may have been

low because it was loading DoubleSpace soft-

ware high), which would still retjuire a third

party EfvlM to fly Aces ofthe Pacific or Falcon

3.0. See the sidebar in this article for some
sample configuration files created using the MS-
DOS 6 Memmaker program. I am also aware

that DOS 6 will support multiple configura-

tions via a boot menu, and even run while

stepping through your configs one driver at a

time! Unfortunately, we went to press just prior

to the release ofMS-DOS 6 and while 1 haven’t

seen this portion of the software running, fm
confident that my batch file solution will still be

applicable— it’s last and it doesn’t require any
memory to run so there’s no potential for it to

crash games. More advanced users may wish to

search the online sewices and BBSs for a pro-

gram called BOO'f.SYS. This program will pre-

sent you with a menu upon booting allowing

you to select your configuration files at startup,

flic multiple configuration feature in MS-DOS
6 should be similar to this. If you want a menu
(and a delay) at each bootup, then this is for you.

Help, I’ve Reconfigured my Rig,

but I Can’t Boot Up!

Before you reconfigure your system, you
should make at least one emergency boot ciisk.

Copy your AUTOEXEC.BAf and CON-
FIG.SYS file to the disk and then, enter the

following command from your DOS director)':

SYS A:

This will copy the MS-DOS hidden s)'stem

files lO.SYS and MSDOS.SYS to the disk along

with COMMAND.COM, the command inter-

preter. Ifyou think that at least one boot disk is

for sissies, keep in mind that, without a boot disk

of this nature, you may configure yourself into

a situation from which you may not be able to

boot again— your .system will just hang. Aban-
don all hope, ye who reconfigure here without

a boot disk.

Vanilla

Sometimes, certain games will just refuse to

run. One option is to configure with a “vanilla”

AUTOEXEC.BAT and CONFIG.SYS. This
means that you don’t load any programs upon

startup, butyOLi load DOS high (either into the

High Memory Area or the Upper Memory
Blocks, or both). My CONFIG.XMS and
AU’fOEXEC.XMS examples under the MS-
DOS 5 section of the sidebar in this article

would be good “vanilla” configurations if you
leave out the Mouse driver. (To exclude a state-

ment from executing in either of the configura-

tion files, place the word “REM” in front of it),

if your game still doesn’t run, you probably
liavc a sound card conflict. This one’s good for

75% of game crashes. Reconfigure your game,
using the hardware configuration routine found

in either the setup or install program that came
with your game and select I’C speaker or No
sou nd.

Here’s a few more tips for running games. Set

SMARTDRV.EXE to 256K. Why do this? Let’s

say the average “Gameframe” rig has 4MB of

RAM. Write offyour first meg for your game to

run in and for 60S. lfSMARTDRV.EXE is

running, it defaults to IMB. That leaves you
with 2MB to configure as either XMS or EMS,
depending upon your game. Certain games
coming down the pipeline will require 2.5 MB
minimum ofXMS or EMS to run. Thar is why
you may need to put a leash on
SMARTDRV.EXE (just place the number 256
after SMARTDRV.EXE in your AUTO-
EXEC.BAT file). IfSMARTDRV is running
with its writeback cache enabled (default), make
sure you type SMARTDRV /C before you shut

down your rig. This “flushes” the cache, writing

anything remaining in memory (like your save

games), to the disk. To disable the writeback

cache in SfvlARTDRV.EXE, place the letter of

your drive (without a colon) after the

SMARTDRV.EXE command in your AUTO-
EXEC.BAT file. For quick configuration file

editing, try the MS-DOS editor. T}'pc EDIT at

a dos prompt to bring it up. Also, you may wish

to try the MS-DOS program DOSKEY.COM.
This program will allow you to recall and edit

your command line entries using the arrow keys

(like an Amiga). This can be quite handy.

Why Does The TV
Have to Be on Channel 3?

Most people arc uncomfortable programming
a VCR. Configuring a computer, however, docs

not have to remain in the realm of rocket scien-

tists. 1 hope that after reading my article, you
will have the tools necessary to manage your

computer’s memory and configure it. As a re-

sult, you should spend more time playing games
than playing with )'our computer. Refer to the

various examples of system configuration which
I have included in the sidebars of this article to

see generic examples of configuring for Ex-

tended memoiy and Flxpandea Memory, and
also third party memory managers.

For more information, check out Kris jamsa’s
“1001 DOS Tips" Osborne/McGraw-Hill. This

book is a must have for anyone intcre.sted in

learning the fundamentals of MS-DOS com-
puting. There’s something in here for the novice

to the hacker. Additioniuly, the manuals that

accompany both Qualita’s 386MAX and Quar-
terdeck’s QEMM contain a wealth of informai-

ton regarding this subject, cgw

CONFIG.ECD (Memmaker EMS with CD-
ROM drivers)
DEV1CE=C:\D0S\H1MEM.SYS
DEVICE=C:\DOS\EMM386.EXE RAM HIGHSCAN
X=CBOO-CBFF

BUFFERS=8,0
F1LES=30
DOS=UMB
LASTDRIVE=Z
FCBS=4,0
DEVICEHIGH /L3,12048 =C:\DOS\SETVER.EXE
DOS=HIGH
DEVICE=C:\MOUSE\MOUSE.SYS
DEVICEHIGH /L:3.27264 =C:\CDROM\FDCD.SYS
/D:MSCDOOO

SHELL=C;\DOS\COMMAND.COM C:\DOS\ /p

DEVICEHIGH /L:2,44176
=C;\DOS\DBLSPACE.SYS /MOVE

AUTOEXEC.ECD CONFiG.ECD (Mem-
maker EMS with CD-ROM drivers)
©ECHO OFF
PROMPT SPSG
PATH=C:\DOS;C:\INITS

SET TEMP=C:\WINDOWS\TEMP
SET SOUND=C;\SBPRO
SET BLASTER=A220 I7 D1 T4
LH /L:2,36256 C:\DOS\MSCDEX /D:MSCDOOO
/M:10

LH /L: 2,42384 /S C:\DOS\SMARTDRV.EXE
LH /L: 1 ,6400 C:\DOS\DOSKEY.COM

Debug script to create

BOOTME.COM

Use an ascii editor (iikeyour MS DOS editor)

to create the following file. Save the file as
“BOOTME.SCR." To assemble this file using

the MS DOS debugger, type “debug <
bootme.scr bootme.com" The resulting

BOOTME.COM file will cold boot your com-
puter whenever you type "BOOTME.” Make
sure that this file is in a directory located in your
path such as C:\DOS.

N BOOTME.COM
A 100

MOV BX,40
MOV DS,BX
MOV BX,1234
MOV [72],BX

JMP FFFF:0
RCX
11

W
0

Example of a "RIG4'' batch file using

BOOTME,COM, This batch file will copy the

necessary configuration files for Expanded
memory to your CONFIG.SYS and AUTO-
EXEC.BAT files and then reboot your rig. The
SMARTDRV.EXE line is included in this exam-
ple to show you how to dump the writeback

cache (if it is running). Without this line, the

batch file would copy the files to their respec-

tive places, however; the system would reboot

before the files were actually written to the

disk, which would result in no change taking

place in your configuration. So, if SMARTDRV
is running and the disk cache is enabeled,

don't forget to dump it!

Save the following file as
“RIG4EMS.BAT”
©ECHO OFF
COPY C:\INITS\CONFIG.EMS C:\CONFIG.SYS
COPY C:\INITS\AUTOEXEC.EMS
C:\AUTOEXEC.BAT

SMARTDRV /C

BOOTME
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Adventure/Role-Playing

IBM Mac
AD8D Surter Kll 31

ADiDColleaor's Edition 39

AD8D Collector's Edit. 2 43

ADSD: Unlimited Advene 37 S/'93

Birds Tile III 31

Birds Tile Consir. Set 32

Betn)'il It Krondor IQ
Blick Crypt 32

Castles 36 2Q
Northem Camp. 19

Castles II 37 3Q
Challenge ol Five Bcilms 34

Champions of Krynn 19

Conquests of the Longbow 42 42

CurseoftheAiure Bonds IS 37

DarUands

AnDiskw/HB
DarUands MPE

Dark Queen of Krynn 31 37

DarksideoIXeen

Dark Sun: Shattered Unds4r93 IlfSS

Grey Isles Camp. dfSS

Daughter of Serpents 32

Death Knights of Krynn 1

9

DragonLance Collec. Ed. 43

Eric the Unready 37

Eye of the Beholder 1

9

Eye of the Beholder 2 37

Eye of the Beholder 3 42

FourCrysoisolTniere 34

Gateway Savage Frontier 3

1

Gemfirc 32

Gryphon Master oIHavlar IICSS

Hcimdall

37

Inindo

Kiirg's Quest N
King's Quest V (VGA) 42 42

King's Quest Vi
'’

King's Ransom

Legacy

Legacy of Necromar

Legend of Kyrandii

Legends of Drakka

Legends of Valor

Lord of the Rings

LordofiheRings2

Lost Vikings

Lore of Temptress

Magit Candle 2

Ma^c Candle 3

Martian Dreams

Mights Magic I &l I • 32

Might 4 Magic III 39 37

Might 4 Magic (V 42

M4MClDudsofXeen 42

Merchant Colony 32

Pirates Gold 6r93

Pool of Radiance • 31

Pools of Darkness

Prophecy ol the Shadow

Quest for Glory I (VGA)

Quest for GI07 II

Quest for Glory III

Ragnarok

Realms of Arkania

Red Crystal

Return to 2ork

Veil of
Darkness

TTiis gothic nightmare is not

for the feint hearted. Plunge

into a maze of vampires,

werewolves and zombies

accompanied with chilling

graphics and sound F/X.

IBM $37

Secret ol Monkey Island 2 39 37

Secret of the Silver Blades IS 37

Shadowgate (Windows)

Shadowlands

Shadow Sorcerer

Spellcrift

Spoils ol War
The Summoning

Tales of Magic

Treasures Savage Frontier

Ultima IV

Ultima V

March Specials

A.TAC.

A Line in the Sand

Champions of Krynn

Centurion

Death Knights of Krynn

Eye of the Beholder I

F*I6 Combat Pilot

Inc Sports Challenge

Links/Bountiful Course Disk

MBT. Cen. Germany

Overrun

Secret of Monkey Island I

Sim City Add-ons I & 2

Space Quest IV

Starflightl&ll

Stratego

Test Drive II; Superars

Treasures of Savage Frontier

Ultima VI

V/ing Commander I

IBM

29

19

19

16

19

19

10

16 ea.

IBM Mac
Ultima VI r
Ultima VII 4

Forge ol Virtue I

Ultima VII Pan 2 4

Ultima Tnlogy I 3

Ultima Trilogy 2 4

Ultima Underworld 4

Ultima Underworld 2 4

Uncharted Waters 43 43

Warriors of Legend 2'

Wizardry Trilogy 3

Wizardry 4 2

Wizardry 5 I

Wizardry 6 (Banc) 39 37

Wizardry 7 (Crusaders) 42 3Q

Present
3/'93

Spring

/done in the Dark

Amazon

Batman Returns

Blue Forte: New olKin

Carmen SanDiego: Past

Carmen SanDiego; Europe 34

Carmen SanDiego; Time 34

Carmen SanDiego: USA 34

Carmen SanDiego: World 34

Carmen SanDiego; Ddu«e 49

Carmen SanDiego: Amer. Past 38

Castle of Dr. Brain 33

Champions 2Q
Classic Adv. Pak (LucasAns) 37

31

Dagger of Amon Ra

DejaVuUII
Eco Quest 2

Elvira I 11

Elvira 2 43

Freddy Pharkas 3/'93

HeartofChina 37

Indy Jones/Lasi Crusade 34

Indyjones/FatcolAdantis 39

Leisure Suit Larry Tnlogy S3

Leisure Suit Lar^ I

Leisure Suit brry 5 42

Lost Files Sherlock Holmes 42

LoslTrcasurcsoflnfocom 42

LostTrcasurcsof Infocom II 37

The Manhole 32

Maniac Mansion 2 Spring

Out ol this World 37

Police Quest I

Police Quest 2 40

Polite Quest 3 42 •

Rocketeer w/Sound Source 42

Savage Empire 39

Sea Rogue 28

Seal Team 37

Legacy
You’ve just inherited a

home from your evil ances-

tors. Explore over 400

rooms of terror in a des-

perate strug^e to stay alive.

Excellent graphics and

sound F/X.

IBM $34

A
REALMS OP A

rk^iA

Realms of
Arkania

Sir-Tech breaks off from the

Wizardry line & brings anoth-

er great role playing adven-

ture. Utilizes excellent graph-

ics and sound. Very hot item!

IBM $37

IBM Mac
Spcllcas(ing30l 3

Strike Commander 4

Speech Pack h

Uninvited (Windows) 3

Veil ol Darkness 3

Waaworks 3

Willy Beamish 42 42

Wofrenslein/Spear Des. 42

Future
ArmourGeddon

Bad Blood

Battictcch Powerhits

Buck Rogers

Buck Rogers 2

Breach 2

Cyberspace

Dune

Dune I)

Epic

Elite Plus ;

Flashback 51

Free D.C ‘

Gateway :

Hard Nova
I

Jonny Crash F

Leather Goddesses FTiobos 2 ‘

Legions of KreJIa/Sor Legions )

"hf- (J

IBM Mac
Wing Commander I 19

Secret Mission I 4 1 1 I9ea.

Wmg Commander I Deluxe 49

Wing Commander II 49

Special Operations I 19

Special Operations 2 19

Speech Pack 13

Wing Commander III 3Q
X-Wing 42

Hint Books
A-Train; OHicial Strat Guide

AD4D Clue Books

Avatar Adventures

Bard's Tale III

Chaos Strikes Back

Chud< Teager Handbook

Civiliza&on

Qouds of Xeen

Dagger ol AmonRa
Darklands

Dungeon Master

X-Wing
Pilot X-wing, A-wing, or Y-

wing against the Imperial

Empire. Includes combat train-

ing. tours of duty, promotions,

decorations, replay camera.

Digitized music and dialogue

from the movie Must have!

IBM $42

Dungeon Master Scrolls 1

2

Elviral4ll 10 ca.

Empire Deluxe Strat. Guide 12

Eye of the Beholder 2 12

F-15 Strike Eagle III Guide 12

Falcon Air Combat 12

Falcon 3 Strategic Guide 1

7

Global Conquest Guide w/dtsk IS

Great War Manes 12

Gunship 2000 Strategy Guide 12

Jetfighter li: Strat. Guide 12

Legend of Kyrandla ID

Legends of valor 10

Lemmings: w/companion disk IS

Lord ofthe Rings 10

Lost Files of Sherlock Holmes 10

Lucasfilm Air Combat 12

Lucas Aru Adv. Game Book 12

Harpoon Batticbook 12

Heaven 4 Earth: Strat Guide 1

2

Magic Candle 2 10

Martian Dreams 10

Might 4 Magic Official Guide 12

Might 4 Magic 111 IS

Patriot Official Strat Guide 12

Planet's Edge IS

Pools of Darkness 12

Powermonger Official Strat 1

2

Populous 1 4 II Off. Strat Elook 12

Quest lor Clues: Book of Orbs 1

1

Quest lor Clues: Man. of Swords II

QuestfDrClues3 44 I 6 ca.

Flailroad Tycoon 12

Ragnarok Strat Guide 10

Rex Nebular 10

Ringworld 8

Run S Magazine M7 S

SccrclofMonkeylsIandIBII lOea.

Sherlock Holmes 1

1

Sierra Hint Books 8

Sim Earth; Official Strat Guide 12

Sim Life: Official Strat Guide 1

2

Snr Control 2 1

1

Sarflight 14 II 6 ea.

Star Trek 25th Anniversary 10

Strike Commander Guide 10

Stunt Island Guide 12

Summoning IS

Ultima; Official Book 12

Ultima lll-VI 9ei.

Ultima VII 10

Ultima VII Part 2 10

Ultima VII 4 Underworld II

Ultima Underworld 1 4 tl tO ca.

V lor Victory# I Battle Book 12

Veil ol Darkness 10

Wing Commander 14 II Guide 12

Wizard77:Hini Book

Hardware
AdUb 49

APS 2001 Cobra Joystick 52

CH-Flighisiick 37

CH.Virtual Pilot 66

Flight Yoke 2000 42

Gravis Eliminator Gamecard 29

Gravisjoysiick 39

Gravis Pro 4

1

Gravis UliraSound 130

Pilot Control Stand 21

Pro Audio Spccirum-16 210

Pro Audio Spectrum Plus 145

SoundBlaster ASP 16 235

SoundBlaster Pro 180

SoundBlaster Pro Basic ISO

SoundBlaster MicroChannel 269

Thunderboard 99

ThrustMaswrAightstick 69

ThrusiMaster Pro 114

ThrustMasicr Rudder Pedal 109

ThrusiMaster Throttle 79

ThrustMasterTSR's 12

Latest and Greatest
Battles of Destiny

Conquered Kingdoms
Dune 11

F-15 III

Front Page Sports: Football
Mercenaries
Pacific War

Star Control II

Ultima Underworld II

V for Victory Scries



For information and release dates l-(404) 840-7906

To place orders in U.S. and Canada l-(800) 852-6187

Fax 1- (404) 840-7925

2890 Lake Colony Drive, Suite 12, Norcross, GA 30071

Please have credit card ready! Open Saturdays 10-5 for your convenience.

SAME DAY SHIPPING on items in stock.

Hours: Mon-Fri lOam-lOpm EST (6am-7pm PST).

UPS Rates: Ground: $5.00 3-day Air: $6.00

2-Day Air: 7.00 AK^HI: 12.50

COD Add: 5.00 Overseas: Avail.

Mail Rates: AK & HI: 6.00 Canada: 6.00

Overseas: Avail.

Prices are subject to change so please call first!

PHONE: (404) 840-7906

24 HR. FAX: (404) 840-7925

Pre-WWII

Ambusli ‘

Ancleai Art of War Skies

Blue and the Grey !

cL'w^rVol. l.2or3

Cohon)

CoiKIuered Kinpioms

Conquest of Japan

Diico»C7 of Columbus

Genjhis Khan

Gettysburg

Gold of the Americas

L'Empereur

LI berry or Oeaih

Merchant Colony

No Greater G!o7
Nobunaga’s Ambition 2

Paladrn II

Prelude to Jutland

p.T.o. ;

Ram parr

Red Baron (VGA)

Mission Builder

Romance of 3 Kingdoms

Romance of 3 Kingdoms 2

Siege

Dogs of War
WarlordifEnhanced

Warlords !l (

WaieHoo

WoridWarll
Aces ol the Pacific

WWII: 1946!

RAF in the Pacific

Aces Over Europe

Campaign Disk I

Action North Atlantic

Acuon Solions y3.2

Dau Osk
Air Raid Pearl Harbor

Air Warrior

B-17 Flying fortress

4r932

Batilctank Barbarossa

Bismarck

Campaign

Carricn at War
Const. Kit

Carrier Strke

Expansion Disl(#l

Clash of Sie^

Rcet Commander

Fleet Med 39

German Raiders Atlantic 26

Grand Fleet 39

Great Nasal Battles 42

Super Ships/Atlandc 19

Scenario Builder 25

America/Atlantic 19

High Command 44

High Cmd.£nhan. SVGA Sr93

In Harm's Way 39

Mata Storm 39

Marianas Turkey Shoot 26

MBT Central Germany 39

HBT Kursk 39

2f93

5r93

New World Order

Pacific Theater Op.

Pacific War n/

Panzer Battles 26

Patton Strikes Back 17

Reach lor the Skies 1

8

Rrier Flate 26

Rommel North Africa 26

Second Front 22

Secret Weapons Luftwaffe 44

DO-335 plane disk 20

HE 162 20

P-38 20

Seventh Fleet 39

Siletst Service 2 34

Silent Service 2 Classic 22

Taskforce 1942 39

Their Finest Hour/Bdhwkt 44

Third Rcith 28

V lor Vicioiy; Utah Beach 43

V (or Victory. VelikiyeLtki 43

Empire Deluxe
This is the modern ver-

sion of the award-winning

EMPIRE. Now with Super

VGA. digitized sound F/X.

network & modem capa-

bility, scenario editor, and

more, A must!

IBM $37

I2r93

IBM Mac
V for Vktoty Mia. Garden 43 43

Vfor Victory Casserine Pass 20 2Q
V for Victory: Stalingrad 3Q 3Q
Victo7 atSea 1993

Warlords - 37

Western Front 22

WWIhBattlesofPacific S/'93 -

Modem
7th Fleet

A.T.P.

A-IOWarthog

A Line in the Sand iv

ATAC 29

Air Force Commander 37

Allied Forces 29

Comanche: Max. Overkill 43

Expansion Disk I 25

Expansion Disk 2 25

Confljcc Korea 19

Conflict Middle East 19

Crisis in the Kremlin 42

F-ll7ANigheiawk(VGA) 40

F-ISliCiassic 22

F-ISIII 42

F-IS III Voice Commander IS

F- 1 9 Voice Commander 1

8

Falcon 3.0 4S

Operation: Fighdng Tiger 25

Falcon MC
Flight Sim 4.0 40

Flight Planner 27

Sounds Graphics 27

Rescue9ll 19

Scenes Design 28

Global Effect 34

Gunship 2000 38

Campaign Disk I 22

Halls ol Montezuma 27

Harpoon V 1.3 25

Battleset 2or 3 20

Baiileset 4 22

Harpoon Designer Series 32

Harpoon Scenario Editor 25

Harpoon Challenger Pak S.i

Harrier Assault

jet Fighter 2

Add on disk

JP2 w/addondlsk

jumpjet

jump jet "Ace Pack"

1993

KGB
Ml Tank Platoon

MacArthurs War
Megafortress

Mission Disk I or 2

Megifortress Megapack

Pacific Islands II

Patriot

Strategy

Red Storm Rising Classic

Shadow President

Shutde

Special Forces

Utopia

Battlefield 2000 37

Breach 2 19

Cyber Empires 31

Rreteam2200 34

Global Effect 31

Imperium 25

Mantis 41

Speech Pack 18

Mechamandcr lOfB

Mercetsaries 37

Mercenaries 2 6793

ReaU) lor the Stars 28

Robesport (Windows) 38

Rules of Engagement 39

Rules of Engagement 2 479;

Second Conflict (Windows) 34

Space Inc. 679;

Spaceward HOI (Windows) 37

Spaceward HO! (DOS) 37

Star Legions 37

Star Legions 2

Theatre of War SVGA
When Two Worlds War

8793

General

Construction Set

Air Bucks

Are We There Yet!

Battles of Destiny

Battle Chess

Battle Chess (Windows)

BanleChess 4000 (VGA)

BanleChess 4000 (SVGA)

Buzz Aldrin's Race to Space

Caesar's Palace

Caesar's Palace (Windows)

Chessmasier 3000

Chessmister 3000 (Windows)

Civilizalion

Chrillzabon Master Edition

Classics

Classic 5 (Windows)

Cub Racquclball

Command HQ Classic

Design Your Train

Carriers at War
Construction Kit

This kit allows modifiadon of

existing CAW scenarios or

the creation of new scenar-

ios. New scenarios include-

Wake Island, Guadalcanal,

and Tarawa,

IBM/Mac $37

V for Victory:

Market Garden
The most popular WWII
series in gaming software

adds another proud produa

Simulates Allied airborne

invasion of Germany in 1944.

SVGA graphics required.

IBM/Mac $43
IBM Mac

Design Your R.R. 38

Design Your Landscape 57

Dominant Species 32

Dominion 9793

Eco Quest 2 32

El-Fish 37

Empire Deluxe 37

Eric The Unready 37

Faccirislll 17 17

Right Sim 4.0 40 39

Sound and Graphics 27

Global Conques

Goblinri' 37

Grandest Admiral

Grand Slam Bridge II 34

Heaven and brth 32

Hong Kong Mahjong 33

Hong Kong Mahjong Pro 31

Hoylcs/Classic 32

Incredible Machine 32

Ishido - 34

Lemmings 32 32

More Lemmings & Game 33

More Lemmings 22

Lemmings 2 37 37

Lexi-Cfoss 27 32

LKeS Death II 32

LostAdmiral 38 1993

Lost Admiral Enhanced 12793

Monopoly 28

Monopoly Deluxe DOSWin 37

Origin f/X Screen Saver 25

Perfect General 38

WWII Scenario Disk 22

Great Battles 20th Cen. 25

PctTect General Enhanced 8793

Rnball: Windows 32

Pool Shark 18

Populous 16

Populous 2

Id Edito

PowerHits: Movies

R.R. Tycoon Classic

Reach (or the Skies

3793

Risk (Windows) 3

Sargon V 32 32

Sciatic Deluxe (Windows) 32

Sharif On Bridge 32 2Q
Shanf On Bridge (Windows) 32

Shutde 3B

SimAnt 38 38

SimCity 3

SimCity Endows) 3

SimCity Supreme I

SimCicy Supreme II - 47

SimCity 2000 3Q -

SimEarth 42 42

SimEarth (Windows) 42

SimFarm 3Q

SimUfe 42 42

SimLife (Windows) 47

Solitaire (Windows) 32

Solitaires journey 38

SpoilsofWar 37

Stunt Island 37

Super Teins 32 32

Super Tetris (Windows) 32

Tristan 32 37

Utopia 32

Virtual Reality Studio 2 57

Wacky Funsters 18 -

Ween: The Prophecy 37

Wordiris 29 32

Sports
314-0 Boxing

All-Amer. College Ftbll 92 37

Andretti's Racing Challenge 1

6

ATP Tennis 31

Bill Elliot -Nascar 32 32

Car and Driver 37

Warlords
Enhanced

This classic wargame has been

on cop of CGW's Reader

Poll for 2 years. Addictive

medieval strategy game with

I
-8 human/computer players.

A+ racing,

IBM $19

IBM Mac
Complete PGA Tour Golf 31

Earl Weaver Baseball

Earl Weaver Baseball II 16

Front Pg. Sports: Football 42

Front Pg. Sporu: Baseball 3793

Front P|. Sporti Bskibalt '93

Games: Summer Challenge 35

Games: Winter Challenge 35

Grand Prix 37 22

Grand Slam Bridge II 32

Hardball 3 37

MLBPA Player Disk 15

Stadium Disk 16

Hotkey League Sim II 29

Indy 500 16

Jack Nicklaus Sig. Ed. Golf 42

Course Disk #2 IS

John Madden Football II 31

jordan- Flight 37

Unks 39

Unks 386 Pro 42

Mauna KeaCrse. Disk 19

MicroLeague Baseball 4 33

NCAA College Football '92 37

NFL Challenge 56

NFL Video Pro Football 47

PGA Tour Golf 19 37

PGAToum.Crse.Dsk. 15 IS

PGATourGolf(Windows) 37

PGA Toum. Crse. Disk IS

Pool Shark 22

Pro League Baseball 37

PowerHits: Sporu 32

Tony LaRussa Ult Baseball 19

Add-On Disks I Sea

Tony LaRussa 2 37

92 5tauDisk 12

AUNLStadlums 18

FanusyOraft 12

Wayne Gretzky Hockey 2 36

Hockey League Sim. 28

Wayne Gretaky Hockey 3 37

Wilson Pro Golf 27

Worid Circuit 34

Keyboard Overlap
A-IO nk Killer

A.T.P.

Aces of the Pacific

B-17 Flying Fonress

C. Yeager Air Combat

F-IS Strike Eagle II

F-ll7ANIghihawk

Falcon 3.0/3.0.1

Ri^t Simulator 4.0

Jetfighter I and II

Megafortrcis

Secret Weapons Luftwaffe

CD-ROM
12 Roads to Geoysburg

The 7th Guest

Amatiitt Universe

Battle Oiess

Battle Chess Enhanced

Blade

Bun Aldrin’s Race %iace

Case e^Cautious Condor

Challenge of Eve Realms

Creepy Casde

Cybe^ce
^ggerofAznonRa
Dark Sun

Desdnadon-Mars

Eco Quest

Great Naval Baedes

Gunship/Midwimer

Guy Spy

Iron Helix

Jones in the Fast Lane

King's Ransom

Kin^s Quest V
The Legend of Kyrandia

Lost Treasures bifocom I

Lost Treasures Infixom II

M-l TankMatowi

Soan« Deadfellows 37

North American Indians 42

Pacific Islands 32

Pacific Isbnds II 32

Prince of Persia 57

The Secret ol Monkey Island 47

Secret We^oRS of Luftwaffe 57

Shirifon Brf^ 47

Sheriock hfolmes Cons. Dei. I 43

9)eriodi Holmes Cons. Det. 11 43

Shutde 57

SpacesMp Warlock

^lace Quest IV 42

StarTrdi25thAnntv,Ei}ition 47

Total Baseball 42

Total Distortion

Ultima bVI Bundle 57

UldmaUndwldjWlniCo.il 47

Victor and Yondo

Where World Carmen DekixeSl

WillyBeainsh 42

Wir5 Commander +

5em Missions I B 2 47

Wing Commander II Deluxe 47

Wmg CommandcrAJhima VI 57
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YOXT3F1. BEST'S:
Capstone Bets A Bundle—And Loses — While Konami Makes Their Point

T
wo recent entries in the computer gam-
bling genre couldn’t do more to dem-

onstrate the yin-and-yang of software

design gambits. Capstone has rctcascd its rela-

tively giant Tmmp Castle III (TC3) while

backing it with seven games, SVGA graphics

and network play to boot. Then, almost as a

side bet, Konami put Bent The House (BTH)
on tlie shelves with one little high-density

diskette, five VGA games, and— Surprise!—
it comes up the big winner.

The difference can be put in a sentence:

TC3 attempts a lot and mils at much of it;

BTH does less but does most everything very

well.

Getting Past The Doorman

The installation of TOrfoiir 5-1/4" HD
diskettes took more than 55 minutes on my
386/33 clone. One develops an expectation

that all the decompre.ssing graphic files must

be terrific. BTH-, on the other hand, loads so

quickly that one tends to figure the program

is a real loser. Nothing could be further than

the truth on both counts.

TITLF.: Trump Cjslle 3

SYSTEM: IBM

GRAPHICS: SVGA, VGA, EGA
PLAYERS: 1 , 2 (by modiiin), 2-4 (Novull network)

PRICE; $59.95

PROTEC riON; None
PUBLISHER; C.ipslone

Mi.imi, FL

(800) 4611-7226

by Mark Alan Willett

At face value, the fact that 7'C3 has no

password protection seems to be a plus. Yet,

the password protection of B'TH consists of

strategic questions about the games them-

selves (accompanied with a page reference

from the manual) and seems relatively inob-

trusive. The protection actually reinforces

gaming strategy, and one should find that

they won’t often need to refer to the manual

in order to get into the casino. The manual

itself is a full-sized book with half its pages

dedicated to sharp gaming strategy.

Into The Lobby

Both programs use the larger environment

of a casino as the framework for their game
subprograms. Once one enters the TC3 ca-

sino, however, the graphic disappointment

continues. While treatment of the casino

walls is often rich, just as often the rest is

primitive. Indeed, one quickly becomes

aware, while wandering through the casino’s

rooms, that bad artwork in SVGA detail is

still bad artwork. The artistic conceit is that

the SVGA staircases and doors lead to rooms

with baccarat, blackjack, poker, slot ma-

chines, craps, roulette, and keno.

With Beat The House, one enters through

the gaudy neon-lit doors of a typical Vegas-

strip casino. The main casino environment is

an overhead graphic with blackjack tables,

craps tables, a roulette table, a bank of slot

machines, a bank of video poker machines

and a registration desk. Unlike the dry and

occasionally confusing option menus of TC3,

BTH’s registration desk is a quaintly effective

point of entry to the casino.

From here, it’s on to the games them-

selves...

Blackjack: Splitting Tens

Tables in TC3 are selected “realistically”

—

that is, by the size of the minimum bet.

Unfortunately, whenever one is playing with

more than one human player and those play-

ers happen to have unequal wallets, either the

poorer player has to artificially pad his or her

pocketbook to play at the more expensive

tables or the richer player has to play down to

a lesser table to accomodate the others.

In this sequence, Trump Gwf/c///jgraphics

really shine for the first time. 'I'he overhead

view of the five-seat table is rendered in such

loving detail that one can feel rhe felt beneath

the finger tips. Unfortunately, my revery for

such artwork was quickly deflated by the

rough-drawn graphics ofthe chips and by the

oddly-cartoonish shuffling of the single-deck

of cards that precedes and, later, interrupts

play.

Blackjack here is played by Atlantic City

rules. (The major difference between Atlantic

City and Vegas is that one may double down
on a split). As a game, my preference is for

Atlantic City rules because the additional

doubles are simply more fun to play.

In Bent The House, the game is played by

traditional Vegas-strip rules, but there are

other differences. The tables are designated by

number-of-decks employed by the house. Ta-

bles with one, two, four, or six decks are

available. The program will take bets from

$1-$1000. Not only does this allow human
players with diverse bankrolls to retain the

continuity of their cash and play together, but

Beat The House has a quite effective on-line

tutor which may be employed for recommen-
dations and instruction through play. The
focus on the number of decks used allows the

program to tailor its advice to the strategies of

Beat TheHouse
The Ulllmale Gaming TutoT& Simulator

TITLE; Beal the House
SYSTEM: IBM
GRAPHICS; VGA
PRICE; $59-95

PROTECIION: Dtjcumenl.ilion Look-Up

DEVELOPERS; Spiril of Discovery

DISTRIBUTOR; Konami
Bufl.ilo Grove, IL

(708) 215-5111
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basic play and to assist slightly more elabotate

catd'couniing routines. BTH is a program

which should assist every non-professional

gambler to become a more successful one.

Trump Castle 3 - Blackjack

Beat The House uses a four-scat table and a

truly unique arrangement. The screen is di-

vided into perspective views of each player’s

position at the table, and the game rotates

between each view as if each were its own
menu. In the center is an overhead view ofthe

entire table, which becomes a mirror of the

hands played as the graphic players wave the

cards on or push them offwhen their human
or computer counterparts decide to hit or

stand.

TC3 is prettier, but BTH more effective. In

the long run, it’s the addition of the on-line

tutor that makes the big difference. Sadly,

neither package allows for the surrendering of

a hand (early or late). Since I want to be a

better bettor, my preference leans to Beat The

House.

Beat The House - Blackjack

Roulette: One Double-Aught

And One Big Winner

Most consider roulette a risky bet with

those zeros and double zeros giving the house

a big break. Still, there’s some real excitement

to be generated when a single-number bettor

hits paydirt. It’s hard to imagine that anyone

could do anything wrong with a roulette dis-

play. Fhere’s the tabic, the chips and the

wheel. What else is there?

Imagine my amazement, please, when I

placed S300 down on black in TC3, watched

the wheel pop-up on the screen, watched the

ball circle round, watched it land in a black

space, and then was promptly told I had

landed on 1 9-RED! Where is the precision of

those SVGA graphics when it’s really needed?

Imagine my equal amazement when, in a

virtually identical graphic design, I placed the

same bet in the all-VGA Beat The House. The
wheel popped up, the ball circled, and it

landed in a black space. Not only was it black,

but it matched the number the program said

was the winner. Attention to detail isn’t al-

ways a function of the graphics display.

Tnimp Castle 3 - Craps

Craps: Shooter-Out

And Pay-The-Line

In CG’W^editor Alan Emrich’s online re-

view of TC3 for Prodigy, he carefully deline-

ated a number of technical problems

associated with betting in craps. But there are

still more problems associated with TC3
craps. First, the documentation docs not ref-

erence “No Call Bets.” Also known as “odds

or ’’free odds" bets, they are additional bets

placed oil existing Pass and Come line wagers

and arc critical to the game since no percent-

age is given to the house. If one knows the

ame already, this is no problem since odds

cts are accessible at the table. If one is un-

educated in craps, their existence or impor-

tance in TC3 might not be apparent. Note
odds bets for the Come lines are accessed

through a pop-up menu on the “No Call

Bets” line, but only at the point that a bet is

placed on that line.

A unique piece of progamming is TC3’s

Trump Castle 3 - Craps

reliance on craps “happy news.” If one has

three $25 bets down and loses two on a dice

roll, TC3 glady trumpets the news that the

player has won $25 on the third, ignoring the

$50-loss.

For those who wish to learn about craps,

there are few better mechanisms than BTH’s

online tutor. Both single-odds and double-

odds tables are available. With craps, BTH
also makes the finest use of digitized voice in

either package. The stickman s chants add a

color to computer play that makes the game
more fun and more immediate.

Slots; Lemons And Cherries

Slot machines are another sucker’s bet.

Odds, for example, in Atlantic City are a

minimum 83%. That’s an incredible 17%
house edge. One doesn’t play slots to win

really, one plays because they’re bright and

moving and fun.

But house odds arc sec across the entire

casino. One machine may be paying 93%
while the machine next to it is paying 73%.
In fact, putting a high- and low-paying ma-

chine next to each other is a common ploy in

casinos since so many bettors play machines

in tandem. “Serious” slots players study ac-

tion on the casino floor before they put up

their quarters and dollars.

By numbers alone, TC3 has an incredible

36 slot machines. Unfortunately, there is no

way to intelligently determine which ma-

chines are paying and which are not. So,

playing them is an even worse risk than in a

real casino. Adding graphic-insult to betting-

injury, the design of all chose machines is

virtually identical, all looking like a tribute to

ancient one-armed bandits. None of a mod-
ern slot’s light, gaudy and compelling nature

is captured. If ever there were a group of slot

machines created for a funeral home, thc,se arc

the ones. To add to the funereal atmosphere,

the reels on TC3 's machines roll UP!

BTH fudges its slots in favor of entertain-

ment. The two modern machines (a three-

wheel/fivc-linc option, and a four-wheel

progressive) are colorful, attractively

gauche. . .and set at very generous percentages

{96% and 94%, respectively). They’re not

completely unrealistic either, though. One
should assume these are the ones near the

door which have been sec favorably to attract

passers-by. Nevertheless, there are still long

losing streaks on these machines.

Another nice BTH touch: The progressive

Jackpots gain in value, albeit slowly, even

when one is not playing, as ifothers were also

playing the machines in the casino. In 7’C3,

the only gamblers in the casino are the human
and computer players of your choice. The
progressive jackpots grow real sloooooowwly

there.

The favorable odds found at 577/make the
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slots enjoyable, if not a very educational ex-

perience.

Poker: Know Wlien To Hold
And When To Fold

TC3 brines on “real” poker with 5- and
7-Card Stud, 5-Card Draw and Texas Hold
’Em. Yet, any real player ol the game knows
that halfof its sttategy is the evaluation of the

other players. Few gambling games have as

much “human” interest as a good evening at

a poker table.

Unfortunately, TC3 's computer players are

unable to present a truly human face. So,

unless one is playing with friends (at which
point, why not get out a deck of cards and

earn money the old-hishioned way?}, one

might as well be playing a machine.

This, of course, is exactly what one does in

BTH. Four video poker machines (Jacks-or-

Better, Tens-or-Better, Joker Wild, Deuces

Wild) are the offering. Also, there is an on-

line tutor and a manual to educate the gam-
bler into realizing that video poker is really a

strateg)' game, too.

Fold TC3, and hold BTH.

Baccarat: Betting With The Dealer

Giving credit where it’s due, the result is

simple. TC3 has baccarat, and BTH doesn’t.

Again, the beautiful felt table fights with the

temainder of the graphics in TC3, but I don’t

care. I love this game, and its absence in BTH
is duly noted.

On an odd note, TRUMP CASTLE Il-vizm

out of the way to explain that 5% ofwinnings

arc lost when the gamblet bets “with the

dealer,” and char profit-shaving was incorpo-

rated in the program. TC3 ignores it.

Keno: Not Enough Numbers

Keno is another fool’s bet. Still, as has been

pointed out by others, there’s no other game
where one can win thousands with a $1.30

bet. Again, only 7'C3 has Keno. If anyone
wants to call it that.

Keno is, in part, noted for the many ways
that the gambler’s number choices may be

selected, split and regrouped into multiple

bets from a single ticket. Not in TC3. One

Trump Castle 3 - Keno

picks 2- 1 5 numbers, coughs up $l-to-S5, and
waits for a few minutes for the keno girl to

inform one of the results.

Gone is the pleasure of scoring a copy of

one’s own ticket as the numbers are drawn.

One cannot even see the numbers drawn in

TC3. There is no Keno parlor to visit. Even
if TC3 is the program which has it, it just isn’t

keno.

T And A; Tutoring

And Atmosphere

Ultimately, TC3 is atmospherically artifi-

cial. It pretends to provide a realistic casino

experience which simply doesn’t live up to its

billing. Maybe the nadir of this program is the

“drinks girl.” With this option on, a bar maid
in a low-cut outfit will arrive every few min-

utes to ask ifyou want a drink. The high point

of her visit seems to be that certain parts of

her anatomy jiggle. Actually, it’s a bad jiggle

at chat. Say “No” and she, thankfully, goes

away. Say “Yes” and a $5 tip is automatically

deducted from one’s bankroll. Docs she de-

liver a drink? No way. I’ve been panhandled
before, but not like this.

Fortunately, with its documentation and
the online tutor, Konami’s Bent The House
delivers a gambling reality that can spell a

difference the next time the amateur gambler

goes to the casino. That makes Beat use House
a sure bet. cgw

THE ULTIMATE ROLE-PLAYING AID
Inlroducing 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
to edit most of the games listed below (including all of the Might and Magics, all

of the Ultimas, all of 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

are released for only $9,95.

• CHARACTER EDITORS — $19.95 each
Might and Magic (1, 2, 3 or 4), Drakkhen, Pool of Radiance, Hard Nova,

Bard’s Tale (1, 2 or 3), Wasteland, Dragon Wars, Space Rogue,

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,

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 (1 or 2),

Death Knights of Krynn, Fountain ol Dreams, Magic Candle (1 or 2),

Pools of Darkness, Ultima Underworld, Twilight 2CXX), Planet’s Edge,
Dark Queen of Krynn, and Prophecy of the Shadow.

• HINT BOOKS — S9.95 each
Might and Magic 1, Knights of Legend, Curse of the Azure Bonds,

Champions of Krynn, Legacy of Ancients, Dark Head of Uukrul,

Wizardry (1, 2, 3, 4, 5. Bane or Crusaders). Eye of the Beholder 2,

Might and Magic 3 (12.95).

IBM listed. Apple, C64 and Amiga versions also available.

Please add $4.00 for shipping and handling.

Open from 9AM - 9PM every day for your convenience.

GOSSELIN COMPUTER CONSULTANTS MilglM
ilMMil P.O. Box 1083 . Brighlon, Ml 48116 . (313) 229-2453

Entertainment Software
Consultants

Is Seeking Qualified Candidates

for a Progressive, New Entertainment Software Producer

In Southern Californ'ia

Interested Applicants Should Apply

For the Following Positions

Computer Programmer
(MS-DOS bated)

Graphic Artist

Music/Audio Effects

applicants should send a resume and brief letter of Interest

listing applicable commercial projects to:

Entertainment Software Consultants

8760 19th Street, Suite #336
Alta Loma, California 91701

Highly Competitive Compensation

Confidentiality Assured
All Applications Will Receive a Response

Circle Reader Service if58 Circle Reader Service ffS 1
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We’UKiUThis
Dog*

National Lampoon presents the

most otttF^ous chess program

ever made. Match wits with a

perverted old Chess Maniac who
has more ttiah a few unspeak-

able tricks up/ his sleeve and will

use them all to rattle your con-

centratlon.-What else has the

game got? Al chess set featuring

unique live-action video actors-

from belly dancing pawns

to Grim Reaper rooks. They’ll

dispatch and dismember each

other in ways even your demented

mind has never thought of.

But should you like your chess

unadulterated, we’ve got that too.

In spite of all these shenanigans

it plays a darn good game of

chess. Will it beat the competition?

Hey, it ain't called Chess Maniac

5 Billion and 1 for nothing!}t an actual VGA screen shot You wish.

spectrum HoloByteFor Visa/MasterCard orders call 24 hours a dff

1-800-695-GAME (Orders Onl)

For technical questions call: 1-510-522-1164 (M
,:^pectrum MoloByte, Inc. 2490 Mariner Square Loop, Alameda, CA 94501

oon cover in 1973. We're happy to report the dog died of natural causes.HEY, IT WORKED ONCE! W
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Bard’s Tale Score

What is happening with Bard’s Tale IVi I

have heard it briefly mentioned in articles,

hilt that’s all. I am dying to know more
about whether or not Bara’s TaleIV\s in the

making!

Greg MacMartin

Kanata, Ontario, CANADA
The tale behwdV>z\-(\'

s

Tale IV isprobably

more convoluted than that ivithin the game
design itself. Once upon a rime, Electronic

Arts viewed its strength as being in “interac-

tive stories.
” They had several clevelopers who

produced these games for them, and an in-

house staff that loved to play CRPGs and
adventure games, as well as develop them.

Then, the thnist of the company shifted and
some of those developers became publishers

under their own aegis.

Bard’s Tale IV was on the drawing boards

during this shift and, because ofits successftd

past, was saved when many projects were can-

celed. However, it underwent a series ofseveral

false starts, design team changes, andproducer
reassignments. Right now the company isfaced

with taking the product through anotherper-

sonnel shift or committing sojtware euthana-

sia. We will let you know when thefuture is

clear.

Your Wish Upon
Command

When is MicroProse going to do an East

Front game in the “Commander” series?

R. Doyle

St. Louis, MO
The “Command Decision "series is no longer

in print. Though the products were exnetnely

well-received in their 8-hit incarnations, there

are currently no plans to produce such games

for current platforms.

Imagine

1 no longer have the need to purchase

games. Years ofvaporware titles have taught

me that it’s much more fun to just imagine

them.

T. Madden
St. Louis, MO

And the compatibility problems are solved,

too! It’sjust so hard to show them offto your

friends.

Gotta’ Know When To
Mold Them

I happened to pick up the Januaiy i.ssue of

Computer Gaming World and was in-

trigued by your Homegrown Hardware Re-

view. You said those guys “represent the

vanguard of flight simulation enthusiasts”

and “this is, by far, the most significant

attempt at a realistic fighrer cockpit that

we’ve seen.” Well, you’d better look again

at the enclosed photos and then, give me a

call.

Although my cockpit has been around for

only about eight months, it really began in

the fall of 1991 when 1 spotted an ad for

surplus militarj' ejection seats from an outfit

called “Aviation Artifacts” in Missouri. I

purcha.scd a Vietnam era, McDonnell
Douglas “Escapac” ejection seat from an

A-4Skyhawk for about $400 and had it

shipped to San Diego by bus. Although,

originally, I had intended only to make a

nifty office chair, I later fell upon the oppor-

tunity to obtain an F-I8 canopy! Well,

things got a little involved after that and

several months later, I had an entire cockpit

in my office. The entire thing is about 11’

X 5’ X 3.5’ wide and incorporates two sepa-

rate CPUs (I had an old 4'exas Instruments

Professional computer that was just collect-

ing dust). Follow me, I’ll give you a tour.

After sliding the aft canopy back, you

reach inside and hit the switch for the inter-

nal lighting, grab your helmet off the seat,

retract the pyrotechnics salety-lock (no, the

ejection rockets aren’t really live) and climb

in. Place the helmet on your noodle and

then strap the oxygen mask to the helmet.

Forced air is fed through the mask to give

the feel and sound of real oxygen.

On the right-hand console is mounted a

Thrustmaster FCS, along with the main
system power switches. One switch and

both CPUs begin to boot up. The primary

system is a Gateway 2000 386/33 and the

secondary is the old FI Pro (which doesn’t

even have a hard drive) which I’ve pro-

grammed to run through a simulated APU
(Auxiliary Power Unit) start, INS Align-

ment (Inertial Navigational System), ac-

quire GPS references (Global Positioning

System), and provide information to the

pilot for initializing the simulations and

appropriate hardware settings.

On the left console is all of the audio and

communications equipment. Certainly not

an authentic component. I’ve found that a

telephone is a must since the whole rig is

difficult to get out of in order to answer a

call. And a household intercom serves to

provide ground communications with the

“Airboss” (my wife) if I fly too far or too

long. It really ruins the realism when I’m in

the heat of a dogfight and she taps on the

side of the canopy to announce she’s going

to leave me if I don’t get out soon. At least

the intercom gives me a sensation that I’m

truly isolated. My audio setup isn’t as pow-
erful as Jeff Jeeszel’s, but it docs provide
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about 6 watts to my Sound Blaster. Also on
the left console is a Tbrustmaster WCS.
Because of the many different functions of

all the buttons in various simulations, I’ve

programmed the TI Pro with a pre-flight

checkout mode to help refresh my memory
each flight.

High and in front of the pilot is the main
system monitor which functions as the

HUD or outside world in the simulations.

Below it and inside the cockpit is the second

monitor slaved to theTI Pro system. Simu-
lations like Falcon 3- 0 and F- 15 Strike Eagle

///have become pretty complicated and me
pace is too fast to keep looking at pages in

the manual. Since I am only a part-time

pilot (contrary to my wife’s opinion), I use

the ’l l to provide me with several different

pieces of information accessible during my
flights;

1 . RWR (Radar Warning Receiver) sym-
boiog}', radar ground mapping sym-
bology, etc.

2. Bomb-drop tables. Select your un-

guided free-fall weapon from the list

and the computer will determine the

correct weapon release range from tar-

get versus your speed & altitude. This

is very useful in sims such as Jetfighter

11 which lacks a CCIP (Continuously

Computed Impact Point) mode.

3. Tbrustmaster WCS functions and fuel

consumption information.

4. flight cards. These present informa-

tion such as takeoffand landing check-

lists, X- 1 5 flight profiles, etc.

Between the pilot’s legs is a 5" diagonal,

color, moving map display. Actually, it’s a

TV tied to my home camcorder and
mounted to a geared motor-driven tripod

rig of my own design. It allows me to feed

in actual ONC (Operational N.avigation

Charts). This might seem like overkill for

now, given the limited ground detail in

most simulations, but I’m planning ahead.

It really is nice to know when you’ve crossed

into hostile territoiy and also, the quickest

way to get out! I'he rig allows me to control

both vertical and horizontal scan position

on the maps and zoom in for detail when
necessar)' (1 can also watch my favorite cable

channel).

My wife hated the cockpit at first, then I

let her fly MicrosoftFlightSimulator 4. 0. She

lasted about 10 minutes before her first

Cessna crash. She climbed out with a few

beads of sweat on her forehead and ex-

claimed, “I think I like it honey.”

Anthony Kutz

San Diego, CA
J'rnst ifs, Anthony. You'll neverget it offthe

ground.

Bag Guy Is A Pushover!

In issue #103, the Rumor Bag Guy does

us an injustice. Proofreading not withstand-

ing, we (military) who work on the island

refer to it as Parris Island, not Perris Island.

However, because the Rumor Guy is al-

right, he won’t have to get down and do 50.

Jeriy Wcstfitll

Parris Island, SC
It's a good thing

he doesn't have to

do 50. We don’t

think he could sur-

vive 51

Our Fly is UnZIP-Coded
It is with pleasure that I’m writing this

letter. I recently received my April 1993

issue. I impatiently opened the envelope. At

the bottom of the envelope, there was a

beautiful smashed fly (really). I am so happy
with my new friend that I always keep it

with me (not!). I love to receive free sur-

prises once in awhile!

To show you my gratitude. I’m sending

you this authentic (dead) Canadian fly,

ideal for fly collectors, to feed your cat, or

simply to throw it away.

Seriously, I just want to congratulate you
for your excellent magazine. I read each

article carefully, it is very helpful when buy-

ing a computer game. Keep up the good
work!

Hugo Trepanier

Lachute, Quebec,

CANADA

Oh, no! Now, you've

given away the secret of
why Canadian subscrip-

tions cost more. I suppose

that now eveiyone will

want afly. cgw

The 5th Wave By Rich Tennant

THEM S£MD ANOTHER REVIEW COPY OF THEIR FUOHT
SIMULATOR, OR CO VOJ KNOVT VTUAT 'rCU'RE COINS TO

WRITE?"
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S
ome people have a soft spot in their

hearts for Abbott and Costello movies,

some for Mad magazine. 1 have a soft

spot for the Space Quest games. Such guilty

pleasures all have at least this much in com-

mon: once one has built up a taste for their

brand of silliness, nothing but repeated expo-

sure can sate the appetite. So, no one could

be happier than I to see a new Roman nu-

meral tacked onto a Space Qiiest box.

Space Quest K the latest in the improbable

exploits of Roger WilcotJanitor-to-the-Stars,

is more of the same... only more so. What
does this mean? It means “more” in both

senses: “another helping of’ and “a larger

helping of.” There are more pratfalls and

misadventures, more skin-of-the-teeth es-

capes from the slavering jaws of death (and

boy do some of those jaws slaver!), and more
sly asides that tweak every science fiction icon

from The Fly to Alien to Star Wars, with stops

in between at Star Trek, Star Trek, and, well,

Star Trek.

Yes, if one has to identify a target that gets

hit more often than any other, it would be the

late Gene Roddenberry’s brainchild. The
subtitle of this latest adventure, “The Next

Mutation,” is a near-pun on “The Next Gen-

eration,” and when we first see our gallant

hero he is performing the much-noted “Pi-

card Maneuver” (tugging down his tunic to

get a better fit) to the strains of a barely

modified version ofthe theme music from the

original TV series. From there on, there is

almost no scene that goes by without a Star

Trek reference, including a bit where Roger’s

crusty chief engineer refuses a request to pro-

vide medical assistance. “I’m an engineer,” he

exclaims, “not a doctor!”

Also on board Roger’s first starship com-
mand is an Uhura-esque communications of-

ficer named Flo; a mildly Sulu-ish helmsman
named Droole; and, eventually, a science of-

ficer, but I am not ping to give away any

surprises here. Roger^s nemesis this time is a

square-jawed heavy named Captain Quirk

(no, this is not subtle humor) who is involved

in a nefarious plot to pollute the heavens by

illegally dumping toxic waste.

Roger’s mission, initially, is simply to take

his ship to three galactic garbage pick-up

points and return to Starcon with the refuse.

Things go wrong, of course, almost from the

very beginning, and by the time Roger gets to

the third planet it is clear that somcihing fishy

is afoot. He investigates, discovers a program

ofgenetic engineering as ugly as anything Dr.

Moreau ever concocted, and decides to put an

end to it. The last third of the game consists

of Roger’s game of cat-and-mouse with the

turncoat crew of the U.S.S. Goliath, Cpt.

Quirk, and the garbage monster their actions

unleash.

Roger and crew also make a stopover at an

R&dR station (the “Spacebar”) during which

the player gets to challenge Quirk to a game
that is basically a 23rd Century version of

Battleship. Later on, a set of access tunnels on

board the Goliath function as the obligatory

irritating maze sequence, and a trip into an

asteroid field leads to an exasperating real-

time “docking” game. In other words, Space

Quest V even has the little games-within-a-

game that fans of the series have come to

know and dread.

People with long memories will recall that

every Abbott and Costello movie had an

obligatoiy, boring romantic subplot that en-

gendered a couple of obligatory, endless mu-
sical numbers. No one in the audience cared

TITLE; Sp.ire Quest V; The Next Mulaiion

SYSTEM; IBM (386/16 MHz recommundctl)

PRICE: $69.95

PROTECTION: Oocumenlaiion Look-ufj

GRAPHICS; VGA
DESIGNER: Mark Crowe
PUBLISHER: Sierr.VDynamix

Coar.segold, CA
(209) 683-4468

about these scenes— they just wanted to get

back to the comedy— but the studio said that

the romance had to go in. So, in it went. This

is the downside to “more of the same”— the

bad stuff gets repeated, too.

For the most part, thougli, thestuffthat gets

repeated here is good stuff: the endless stream

ofgags, the high-adventure plot, and the first-

rate graphics and sound. There are also inno-

vations introduced in Space Quest V,

including a refined interface and a longer,

less-linear storyline. Another innovation, un-

fortunately, is the game’s unprecedented

number of typos (“thcr” for “there,” “pods”

for “pod’s”, “your doomed is sealed”); but,

then, what can you do? Not every change can

be an improvement.

Make It So

Among the revisions to the interface arc

some changes in the icon bar at the top of the

screen. Gone are the useless nose and tongue

icons. (How many things were there to smell

and taste in Space Quest IV? That’s right,

none.) Instead, there are two versions of the

“Talk” icon: the ordinar)' one and one that

contains an exclamation point. The latter is

used to issue a command.

This handy icon enables Roger to take con-

trol of his ship and fly it to all corners of the

galaxy. While there is a best order in which to

visit the available planets, the player is allowed

a certain amount of leeway to come and go as

he chooses. Similarly, while there arc only

certain situations in which such commands as

“Cloak ship,” “Fire,” and “Hail planet” make
sense, the player has access to them any time

Roger sits in the captain’s chair. This gives the

player the feeling of being much more in

control than in any of the previous Space

Qticst games. Roger is not fate’s plaything

anymore. He and the player are in command.

There are also specialized icons that appear

in certain unusual situations (such as the “fly”

icon when Roger is turned into a guess-what)

and menus of dialogue choices that pop up
now and then so that Roger can have conver-

sations with members of his crew. This variety

of interfaces keeps the gameplay lively. It is

good to see that the folks at Sierra (actually,

Dynamix) have not gotten so used to the way
things have always been that they arc unable

to try something new.
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Action so life-like,

you’ll have to keep
reminding yourself
it’s only a game.

And not a movie.
That's because

Flashback is the only

action adventure game

that uses movie-making

technology to the max.

We filmed real actors in

motion. Then we brought

everything to life on the

computer through

rotoscoping, the digitiza-

tion and retouching of

live action

film — at

24 frames

a second!

m What's

it all mean?

Simply the

smoothest

animation

ever! Run,

jump, roll

or stagger

— with

incredibly subtle and

fluid movement. Fire your

weapon and watch your

body recoil with remark-

able realism!

Step into this awesome

cinematic experience as

Conrad B. Flart,

a scientist

who's made
a horrifying

discovery:

Earth has been infiltrated

by shape-shifting aliens

bent on world conquest!

To save Earth, you

must fight through three

fantastic worlds and 200

game screens! Solve

dozens of mind-bending

puzzles. Get your cues

from over 75 fully ani-

mated cinematics.

Like

a great

movie.

Flashback

combines

an intri-

cate plot,

exciting

music

score,

superb

sound

effects,

spine-tingling suspense

and dynamite action.

Flashback. Now play-

ing at a movie theater...

er, game store near you!

IBM TO ORDER: Visit your

retailer or call 1-800-245-4525 with

VISA/MC (U.S. and Canada only).

Ctealion and development,

Oeiphine Soltwate Inleinational.

©1993 Delphine Software

Iniernalional.

©1993 U.S. Gold Lid.

©1993 Sttalegic Simulations, Inc.

All rights reserved.
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Unlike the interface, not a whole lot is new
about the game’s puzzles. This is not very

surprising, nor particularly disappointing; the

puzzles have always been secondary in the

Space Qiiestscncs. There is plenty ofthe usual:

Roger finds a roll of antacids and a creature

who is spewing acid all over the ship; Roger

finds a glass of' liquor and a packet of dehy-

drated aliens with a “don’t expose to alcohol”

warning; Roger finds a laser torch and later

comes up against a thick metal bulkhead. At

one point, Roger has to use a cryo-freeze

chamber, but not to worry, there are instruc-

tions printed on the side. The designers have

not gone out of their way to tease the player’s

brain.

On the other hand, there are a few se-

quences that rise above the norm, 'i'hc chase

between Roger and a sexy robot Terminatrix

across the landscape of Kiz Urazgubi is intri-

cate and inspired. 'I’he ploy Roger uses to win

his command is clever and takes a bit of

thought to figure out (unless one sees the

solution in the partial walk-through printed

in the documentation). The final moments of

the game, in which Roger has to find a way
to deal with a giant garbage blob, require

quick thinking and a few leaps of logic. Even

the easy puzzles are fun, if one goes into the

game knowing what to expect.

Souls more jaded than I might wonder why
there are still laughs to be mined from a

character in a sci-fi spoof saying, “Captain,

she cannot take much more of this!” Still, the

fact is that there arc. Satirists have been going

back to this particular well for a quarter of a

century, and it hasn’t run dry yet. Space Qiiest

V may not be for everyone, but people who
find this sort of thing funny will find this

variant very funny indeed.

Energize!

Parr ofwhat makes Space Qjiest Kso enjoy-

able is that it’s not just funny. It’s also exciting

and suspenseful, due in large part to its movie-

quality score, its atmosphere-enhancing

.sound effects, and its remarkable visuals.

The soundtrack is calculated to pull all the

right strings, from the “Now it’s time to

panic” string that gets plucked just before

Roger is attacked, to the “Your true love is

dying and you may never find another” string

over which composer Chris Stevens lightly

runs his bow after Roger’s beloved Ambassa-
dor Wankmeister is infected with the highly

mutagenic “Primordial Soup.” It’s not

Mozart, but it is better than most of what

passes for scoring on network television.

Stevens has a marvelous ear for musical wit

and reference and his contribution to the

game is no less substantial than designer Mark
Crowe’s.

“Wit” might not be the best term to de-

scribe Tim Clarke’s sound effects; certainly,

he is appealing to a baser set ofresponses when
he places the sound-effects equivalent of a

whoopee cushion in the seat of Roger’s com-

mand chair. This gag wears thin after a while,

especially given that it is repeated every single

time Roger sits down.

However, the effect is realistic, as is every

other sound in the game. Doors hiss open and

clank shut, transporters hum and twitter, the

controls on the various control panels give ofi

highly suitable blips and bloops. Maybe most

satisfying of all is Roger’s loud “Duhhh!”

whenever he becomes the victim of his own

stupidity. (If they ever make a movie out of

Space Quest V, they’ll have to cast Homer
Simpson in the lead.) The sound effects give

the game a richness and a texture it would not

otherwise have and are largely responsible for

creating the sense that the player really is

interacting with, and having an effect on, the

simulated environments he visits.

As for the visuals, while it would not be

accurate to say that they are the best yet seen

in the scries, they are certainly up to snuff,

which I mean as high praise. One interesting

point is that more clo.sc-ups arc used than in

previous games to supplement the standard

side-view and medium-range perspective.

This may sound like a good thing, but it is

and it isn’t. In close-up, the artists clearly

draw (no pun intended) from a comic book
sensibility. As styles go, this is fine— perfectly

workmanlike— bur while the results are nice

enough, they are usually something short of

stunning.

the combination of gorgeous painted back-

grounds and detailed, well-animated fore-

ground action for which Sierra has become

known. The result is that this game, like most

of Sierra’s, is worth playing ifonly to see each

new setting as it appears.

The fourth element, which clicks just as

neatly into place as the music, graphics, and

sound effects, is the writing. It’s not so much
that the story is great — there barely is any

stoiy, just the flimsiest pretext for a series of

adventures — as it is that the dialogue and

narration are written with a dry wit and a

sense of character that makes them a pleasure

to read. The banter between Flo, Droolc and

Roger is, for lack of a better term to describe

it, a hoot. Even if one rakes away the comic

references to everything from Bugs Bunny to

Raiders of the Lost Ark to Dana Garvey’s

George Bush, the text ofthe game is great fun

on its own merits.

Where Space Qiicst V is something of a

letdown is in the gameplay. For one thing, the

game demands cursor placement so precise

that one can click the “Command” icon on

Flo or Droolc and get a “You arc trying to

order the wall around” response just because

the icon isn’t placed exactly where the com-
puter wants it to be. Along the same lines, one

can position an oxygen ma.sk entirely over

Roger’s head only to discover that the com-
puter will only accept it if clicked on Roger’s

torso.

At one point, 1 assumed that the game
would not let me transport off a planet be-

cause when I placed the communicator icon

on Roger and clicked, it didn’t work. As it

turned out, I had just chosen the wrong por-

tion ofRoger’s anatomy to click on. This kind

of problem would .seem to be easily corrected

and I am surprised that Sierra let it get

through to the final version of the game. Of
course, typos are easily corrected, too— but

only if one bothers to catch them.

Other niggling annoyances include the fact

that trips from planet to planet start to seem

interminable after a while (even at “lire

speed”), and that Sierra’s decision to render

all icons in black-and-white, as opposed to

full color in previous chapters of the saga,

makes them hard to see against some of the

backgrounds.

However, the bulk of Space Quest Kis very

good and, like the silly jokes and excellent

graphics, the occasionally irritating gameplay

is part of the package. It’s what people expect

when they buy a Space Qtiest game. 'Fhey

might even miss it if they were gone.

When you think about it, it’s the same way
with the musical numbers in those old mov-

ies. No one really wanted to see them, but

some of them weren’t half bad: “My Dreams
Are Getting Better All The Time,” “Boogie

Woogie Bugle Boy,” “Let’s Play House.” If

nothing else, they gave you a chance to catch

your breath before you started to laugh again.

Space Qtiest V, too, is fine just the way it is.

It certainly has its share of quirks (Captains

included) but it’s got more than its share of

laughs, thrills and delicious scenery, too. I

think even the most demanding Wilcophilcs

will be pleased, cgw

Page 114 Computer Gaming World



THIS OPPONENT IS PROGRAMMED
TO BE CHALLENGING.

If you think you’re good at games, then let's have some
real fun. When you’re online with GEnie® Multi-Player

Games, you’re playing real people, in real time. Some of

the best players around the world. Splash a bandit in Air

Warrior% and you’ve just taken out eight other guys, who’ll

be back gunning for you. Blast a MechWarrior® in MultiPlayer

BattleTech™, and who knows? Could be that jerk from the

coast. Could be a mercenary who’s looking for a few good

friends. With GEnie, the possibilities are endless, the

people are terrific, and even the prices are competitive. So

put some new life into your joystick, and sign on. We’ll see

just how good you are. Sign up now: I. Set your modem
for half duplex (local echo) at 300, 1200 or 2400 baud.

2. Dial toll free— 1-800-638-8369. Upon connection, enter

HHH 3. At the U# = prompt, enter XTX99327,BLAST
then press RETURN 4. Have a major credit card or your

checking account number ready, o For more information

in the U.S. or Canada, call 1-800-638-9636.

AIRWARRIOR'i MULTIPLAYER BATTLETECH'" STELLAR EMPEROR™

L cor^'r.1tl.'n

Air Warrior is a registered trademark and Stellar Emperor is a trademark of Kcsmai Corporation. MultiPlayer BatlleTech is a trademark and

GEnie.
multi-player games

100% ORGANIC OPPONENTS

MechWarnor and BattleTcch are registered trademarks of FASA Corporation.
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Terminator 1029
" from Bethesda Softworks

~!_|
, by Gordon Goble

I
t is with fondness and perhaps a tear in the

eye that we remember the compassionate

character study of 1984, The Temimator.

Featuring a hulking beast of a man with a

tenuous grip on the English language as a

hulking cyborg with an equally tenuous grip

on the English language, this stunt-filled spe-

cial effect showcase painted the bleakest of

futures for the human race, at least in the good

city of Los Angeles.

Both The Temiviatorand its eminently suc-

cessful sequel revolved around critical current

events that would eventually have a bearing

on humanity’s fate in the face of a 21sc cen-

tury mechanized rebellion. Yes, there was

much in the way ofdestruction, mayhem, and

death in both movies, but aside from a few

glimpses into the next century, most all that

gooef stuff took place in today’s world.

Closer scrutiny of the man vs. machine

fight-to-the-death world of the future was

possible only in one’s imagination. But now,

with the aid of an IBM-compatible 386 or

faster computer with at least 1 MB expanded

memory, one can experience firsthand the

Bethesda Softworks version of life on the

rubble-strewn battlefield of the year 2029.

Like the star of the two movies, and the

magnitude of the fictional war itself, Termi-

nator 2029 is awfully large, although its in-

stalled size of 12 MB is a tad smaller than the

14 stated in the game manual. Fortunately, in

an effort to clear up any installation or opera-

tional problems before they arise, Bethesda

has thoughtfully included a small diagnostic

program that can be run right off disk #1

before the somewhat lengthy install proce-

dure is initiated.

Blood on the Circuitry

Terminator 2029 opens with a series of

animated scenes depicting the L.A. war zone

of that year, bearing a strong resemblance to

the first movie and providing a taste ofwhat’s

to come. And certainly, what’s coming isn’t

for soft, sensitive gamers; blood, burnt cir-

cuitry, and spare parts will fly with wild aban-

don. Most graphically disturbing will be the

repeated animation of oneself when things

haven’t gone quite right, powerful plasma

blasts ripping through one’s lower body fol-

lowed by a particularly violent decapitation.

Needless to say, life juices will splatter and

drain over and over again.

Before the gore, however, a little back-

ground and some game basics are required

learning. The plot is basic good vs. evil; evil

being the intelligent machines of “Skynet,”

and good, ofcourse, being represented by the

human Resistance movement. Led by one

John Conner (Sara Connor’s little boy all

growed up), the Resistance has recently made
a stunning discovery central to gameplay.

While probing a Skynet vault, a prototype of

a fully meebanized Terminator unit was

found intact. With a few modifications and

improvements, the Terminator is now ready

to be used against its computerized creators.

There’s Just one catch. Only a few precious

individuals are physically and menrally able

enough to don the “Advanced Cybernetic

Exoskeleton” (ACE). That’s where the gamer

comes in.

The gamer’s task is to run a number of

incursions into enemy territory, laying waste

to the bad guys and defending humanity. The
ulthnate objective of Terminator 2029 is re-

vealed only at the successful completion ofthe

final mission, and that objective is... well,

you’ll have to play the game to find out.

In the meantime, an auspicious foray will

capture more ground for the Resistance, while

defeats will result in lost territory to the

mechanized marauders. Fail several in a row,

and the annihilation of humanity is assured.

Following the aforementioned opening ani-

mation (which inevitably will be bypassed

after two or three viewings), a very visual main
interface is served up. From this screen repre-

sentation of our hero’s subterranean lair,

monikers can be created, games loaded and

saved, statistics viewed, etc. Unfortunately,

TITLE: Terminator 2029

SYSTEM: IBM 1386 with al least 1 MB
expanded memory strongly

recommended. Mouse strongly

recommended.)

PRICE: S69.95

PROTECTION: Documenation Look-Up

PROOUCER/DESIGNER: V,), Lakshman

CHIEF PROGRAMMER: lulian Lefay

PUBLISHER; Bethesda Softworks

Rockville, MD
1301)926-8300
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tliis is che ow^'spot in which a game can be

saved and, since certain individual missions

are particularly difficult (not to mention

lengthy), alternate saving techniques should

have been incorporated.

A Brief Exchange

On to the briefing room, where John Con-

nor and two other superiors explain the cur-

rent situation, supply new mi.ssion orders,

and give the run-down on available weap-

onry. Not to appear prudish, but why is the

one woman in the room (Technician Rachel

Sterner), who is obviously an accomplished

scientist, not only physically endowed be-

yond all natural proportions but garbed in the

scantiest of clothing as well? Is this sexist? Are

Arnold’s pecs chemically enhanced?

The briefing room leads to the ACE Ord-

nance Bay where various weaponiy is loaded

aboard. Six separate weapons can be carried

for each mission, and choices will logically

vary depending upon designated assignment.

Advanced players will have a whole lot more

to choose from, but all armament can be

grouped into three primary categories: plasma

cannons, fusion grenades and missiles.

As each mission is completed, more ad-

vanced armament becomes available and

Technician Sterner becomes increasingly

more friendly, offering a dinner invitation as

reward at one point, which is just peachy-

keen if one enjoys a little female companion-

ship with his radioactive fried rats.

Ace of Spades

Off to war, and the first cool thing to notice

is the pseudo-virtual reality of the game, tem-

pered somewhat by the fact that movement is

ossiblc only through the keyboard’s cursor

eys. Each step—forward, backward, or side-

ways

—

is in pre-designated increments, while

turns are made at 90 degree angles only.

There’s nothing in between. This doesn’t

seem to be the optimal implementation of

movement, especially considering that the

movement system or last year’s Wolfenstein

3D did a much better job and offered both

mouse and joystick support.

Aside from the real-time eyeball view of the

surrounding landscape, the screen is jam-

packed with informative displays, revealing

unseen enemies, damage taken and inflicted,

presently selected weapons, gridmaps of the

immediate area, and more. The amount of

stuffgoing on at anyone instant is impressive,

and getting a grip on it all requires some

experience.

Each mission combines elements of arcade

shoot-em-ups with fighter jet navigation,

weapon selection, and mayhem to the eye-

balls, as well as adventure games with the

occasional branching decision and labyrin-

thine environment. It ain’t easy, but nobody
ever said the salvation ofhumanity would be.

Once engaged in battle, primary and secon-

dary weapons can be co-selected and triggered

by either left or right mouse buttons. The
targets blow up so well that there are no

decimated remains to crunch underfoot. Air-

borne Scorpions and Dragons, land based

vehicles, and terminators alike all just seem to

evaporate.

By the way, care must be exercised when
targeting, as fellow resistance members are on

the field as well. Sadly, they will not recognize

the ACE battle armor as an allied weapon,

and jy/7/ attempt to fire upon Mr. ACE. If

these game little warriors become a might too

pesky, wasting one or two seems to be all in a

day’s work, but any more and the commander
will issue a stern warning. Many is the time

I’ve been tempted to.. .ah, forget it, weapons

aren’t allowed in headquarters.

Fortunately, the ACE suit is self-repairing,

to a point. Minor damage (and much will be

suffered) can be repaired on the run simply

by depressing the “r” key. But repairs can take

some time (several minutes in extreme in-

stances), and this is unfortunate for two rea-

sons: 1) one must be wary of approaching

fiends during the repair procedure, and, 2)

one must be careful not to drift off to sleep

during the repair procedure because it’s just

plain b-o-r-i-n-g. Although a schematic dia-

gram in the corner of the screen features

flashing circuitry, this ceases to be a source of

amusement after the first Few minutes.

Another battlefield complaint has to do

with the radar system, which would be just

great if it worked properly! Too often Mr.

ACE is in the clear, only to be converged upon
from all angles by bad guys — without any

advanced radar sightings. Instantly material-

izing doom machines weren’t supposed to be

part of the deal.

The Seventh Mission of Synthbad

Each mission has a distinctly differing pur-

pose, from recovering wounded compatriots

to recovering important data, or triggering

massive explosions in the heart of an under-

ground enemy bunker. It is when approach-

ing elevator shafts to descend beneath the

surface chat questions are posed, such as, “You

see an elevator. Do you take it?" An interest-

ing element of Tennimtor 2029 that could

have used some expansion is che venerable

adventure game, and I found myself hoping

in vain for a little more of this type of chal-

lenge and a little le.ss fire-fighting/labyrinth

resolution.

This brings us to an important point. Nor-

mally, a dedicated gamer wants desperately to

finish and “win” his or her selected game, but

it wt/srbe interesting en route. Unfortunately,

along about the 1 ,000th destroyed target (and

twentieth maze), Tenninntor 2029 lost this

reviewer. It ceased to be totally engrossing,

and began to feel like a glorified shooting

gallery. Sure things looked (and sounded)

great when being blasted to junk metal, but

how much “killing machine” can one person

be? The answer is: not this much.

Those who are able to win che game in the

optimal seven mission path, may not become

as sated as this reviewer, but f would have

liked to see this product serve as more than a

shoot-’em-up. The fact is that Tenninator

2029 shines graphically, features an interest-

ing premise, and supplies ample audible real-

ism and thunder. It runs as a good computer

game should, bereft of any annoying mid-

play screen freezes.

Unfortunately, the accompanying manual,

chough, designed in camouflage kliaki and

written to get one in the spirit of the game,

falls shy in a number of areas such as equip-

ment explanation, general troubleshooting

tips, and an adequate index.

Finally, a better method of movement con-

trol (namely, joystick) would have immeasur-

ably improved my perception of this game.

I don’t know... maybe if the bodacious

technician offered to take me dining and

dancing in che rubble of post-war L.A., I’d

feel like suiting up once more., .they say love

does funny things egw
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A Company Profile of Legend Software
by the CGW Staff

D uring the dismal gray decades of the Cold War, a monstrous

economic sector reached its fullest stature. President Eisen-

hower warned us about the Military-Industrial Complex in his

farewell address, but the specter ofan evil empire in the East continued

to feed its growth. When, after decades of an uneasy stand-off, the

Berlin Wall was dismantled, the gigantic sector gradually began to

deflate.

One part of that sector is American Systems Corporation, a high-

tech firm that builds systems for Trident submarines and other

military purposes. As the monumental military expenditures of the

Cold War began to be reduced, the executives ofASC decided to invest

in non-defense-reiated ventures. One area of investment was cable

television. Another area was entertainment software.

Mike Verdu, who serves as CEO of Legend Software, was an

employee of ASC during their period of diversification. Actually,

Mike had run his own company, Paragon Systems (no relation to

MicroProse-Greenburg, the former Paragon Software) prior to its

acquisition by ASC. Verdu’s Paragon Systems developed systems

architecture that ASC wanted so badly that

it purchased the entire company. In addi-

tion, Verdu’s companv had done some of

the programming work on Sherlock: Riddle

ofthe CrownJeiuehioi Infocom. Bob Bates,

me designer of Sherlock, and Verdu became

friends at that point. So, when Verdu be-

came aware of ASC’s desire to diversify, he

and Bates presented a business plan wherein

ASC would establish a subsidiary to publish

entertainment software.

The new company was originally slated to

be known as “Gameworlcs, ’ but Borland

objected because of an old package which

they had published under the same name.

The company name was changed to Legend
Software and the original deal looked very

good. ASC knew enough about start-ups that they only expected a

small return on investment if one product shipped in the first year.

Yet, they expected so much of a return on two products that Legend

could not possibly have met the terms for a second round of funding.

As Verdu and Bates were soon to learn, no entertainment software

company is currently making that kind of return on investment. The
partners looked at affiliated label deals, realizing that they were trading

profit percentage for distribution, and eventually signed as an affiliate

with MicroProse. Later, when MicroProse was putting its energy into

going public, Legend elected to move to Accolade’s growing affiliate

program.

Cast of Characters

Legend’s modest goal is to produce four to six quality software

packages per year. To accomplish this goal, the company has assem-

bled a core of vital personnel. Two of these long-term core workers

are Duane Beck, designer/mainrainer of the systems architecture for

the company’s products and Glen Dahlgren, the assistant producer,

composer and programmer who helped clean up the system.

Duane was one of the originals at Legend, having worked with Bob
Bates on Sherlock. He worlced with Infocom’s in-hou.se ZIL (Zork

Interactive Language) during the Sherlock process and remembers
ZIL as being similar to the programming language known as LISPQ.

According to Beck, the code used to construct Legend products is

similar to C. In fact, he says that most of the outside software libraries

they use are in C, but notes that they utilize some graphics libraries

which are written in assembly language.

Having seen code of all shapes and sizes at various software houses,

we expressed surprise at how clean and easy to read the Legend source

code appeared on the screen. Beck explained that Glen had cleaned

up and commented the system architecture

so that all of the game designers could

create a pristine code that is easy to read.

Then, they looked at each other and elected

to share a disclaimer. Eveiyonc at Legend
agrees that Steve Meretzky is an exception

to this rule of attempting to create pristine,

commented code. Meretzky still writes

code as though he is trying to get as much
on the screen as possible (probably because

ZIL’s editor only allowed about 12 lines on
the screen at a time).

'When we asked Duane’s co-workers

what they thought his most significant pro-

gramming triumph was, they uniformly

answered that the data compression routine

was the neatest trick. Because games rake up lots ofspace with text (in

which seven bits are used per character with the last bit usually getting

wasted). Legend’s technical team would manually extract the ASCII
strings and compress them with Duane’s modified version of Huff-

man Encoding. By Spellcasting 201, Duane had automated the entire

process. Now, the text compression offers slightly better than a 50%
compression rate. Gateivays 600K of raw text compressed to just

under 300K.

Glen Dahlgren does triple duty. Not only does he manage all outside

artists and testers, but he wrote almost 1/3 of Gateway (including the

game concept which kept mutating throughout the design process).
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composes most oFthe music (ca. 40 pieces

per game), and implements the sound

effects.

Another key member ofthe cast is Mark
Poesch. Mark docs most of his work on
the Macintosh and then moves it to the

IBM. At the time of our visit, he was

working on problems related to SVGA.
He expressed frustration at the lack of

standards within the industry and noted

that there were at least five different chip

sets for SVGA. He went on to state that

VESA works, but insists that there is sig-

nificant degradation in quality with oth-

ers. His stated objective during the

interview was to integrate high-speed ani-

mation into the Legend games and use

more rotoscoping in the future.

Producer and Director

The management team for the company consists of Mike Verdu,

Bob Bates and Peggy Oriani. The men manage the company, while

Peggy manages all production schedules, public relations, package and

promotionaf design and marketing from her office. Fortunately,

Peggy had run her own design firm prior to helping form Legend. As

such, she is used to dealing with freelance artists and is able to be as

directive or non-directive as she needs to be in getting an interesting

variety ofcover work for Legend products. For SpellcnstingdOl: Spring

Break-, for example, she enlisted Hollywood poster artist Craig Nelson

to provide the glitzy feeling she wanted in the box art.

Bates as president and Verdu as CEO make an interesting comple-

ment to each other. Bates is the de facto creative director and Verdu

is the bean counter. Bates knows game
design from the standpoint of past expe-

rieiice. Verdu wants the games to push

toward higher sales volume and a more
polished interfiice.

Verdu thinks that the text-heavy look

of Legend games gives them an archaic,

outdated feel. Bates believes in storytel-

ling, insisting that text is ncce.ssaiy. Verdu
has a graphics orientation in terms of

interface; Bates has a verbal orientation.

Together, they hope to keep evolving the

Legend interfiice until it becomes soft-

ware that appeals to both orientations.

Raising the Curtain

The one thing that both Bates and
Verdu agree upon is the necessity of careful risk management. Both
have seen production costs, burgeoning staffs, and extravagant facili-

ties put other companies on the market or out of business. So, the

immediate goal ofthe management team is to hit the point ofreleasing

four products per year, making the graphics more attractive, and
developing a more transparent interface. An even better piece of news

is the fact that ASC is planning to sell the company back to Verdu,

Bates, and two other partners over a period of rime.

Perhaps, though, the most ironic factor in the legend of Legend is

that the little company that was begun by a defense contractor has

itself become a government contractor. The U.S. Department of

Justice has contracted with Legend to develop an adventure game
which will teach the implications of the government’s ethics code to

Justice Department employees. Sometimes, even in software legends,

the stoiy comes full cycle, cgw
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Remember when aCRT was a Combat
Results Table and TSR stood for

Tactical Studies Rules (before they

discovered Dungeons & Dragonst) Actually,

both Gary Gygax and Dave Arneson were

excellent wargamers in their day, especially

in the field or miniatures. Now these abbre-

viations, like so much in this wargamer’s life,

have been taken over by computers. Okay,

so I’ve learned that a CRT is also a computer
monitor and a TSR is something I need to

get rid of to run my computer games. I can

live with that. Adapting the “ancient” hobby
of board wareaming to the computer age

hasn’t always Been a smooth transition, but

I will admit to being better for it.

For instance, my circle ofwargamine bud-

dies has more than doubled since I discov-

ered what a computer modem could do
when plugged into a network. About halfthe

war and strategy games that I play arc on
computer and a good many of these are

played with another wargamer via modem.
I download errata and read player’s opinions

on GEnie and other networks. GAPs (Game
Assistance Programs) will be truly coming of

age over the next few years. It’s just getting

better and better, right?

Well, that’s not what I’ve heard. Not eve-

ryone agrees with such a rosy assessment.

Just as there have always been prophets of

doom and gloom in the boardgamc industry

(where even I have joined the chorus in

hopes ofthere being more introductory level

games that could be used for hobby recruit-

ment), so there are those who say that com-
puter wargaming can’t survive. I'hat strikes

me as odd since the average board wargame
will do 2,000 - 5,000 unit sales where com-
puter wargames tend to start 5,000 and,

with the Tikes of Command HQ_ and The

Perfect General as examples, can easily weigh

in at around 75,000 copies sold. Ifyou count

Sid Meier's Civilization as a wargame, I

wouldn’t be surprised to hear that it had sold

around 200,000 copies.

Frankly, I’m not worried about the death

of wargaming. I’m too busy enjoying them
and trying to keep up with the plethora of

new releases every year. When I started out

in this hobby back in the eatly 70s, it was

easy to buy every new release and eat your

losses on the turkeys. With the price and

quantity ofnew wargame releases these days.

like you, I read the reviews carefully and
really appreciate a good strategy article or

replay to help me get the most value out of

my wargame purchases. I just wanted every-

one to know tnat I’m not kiddingwhen I say

we’re all in this together — wargamers
bound by our love of this hobby.

Old Business

At press time, we were a few names away
from filling the roster for the Empire Deluxe

tournament. Next issue, look for the who’s

who in computer wargaming tournament
play to be posted in these pages. Those who
have registered early have been practicing

and sending in feedback by Email and I am
pleased to say that this is shaping up to be

quite an exciting event.

The feedback is just coming in on the

Pacific War coverage. Generally, it seems

that it was enthusiastically received. There

was a lot of material presented and the vast

majority of you felt it made an excellent

inclusion for the game. We have no other

features of that girth planned for any time

soon, by the way.

New Business

I’ve been spending some time with Aide de

Camp from HPS Simulations. The more I

fool around with that program, the more I

like it. Hopefially, I’ll get a full review in

soon. Without even reading the documen-
tation, I’ve managed to put the entire map
for GDW’

s
popular board wargameA House

Divided on my hard drive and have almost

finished the counters. Soon, I’ll have a com-
plete, graphic play-by-Email kit. It works for

virtually any board wargame and rumor has

it that the publisher/designer, Scott Hamil-
ton, has been in touch with many board

wargame companies concerning this prod-

uct. Perhaps the “big crossover” between

board and computer wargames is closer than

many think.

In the meantime. I’ll be heading up to The

Computer Game Developer’s Conference.

There, I’ll meet with the likes of Sid Meier,

Mark Baldwin, Dani Bunten and so forth.

Wliatever wargaming dirt is to be found

there, you can Bet youts truly will be rolling

in it to keep our readers abreast. Until you
turn to these pages to “read all about it,” try

to rememberwhatCRTsandTSRsare. cgw
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Opponents Wanted
Those wishing to place their own (free) ads need only send us a postcard (or use the

Notesscalon of the RID card), letter, FAX [714-283-34^4] or li-Mail (Prodigy

[EXPT40B], CompuServe [76703,622], The Sierra Network at Box 1048, GEnic
and America On-Line [CGW]). Generally, we run them only once, so send another

each time if you want to keep your name listed! The ads themselves should serve as

reasonable examples as to how to 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 direa by modem can be listed (trading

save game disks or even face-to-face).

• Atleast one (possibly more) telephone numbcr(s) must be included. Do notforget

the area codetinA 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) recognize it when they see it on their phone bill.

We reserve the right to edit all Opponents Wanted ads to our standards of taste

(such as they are).

The Networks
The following arc voice contact numbers for many of the various on-line nenvork

services that connect gamers. Call them for more information on these networks.

America On-Line: (800) 827-6364

CompuServe Information Service: (800) 848-8990

Digital Dreams Network: (800) 274-2814

GEnic: (800) 638-9636

Multi-Player Games Network; (800) GET-GAME
National Videotex (NVtel): (800) 336-9096

Prodigy: (800) 822-6922 x556

The Sierra Network: (800) SlERRA-1
USA Today Sports Network: (800) 826-9688

Bulletin Board Systems
Thunderbolt! BBS in Chicago, IL now offers online entertainment with Poker,

Bkickjack, Bingo, Galactic Empire, Zorgon, Qiiestfar Ma^c, The Arena rind Flash

Games{"Th(t Next Generation’ ofonline gaming). Play RPGs with online multi-sided

dice! Eric Spanitz, SYSOP. Modem settings 8-N-l, 300/1200/2400. Phone (312)

248-4822.

Hack and slash your way through the real-time, multi-uscr game Legends, featured

on The BatboardTBBS in Columoia, MO! True action awaits, as well as over

30othcron-lincgamingchallcngesincluding>lA'’6'/Pr(;Foo//’////, role-playing, strategy,

trivia and casino games. Prizes awarded for top scores, full access on your first call (and

it’s FREE!). Over 1 gig of free downloads, FidoNet echoes (including GAMING) and

the adult role-playing game The Wild Side. Call (314) 446-0475, 24 hours a day.

Opponents wanted For XSHIP, a space conquest strategy game. The game is played

via BBS with two to ten players per game. Game turns update as fast as the players take

their turns. For more information, call the Battlefield BBS in North Babylon, NY at

(5 1 6) 669-0522 300/ 1 200/2400 8-N- 1

.

Call the Missile Silo BBS. Contestants wanted for HQ, E-29 Retaliator and many
others. Tournaments to be held soon. Files, message base and (soon to come) on-line

games. Bunning on Telegard 2.5 7 days a week, 24 hours a day. Located in Skokie, IL

outside of Chicago. Call (708) 581-1735. Mention this notice in CGW for no-hassle

access validation.

HARPOON USERS UNITE! The Harpoon Users’ Group (HUG) invites you to

join the ranks of its members. HUG publishes the quarterly newsletter C3I which

features articles on design tips, game strategy and tactics, weapons platform informa-

tion, //rttpooH product development and much more. HUG also operates the Haipoon
Scenario Warehouse BBS where members have access to hundreds of user-created

Harpoon scenarios. Our BBS can be reached at (718) 746-7466. Information on

joining HUG is available on the BBS or by sending a sramped, self-addressed envelope

to our new address at: HUG. PO Box 5138, Bryan. TX 77805-5138.

The Delphic Oracle is an all-gaming BBS. Play RPGs {AD&D, GURPS], play-by-

cmail games {Diplomacy, ASL), Empires at U4zr(a Napoleonic on-line game) and

other games on-line. Find modem game players. Ganienuisters and players wanted.

Simi Valley, California (805) 582-9004 [2400 8-N-l] Free access.

The Imperium BBS is looking for modem gamers like you! Tourn;iments are run

for Knights ofthe Sky, Command HQ. The Perfect Generalznd Global Conquest {^kssi to

name a few!). We have online games, message base and 3 gigs of files, too. Call one of

our three nodes in Middleton, NJ at either; 1200/2400 (908) 706-0342; 9600 v.32

(908) 706-0305; HST Dual Standard 38.4 (908) 706-0321.

The World of Windows is looking for some great game players like you! Try you

skillandcompeiefor monthly prizes. Drag racing excitement at TheMotor City

Raceway, a fishing tournament at The Freshwater Fisheiy, play in the Touniament

Golf^zmc or even pick your favorite NFL team and play some Pro-Bowl Football In

/?P(7r there is the post-apocalyptic horrors in The LandofDevastation, warriors collide

in The Pit, explore ShiBauas Dungeon or conquer the galaxy during Trade Wars

2002. For Strategy games, try our ChessMagic chess tournament, deluxe versions of

Scrabble wnd Blaclqackot solve a murder at the Who-Diin-lt Hotel Modem settings

are 8-N-l, 300-38400. There is free access and thousands of Windows games to

download for off-line enjoyment. Call today at (305) 751-3117.

The Electronic Estates BBS in Oak Lawn, IL invites you to join their Tradewar
2002 game. Fly your spaceship, battle the Ferrengi and other traders. Download
TWRULES.ZIP before starting. Once you start, you may not restart for 4 months.

Only 150 players maximum per game. Call (708) 424-6136.

Space Station Aragon welcomes all adventure gamers lo call (206) 277-5489 in

Bellevue, WA. This unique board features free downloads of the latest demos from

many major software companies and text files on subjects like Star Trekmd Star Wars.

Take part in our forums to discuss and get hints on the latest games. Take a break and

play one of our adventure doors. Sysops Ilibard and Tiern.

Dune BBS is seeking modem gamers like you! Modem warrior message area and

on-line games. Running on remote access 1.1+. Operates 24 hours/day, 7 days/week.

Located in the Milwaukee, WI area: (414) 571-0584 at 2400 - l4.4k: 8,N,1.

Do you play Spaceivard HoRMc you tired of beating 19 smart computer players in

a small galaxy? Want a re;?/challenge? Try fightingthe most deadly, devious, dastardly,

dangerous, diabolical, couble-crossing dealers of death and destruction this side of

Deneb. In other words, against players just like you. Join the Ho! Down BBS for

national multi-player games of 5/v7Cf7t'i7rrfA/o/Call with your modem setae 8-N-l. We
support 300 - 14400 baud rates at (206) 577-8868. Mention this notice in CGW and

get one month of full access (up at a SI 0 value) for free. C’mon and “test your metal!”

The Elfspire Tome is a fantasy role-playing GM resource bulletin board featuring

role-playing echos, on-line games, fantasy clip art and much more. Baud rates between

1200 - 9600, call (415) 595-2387.

The Mac Commonwealth BBS is metro New Orleans, LA is sponsored by the

National Home & School Mac User Group, a nonprofit organization promoting

leisure and learning on the Mac. Our multi-line system features over 1 gigabyte of

downloadable files, with emphasis on games and educational material. On-line maga-

zines, Usenet newsgroups, OneNet™ conferences and Internet e-mail. Support hie

sections for over 60 commercial games! FirstClass™ graphic user interface. All lines

support 1200 - v.32bi5 14,400 access. For information on BBS and group activities,

send inquiries to NHSMUG, P.O. Box 64064 1 , Kenner, LA 70064. BBS line 1: (504)

837-7984.

The Gaming Connection BBS in Everett, WA specializes in connection modem-
to-modem players. Give it a call at (206) 742-4044, 24 hours a day. Join a Gaming
Ladder and make new friends to challenge. Empire Deluxezwd Harpoon sctcizctos, plus

access to everying (including over 5,000 files) available on your first c.ill!

The PC Powerhouse BBS challenges you to join in the fun. Great on-line games

include Tradewars 2002, Blackjack, 7%e Pit, Sink 'em. Battleship and more. Over 6,000

files to download including all the shareware games from Apogee and EPIC Mega-

Games. 300 - 14400 baud, call (703) 348-1423 in Lexington, Virginia.

Conventions
Adventure GanieFest ’93 will be held May 21-23 in the Portland, Oregon area.

Board, computer and miniature gamine of all genres, both tournament and open

gaining, will be featured. There will be door and event prizes, a games auction and a

miniatures painting contest. Pre-registration is $15 for 3 days, $12 for 2 days or $7 for

1 day. To be held at the Oregon Convention Center, 777 MLK Jr. Blvd. (Union

Avenue), Portland, OR. Contact: Adventure Games Northwest, Inc., 6517 NE
Alberta, Portland OR 97218; 503-282-6856 or 206-574-GAME.
The Gen Con Game Fair will be held August 19-22, 1993 at the iMECCA Center

in Milwaukee, Wisconsin. Meet some of your favorite editors from Computer Gaming

World magazine, live and in person at their exhibitor booth! For more information,

write to Gen Con Game Fair, PO Box 756, Lake Geneva, Wl 53147 or call (414)

248-3625.

Origins ’93 will be held July 1-4, 1993 at the Tarrant County Convention Center

in Fort Worth, Texas. For more information, write or call; Gemeo, PO Box 609,

Randallstown, MD 21 133; (410) 298-3135.

By Area Code
Seeking opponents for Global Conquest. Please call Steffen H. in Wilton, CT at

H-(203) 762-0541.

Local opponents sought for The Perfect General Command HQ, Empire Deluxeznd

others in the Seattlc-to-Arlington area of Washington state. Call voice at (206)

252-4838 and ask for Leonard Coyle. The 24-hour modem number is (206) 742-4044.

New York City gamer seeks opponents for The Perfect General Please call Scan at

H-(212) 661-2330.

Looking for opponnets in modem gaming: Perfict General (with the WWII disk),

and F-15 III- Call any time, leave a message if not home or ask for Jerry. H-(3!5)

622-2204.

Opponents wanted for SVGA Air Warrior. Call iMark from Bryan-College Station,

'IX atH-(409) 764-9509.

Scekinglocal opponents in the Pittsburgh area to play The Perfect General Conquered

Kingdoms ot Command HQ. Please call Jim K. at H-(4l2) 884-7197.

San Francisco area gamer seeks modem opponent for Air Warrior. H-(5 1 0) 525-0930.

I am seeking opponents to play any of the Vfor Weroty battle sets and/or The Perfect

General I live near the Pentagon (North Virginia / DC; area codes 703, 301 and 202).

Call me, Robert Merrick, at H-(703) 243-3598 or send me E-mail on GEnie at

[R.Mcrrick].

Seeking local opponents in the Charlotte, NC area to play The Pefcct General

Knights of the Sky or other strategy/flighc sim games by modem. Contact George

“BuLba" Miller at H-(704) 567-9718.

Seeking opponents for professional football simulation, Tom Landry Strategy Foot-

baltm the Hawaii area only. Contact me at H-(808) 423-9487.

Sergeant “Shifty” Pierre challenges you to the battle "In The Middle Again” from

The Perfect General Ix:avc public message on Electric Estates BBS (815) 886-0109. I

live in Chicago, IL. Cannon fodder welcomed!

NewJersey player looking for (preferably) local opponents in Attack Sub, Knights

ofthe Sky or F-I6 Combat Pilot. Currently only can support 1 2()0bps play, however.

Will upgrade to 2400bps or more if there are worthy opponents out there! Please call

Gordon at H-(908) 225-5362 or E-mail on Prodigy at [RWMM lOA].

Care to Juke? F-15 SE III nr Falcon 3. //opponents wanted. Local calls only. Call

“Q” at H-(916) 339-1704. cgw
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C
z/fwoffers players a chance co become

a rcspccced leader in ancient Rome—
ihe civilization which lormed the basis

lor our modern western society. Just as a

modern city contains a startling contrast of

remarkable accomplishments and societal

discrimination, so did a city oFancient Rome
contain a similar variety of achievements and

injustices. Coincidentally, just as it isdifFicult

mu;; Cai.'s.ir

SYSTHMS: IBM (3(J(iSX+ recommon(li.'cl)

GRAPHICS IBM; VGA
i’UICi;: $39.95

J’RCJTtCTION; None
DtSICNtK: Oavid Lesier

PUliLISHtK: lm[)re';5i(jns

r.irminglon. CT
(203)676-9002

to resist comparing a Roman city with a mod-
ern one, it is also dilficulr to evaluate Cnesar

without also drawing comparisons to Maxis
Software’s Sim City. At Fu st glance, the simi-

larities between the two games are more strik-

ing than their difFerences, and die newer game
could easily be mistaken as a sequel for the

older favorite. However, for those who en-

joyed Shn City., yet wished for more buttons

to push, knobs to adjust and wires to reroute,

Caesar will provide all of these things and
quite a bit more. Caesar is a major strateg)'

exercise. Indeed, as one minor empire official

was said to have remarked, “If you can’t start

an imperfect, flourishing society here, then

brother, you can’t start an imperfect, flourish-

ing society.”

Playing Pontius Pilate

Rome, at the time ofthe birth of Christ, was

enjoying its success as an unchallenged, rap-

idly expanding empire. Opportunities to ex-

pand Roman rule to unsettled provinces were

plentiful. Caesar takes place during those

peaceful years, and requires the player to rule

such a province. Given some limited cash, the

amount of which depends on the level of

difficulty selected, players must begin to es-

tablish order. The major portion of the job

involves setting up that province’s capital city

— wherein Sim CVVyvctcrans will feel most at

home. However, matters such as inter-city

trade, connections with the empire, and de-

fense against barbarians, arc all handled out-

side the city’s protective walls. Players who
successfully govern a province are rewarded

with a more difllcult area to supervise, along

with a more restrictive budget. Waiting at the

end of this line of provincial governorships is

the title of“Emperor” and the presumed abil-

ity to then exploit other provincial rulers.

Others may find themselves figuratively ex-

iled to Gaul like Pontius Pilate.

Taking place in rapid-motion real-time,

CaesarwsQs. an intuitive point-and-ciick inter-

face. Construction is accomplished by select-

ing an icon representing a structure, and then

placing that structure on an overhead view of
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the terrain. Unfortunately, players must often

switch to another menu of icons in order to

remove unwanted objects. An ever-present

“bulldozer” function, such as that available in

Sim City, would have been highly appreci-

ated.

There are many structures from which to

select and over 4(3 icons are required to cover

all of them. The icons are separated into four

sub-menus, so as not to appear too confusing.

In addition to cliese icons, players will also be

dealing with lists of buildings, industries, bar-

barians, soldiers and more. Initially, this

seems a burdensome amount of information

through which to plow. However, once Cae-

sar is up and running, most players will be

delighted with the degree to which the small

pieces come together as a well-orchestrated

whole.

mSHElEllllBSS 6259
j

What Did The Romans
Ever Do For Us?

Within the capital city, players must estab-

lish and maintain a system ofroads, protective

walls and plumbing. Collected under the

heading “infrastructure,” these represent the

city’s blood and circulatory system. Roman
populations were dependent on an extensive

water system and were very fond of their

baths. (3ther such vital structures include sol-

dier barracks and prefectures, towers, wells

and fotmtains. A very important facility, also

included here in several varieties, are the pub-
lic forums which act as centers for govern-

ment and information. Overlying this

infrastructure, the government is responsible

for providing housing, industry, amenities,

schools and major centers of entertainment.

Without enough of these, a region of roman-

tic Romans may soon become a roost

of rowdy rioters.

The goal is not simply to flood the

Romans with buildings and institu-

tions. Quality housing and jobs are

vital to success in Caesar, and this calls

for some careful planning. Eight dif-

ferent types of factories may be con-

structed, depending on the economic
advisor’s research. These workshops
require a nearby industrial center to

supply raw material, as well as a mar-

ket to sell their products. All of these

centers also require nearby housing

for workers. Unfortunately, these

nearby houses are destined to become

the city’s slums and will fail to enjoy the same
increase in value as will other housing. Dis-

gruntled factor)' workers are also more prone

to violence, and so extra police and religious

influence should be close at hand to control

this group of unhappy campers.

Adding to the city’s resources are the Plebe-

ians, or “Plebs.” Not considered citizens ofthe

empire, these unfortunates have been drafted

into public seivice and must therefore be

given proper care. The Plebeians, who around
this time in history were demanding a voice

in government, are responsible for such mun-
dane tasks as construction, maintenance and
fire prevention. They are also available to

serve as soldiers, although their limited quali-

fications clearly mark them as the “Gomer
Pyles” of the Roman army.

The analogy between a city ofancient Rome
and one of modern times breaks down, of

course, at the capital’s boarders. Thirteen dif-

ferent races of barbarians wander the prov-

ince, all ofwhom await the opportunity for a

most unfriendly visit. Soldiers, organized into

cohorts, must be given instructions for their

patrol as well as how to respond to approach-

ing barbarians. Any army which engages an

enemy must also be given strategic instruc-

tions for each round of battle. Impressions

indicates that players will soon be able to

mount a miniature-based, fully realized battle

with their forthcoming Cohort 2, an inde-

j)endent strategy game which will interlock

with Caesar.

Should the barbarians beat at the city’s gate,

a well-fed militia is vital if the city is to be

protected; otherw'ise, buildings will quickly

begin to crumble. Investing heavily in the

armed forces is both an effective and popular

way of strengthening the city again.st disaster.

Drafting citizens is less costly, though far less

popular with the population. In any case, the

barbarian threat is one which will plague play-

ers throughout their career in Caesar.

Quality of leadership is rated at the forum
in four categories: Peace, Culture, Prosperity

and Empire. However, money speaks far

more eloquently than any forum member,
and rulers, through taxation, must show a

profit each year. This essential ingredient for

success may be the most elusive goal in Caesar.

The empire demands an annual tribute which
increases with each payment. Rulers may
draw a salary for their efforts and then donate

their savings to the city when it is needed.

Aspiring leaders who are unable to pay off the

empire after several years may finally be forced

to donate their heads to the Roman hierarchy.

Lend Me Your Ears

Players with an AdLibos SoundBlastercom-
parible sound board will be treated to isolated,

though frequent, sounds of the city. Water
flows, factories h'ammer, and the population

converses loudly. A somewhat repetitive mu-
sic score is also available. The graphics are

quite pleasing, and include enough animation

to make the city seem lively. The number and
variety of buildings which appear in the city,

however, is so great that players may easily

become confused as to each one’s identity.

Regulating the flood of information and

minutiae in Caesar is its thorough, 135 page

instruction manual. A separate tutorial is also

included which painstakingly guides the be-

ginner through such subtleties as the differ-

ence between right and left mouse-clicking.

There is also an admirable amount of on-line

help in the form of text-windows which de-

scribe the function ofeach of the game’s many
icons. While Caesaris indeed a major project,

all aspects of the game are clearly explained

somewhere in the game’s packaging. In addi-

tion, Impressions has also been very active on
various bulletin boards (including Com-
puServe, GEnie and Prodigy) and the tele-

phone, offering players technical and strategic

advice.

Forum or Against Him

Early on, many players may find

themselves leaping onto their CPUs,
fiddle in hand, while their province

collapses in flames beneath them. With
time and effort, however, Caesar pro-

vides that rare quality in strategy gam-
ing — an experience whose rewards

prove equal to its challenges. While the

casual gamer may view the program as

a meal with one too many courses,

Caesar goes far beyond its Sim-City

origins and provides the serious player

with a real lion’s feast. Hail, Caesai\
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Y our ennnes thunder through the Listfew
second of touchdown burn. You crack

the cockpit and take a deep breath ofan

alien world, the exotic air is still thick with the

stench oflaserfire and burning metalfrom your

recent victoiy. Somewhere a cow moos.

This is the wide and woolly universe of

Spaceward Ho! from New World Comput-
ing, a space exploration and exploitation

strategy game with a decidedly Old West
theme. Apart from the novelty of its chrome,

this game deserves a closer look for three

reasons: it’s designed to be played by up to 20

human or computer players; it can be played

on either one computer or a network and has

a version specifically for use with Windoius;

and, in this reviewer’s humble opinion, it is

the Holy Grail of strategic computer games
— the entertaining, introductory strategy

game.

HO! is about exploring alien worlds,

spreading colonies, and pummeling those

sheep men from the system over yontfer. The
entire game, in both D05 and Windows witr-

sions, is driven by a point-click-drag mouse
interface that’s both highly intuitive and

highly graphic. There’s nary a tedious step in

the game. This game is meant to be learned

while playing. As the manual states in the

Ultra-Quick Ho! Instructions: "'Play with the

bar charts to adjust spending. Click on the

messages in the map to make them go away.

Dragfont one star to the other to move ships.

Experiment. Conquer the Galax)'.” That’s

pretty much all one needs to know in order

to get started.

In keeping with the galactic cowboy theme,

the graphics and sounds immerse the player

in a Gunsmoke-gonc-mad universe. Some
fighter ships bear slingshots or have dog’s

head nose cones. All the player’s planets have

white cowboy hats to mark them, while en-

emy worlds wear sinister bandannas or som-

breros, and ships acknowledge their move-

ment orders with a shout of “Hyaal” or

“Whoa.” A melancholy cowboy even drawls

“Shucks!” when a player’s world is destroyed.

In keeping with the designer’s philosophy,

combat is simple and straightforward. It con-

sists ofa number ol automatic combat rounds

in which each surviving ship gets one shot.

The higher tech the weapons, the bigger

chunk of ship that can get wiped away; the

higher the shield tech, the smaller the chunk
that is wiped away. Worlds are destroyed in

the same way, except that it is chunks of

population that are lost, and the entire planet

only gets one shot per round. The winner is

the last one standing. There are no retreats.

“Thar’s Metals in them
thar Planets!”

The only resource in EIOIxs metal, and its

only purpose is the building of ships. Unless

one wants to tecl like Custer in a space-suit,

one shouldn’t run out of metal. The only way
to acquire metal is to form a colony on a

planet and then mine the heck out ofit. There

are no points for environmentalism in this

game, though putting too much money into

mining is less efficient than spreading it

around to terraforming and shipbuilding.

These are the only three activities than can

occur on a world.

The initial size of the galaxy one chooses

and the number of players involved in the

game will determine whether metals are plen-

tiful or scarce, and no matter what, they will

always get scarcer as the game goes on. Keep

this in mind when creating a game — a

crowded galaxy is a lean and hungry galaxy.

As to the ships one can build, there are only

four basic types but each has a seemingly

endless supply of shuffle-card graphics based

on one’s tech-level. My initial feeling was
disappointment when I learned that I could

only construct Fighters, Scouts, Colonizers,

or Defensive Satellites, but with play came the

realization that the tech-level angle gave me
an incredible variety of choices. Yes, the only

real combat ship is the Fighter, but within

that class I could design anything from a

cheap, fast gunboat to alumbering battleship

as long as I kept up the research. The longer

the game goes, the more design choices one is

given; and of course the ship graphics are

entertaining as all heck. I have seen friends

pour all their empire’s money into research,

not because they needed the tech advantage,

but just because they were dying to see what

the next tech-level fighters would look like.

TITLE; Spacew.irt) Ho!

SYSTEM; IBM (DOS & Windows versions)

GRAPHICS: SVGA, VGA, EGA, Hercules Mono
PRICE; $59.95

PROTECTION; Norre
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“Whaddya mean they

got Repeater Rifles?!”

In any kind ofwarfare, the technolo^ level

of one’s various weapon systems is ac least as

important as the number ofthose weapons (as

a certain snappy dressing Persian Gulf Dicta-

tor recently discovered). This law is reflected

heavily in HO! and the price for ignoring it is

usually severe. Tcch-lcvels are achieved by

investing an empire’s finances into research.

Of the five ship characteristics, weapons and

shields are the most important ones to keep

up with the Jones’ {though the other three

have some important and sometimes vciy

subtle effects on combat and exploration).

Four fighters can defeat almost 20 fighters

that arc unfortunate enough to be three tech-

levels behind in guns and defense. I’ve seen it

happen; it’s not a pretty sight. Luckily the

game supplies a player comparison chart that

allows one to .see graphically how far ahead or

behind the pack a player is.

Further on the subject of technology, here

is an important tip for any novice cowpokes

out there that the advice section ofthe manual

doesn’t stress quite enough: A fast ship is n

happy shiplYou can embroider that one into

your chaps, little buckaroos.

“We don’ need

no steenidng Grognards!”

This game, while fast, furious and amusing,

is not a paragon of subtlety and detail. The
primary objective here is for a number of

people to iiave a laugli and be able to play a

game out in an hour or two. (This assumes

eveiy player has their own terminal. Dou-
bling or tripling up players on a single com-

puter slows things down correspondingly, as

they play musical chairs). If one feels tliat in

order to conquer the stars one needs to com-
mand the loading and unloading ofcvciy can

of Zippy rocket fuel and carry every colonist

screaming and kicking in their individual

travel bags, such a gamer should probably

avoid HO!.

Tactics here are superficially simple. Tech
is good. Numbers are very good. Protecting

worlds is good. Achieving these things has

been kept purposely quick and abstract in

order to speed up play. To quote again from

the documentation: “Fufi is our mimber one

goal, and we have sacrificed realism for fiiu

everywhere we could. ”

I have been a wargamer for most ofmy years

and a big fan of Spaceploitation computer

games since the glory days of the C-64, and I

found myself nowhere near as disappointed

by the simplicity of this game as I thought I

might be. In fact, the only thing the I nave

iliffictilty with is that the turns are over so

quickly. The urge to ponder each and every

little planet and ship is almost overpowering

when one first plays this game, but one soon

realizes that it’s all being handled and it is

sufficient to just get along with enjoying the

game. Even at the maximum size and com-
plexity of an empire, an average turn

shouldn’t take more than five minutes at the

outside. This is “beer and pretzels” gaming at

its finest.

“The gang’s all here!”

Though this game can be played quite well

as a single player game, its real strength and

beauty lies in its connectivity. I have been

running it on a Windows for WorkGroups

network and it plays like a charm. I can only

assume it runs as well in other network envi-

ronments. Organizing a multi-terminal game
is quick and easy, and the turns compile very

quickly on 386 machines. This game’s devel-

opmental history on the Mac shows in its

smooth functioning in an icon-driven, multi-

u,ser environment. New World has taken

great pains to make computet players blend

in with their human counterparts so that a

large game in the workplace becomes a game
of guessing who is an artificial intelligence

and who is the real McCoy. The computer

players take on ordinary first names, will

name their ships using human names from

previous games, and will adopt their own
strategies. Tliis is a game that can give Bill

Gates nightmares; a 20 player game of HO!
means an entire Microsoft team gets nothing

done on a Friday afternoon.

Even with multiple players on a single ma-

chine it is enjoyable, however. In fact, HO!
makes a great “companion” game whenever

one is playing one of those boaidgames that

has long, complicated turns with a bunch of

friends, just set up HO! on the old comp in

the corner and everyone can do their turns

while waiting for action at the kitchen table.

One can finish in the rime it takes to play an

average game of Monopoly.

The Big Round-Up

Even a game as well made as SpaceiuardHO!
has some minor drawbacks, the largest being

the way some games can grind down duo to

lack of metal. I think this flaw is pretty much
intrinsic to the design, bur most times there

is a smart player who has stored away enough

raw metal to administer the coup dc grace io

most of his or her opponents. One should
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keep this in mind during any long, drawn out

fights with other players. It is very frustrating

to have a great fight for an hour or so and then

realize one is stranded because there isn’t

enough metal to build a new colony ship.

This can even happen to experienced players

if they get caught in the middle of the map.

Also, considering this attrition factor, there

should have been a command to force the

computer to declare a winner based on hold-

ings and technology. As it is now, a player has

to wipe out everybody else in order to win and

end the game, which rarely happens in larger

games.

The lack of modem support is odd and

slightly bothersome in a game that stresses a

multi-player environment. Perhaps tliis over-

sight can be corrected in later versions. A
mythical upgrade might also give a player a

couple more combat options; I know it would
be awfully nice to screen those valuable col-

ony ships or retreat from combat altogether

sometimes. But perhaps this is the wargamer

in me asking for unneeded complexity.

Apart from this, HO! (.\otis what it sets out

to do and makes no apologies. In these days

ofdubious marketing techniques for software

it is refreshing to have a product that delivers

exactly what the box advertises. Here is a

game that is simple to learn and difficult to

master. The entertaining chrome and light

feel of this product draws in many people who
don’t usually enjoy strategic computer games.
This alone makes it unique in the realm of

Spaceploitation games and certainly worth its

space on a hard drive for a long, long time.

Now, if you'll excuse me,
1
got a wild ship

to catch and a galaxy full o’ hombres to tame.

CGW
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General Grog Nard
Woos Victory

Successful Strategy in Spaceward Ho!

ur^i r! This Command Center isn’t Spar-

tan, it’s Nouveau Francais!” an-

nounced General Grog Nard.

“Oui, Oui.” announced his aid, Bcrnaise.

“But you are not here to admire my etchings

...I don’t think. You are here to learn the

secrets of mastering Spaceward Ho!, no?”

“Ho! know? Yes.” says I.

Grog Nard grinned and leaned back. “I

think ofVictory as the rich merchant’s daugh-

ter, and myself as the young officer with

overdue gambling debts: she mustho. courted.

You will find your way of courting Victory,

but here are three secrets I employ to winning

her hand: spend lavishly on technology, be

coy in early colonizing, and be chintzy with

metal.”

Tech, Always More Tech!

“To fight efficiently you must have technol-

ogy superior to your enemies. Of course, you

may win a desperate engagement here or there

without it, bur, like good health and French

wine, there is really no substitute.

“Technology has a hidden benefit as well as

the obvious ones: your planet-based tech-

nologies improve immediately upon reaching

a new tech level: no ship redesigning or up-

grading is necessary. When a half million

people fight with national will and superior

technology, no puny half-dozen-ship fleet can

overcome them!”

by Roger-Tzu White

“'fliis National Will, he is a good general,

no?” chimed in Bernaisc.

“1 recommend that technology never be any

less than the longest bar on your budget chart,

and over halfyour spending most ofthe time.

The only time to deviate is when getting your

first colony ship built. Colonies are impor-

tant, and to make them you need a colony

ship.”

Maintaining Colonies

“Colonics provide you with the good things

in life; metal, money and bases. But, Moa
Dicu, they are expensive at the start! It’s im-

portant to keep up the appearance of great

rowth, but, regrettably, you must not live

eyond your means. Think of each new col-

ony as a mistress. Start with one that is easy

to develop— one with a temperature in the

1 00- 1 40 degree range. As long as it is coloniz-

able, don’t worry about how favorable the

gravity is on this first world; gravity doesn’t

affect how fast a world can become profit-

able—temperature determines that.”

The general smiled and continued, “Lavish

money on this charming child-world. Make
it grow quickly so it will cease to burden you

quickly. Start another colony only when this

first child is moving toward self sufficiency.

Your second colony can be cither another

attractive colony world or a metal world. If

it’s a metal world, move in, mine it quickly,

and then move out. In the early game be quick

to abandon colonics. Extract what you desire

from them and leave without a second

thought.”

The great strategist pondered for a mo-
ment. “Under some circumstances, your early

exploration will uncover a world like this:

.95G, 350 temperature and 20,000 metal.

The attractive gravity means this will be a

great world for you some day, but the hostile

temperature means it will take a long time to

develop. In the early years, treat this world as

just another meta! world: mine it, then move
out. Come back later, after you have turned

one or two other worlds profitable, to terra-

form this gem.”

“Why, monsieur?” interrupted Bernaise.

“Because,” the general patiently explained,

“Your earliest goal must be to build a techno-

logical lead over your neighbors and a modest,

two to three world economic base. Ideally,

you can do this with a small pack of scouts

and a single colony ship, all at technology

level two or three. The temptation is strong,

but don’t build any more ships than you

ab.solutely need.”

“Oui, mon general, bur why not build a

fleet to extend your great glory to all the

stars?”

“Don’t get saucy with me, Bcrnaise! You
don’t build Le Grande Armada early because

it’s another drain on your resources — re-

sources that need to be spent on colonies and

technology, technology, technology! An early

fleet will soon be a puny fleet. It will use up

precious metal, and it will become obsolete

before it leaves the design table.

If an opponent launebes a determined as-

sault, or occupies a key world, build enough

fleet to foil him or her. Other than responding

to threat, build only enough fleet to protect

your colony ships and open worlds for them.

Move around enemy strong points rather

than through them. The galaxy is a big place.”

“But when, mon general?” asked Bernaisc.

“The middle phase is the time to build large
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fleets, CO mine extensively, and to colonize

worlds you passed up in the early years. This
is the time to have two or three colony ships

active and an armada of fighters for each to

clear the way. As critical as the beginning era

is, the middle phase is just as critical. The
middle game is when you establish how much
metal you will have for the end game and how
large an income base you will have to keep

pushing your technology. There will be many
large fleets cruising the galaxy in the middle

game. Your computer opponents will show
up on your planetary doorsteps with armadas
of six to twelve fighters with five- to seven-

level technology. You need to cither kill the.se

fleets outright or stay out of their way by
marooning them.”

Bernaise’ eyes widened, “How do you ma-
roon an armada?”

“Simple. Keep colony ships away from it.

The enemy will jump as deep as his or her

technology allows. If such an armada jumps
deep into your territory and you can identify

where it came from, take chat launching

world and hold it. Ifa colony ship can’t follow

the armada, the enemy ships will sit harm-
lessly until you can bring up a more powerful

fleet to ‘salvage’ its metal."

A slight pause accentuated the import of the

previous advice. Then, the general continued

the lecture. “To win the middle game, you
must have a technological edge. To finance

the technology you need profitable worlds,

but the more colonies you have, the more
money and metal it takes to ring them with

defensive ships. The balancing or these neces-

sities is a most delicate task. So, when in

doubt, spend on technology. A technology

lead will accomplish the same defensive role

as launching satellites, but without using met-

al or extra money for equipping each planet.

Technology saves metal, and you need to be

chintzy with your metal in the middle phase

ifyou are to be a leader in the end.”

The End Is Near

Bernaise could contain his curiosity no
longer. “When does the end game begin?” he

asked.

“The end game begins when metal runs out.

Most of the galaxy’s metal will be in ships or

treasuries about the time computer players

start making 7th to 9th level fighters. When
the metal runs out, the average technology of

a silicon opponent fleet skyrockets, but the

number of ships in the fleet declines. And
once the metal runs out, recovering from a

large fleet loss becomes very difficult.

The general, pointing to a flickering com-
puter screen, continued Bernai.se’s education.

“The end game has three distinct charac-

teristics: First, there is no free metal left. Ifyou

want more metal, you must .scrap your own
ships or destroy an enemy fleet over a world

you either own or will take at the end of the

battle. In the end game metal is power. How
much metal you own completely determines

how large a fleet you can muster.”

“Second,” he elucidated, “worlds lump into

three categories: mature-friendly, dead and
mature-enemy. The mature enemy worlds

sport 200,000 or more people armed with

high technology weapons. Even though they

have no ships around them, they are safe from

your fleets unless you attack with a dozen or

so technologically superior fighters. Sending

small scouting expeditions becomes expensive

in the end game. The scouts will either live to

report a dead world or die reporting an en-

emy-occupied world and leave their metal to

the occupier.”

“Third,” pontificated the officer, “it takes

forever to jump technology levels, and even

longer to design a ship that takes advantage of

the new technology once you’ve acquired it.

For instance, I often find myselfusing the first

third of my budget for building 1 0th level

ships; the second third devoted to finishing

my first 1 2th level fighter; and the remaining

third devoted to researching 13th level tech-

nology. I am building 10th level ships simply

because I don’t have enough money to spend
to finish the 12th level in time to fight the

battles that need to be fought. Once the first

1 2th level comes on line, I cut off 10th level

production immediately, build 12th level

ships, and start designing the 13th level ships

my technology can finally support. If my
metal needs are acute, I stop fighting, scrap

the 1 Oih level fleet and reconstitute the metal

as 12-lcvel ships.”

The general winked conspiratorially and
continued, “Ifyou have the metal and tech-

nology to make one ‘hammer’ fleet for the end

game, you will win. If not . . . stalemate is not

an uncommon ending."

“What’s a hammer fleet?” queried Bernaise.

“A fleet so large and technologically ad-

vanced that it can hammer mature worlds

into submission without the loss of a ship.

This fleet then moves from world to world
followed by a colony ship. Use this fleet to

reduce and colonize planets. The more ma-
ture planets you control, the more income
you will have to devote to technology and the

faster your technology will progress. The one
thing you want to avoid above all is breaking

your hammer— either by facing an opposing

large fleet or a mature world so large and
advanced that your fleet is destroyed. Even if

you have the reserves to replace this fleet, you
have given thousands and thousands of units

ofscarce metal to one ofyour opponents. This

metal will come back against you as a high

technology fleet hammering your worlds.

Human versus Silicon opponents

“I understand this game can be played by

many people,” commented the younger offi-

cer.

“Many people? True indeed! This is one of

the finest games this year for many-people

play! To have a game that is so easily played

yet supports such subtle tactics is a most

pleasurable breakthrough.

“The designers have cast off the shackles of

accommodating NetBIOS and modems.
They have designed purely for Windows and

use a shared file on a network drive as the

communications medium. The result is a

game that’s surprisingly easy to start, accom-

modates perhaps ten players without getting

bogged down (I’ve faced as many as five at one
time), and does an excellent job ofcamouflag-

ing the human-computer difference. It’s an

excellent multiplayer game.”

“In fact,” asserted the general, “the game’s

major weakness is that with many players,

there will be early losers, and these people will

be looking for something else to do. But there

is a solution. One of the virtues of Windows
is that it can multi-task, so start a second game
of Spaceivtird Ho!. All the players can enter

this second game, but those that haven’t lost

in the first game can invoke robot play in the

second game and concentrate on playing in

the first game. As people fall out of competi-

tion in the first game, they can take over their

position in the second and keep playing there.

If a person is a fast mover, he or she can play

in both games.”

“Thank you. General Nard.”

“Any time, mon frere, and remember
—

”

“Your etchings? I’m not sure when I’ll have

the time
—

”

“No, No!”

“If I may, mon General, remember: Tech-

nology, toujours technology.”

“Thank you, Bernaise.” cew
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Jim Dunnigan*s v/ctory"aft Sea

I
n early February, I sat in on meetings chat

the press rarely gets to be a part oh Pro-

duction meetings For games are generally

not very exciting and, except I'or obtaining

“rumors of wars,” not very newsworthy.

Mowever, when the subject is a particularly

ambitious wargame design like Three-Sixty’s

Victoiy at Sea, and when one of the personali-

ties involved is the dean of board wargaming

and celebrated

author, James F. Dunnigan,

there could easily be a story.

Such was the case during a

critical stage in the develop-

ment of Victory at Sea.

Defining Victory

Victory at Sea may well be

the most ambitious wargame
project from Three-Sixty to

date. Since the game is to be

built on an entirely new
game engine, as specified in

Dunnigan’s design notes,

the primary purpose of these

meetings was to translate

Dunnigan’s boardgamc de-

sign into a computer game design.

Jim Dunnigan has designed over 120 board

wargames, most ofwhich appeared during the

1970s. Although he is well versed in com-

puter technology (his latest book, a 1 993

revision of The Complete Wargames Hand-

book, shifted a great deal of its focus to com-

puter wargames), he is not a stace-of-che art

computer programmer (he considers it “a

spectator’s sport”). 'Fherefore, when he de-

signed what was to become Victory at Sea “on

spec” (putting together spread sheets, tables

and some rudimentary algorithms) with co-

designer Al Nofi (who Jim describes as the

‘ primarv data digger for the game), they put

three months of research into a multi-page

information package that the programmers of

Three-Sixty were to work their magic on.

Unfortunately, programming a computer

game from what is essentially a boardgamc

design is not exactly a snap. There are things

that are easily done (and easily corrected when
done wrong) in a boardgamc

design that are a nightmare

to program. When program-

ming The Perfect General, for

instance, Mark Baldwin and

Bob Rakosky of White Wolf
Productions told me of the

many challenges they faced

translating Bruce Williams’

home-brew strategy

boardgamc that he had

played and evolved over

many years of playtesting.

Now, try to imagine pro-

gramming a boardgamc de-

sign that doesn’t even exist as

a boardgamc. No matter

how talented the two sides

arc, there will be some inte-

gration problems, and that’s where things

started getting interesting.

Lights, Camera, Action

At these meetings, Jim Dunnigan was in his

clement. Holding court for the programming

team in the same way he docs at all his lectures

and in his guest shots on television, Dunnigan
explained the entire war in the Pacific, subject

by subject. How were land-based air units

transported to island bases thousands of miles

from where they were produced? Dunnigan
explains that “jeep carriers” were built on

merchant ship hulls and used to ship disas-

sembled fighters packed in crates. Lectures on

Japanese merchant .shipping losses and their

submarine supply system emphasized some of

the gaming issues to be solved. Once all ofthe

issues were on the table, it was time for every-

one to put their heads together and try to find

as many solutions and elegant implementa-

tions as possible.

Victory at Sea design group

Fortunately, for every problem, the solution

was to turn to history and use it as a baseline.

With Dunnigan serving as a walking encyclo-

pedia on the subject, his quick moves to the

wall map or computer screen resolved these

matters and set the direction of every prob-

lem's solution with some ea.se. Occasionally,

there would be “game play” element prob-

lems. With so much board and computer

gaming talent in the room, many solutions

were suggested and “case of u.se” features de-

vised by the assembled crew.

Where’s the Steak?

Naturally, as the dialogue went back and

forth, additional game feaitires were consid-

ered or reluctantly dropped due to various

|im Dunnigan,
"Dean of Analytical l-lislory"
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conscraints. Philosophically, Jim Dunnigan
believes chat “I'hc player should have access

CO eveiyciiing that won’t blow up the game.”

Currently, Victoij at Sea is slated to run con-

tinuously at about an hour per “tick.” The
scale, however, will telescope between a stra-

tegic map (akin to chat found in SSI’s Pacific

Wai) and an operational or tactical game
where players have more direct command of

the individual battles. Ever)' ship is named
and tracked individually except for PT boats

and Japanese DTs (anti-submarine patrol

boats), [.and units are all named at the divi-

sion level, although there are many inde-

pendent brigades, regiments and even some
battalions. The modeling of leaders, leader-

ship and politics will be, if- included, a remark-

able .system.

Victoty at Sea, in the campaign game, as-

sumes that the Japanese cannot win the war

in absolute terms. Basically, victory will be

measured by beating the historical result. The
Japane.se must hold on longer than they did

historically, and the Allies must beat the time

clock and keep their casualties down. Once
Japan is isolated by Allied air control and its

merchant shipping sunk, cither the Emperor

will surrenderor there will be a coup in which

the Japanc.se military leadership decides to

fight to the last man (which would force the

Allies to conduct their “Operation Olympic”

plan—the invasion of the Japanese home is-

lands). In the scenarios, objectives will be

“weighted” along historical values.

Pans of modem and PBEM gaming could

find no good news in the discussions along

that line. Implementation was described as

“difficult” and the chances of including such

features “remote.” The tactical game should

ofJer a lot, a.ssuming it all makes it into the

game. Pactical naval battles (there is little

chance of a tactical air or land combat game)

should show task forces from a top-down

view. Two options were discussed, “realistic"

and “player enhanced” modes. In the realistic

mode, the player is glued to his flagship and

can only i.ssue orders to other ships which

lho.se ships may or may not follow. Sighting

will be restricted to whatever that ship could

see, including enemy gun flashes at night if

the smoke and weather are not too heavy. In

the player enhanced mode, one can jump
from ship to ship, selecting targets and ord-

nance for them and seeing the world from

each individual ship’s perspective. With any

luck, there will be a film replay of the battle,

lifting the fog of war and showing what actu-

ally happened.

Finally, fans of Gajy Grigsby’s Pacific War
have not been ignored in the production of

Victoty at Sea. Mr. Dunnigan is a major pres-

ence on GEnie (he is the designer and organ-

izer of GEnie’s 100 Years U^/rrgame) and has

closely fol lowed the discussions ofPacific War
there. When di.scussing potential features to

add or remove from the Victory at Sea

the feedback of wargamers on GEnie was

heard loud and clear. “Oil is popular,” Jim
Dunnigan commented between sips of a

highly caffeinated soda, “So is politics.” What
will become of these and other wargamer
requests in the finished product of Victory at

Sea remains to be seen, but one thing is

certain; both the designer and the program-

ming team would love to put it all in, if they

could.

A Theme (and Theme Music)

Of course, the best design in the world isn’t

going to matter much if it doesn’t sell. So,

Dunnigan met with the Marketing Depart-

ment at Three-Sixty, as well. His mission was

to explain in his inimitable style what Victory

at Sen was supposed to be and why it would
be special. During the engaging monologue
which ensued, the picture became clear: Vic-

tory at Sea was to be a wargame with an

on-line history book included with it. It could

be just as easily .sold as an on-line history book
with a complete simulation included with it.

For those who have not made the connection

yet, Jim Dunnigan was the editor of Strategy

d“ ladies magazine for eleven years (1969-

1980) during the “glory” days of board war-

gamiiig. That magazine’s philosophy,

beginning the day Jim took over as editor, was

tol-te a militaiy history magazine with a game
included which would underscore the lc.ssons

covered in the main article ofthe issue. Victory

at Sea has set out to be the modern day,

computerized equivalent of those cla.ssic is-

sues.

Using a hypertext system similar to that

used in popular encyclopedia programs, play-

ers can interrupt the real-time play and call

up relevant historical text for any point or

action occurring on the map. This text will

have key words highlighted so that players get

more detailed information on them, anil a

complete table of contents and index will

organize the approximately 100,000 words of

text. (Dunnigan did mention that, “four

books from now” — equaling two years on

his schedule — his publisher. Morrow, will

publish the text as a separate c.400 page

book.) Sadly, it does not look as though Dun-
nigan’s on-line history book will be able to be

printed and merged at this point (word proc-

essing code, apparently, is not a game pro-

grammer’s bailiwick). The marketing types,

of cour.se, were intrigued with this whole

concept, but the hard-core wargamers will

also be pleased to know that they are getting

two Jim Dunnigan/Al Nofi products in one,

a dynamically designed computer wargame

and a complete history book packed to the

margins with data and written in their articu-

late and concise style.

The crowning touch came when Project

Manager Rod Graves announced that the

copyrights to the moving, Richard Rogers

soundtrack from the late 1950s TV series,

Victoty at Sea, had lapsed and would be avail-

able for the game. This soundtrack, com-
bined with the ambient video and the

hypertext reference, is designed to add a lot of

“sex appeal” to Victory at Sea, potentially

moving the product into the broader reaches

of the market.

Wliere Credit is Due

’Fhree-Sixt)' certainly deserx'es a nod for

allowing us to observe their design and mar-

keting meetings. Seldom does the pre.ss get to

sit in meetings concerning the difficulties of

design integration or the schemes of market-

ing. Ironically, one ofjim Dunnigan’s books

is entitled Dirty Little Secrets. That’s what 1

felt 1 was getting for this story. All the sources

were opened, everyone spoke freely about the

good, bad and ugly ofthe design and market-

ing of a major wargame release. Having been

witness to the 99% perspiration involved in

the creative process, I believe that most war-

gamers should be thankful that theirs is the

most enjoyable part of the process—playing

the finished product. If Jim Dunnigan and

’Fhrcc-Sixcy can translate their ideas and ide-

als into program code, Victory at Sea should

be a decisive victory' for every wargamer. cew
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An Annotated
Listing of Pre-20th

Century Wargames

by M. Evan Brooks

A survey of games based in this period

was originally published in CGW475
(October 1990). With the large num-

ber of new games being released annually, we
felt an updated version necessary. The pre-

20th century period continues to be a ne-

glected wargaming realm, with the games that

are published emphasizing a few specific pe-

riods. But there are large periods of history

which have yet to be touched: the Pelopon-

nesian Wars, the Thirty Years War (1618-

1648), Byzantine warfare, and the “Age of

Sail” for example.

Even in the short time since the first appear-

ance of this list, the character ofthe computer

market has change dramatically. The gaming

industry is no longer shifting as rapidly

among different computer types as it once

was. During the 8-bir era, games had to be

produced for different machine types, each of

which was completely incompatible with its

competitors. Today, the MS-DOS machine

has gained a virtual domination of the mar-

ket, but incompatibilities within the MS-
DOS market itself are becoming more varied

than the 8-bit market ever was. DOS 5.0 and

expanded memory have become necessities;

CGA graphics are extinct, and newer games

require SVGA graphics cards; clock speeds

below 33 MHz are becoming unsupported,

and it is likely that the machine of the near-

future may be the 486-66. The games them-

selves arc growing ever larger, and it is not

unusual to have a game with ten high-density

disks. Sound support also causes a disconnect

benvecji machine use, and there is no fix likely

to appear.

In checking the CGW Hall of Fame, be

sure to understand the obsolescence built into

the ratings. It illustrates games that were

unique and successful when released, and not

necessarily those on the “cutting edge” today.

It is doubtful if the computer world will ever

develop its classics like Monopoly of the

boardgame genre. Those games that do

achieve classic status will only be seen by

newer generations of users if the simulations

are converted into newer machine formats.

Thus, surveys such as this are updated and

revi.sed so that the user may have some indi-

cation of what is/was available. It should be

noted that the ratings are an individual pref-

erence, and do not necessarily reflect the

opinions of the publisher of this magazine.

Ratings deteriorate over the years, since the

“half-life” of a computer game can often be

measured in months.

Please note platform availability; a five-star

game on an Atari 800 that is several years old

is not of the same sophistication as a new
product designed for an SVGA PC 486-33.

However, it has been given its rating for what

it did, to a lesser extent what it still does, and

perhaps for the place it holds in this reviewer’s

heart and memory. Of course, the designers

look askance at these ratings, and often deluge

the magazine with voluminous complaints.

Again, these are intrinsically subjective, and a

di.scriminating reader should be able to tem-

per the ratings with this writer’s normal re-

views in order to ascertain the inherent biases.

In all candor, I have intentionally taken steps

to reduce the ratings of older games; the

computer market’s “flavor of the week” sim-

ply ainnot sustain an older platform vehicle

and product.

Prices are difficult to determine for older

games, since they are so heavily di.scounted,

a.ssuniing they can be found at all. Thus, be

aware that the prices are only a rough guide-

line. Also, since this guide is for reference, one

should be aware that prices shift downward
rapidly.

If any readers have additions/correc-

tions/modifications, please send them to me
in care of this magazine or via modem (on

GEnie, address: M.E.BROOKS; on Prodigy,

HFTN43A).

LEGEND (NA = Data nor available)

LINE 1— Tide

LINE 2 — Machine Format: (Ar)ari/{C)ommo-

dore/(Ap)ple II/(T)RS-80/n(GS)/(Am)iga/(ST)/

(M)acintosh/(I)BM;

CGW Articles: Issue #’s in which game was

mentioned (bold print refers to major article);

Company/Designer/Date of Piiblication/Price

(O/P = Out of Print)

Rating:

0 = Good use as a magnet holder
* = Avoid
*' = Marginal
’** = Average to Good

= Very Good
***** = Highly Recommended
N-R = Not Rated

LINE 3 — Difficulty Level: (Beg)inner/(Inc)er-

mcdiace/(Adv)anced

Emphasis:

(Laiid)/(Nav)al/(Air)/(Dip)lomacic/(Econ)oniic

Level of Command: (Tac)tical/(Op)erational/

(Scr)accgic

# of Players (M = modem play)

Tactical: man-to-man up to company level

(turns represent seconds to hours)

Operational: battalion-level to division-level

(turns represent hours to weeks)

Strategic: corps-level to theater army or higher

(turns represent weeks to years)

• Military Organization:

• Fire Team 2-3
• Squad 9-12
• Platoon 40 - 50
• Company 1 20 - 150

Pane 136 Oiinpiiler Gaiiiinn World



B
• Battalion

• Brigade
• Division

• Corps
• Army

500- KOOO3.000-
5,000

10.000- 15,000

20,000 - 80,000

100.000

-

up

AIDEDECAMP
(I) MPS; Scott Hamilton; 1993; S79.95: N/R
Int/Land-Nav-Air/Tac-Op-Str/l

Not a game as much as a gamer’s aid. This utility

program will ;issist one to convert any board war-

game to computer output, albeit without the AI.

Once hies are created, games can be played by
E-mail. A library of boardgame conversions by
veteran gamers is already under way.

ANCIENTART OF WAR
(Ap/l/M; #5.2) Broderbund; Dave and Barry

Murniy; 1984; S44.95;
*’*

Beg/Und/Tac/1

A t;rctical rendition of various “battles,” this prod-

uct was an enjoyable game, bur any relation to

history is purely coincidental. Some of the scenar-

ios are unbalanced, but the game is easy to learn

and has its own scenario editor,

ANCIENTART OF WARAT SEA
(Ap/l/M; #4l,CGF Winter 1987) Broderbund;

Dave and Barry Murray; 1 987; $44.95;
“*

Beg/Nav/Tac/1

Using a system similar to Ancient Art of Wa)\ it

plays well as a game, but not as a serious study. In

fact, optimal tactics herein encourage use ofsingie

sliips to defeat enemy fleets as opposed to fleet

actions. Sad to say, it is the only game of rhe “Age

of Sail” on the MS-DOS platform.

ANCIENT BATTLES
(I; #59) CCS; R.T. Smith; 1989; $39.95; ”+
[nt/l.and/Op/1-2

One of the more serious simulators, this covers the

Battles of Hydaspes (326 BC), Zama (202 BC),

Cynocephalac (197 BC), Pharsalus (44 BC), and

Chalons (451 AD). The graphics were not inspir-

ing when released, but they are functional, and a

scenario generator allows user expansion.

ANNALS OFROME
(Am/C/i/ST; #58) Electronic Arts; PSS; 1988;

$29.95;’'^+

lnt/Land/Str/1

A grand strategic view of the Roman Repub-

lic/Empire, this simulation offered many innova-

tive concepts. However, it was graphically dull and

suffered from a lack of completeness. Despite its

(ktws, it succeeded on many levels. (Note that the

16-bit versions are much more playable than the

8-hit ones)

ANTIETAM, BATTLE OF
(Ap/Ac/C/I; #27) Strategic Simulations, Inc.;

Chuck Krocgel and David Landrey; 1985; 0/P;

Adv/I.and/Tac-Op/1-2

A detailed simulation of the Civil War battle,

Antietinn is a relatively accurate iiistorical depic-

tion (although the map is reversed, with north

being portrayed at the bottom of the map).

McClellan’s “slows” are depicted in a frustrating

lack of command control which reveals just how
golden was his opportunity to destroy the Army of

Northern Virginia in a set-piece battle.

ARMADA
(1/ST) PSS; Peter Turcan; 1990; 0/P;

Adv/Nav/Op/I

A British product, this covered the defeat of the

Spanish Armada (1588) by a motley crew of Eng-

lish adventurers, opportunists and patriots. Using

a “commander viewpoint” and ryped-in com-

mands, it is somewhat difficult to learn the basic

system, but it presents a unique perspective, cf. also

Waterloo, Borodino.

AUSTERLITZ
(Am/C/I/ST; #70) Cornerstone; Steplicn Beckett

and Steven Krenek; 1990; $49.99;

lnt/Land/Op/0-2

The Napoleonic Battle of Three Emperors, it is a

logical successor to Krentek’s earlier products [Na-

poleon At Waterloo and Borodino: 1812). Incre-

mental improvements did not disguise the fact that

the graphics were obsolete when released.

BANDITKINGS OFANCIENT CHINA
(Am/I/M; #65, 88) Koei; Kou Shibusawa; 1989;

$59.95;

Adv/l.and/Op-Str/l

A “simulation” of 12th cencuiy China, the game
utilizes magic as well as Chinese medieval strategic

play. One of the more esoteric computer games

ever designed insofar as subject matter is con-

cerned.

BATTLES OFNAPOLEON
(Ap/C/1; #57,60,83) Strategic Simulations, Inc.;

Chuck Kroegel; 1988; $49.95; ***+

Adv/Land/Tac/1-2

A detailed tactical study of the Napoleonic Wars,

this product may lack the graphic flash of some

more popular designs, but its play value and his-

torical accuracy mandated its acquisition for any-

one interested in the period. Included scenarios are

portions of the Battles of Borodino, Auerstadt,

Qiiatre Bras, and Waterloo pliiSA scenario editor.

BLUE& GREY, EDWARD GRABOWSKI'S
(Am/I) Impressions; Edward Grabowski; 1993;

$69.95; N-R
lnt/Land-Nav/Op-Str/1

A forthcoming simulation of the entire American

Civil War.

BLUE POWDER/GRAYSMOKE
(Ap/C/I; #35.CGF Winter 1987) Garde; Ralph

Bosson; 1987; 0/P; %
Int/Land/Tac-Op/1-2

A Civil War metical game covering portions of the

Battles of Sharpsburg, Gettysburg, and

Chickamauga. It utilized an interesting graphical

approach, but one which became tedious and dis-

tracting. An ambitious design, but one which did

not meet with critical or consumer success.

BORODINO: 1812
(At/C/I; #41) Krentek; Steve Krenek and Stephen

Beckett; 1987; $59.95; **+

Int/Land/Tac-Op/ 1 -2

The Napoleonic battle covered in an operational

approach, the game is playable, although the

graphics are not state-of-the-art.

BORODINO
(I/ST) PSS; Peter Turcan; 1990; O/P; **+

Adv/L.and/Op/1

A British simulation of the Napoleonic battle util-

izing the “cominander’s-eye” approach (cf. Water-

loo, Armada). Never released in the United States.

BROADSIDES
(Ap/At/C; #4.3) Strategic Simulations, Inc.;

Wayne Garris; 1983; O/P; ***+

Beg/Nav/Tac/1

Probably the most successful ship-to-ship simula-

tion of Napoleonic warfare, it had good entertain-

ment value. While some maneuvers are

over-simplified (c.g. tacking), it remains the stand-

ard. While load time can be time-consuming, this

writer still pLiys it on an Atari 800.

BYFIRE &SWORD
(1) Avalon Hill; Steve Estvanik; 1985; O/P; 0

int/Land/Op/1-2

A semi-historical abstraction of medieval warfare

that’s simply not worth the disk it’s copied on.

CAESAR
(Am/I; 103,104) Impressions; David Lester;

1993; $59.95;*"+

Inc/Land/Op-Srr/

1

Sim City in Rome. Begin as a low ranking Roman
bureaucrat and work up to “The Purple.” More of

a game than a simulation, but it can be fun.

CASTLES
(Am/I; #79,86) Interplay; Scott Bennie; 1991;
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S59.95;**

Iiu/L;uid/Tac/1

Construction and defense of Middle Ages upseale

residential housing; graphically well-done and in-

itially fitscinating to watch, Gisllcs can quickly

heconie somewhat tedious, Is tliere a game in here,

or is it a software coy?

CASTLES: THENORTHERN CAMPAIGN
(I) Interplay; Brian Fargo; 1992; $29.95;

**

In t/Land/Tac/1

An expansion to Castles, with additional scenarios,

CASTLES ri: SIEGEAND CONQUEST
(I; #96,99,102,103,105) Interplay; Vince Dc-
Nardo; 1 992; $59.95; '’*+

lnt/l.and/Op/1

The sequel to Castles, only emphasizing gameplay

at a higher level. Much more of a wargame than

the former, and worthy ofexamination oy anyone

interested in the period.

CENTURION: DEFENDER OFROME
(Am/i; #74,85) Electronic Arts; Keilyn Beck;

1990: $24.95;^*+

lnt/Land/Op-Str/1

A graphical tour de force—^a historic tour defarce.

(dtariot racing, glacliatorial combats, and detailed

military battles would seem to be the answer to an

Emperor’s dream. However, its relation to histori-

cal versimillitude is coincidental.

CHAMPION OF THE RAJ
(Am/ST/I; #78) Level 9; NA; NA; NA; N-R
Int/Land/Str/1-6

A strategic struggle to achieve British control and

dominion over the Indian sub-continent in the

heyday of Imperialism.

CHANCELLOR OF THE EXCHEQUER
(Ac; #4.3) Mach-ina; R.C. Chiofbio; 1983; O/P;

Int/Land/Str/I

An economic simulation of the British Empire,

this is a text-intensive product. Very dated, but it

remains an interesting simulation.

CHARGE OF THE LIGHTBRIGADE, THE
(Am/ST/I) Impressions; Edward Grabowski;

1991; $49.95: N-R
lnc/Lancl/Tac/1

A recreation of one of the most idiotic militar)'

“battles” ever fought. Mediocre graphics and poor

user interface; available in Britain only.

CHICKAMAUGA
(At; #5.3) GDW; Worlds to Conquer; 1985:

0/P;' +

Int/I.and/Tac-Op/1-2

A boardgame company’s foray into the computer
simulation market. 'I'he game was marred by poor

graphics and slow play.

CHICKAMAUGA, REBEL CHARGEAT
(Ap/Am/Ar/C/I; #40) Strategic Simulations,

Inc.; Chuck Kroegel; 1987: $14.95: ”+
lnt/Land/Op/1-2

Another ofSSI’s Civil War battles, this covers the

subject quire well, although the battle itself often

degenerates into a confused slugfest through the

ubiquitous heavily-wooded terrain.

CIVIL WAR
(1; #51) Awalon Hill: Steve Estvanik;

Adv/Land/Op-Str/ 1 -2

Based on the Victory Games boarilgame of the

same title, this product covers the American Civil

War (1861-1865). It shows how one can take a

highly playable boardgame and turn it into an

unplayable computer ‘‘product.” Marred by in-

complete rules, incomplete graphics and incom-

plete programming. Civil stands out clearly

in any “Crowd of Losers.” Interestingly enough,

Avalon Hill promised a corrected disk, but don’t

hold your breath.

SID MEIER’S CIVIL WAR (working title)

(I; #105) MicroProse; Sid Meier; 1993(.’); N/R
Int/Land-Nav/Op-Srr/I

Not even the title is finalized, but maven designer

Sid Meier is expected to produce another block-

buster. Only the Eastern Theater will be covered;

historically, the East was a stalemate, while the

theater ofdecision proved to be the West. Like No
Greater Glory, victory will be determined by
whether or not Lincoln can manage to win reelcc-

tion in 1 864.

CIVILIZA TION
(Am/M/I; #92,93,94) MicroProse; Sid Meier;

1991; $69.95:

Int/Laiid/Str/l

A “Sid Meier classic” covering civilization from
4000 BC to 2 1 00 AI). More addictive chan crack,

it should come with its own warning label. I'he

only deficiency is that it is so rich and textured that

the documentation is incomplete, thereby almost

1988; $35; necessitating the purchase of a companion book.

LOOKING FORASPORTSTITIE?

CALL FOR CURRENT PRICING AND

SAME DAY SHIPPING.

THE PLAYBOOKOF SPORTS-RELATED SOFTWARE
If you'rea computer sports fan. you wont to know whotsoftwo re is available, howsimilor

titles compore, end you wont the lotesi releoses ot ottroctive prices. Tbot's why our

complete Ploybook describes dozens of strotegk simolotions.^^wesome action

gomes, and specialized utilities from little known sources. We ^^^wont to be your

source for hi-tech sports . The Ploybook is free with oil phone ond moil orders.

AaiON
CAUNDARS

CARD COLLECTING
GAMES

HANDICAPPING
TiUVIA

SIMULATORS
STATISTICS

CereBel
BOO 747^9fl8:fi17 576-6700

675 Moss Ave • Cornfaridge MA 02139

wcPAYcmfORimme/ums
ako Nintendo, Super Nintendo, and Sega Geneas

We want your current used games*

1 -800-377-8578
call for authorizotion before shipping

WE SELL USED GAMES
IBM, Nintendo, Super Nintendo, Sega Genesis

All games are tested & IBM disks virus checked

Call for current title availibility .

WE ACCEPT

VISA/MastefCard

Most items shipped same day. S5 UPS/$7 2nd Day Air

’Gomes must be complete with oil disks & printed materials and in the

original box. Incomplete games will be returned at your expense.

GAMER'S GOLD • 1 008 W. 41 st Street • Sioux Falls • South Dakota • 571 05

Citric Reader Service #56
Circle Reader Service it40
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CLEAR FORACTION
(Ac; #4.6) Avalon Hill; Michael Stradley; 1984;

$5.00:0+

Inc/Nav/Tac/1-2

Napoleonic naval warfare, thi.s “Age ofSail” simu-

lation may still be overpriced at the current asking

price. Marred by poor graphics, poor interfiice and

marginal encertainmenc value.

CLIPPER
(Ac) PBl; John Bayes; 1982; O/P;*
Beg/Nav/Tac/1

An "educational” simulation (with all the baggage

that entails), this simulation represents a voyage of

an 1850 Clipper ship attempting to deliver its

cargo and maximize its profits. Its high point (?)

lies in teaching the player b;isic compass direction

(0-360 degrees).

CONOR
(Relea.scd in the United States as Fighting For

Rome. See below.)

COHORT II

(I) Impressions; I’.dward Grabowski; 1993;

$29.95; NA
lnt/Land/Tac/1-2

An upgrade of Cohort. For those owning the first

release, an upgrade is available for $14.95. Aside

from an upgrade of graphics and gameplay, the

new version is part ofan interlocking game system

module with Cacsitr, allowing the user to “drop

down” and play out the tactical battles.

COLONIAL CONQUEST
(At/Ap/C/S; #5.5) Strategic Simulations, Inc.;

Dan Cermak; 1985; 0/P;

Beg/l.and-Nav/Op-.St/ 1
-6

A strategic simulation of the I'Airopean attempt to

dominate the globe in the 19ch Century, this is a

ver)' playable, albeit ahistorical, game. Supply and

logistics are non-existent, and some strange results

occur (e.g. Japan invading Africa with 1,000,000

troops), but as a light diversion, Colonial Cojujnest

can be fun.

COMPUTER NAPOLEONICS: The Battle Of
Waterloo

(Ap) Strategic Simulations, Inc.; John Lyon and

Joel Billings; 1980: O/P; N/R
Adv/Land/Op/1

The first computer simulation ofNapoleon’s most

famous battle. Being one of SSI’s very first games,

it is clearly dated.

CONQUEST OFJAPAN
(Am/1) Impressions; Kdward Grabowski; 1992:

$59.95;

Int/Land/Tac-Op/

1

Pseudo-historical game of medieval Japan. It is

marred by a user interface that is difficult to use

and a random setup which makes any pretense m
history purely coincidental.

CONQUERED KINGDOMS
(I; #100,102,103) QQP; Bruce Williams and

Thurston Searfoss; 1992; $59.95; '*+

Int/Land/Op-Str/1-2: M
A game of medieval strategy and fantasy. While

gameplay is high, this reviewer admits to a distaste

for obscuring decent wargames with fantasy ele-

ments.

DA WN OF dVILIZA TION
(At; #4.2) SuperWarc; George Schwenk; 1984;

O/P; N-R
Beg/Land/Tac/ 1 -4

Players lead a band of primitive hunter-gatherers

in their daily struggle to feed themselves and fight

back marauders.

DECISIONA T GETTYSBURG
(I; #72) Tiglon; JcllVey R. Wickersham; 1990;

$49.95;*+

Adv/Land/Op/ 1 -2

An operational simulation ofthe Gettysburg Cam-
paign, its “new” graphics (VGA) were not suffi-

cient to overcome the lack of a friendly user

THE ROAD
FROM SUMTER

TO APPOMATTOX
June 25, /86I . . . "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.

RES:
• 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.

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

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.

$54.95

plus $5.00 S&H

TOTAL $59.95 US

• IBM or AMIGA
• Must have:

1 MB H.D., Mouse,

inboard, 286 or more

.imw /yy.?
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interface. Being the first VGA wargame did little

to render this other than a market flash-in-thc-pan.

DECISIVEBA TTLES OF THE CIVIL WAR I

(Ap/C/M/I; #49) Strategic Studies Group: Roger

Keating & Ian Trout; 1988; $40.00;
”*

lnt/Land/Tac-Op/0-2

The Bunlejront sySKm adapted for the American

Civil War. SSG products inspire either vast admi-

ration or marginal distaste, with their emphasis on

“fog ofwar” and lack ofcommand control. Covers

the Battles of Bull Run I-II, Shiloh, Aiuietam,

Fredericlcsburg and Chancellorsvillc.

DECISIVE BA TTLES OF THE CIVIL WAR II

(Ap/C/I; #54,65) Strategic Studies Group; Roger

Keating and Ian Trout; 1989; $40.00;
'**

lnt/Land/TaC'Op/0-2

Sec above. Covers the Battles ofGaines Gold, this

product is an arcade-like African explorer game. It

owes its ancestry more to Hollywood [King’s Solo-

mon's Minesi than to history.

HIGHSEAS
(Ap/I; #43) Garde; Ralph Bosson; 1987; $49.95;

Int/Nav/Tac-Op/1-2

An Age ofSail simulation, this product emphasizes

joystick maneuverability. Graphics are somewhat
convoluted, as is overall game play.

HOUSE DIVIDED, A: BULL RUN
(M/1) Three Sixty: Atomic Games; 1 993;NA;N/R
lnt/Land/Op/1-2

Part one of a scries to debut in 1993. Similar to V
For WWII design.

HUNDRED YEARS WAR
(All; #100) GEnie; Jim Dunnigan and A1 Nofi;

1992;S6.00/hour; “*+

Im/Land/Op-Scr/!-300; M
The English-French Wars (1337-1453), with em-
phasis on all facets of socict)' — both strategic,

operational and tactical (ranging from indivituial

jousting to attempting to produce an heir). A
thoroughly rich and textured ambience produces

a unique gaming experience, but one that will

require extensive time for full play. Estimated total

cost per game may be in the range of $300.

INCUNABULA
(I; #5.5) Avalon Hill: Steve Estvanik; 1985; O/P;

Int/Land/Str/1-4

A Civilizntio?i-iypc simulation, one must attempt

to found a lasting culture. Political/military from

the macro-scale, with marginal graphics.

JOAN OFARC: Siege & The Sword
(Am/ST/I; #68) Broderbund; Carlo Perconti;

1989; $44.95;”+
lnt/I.and/Op/1

The first game released covering the Hundred
Years War (or an aspect thcreoO, Joan Of'Arc is

more of an arcade game than a serious simulation.

Adequate graphics and coverage of a hitherto ne-

glected period of warfare do not fully make up for

a series of arcade sequences couched in a historic

milieu.

LEGIONNAIRE
(Ap,C: #2.6) Avalon Hill; Chris Crawford; 1982;

O/P; ”+
Int/Land/Tac/l

A Cliris Crawford sequel to Eastern Front, it was

LEGIONS OFROME
(Ap/I) Aigis Circle; NA; NA; NA; N/R
xxx/1

L'EMPEREUR
(Am/I; #92,95) Koei; Koii Shibusawa; 1991;

$59.95;*+

Adv/L-Nav/Op-St/ 1 -2

Napoleon’s career as seen through a very different

perspective. Most of Koei’s previous efforts had

been devoted to the East (cf Genghis Khan, Nobu-
naga’sAmbition, etc.), and this was their first prod-

uct to cover a period more familiar to Western

culture. As such, it was a failure. There was little

ofthe ambience of the Napoleonic Era, and tactical

combat seemed to yield artillery with ranges of 20
miles.

LIBERTYOR DEATH
(I; 101) Koei; Kou Shibusawa; 1993; $59.95: NA
Int/L-Nav/Op-St/1-2

Koei tries again in a Western orientation. Ranged
fires seem to be a continuing problem given the

scale ofcombat, and naval invasions become .some-

what protracted.

not a commercial success. Easy play and adequate

graphics could not otherwise overcome a margin-

ally historical simulation of Roman tactics.

LORDS OF CONQUEST
(At/Ap/C/ST/I; #32) Electronic Arts; Eon Soft-

ware; 1986; O/P; ***+

Beg/Land-Nav/Op/ 1 -4

A classic wargame, this abstract simulation is easy

to learn and pi;ty. It comes highly recommended,
although its age and later conversions to 16-bit

systems h:ive been mediocre at best.

LORDS OF THE RISING SUN
(Am; #60,61) Cinemaware; Doug Barnett; 1989:

$49.95;

Int/Tac-Op/l

A graphical masterpiece, it is only marginally a

game of the unification ofJapan.

MAN OF WAR
(I) Simulations Canada; NA; NA; NA;

N/R
Int/Nav/Tac/NA
A “promised” forthcoming game with minimal
graphics, but one that covers a period conspicu-

ously omitted in the 16-bit world, the “Age of

Sail.”

MEDIEVAL LORDS
(I; 85,86) Strategic Simulations, Inc.; Martin

Campion; 1991; $59.95;
’**

Inc/Land/Str/1-10

Stonn Across Euroj>erransposcd to the Middle Ages.

Strangely enough, it succeeds better than the origi-

nal. While the graphics are less than inspiring, the

game pl;iy and history present interesting chal-

lenges.

MERCHANTCOLONY
(Am/ST; #86) Merit; Impressions; 1991; $49.95;

Int/Nav/Op-Sir/1-2

Hudson Bay, British East India Company— the

age of I rader Barons. The game is marred by poor
graphics, a poor interface and marginal historical

accurac)'.

NAPOLEONAT WA TERLOO
(At/C; 4. 3, 5. 2) Krentek; Steve Krenek; 1985;

O/P;

Int/Land/Op/1

An early version ofNapoleon’s Waterloo, the game
is commendable for ease of play, but marred by
aliistorical tactics necessary for victory.

NAPOLEON’S CAMPAIGNS. 1813,1815
(Ap; #2. 1,2.2) Strategic Simulations, Inc.; Paul

Murray; 1981; O/P; *+

]nt/Land/'rac/l-2

As a computer-moderated boardgame with intense

fog ofwar, its obsolescence is dearly visible.

NAPOLEON I: THE CAMPAIGNS 1805-1814
(Am/ST; #98) RAW; Frank Hunter; 1992;

$49.95;
”•

Int/Land/Str/t-2

A campaign game of the Napoleonic Wars, with

“functional” (i.e. minimalist) graphics and the ca-

pacity to integrate miniatures.

NOBUNAGA 'SAMBITION
(Am/M/I; #51) Koei; Kou Shibusawa; 1988;

$59.95;
””

lnt/Land/Op-Str/1-4

A fascinating simulation of the attempt to unify

Japan under the rule of an effective leader, this

product cmpluisizes diplomatic and economic as

well as military perspectives.
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NOBUNAGA ‘SAMBITION II

(I; #78) Koei; Kou Sliibusawa; 1 990; $59.95;
***’

Int/Land/Op-Scr/I-4

All updated version with improved artificial oppo-

nents and much improved graphics.

NO GREATER GLORY
(I; #90} Strategic Simulations, Inc.; Ed Bever;

1991; $59.95; "+
Int/Land/Op'Str/1

Ed Bever’s follow-on to Revolution '76. A military

and diplomatic strategic simulation of the Ameri-

can Civil War (1861-1865), it had all the “bells

and whistles” but was definitely a case where the

whole was less than the sum of its parts. Perhaps it

tried to do too much, mixing military battles and
political machinations into a difficult game to win.

The lessons of history were well done. Also, the

computer “cheats.”

NORTH&SOUTH
(Am/ST/I; #72) DataEast; Stephane Baudet;

1990; 0/P; *+

Beg/Land/Str/1

The comic-book version of the American Civil

War. this product leans heavily to arcadc-type play

and graphic sequences. A French import, it is just

about what one would expect from a country

which h;is made Jerry Lewis a national icon and

eats cheese that smells like people’s feet.

OLD IRONSIDES
(Ap; #3.3) Xerox Education; jack Rice and Rich-

ard Hefter; 1982; N-R
Beg/Nav/Tac/2

A simple introduction to Age of Sail tactics.

PARIS INDANGER
(At; #3.5) Avalon Hill; John Bell; 1 983; O/P; *

Int/Land/Str/2

A computer rendition of the 1814 Napoleonic

Campaigns, it was marred by no computer AI, a

clumsy interface and slowness.

PARTHIAN KINGS
(Ap; #4.2) Avalon Hill; David Bradley; 1983;

O/P; N/R
lnc/Land/Op'Str/1-4

Strategy and magic in a fantasy setting.

PERFECT GENERAL: CIVIL WAR
(I) QQP; Bruce Zaccagnino; 1994(?); NA; N-R
Int/Land/Tac-Op/1-2; M
A successful design released for an earlier period, it

should prove interesting.

PIRATES!
(C/GS/Am/ST/M/I; CGF #2) MicroProsc; Sid

Meier; 1987; $44.95;****

Int/Nav-Land/Tac-Op/l

A genre break-through, this is a fascinating simu-

lation of the Age of Piracy. This reviewer’s initial

impression was somewhat muted, in that he did

not know if the product had “legs,” but it stands

up far better than most computer simulations. “If

1 had one review to change...” Be aware that the

various versions differ in quality.

PIRATES GOLD
(M/I) MicroProsc: Sid Meier and Paul Murphy;
1993; NA;N-R
Int/Nav-Land/Tac-Op/1

An update of the MicroProsc classic, this has the

potential to be a true “Five-Star” release. Anxiously

awaited.

PIRA TES OF THE BARBARY COAST
(At/ST/I) TDC Distributors; Hal McCrcry,
Craig Morehouse; 1986; O/P; *

Beg/Nav/Tac/1

An arcade-like game with mediocre graphics and

marginal gameplay. Rescue the merchant’s daugh-

ter, kill the pirate; “In like Flynn” but without his

panache and clan.

POPULOUS
(Am/I; #60,61,62,66) Electronic Arts; Bullfrog;

1990; $29.95;
***

lnt/I.and/Op-St/1-2

A quasi-arcade game, but one with sustained play

value. The major problem is that one cannot find

“new worlds to conquer" without being successful

at the predecessor levels.

POPULOUS II

(Am; #94,97) Electronic Arts, Bullfrog; 1992;

$49.95; ***+

lnt/Land/Op-Str/l-2;M

An updated release, more attuned to Mount
Olympus. One must transmogrify himself into a

deity (query— “dcus in machina”?). Similar play

value, but with added graphics and options.

POWERMONGER
(Am/I; #78) Electronic Arts; Bullfrog; 1991;
$49.95;’**

Inr/Land/Op-St/1-2

Populous with a military emphasis and an eco-

nomic basis.

RAM
(I) Avalon Hill; Steve Estvanik; 1985; O/P; *

lnt/Nav/Tac/1-2

A tactical simulation of trireme warfare in real-

time. An often-ignored subject in wargaming, the

treatment herein renders it hors de combat.

REVOLUTION 76
(GS/I; #65) Britannica; Ed Bever; 1989; $49.95;

lnt/Land/Str/1

A thought-provoking look at the American Revo-

lution, involving both political and military as-

pects. Different regions have different

perspectives, and the user must forge the “Clam-
orous Colonials” into a unified and effective na-

tion.

ROAD TO GETTYSBURG
(Ap; #2.5) Strategic Simulations, Inc.; Paul Mur-
ray; 1982; O/P; *+

Int/Land/Tactical/1-2

A computer-moderated boardgame for the Civil

War, its obsolescence is clearly visible.

ROMANCE OF THE THREE KINGDOMS
(Am/I; #49,51) Koei; Kou Shibusawa; 1988;

$69.95;**’+

1 nt/Land/Op-S tr/ 1 -4

The unification of China as gamed via the same
system as Nobunaga 'sAmbition and Genghis Khan,

it emphasizes aspects of role-playing to a larger

degree than the former product.

ROMANCE OF THE THREEKINGDOMS II

(Am/I) Koei; Kou Shibusawa; 1991; $69.95;
**’*

Inr/Land/Op-Str/1-4

Updated version with better graphics, sound, AI.

ROMANCE OF THE THREEKINGDOMS III

(Am/I) Koei; Kou Shibusawa; 1993; NA; N/R
Int/Land/Op-Str/1 -4

Upcoming, updated version with better graphics,

sound, and more scenarios.

ROMEAND THE BARBARIANS
(At/C; #4.3) Krentck; Steve Krenek; 1984; O/P;

Int/Land/Op/1

A strategic approach to the Roman Empire, ir

remains a challenging simulation. Graphics are

marginally adequate, but play value is high.

ROURKE’S DRIFT
(Am/I) Impressions; Edward Grabowski; 1990;

$24.95; N/R
Int/Land/Tac/1

Previously released in Britain, a graphically up-

dated version is planned for a 1993 American

release.

SARATOGA
(At) APX; NA; O/P, *

!nt/Land/Op-Str/

1

An unabashed clone of Chris Crawford’s Eastern

Front, this product proves that a World War II

game system docs not necessarily transfer well to

the American Revolution.

SEVEN CITIES OF GOLD
(At/Ap/C/M/I; #4.3,4. 5) Electronic Arts; Dani

Bunten; 1984; $14.95; ’**+

Beg/Land-Nav/Tac-Op/

1

An arcade-type rendition of the Exploration and
Conquest of the New World, this is a classic game.

Graphics on the l6-bit machines are poor, but on

the earlier releases, the game remains a classic.

SEVEN CITIES OF GOLD II

(I) Electronic Arts: Dani Bunten; 1993; NA; N-R
Beg/Land-Nav/Tac-Op/ 1

Originally planned for the Columbus Anniversary,

it is obviously late, but it should still garner a

heartfelt welcome from users familiar with its

predecessor.

SHATTERED ALLIANCE, THE
(Ap; #2.1) SSI; NA, 1982; O/P; **

lnr/Land/Tac/1-2

Tactical ancients using fantasy units. The game
featured seven pre-builr scenarios and an editor.

SHILOH, THE BATTLE OF
(At/Ap/TRS-80; #2.1) Strategic Simulations,
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DPW '

Inc.; David Landrcy and Chuck Kroct'cl; 1981;

0/P; ' +

Bcg/Land/Op/1-2

SSr.s First rendition ol the Civil War battle, it is a

true beer-and-pretzcLs type oFgaine. Uasy to learn

and play, it is marred by marginal graphics and

ahistoric results.

SHILOH: GRANT'S TRIAL IN THE WEST
(Ap/C/I/S; #43) Strategic Simulations, Inc.;

David Landrey & Chuck Krncgel; 1987; S39.95;

Adv/Land/'l’ac-Op/ 1 -2

SSI’s more recent and more accurate rendition of

the Battle of Shiloh.

SIEGE
(I: #99) Mindcraft; Ali Aiabek; 1992; $59.95: **+

lnr/l.and/'rac-Op/l-2

Castle warfare for the fantasy-minded.

SIEGE: The Dogs ofWar
(I: #100) Mindcraft; Ali Atabek; 1992; $29.95;

N-R
Int/Land/Tac-Op/1-2; M
lixpansion disk for 5/e^eofTering new castles and a

modem-to-modem option.

SIX GUNSHOOTOUT
(At/C/Ap; #5.4) Strategic Simulations, Inc.; Jeff

Johnson; 1985: 0/P; ***+

[nt/I.and/Tac/l-2

A Western simulation, owing more to Hollywood

than history, it is easy-to-learn and even more fun

to play. Do nor expect to learn any historical

insights into the Old West; just sit back and go

along (or the ride.

SONSOFLIBERIY
(At/C/Ap/I; #46) Strategic Simulations, Inc.;

David Landrey and Chuck Krocgcl; 1 987; $ 1 4.95;

Adv/I.and/'l'aC'Op/l'2

SSI’s Civil War engine simulates the American

Revolution, Covering a somewhat neglected pe-

riod, this simulation is both accurate and detailed.

SPOILS OF WAR
(Ani/I;#99,#105) RAW; German Design Group;

1992; $59.95;**

lnt/Nav-I.and/Op-Str/1-2

'I'he “Age of F.xploration” dated a century later,

with mediocre graphics and gameplay.

SWORD OFARAGON
(1/Am; #65) Strategic Simulations, Inc.; Russell

Shilling; 1989; S39.95/$49.95; ***+

I nt/Land/’I'ac-Op/ 1 -2

A medieval sword-and-.sorcery simulation, this

game yields a high playability factor, although its

graphics and user interface are only marginal.

SWORD OF THE SAMURAI
(1; #67) MicroProse; Uiwrence Schick; 1989:

OUT TIME DAYS Oul 'I'iiiie Days is a Play-By-Mail game of life on a strange world. I'nipli;isi/ing role playing and

inter-player coiiinuinicalion, OTl) is a game for those who like to join with other players arouttd

the world in Hguring out pu/zles, creating working economies, exploring large sections of worlds,

uitderiaking or tracking criminal activities, or fielding capable armies, '['he worlds explored are

living, vibrant locales that will change through your character's actions.

With the ability to Journey in many eras (you'll start in a medieval-like location), you'll etijoy

adapting to new sets of abilities and reslaints or you can focus on a single "

place and become well established. ()'!'!) is a eoinbination

Science Fiction-Fantasy game. It is computer moder-

ated to ensure fairness, and I ‘i GM moderated to allow for

creativity. A ma.simum of 1 turn per week is allowed. Cost

[ler turn is S3.00. rite game is open-ended with each

new character playing a vital role. A special

|i is available if you mention this ad.

Receive a rule book, startup turn

and 5 turns for Just S3.(K) lS2().()0 outside

U.S. and Canada), a S35.(H) value!
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O/P:

••••

[iu/I,antl/T;ic-Op-Str/l

'['lie uiiificacion of Japan as seen by MicroProsc.

In ilie same vein as Piraies, ihe [faine was not as

successful, although game [ilay and historical re-

search were evident. Duels, melee sequences and

sec-piece battles characterize this Oriental oeuvre.

THEATRE OF WAR
(I; #97, #102) Three-Sixty; Bill Banks; 1992;

S49.95; *•+

Int/Land-Air/Op (Abstract)/ 1 -2; M
A wargaming first— i.e. first .SVGA release. This

is its biggest claim to fame; takes the worst aspects

of chess and wargaming and bundles them into a

mediocre product.

U.M.S.

(Am/ST/M/I; #43,48,51) Rainbird; Ezra Sidran;

1988; $39.95; ‘+

Ad\7Land/Op-Str/l-2

A visual feast, but a playable de.sert, U.M.S. is

incorrect on p,vo counts, being neither universal

nor a simulator. It lacks a naval option, and the

user interface is quite clumsy. I'nc initial disk

includes the Battles of Arbela, blastings, Marston

Moor and Waterloo (the last ol which omirs the

Pricssians in toto).

U.M.S. II

(Am/ST/M/I; #87) MicroPlay; Ezra Sidran; 1990;

$59.95;
*•

Adv/Land/Op-Str/1-2

A sequel to UMS, this simulation is more detailed.

If at first you don’t succeed, fail, lail again. Cover-

ing the Campaigns of Alexander the Great, it is

getting closer to being a useable product, and

another generation or two should .see it finished.

UNCHARTED WATERS
(M/1; #94,95) Koei; Kou Sbibusawa; 1992;

$69.95;
*•

Int/Nav/Tac-Op/l

The “Age of I'.xploration” with a map that is

geographically incorrect, and a user interface

which could bear improvement. Game play can be

interesting.

VIKINGS
(Am, I; #96) Realism Entertainment; I5rian Vod-
nik; 1 992; .$59.95; N-R
Int/Land/Sti7l-6

Similar to the hoardgame Britannia, but ahistori-

cal, it has received favorable early responses.

WARGAME CONSTRUCTIONSET
(At/C/I/S) Strategic Simulations, Inc.; Roger

Damon; 1986; $14.95; **+

Int/Land/Tac-Op/ 1 -2

A design-your-own simulation covering warfare

from a tactical level throughout history. Marred by
a system more attuned to World War il tactics

than to a generic battle system.

WARLORDS
(I; #81,89) Strategic Studies Group; Steve Fawk-

ner; 1991; $50.00;
***

Int/Land/Op-Str/ 1 -2

An eminently playable wargame with strong fan-

tasy elements. CGW’s Wargame ofthe Year, 1 99 1

.

WA TERLOO
(Am/ST/I; 72,73) Strategic Simulations, Inc.: Pe-

terTurcan; 1990; $59.95; ”*+

!nt/Land/Op/0-2

SSI’s import of the British simulation of the fa-

mous battle as seen Irom the “commander’s eye.”

Much more of a wargame than the historic stafl

simulations more commonly produced, it is a fas-

cinating though frustrating game. Designer Peter

"Furcan has also designed Borodino and Armada.

WOODENSHIPS & IRONMEN
(C; #48) Avalon Mill; S. Craig Taylor and Jim

Jacob; 1986; $35.00; ' +

lnt/Nav/Tac/1 -2

A board game classic and a computer game disas-

ter, this rendition suffers from poor graphics and

play value, cgw

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

The Bill Ganii

RangerC/heraenic
OtOit

... an CapeJ Cnisader '.

Tieasiite Trap
mM 8TRHT£GY GAMES:

^

Frrsl Over Germany i

iBeriy I

SU 50
S14.50
$14 5D
$14.50
$14.50
$14 50
$14.50
$16.50
$16.50
$16.50

il U-Boat Simulator

$ 9.50

$ 9 50

$19.50
$16.50

IBM TflADITIOHAL GAMES:
Airaiillo Slim s Real Poker $14
frirJay Niofil Poker

IBM SPORTS SIMULATIONS:
I V. Sports PoolDall $14
T V Spoils Basketball $14
Super Sunday S t

NBA Basketball S t

Blades ol Steel $15
Double Dribble

Grave Yardage $I

Subulao Table Soccer S
Downhill Challenge Skiing $1

Superbike Challenge $1
Championship Football $1

Championship Baseball SI
Championship Goll $1
Pro. Beach Volleyball $1
Superslar Indoor Sports $
Superstar Hockey $
IBM_ ELtCHT—^MUIAUlBS;
F-15 Strike Eagle $1

Carrier Command
Sky Chase
David Woll Secret Agent
Blue Angels
Rocket Ranger

Blue Ma< $19.50
IBM_ EDUCATIOHAL PROGRAMS^

UInMH r:«nn.,F,h„ < Q CJV

ueography $ Y.b

ry Bear goes to School $14 5

iver Numbers S SC
iver Alphabet $ 5.C

uiscuver Math $ 5.t

Grade A Math 1.2-3 $16 5

SUPER BUNDLE FOR C-64n2i

ILGAMES FOR $14.50

eludes Demolition Mission.

Army Moves. Bad Street Brawler

Tai-Pan. Fist. Tai-Celi. Mulanls.

Cyrus Chess. Doc the Destroyer.

Uiidibm lets Hian $1.SD each

aM_JDY£NlUHL CtAMEB;
kick Regers I

-leroesol Lancs

>agcns ol Flame

50
•50 e'

VISA/MC ORDERS CALL TOLL-FREE

1-800-676-6616
Ciedll Card Orders Onlyllll (S25 minimum)

rTnore items tor all

ditlerent computers.. Apple,

Aterl. Amiga, C«/12S, MAC,

SUPER BUNDLE FDR AMIGA
.1I}..CAMES.F.0H.$1‘I,5D

Vampire Empire, Sky Blaslei, Tuple X.

Crystal Hammer, Final Mission, Lrtlte

Dragon, Eskimo Games, Poviwslyv, Spm

Work] A Clever and Smart.

S 29a
% 490
$3900

$4900
$49 a
$39 IX

$ 49.IX

COMPSULT
P.O.BOX 5160

SAN LUIS OBISPO

CA 93403

U.S.A„$8(orCanada,$16aliotliers.Calilorniansniustiii

To checkfor an ilemnot iisled tiers, caii (805) 544-6616.

rtilJJrtililifil.'l.'ljaiJIil.l

24 HR ORDERING (only) 1-800-729-6733
SUPPORT/INFO 1-5 EST Mon-Sal 1-508-457-0738

IBM

SIMULATION
Aces/Pacific S52
Air Warrior S49
Commanche S46
Dreadnoughts ... S46
FiSlii $59

FaJeon 3.0 $52

OpFlying Tiger.. $26

Fireteam 2200 ... $29

Gr.Nava) Bat’s... $46

Gr N Bat Ships .. $25
Jump Jet $46

Sec Weap Luf.... $46
Plane disks ea... $20
Sim Life $46

Task Force 42 ... $46

X-Wing $46

Wing Cmdr2 $49

Sp Ops 1 or2....$26

WW II: 1946 $26

IBM

STRATEGY
BaL of Destiny... $39
Caesar $39

Carrier Strike $46

Carriers/War $46

Castles 2 $39

Civilization $46

Conq. Wngd $39

Patriot $46

High Comman... $45
Liberty or Oea ... $39
Monopoly Del.... $39

Pacilic War $52

Populous 2 $39

Rome $33

Spaceward Ho .. $39

Star Legions $39

The Lost Adm.... $39

V For Viet 1 $46

VFor Viet 2 $46

Western FronL... $39

IBM ROLE

PLAYING
Amazon $46

Ch. 5 Realms $46
Crus. Drk Sav....S46

Dune 2 $39

INTERESTED IN SELUNG YOUR
USED SOFTWARE?

Give Cape Cod Cennection a call

at 1/50&457-0738 for details!

Eye Beh. II $39

KQ VI $52

Leg. Kyrandio.... $39

Leg. of Valour.... $39

Mag. Candle 3,.,, $39

M&Mag. Xeen....$46

Paladin 2 $39

Ringworld $39

Speltcraft $39

Utt Underw2.... $52

UIL VII $52

We hope you enjoy our new economical tormal. All remains the same, however except we have

discontinued the Membership Option (we will honor members until their expiialion date). PLEASE

NOTE THAT CCC HAS ENDED THE PRICE WAR AND RAISED ITS PRICES. In order lo run an

ehicient and economically sound business we must see profits. ITs time to put sanity back into this
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scale is calculated on 35% OFF Product Relail. Mail should be sent lo: 21 Pleasant View Avenue.

Falmouth, MA 02540. UPS Shipments within Com, U.S. are $5 per order. Overseas rales are based

on package weight. Defective software replaced with same only. There is a 15% restocking fee.
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J^jT
Doing It

Megalomaniacs Succumb To Empire Deluxe Epidemic

A Review and Strategy Guide For Suffering Addicts

by Sean Jeffers

News flash: The California Journal of

l\sychiatric Medicine announced thar

Dr. Watra Quack has developed a

radical new theory in the treatment of inces-

sant megalomania. The story of his discovery

rivals even the most bizarre manifestations of

the disease, which afflicts nearly 30% of the

population with delusions ofgrandeur. Natu-

rally, this statistic includes victims whose

symptoms have yet to progress to the point

where they seek treatment, such as the Rever-

end A1 Sharppun. Faced with an expanding

list of patients that was rumored to include

Yeahboy Arnifat, an elderly gentlemen from

Argentina that insisted on being identified as

“Dolphie” and an endless string of Elvis im-

personators, Dr. Quack found that treatment

of megalomania occupied the majority of his

practice. Burdened with the tales ofhundreds

ofwanna be power brokers. Dr. Quack rook

a vacation to Las Vegas, to attend the annual

convention of Adult Video Film makers (an

amateur hobby of his). As his thought proc-

esses were so muddled, he wandered instead

into the gathering halls of the Consumer
Electronic Show. Confused by the sudden

change of scenery, Dr. Quack “came to,” so

to speak, in front oftheNew World Comput-
ing booth. It was there that he was first ex-

posed to Empire Deluxe and, in an instant,

realized that this “tool” would provide a vi-

carious outlet for even the most demented
sufferers of the disease. Today, Dr. Quack’s

patients sing the praises diEmpire Deluxe. Dr.

Quack closed his presentation to his col-

leagues with a 10 second film clip (slightly

grainy and out of focus) of a freshly shaven

Dolphie, who held up the game manual,

winked at the camera and stated, “It has

changed my life.”

Granted, this fictional portrayal of the lu-

natic fringe isn’t representative of most ad-

dicts of the original Empire, but some of them

are bound to cross the line with Eynpire Dc~

luxe. For the benefit of those who missed the

Sneak Preview (Issue 101, page 152), some

brief background is in order. Empire Deluxe

is not a sequel to the original, rather it is a

re-design to incorporate some user feedback

on the original product and update the inter-

face and graphics. Empire Deluxe now sup-

ports up to an SVGA standard and all of the

major sound boards. Each unir type has indi-

vidualized theme music that plays during its

turn, and combat between units has been

spruced up with explosions, machine gun fire

and ricochets. These “Bells and Whistles” are

nice, but would not, by themselves, justify a

new rendition of the original game. Of far

greater significance are the interface and con-

nectivity improvements.

I Came. .

.

Empire Deluxe supports up to six players,

any number ofwhich may be human control-

led. As it is difficult to gather six megaloma-

niacs together in one room (excluding Dr.

Watta Quack’s waiting area), many players

will take advantage of the modem and play-

by-mail features of rhe game. With regard to

the former, a live six pfayer game would re-

quire more phone lines than most people own
(a possible solution later, however). As to the

latter, the original game developed a tremen-

dous play-by-email (BBEM) following on nu-

merous national bulletin boards. As such, the

design team anticipated a similar phenomena
with Empire Deltjxe and streamlined the in-

terface which supports this type of interac-

tion. Failing to find sufficient human
opposition, the player may activate vacant

positions with computer opponents whose
skill level may be set at easy, standard or

expert.

Returning to the highly desirable, but cur-

rently hard to configure, issue oflive six player

games, the solution is less difficult than it

might first appear. Given the following that

Empire has already established on-line, any of

the national BBSs could rely on a strong

market base of users if they fielded a host

version of Empire Deluxe. It appears that the

source code would support such a develop-

ment with only minor revision, and one ofthe

services currently offers a six player strategy

war game the magnitude of Empire Deluxe.

The only issue ofconcern would appear to be

that ofturn delays, which might also be solved

through some configuration changes.

Until players come in contact with one

another, which can take between 100-200

turns on a full size board (200 x 1 50 tiles), all

players could be rc.solving turns, or blocks of

turns (10-20) simultaneously. When the

computer detected that the buffer zone (de-

termined at five tiles, for example) was

reached, the player who was ahead in turns

would be frozen until the other player caught

up. Following that, each player would have

five seconds to move each unit, cumulative

based on the number of units in the field. By
using the automove features of the program,

the player would speed game play as well as

allowing himself a little additional flexibility

with the remaining units.

These suggestions should not be considered

all-encompassing, but are offered only as food

for thought on how such a configuration

could be approached. Should one ofthe serv-

ices accept and succeed with this challenge,

the end result would be beneficial to all con-
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ccrnecl. If not, rest assured that Empire Deluxe
is still capable of inducing “blacKout” syn-

drome, an irrevocable condition where vic-

tims look from the CRT screen to the clock

and find themselves incapable of explaining

the loss of entire blocks of time to their

spouses, or other concerned parties.

I Saw. .

.

The worst thing for any despot to discover

is that they actually control a lot less of the

world than first believed. This condition,

spawned by the incessant meddling ofexplor-

ers, has lead many a sovereign to dip in the

coffers and begin building armies ofconquest.

Naturally, if one must tolerate exploration at

all, at least it should be thorough, so as to

know what one is getting into. The “New
World” has always conjured images of poor,

innocent, ignorant civilizations ripe for ex-

ploitation, out occasionally one awakens a

sleeping dragon by mistake.

In Empire Deluxe., any unit can be used for

exploration, but some are better suited than

others. Within a land mass. Armor units are

the best explorers because they have twice the

movement rate of infantry on clear terrain

and equal movement on all other terrain ex-

cept mountains, where they are prohibited.

Further, if they encounter a neutral city, they

can attack it and, ifsuccess fill, will provide an

infantry unit as “change” in the next turn.

This unit can continue exploration from that

point in lieu of having to bring another unit

from the originating city to the front (which

can take a lot of turns on large continents).

The largest continents arc still islands, how-
ever, and control of one of these docs not a

conqueror make. Exploration of the seas is a

necessary evil, and only one unit distinguishes

itself in this category, the destroyer. One or

two destroyers should be sent abroad at the

earliest opportunity. Using the “auto-ex-

plore” feature is desired, while retaining the

ability to intervene and directly control their

movement at any point (such as when an

interesting enemy coastline appears). Manu-
ally outlining enemy coasts will reveal much
of the interior, depending on the size of the

island or continent and will allow the player

to begin estimating the required size of the

invasion force.

No successful military campaign ever oc-

curred, however, without sufficient economic

and logistic support. In fact, most aspiring

world conquerors, such as Alexander, Napo-
leon and Hitler, saw their hard won Empires

decline because they had grown so large that

the simple logistic problem of moving troops

and supplies to every possible point of incur-

sion became insurmountable. They eventu-

ally collapsed under their own weight. The
next section will explore some of the options

available to players for rapid efficient move-
ment of troops to the front, bur first it is

necessary to examine some important aspects

of production.

In Empire Deluxe, the economic model of

the original game has been modified to reflect

the dynamic impact of far flung ambition on
once stable economies. The first revision is

that each city begins the game with a produc-

tion efficiency rating, which can vary from
60- 1 60%. The rating acts as a modifier on the

base number of turns required to produce

each unit type. Instead of remaining static,

making posse,ssion ofsome cities always more
advantageous than others, the efficiency rat-

ing can change throughout the game. Every

time a city is attacked, for example, the rating

is lowered by a random amount. Thus, a

border city that is highly contested may be

reduced to rubble, figuratively speaking, so it

is not economically viable for either side to

possess it. Such cities may improve their effi-

ciency very slowly by selecting “no produc-

tion” from the city menu, thereby allowing

inhabitants to concentrate on reconstruction

instead of supporting the war effort.

Secondarily, players may mount a strategic

bombing campaign on enemy cities. When a

bomber “hits” a city, and no other units are

present in the city, whatever unit is in produc-

tion is destroyed, and the city’s production

efficiency is reduced by a flat 10%. If other

units are present, there is a random chance

that they will be selected in lieu of the city as

a target. A single hit in this fashion destroys

the unit outright, even if it is a lengthy invest-

ment such as a Battleship, which would en-

dure 12 hits in other types of combat. It is

important to note that strategic bombing
campaigns are often costly in terms ofaircraft,

but are extremely efficient in softening up

particularly tough opponents. Who knows,

one might find a virtual Pearl Harbor waiting

to happen.

To complicate a similar campaign being

mounted against oneself, the player has a

couple of options. The first involves employ-

ing several fighters stationed in the potential

target city conducting sweep patrols (now an

automated function, with the player specify-

ing only the patrol points) in the hope of

picking up and engaging incoming bombers

outside the range at which they can do dam-
age. As fighters move six spaces in a turn, and

have a sighting range oftwo spaces, this allows

intermittent coverage out to eight squares, the

range at which a bomber would need two

entire turns to arrive. This time delay is often

sufficient to evacuate important units, such as

capital ships under repair, should the bombers

penetrate the fighter screen.

A less effective, but less costly, alternative

for non-coastal cities is to place infantty

picket units five squares away from the city in

the direction of the perceived threat. These

units would detect incoming bombers and

fighters one full turn before their arrival, al-

lowing the player to scramble one or two

city-based intercept fighters. The infantiy

would provide the added benefit of being

ready to counteract any land threat to the city.

Although these tactics arc defensive, and no

one ever ruled the world by defense alone,

protecting critical rear areas from attack can

preclude one from having to draw resources

away from an offensive at the worst possible

time. Consequently, it is important to discuss

a few more defensive principles before defin-

ing a strategy of conquest.

As each continent or island is secured, all

possible incursions must occur from the sea.

To prepare for and defend against amphibi-

ous assault, it is imperative that one have the

earliest possible warning. Players should util-

ize as many of the following options as are

geographically and economically feasible.

First, each land mass is surrounded by waters

which will have different characteristics based

on the proximity ofother land masses. For the

purpose of this discu.ssion, gaps between land

that are three tiles or less in width shall be

referred to as straits, four to six tiles as chan-

nels, and greater than six tiles as open ocean.

Posting a submarine in a strait virtually as-

sures detection (if not destruction) of ap-

proaching transports. If the transport is

escorted by a destroyer or cruiser (traveling

two tiles in front of it) then the submarine
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may be destroyed, but the player will still be

aware that an amphibious assault is immi-

nent. Destroyers are the best choice for chan-

nels, as it can cover the entire width in two

turns or less because of its speed. It is still

possible, however, for lucky transports to by-

pass a destroyer screen undetected, but no

.system is foolproof. Using fighters and/or

bombers on patrol routes is the best option

for open ocean surveillance. Naturally, the

bigger the area to be covered, the more aircraft

that are required.

I Conquered. .

.

The first step in any plan ofglobal conquest

is to develop an offensive weapons mix and a

means to mobilize it through proper produc-

tion. Securing one’s starting continent is the

first order of business and it should be pur-

sued exclusively with infantry and armor.

Once accomplished, production of a trans-

port is the next order of business. Usually, at

least one other land mass is visible from

friendly shores and it will be the target of the

first excursion abroad. If the friendly conti-

nent has at least two cities other than the

starting city, six infantry units or two armor

and two infantry should be available by the

time the transport is finished. These units can

be assembled at the port of embarkation via

the “move to” command. Once loaded, the

transport can be ordered to the debarkation

point via the same command.

Initially, on larger boards anyway, the

player will only come in contact with neutral

cities. As such, it is too early to worry about

counter-attack or even defending the some-

what helpless transports. A fully loaded trans-

port will usually be capable ofconquering two

or three cities, which may be the total number
on the first invaded continent. If this is the

case, the first new unit the player should

produce is the bomber, for immediate use in

scouting the surrounding areas of the two

continents under control. Another city on the

newly defeated continent can be ordered to

produce destroyers, for long range explora-

tion. The transport should be ordered to re-

turn to its original city, where another load of

units should be awaiting its arrival.

When several new areas have been identi-

fied by exploration, the player can establish

convoy routes to rapidly terry troops to the

front. A convoy is set up by selecting patrol

for a transport located in the port of embar-

kation and specifying a target city on a new
continent as the point of debarkation, rhe

transport will then leave the port of origina-

tion with any units that are available and

travel to the invasion point, continuing the

cycle to reinforce the beach head until the

player provides other orders. Itis vital that the

player continue moving newly produced ar-

mor and infantry to the port of embarkation

as the transport will not wait until it has a full

load to depart. If it is di.scovered that the

enemy is using convoys, and has also failed to

set up protection and early warning as dis-

cussed previously, it is possible to conduct a

naval blockade. Station .several destroyers or

capital ships off his coast and destroy the fully

loaded transports as they depart, thereby in-

flicting a much more critical blow than stra-

tegic bombing ofthe .same port could achieve.

As the waters of the world become more
deadly, protecting fully loaded transports be-

comes vital. This is initially accomplished by

providing a destroyer or cruiser escort. Sub-

sequently, the player may want to build task

forces of .several transports, escorted by

cruiser/destroyer screens, battleships to

counter surface threats, and even aircraft car-

riers whose air wing can provide early warn-

ing. Forward looking screens are best, with

only minimal protection to the rear against

the occasional marauding destroyer (the only

unit with sufficient speed to catch up to the

task force).

The presence of close air support on the

battlefield is not as decisive in Bnpire Deluxe

as in the real world, but they can aid in

softening up tough amphibious objective ar-

eas. It is fairly easy to move aircraft to the

front by hopping from city to city for refuel-

ing. The optimum spacing between cities or

air bases (which can be built by infantry units)

is 12 tiles. This distance is spanned in two or

three turns by fighters and bombers respec-

tively. As such, they begin and end turns

without wasted movement and can reach the

front in minimal turns. Clo.se air support

remains the weakest of all the mission areas

for fighters and bombers, with a fighter equal

in strength to an infantry unit, but taking up

to three times as long to build. Bombers fare

slightly better because their ability to inflict

two hits puts them on equal footing with

armor, and they have roughly equivalent

build times. If one is uncertain how such

determinations are made, it is necessary to

consult the following table and subsequent

discussion on the mechanics of the combat

routine.

Unit Characteristics

Unit Type Attack Defense Domage/hit Damage

Intaniry 2' 2 1 1

Armor 2^ 2 1 2

Fighter 2^ 2 1 1

Bomber 2‘ 2 2 1

Transport 1 1 1 3

Destroyer 2^ 2 1 3

Submarine 2‘
1 3 2

Cruiser 2' 2 2 8

Battleship 2' 2 3 12

Corrier 1 2 1 8

Airbase N/A* 2 1 1

City N/A 2 I 1

'

I vs. Shore bombardment: 4 defending against armor in

a river tile orany non-infantry unit in mountain or forest tile.

^Sameasabove.
'

/ when bombing cilies

“
1 for atiack and defense vs. fighters

I vs. air units ('all naval units have some limit)

1 w. shore bombardment

The Unit Characteristics Table displays the

chances ofvictory for any po.ssible encounter.

The attackers strength is always divided by

rhe sum ofthe attacker and defender’s defense

ratings and expressed as a percentage. For

example, assume that an infantry unit is de-

fending a river coastal hex against attacking

armor. The resulting equation would be

2/(2+4), which equates to a ,33% chance of

success for the armor unit or a 67% chance

that the infantry would stand its ground.

Subsequently, let’s assume a cruiser conducts

shore bombardment on the infantry. In this

instance, the equation would be 2/(2+ 1), ora

67% chance that the Cruiser would destroy

the infantry unit. As one can see, the math is

simplistic, allowing quick tactical decisions in

the heat of battle. Fhe only difference for

computer AI opponents is that their algo-

rithms will often commit forces to attacks

with a low percentage of succe.ss. By under-

standing the combat model, the player will

not make the same mistakes and negate any

advantage normally possessed.

I Had Lunch. .

.

World conquest can make a player very

hungry. Hungry for physical sustenance (a

natural byproduct of the time involved in

being a dictator), hungry for additional strat-

egy and tactics to use in the game, or even

hungry for more worlds to conquer. It is

hoped that this primer will whet the appetite

of novice despots in their quest for glory. One
thing is certain, however, Ejnpire Deluxe vj\\\

be a welcome addiction (sic) to the library of

every serious strategy gamer, cgw
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The Gods Are
Definitely C^azy

UbiSoft’s Mega lo Mania

Megalomania n. 1. Psychiatry: a mental disorder in which the subject by John BrCISsU

thinks hhnselfff-eat or exalted. 2. A tendency to magnify or exaggerate.

3. A really big Chinese noodle.

Which ofthese applies to the game in ques-

tion? Read on.

'I'he latest ofFerine from UbiSoft is a con-

version of a Sensible Software game called

Mega lo Mania. Splitting up the word “mega-

lomania” into three parts for no apparent

reason (if there’s some sort of pun or other

wordplay involved, it’s beyond me) symbol-

izes the game as a whole. A lot of attention

has been paid to things which aren’t that

important and the main elements have been

neglected.

The credits and opening

screens are nicely done and

help to establish the setting of

the game. The fictional set-up

describes the process througn

which civilizations arc as-

signed their eternal supreme

beings. At the edge of the uni-

verse are gathered “gods and

ail round nasty pieces of

work” to participate in the

“game of the power crazy.”

Here, in the coliseum at the

end ofthe universe, lour teams

of human pawns led by vying

deities slug it out using what-

ever weapons evolution has

granted them, be it stick and

stones, or nuclear warheads.

Ah’ll Do The Thinldn’ Around
Here!

Gamers have a choice of four roles to play.

The red team is led by Scarlet, Demigoddess

of the Pleiades, who is “fier)' and aggressive.”

'I'he yellow leader is Oberon, Self-Appointed

King of Algol (some sort of programmer, 1

suppose), who is “backstabbing and ruthless.”

Leader of the green team is Caesar, Godfather

of the 'frapeziun Mafia, reputed to be “vin-

dictive and unpredictable.’ Finally, there is

the blue team, led by Madcap, Andromedan
Mercenary Supreme, known to be “cunning

and deadly.” The computer will play the three

teams not chosen. 1 u.scd Madcap most of the

time (I like blue), but there seemed little

difference between the computer players.

There are nine “epochs” of three islands

each. Each island has a name starting with a

different letter of the alphabet, from “Aloha”

on up. (Wliat’s the 27th letter? I’ll never tell.

It’s not a new one, though.) The islands can

be played in any order within the epoch, and

the gamer-as-conqueror is given 100 men
with which to accomplish the task. Any men
not allocated to islands in the current epoch

are carried forward and placed in a “fresh

blood bank.” This is important, because

gamers will need more than 1 00 men in some

ot the later epochs. Also, it is a wise idea to

start putting men in stasis during the last three

epochs in order to get ready for the 28th

island, known as rhe “Mother of Battles.”

Each island is composed of two to sixteen

sectors.

After one allocates the number ofmen to be

used on the current island, the starting sector

is selected. Sometimes the human player

moves first, sometimes the computer moves

first. If there is more than one computer

opponent, the human might even move be-

tween the artificial opponents! The number
of computer opponents varies from island to
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Of Course, This Means War!

islai-jd, by the way, and less is not always

easier. One reason is that it is possible

for one to form alliances with the com-
puter players (who can also ally

amongst themselves), which prevents

them from attacking the player, and
also prevents any member of the alli-

ance from building new towers. Inci-

dentally, it is important to pick the

right starting sector, since the distribu-

tion ofresources on a given island is not

equal. The only way to do this is to pick

a sector, look at the resources, and es-

cape back to the island selection screen.

The computer will taunt the gamer for

doing this, both with a “Quitter” label

underneath the player-character’s pic-

ture and some nasty laughs ifthe sound
is turned on. It would have been nice to

be able to view the sectors without going

through all that abuse.

Each epoch has a starting tech level and
requires the player to research new inventions

in order to advance beyond that level. Epoch
One starts out in 9500 R.C. with roclcs and

sticks. That may not sound like much, but it’s

better than the pebbles unarmed men must

fight with. No matter what the tech level, one

must gather resources to build weapons. At

first, this harvesting of material resources can

be accomplished right off the landscape, but

it isn’t long before it is important to build a

mine and start digging for minerals with

comic names like “planetarium” and “para-

site.”

In addition to the mine, one also will need

a factory in order to build more complex

weapons. Labs are required to research new
advances, which come in three flavors. First,

there are four levels of shields used to repair

damaged buildings. Second are the defensive

weapons. Each building has from one to four

defensive rowers in which defensive troops

can be placed. The defensive arsenal can be

stocked with anything from sticks to bazoo-

kas to SDI lasers. Lastly come the offensive

weapons, which are used to beef up attack

strength, and run the gamut from the afore-

mentioned rocks, through catapults and

fighter planes, and up to the flying saucers of

2001 A.D.

Battles are resolved by placing unallied ar-

mies in the same sector. This is done by
drawing troops from a tower and pointing to

a sector adjacent to one already controlled.

(Unless they arc air units which do not have

to be adjacent to the destination territory.)

Fights are generally to the death, as there is a

severe penalty for removing an army joined in

battle. The animation depicting the battles is

quite well done. Sadly, the on-screen figures

tend to use their weapons in a random fash-

ion, rather than looking purposeful.

An unfortunate design oversight is the way
in which the game is saved. It is not possible

to save between the three islands of an epoch.

One might as well hang on for the last island

battle once the first two have been conquered,

since choosing the Save option gives the

player an 1 1 character password for the cur-

rent epoch. When one “restores” a game with

the password, the game resumes at the begin-

ning of the epoch, ignoring one’s previous

success on the other islands.

The basic strategy for the early rounds is to

conquer each island with as few men as pos-

sible to preserve them for the later rounds.

Grow the armies, build new towers if needed,

and crush those enemies. In the later epochs,

when nuclear weapons become available, it is

wise to expend all possible energy in building

them as fast as possible, since that’s what the

computer is doing. So, the game becomes a

matter of picking the right territory and

building these one-shot weapons of

mass destruction as quickly as possi-

ble.

As mentioned earlier, troops which
have been placed in stasis from earlier

sectors are available for a big melee

ofan endgame known as the Mother
of Rattles (maybe Saddam has the

trademark on “Mother of AH Bat-

tles”), which is the 28th and final

island. Well, that’s what the manual

says, an}^vay. There is supposed to be

some sort of icon which appears on

one of the menus which allows one

to “shut down” a sector and carr)' the

troops forward. I started looking in

the seventh epoch and never did see

it. When I successfully completed

epoch number nine a message in-

formed me that 1 had failed to “clear the final

hurdle” because 1 had no troops to fight the

final battle, and I was then rudely deposited

in the first epoch.

Unfortunately, the initial version of the

game was such that, not only is it not possible

to finish the game, it is not possible to leave

the game! 1 was forced to power down the

computer in order to exit, suggesting a severe

lack of quality control somewhere in the de-

velopment process. The game is also fraught

with other annoyances, such as the illegible

reproductions of game components in the

manual. In fact, the nicest thing that can be

said about the manual is that is printed on

recycled paper.

That’s All Folks!

Let’s pretend for a moment that all these

problems were rectified and that Mega lo Ma-
nia worked as the designers intended. While

the graphics are actually quite good, not

enough attention has been paid to gameplay.

Each island follows the same general pattern

of “Build inlrastructure, amass army, and

bash tower” until nuclear weapons become
available. Then, the strategy becomes “Nuke
thy neighbor.” The game is sorta’ cute, in a

way, but cute is not at the top of my list of

requirements for a good strategy or wargame.

Maybe, it would be fair to say that I just

wasn’t too crazy about Mega lo Mania, cgw
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Access Software, Inc.

4910 West Amelia Earhart Dr.

S. Lake City, UT 84116

(800) 800-4880

PINEHURST- LINKS CHAMPION-
SHIP COURSE: Access' acclaimed golf

sy-stcm finds another luxurious landscape

in which to flaunt its graphic superiority,

’i'his add-on disk whisks golfers on the

wings oftheir high-powered PCs to North

Carolina and its exclusive Pinehurst Re-

sort & Country Club. Pinehurst offers a

wearying 7,028 yards of green in lush

surroundings. The new course can be used

with any of the three Access-developed

programs; Links, Litiks 386 Pro, and Mi-

crosofi Golf.Ktshvii, have fun, but watch the

pine sprigs in your slacks! IBM ($29.95).

Circle Reader Service #1

.

PineluirsI - Links Course Disk

Amtex Software

PO Box 572
Belleville, Ontario, Canada K8N 5B2

(613) 967-7900

EIGHT BALL DELUXE: “Chalk up!”

Annex’s original release, Tristan Pinball,

won ever)' sort of award from the Macin-

tosh community for its realistic translation

of pinball iook-n-fcel. Well, Tristan

couldn’t hold a flipper to their latest re-

lease. Eight Ball Dehixc\ncoypot^x.t% all the

sounds, all the lights, all the action of the real

award-winning pinball machine. The digit-

ized speech tells you to “Shoot the Eight-

Ball,” and “Rack ’em!” Even the spacey

background noise that became standard on

machines in the mid-80s is digitized and

omnipre.sent. This product belongs in the

same evil Desktop folder occupied by the

likes of Jeft-Aand Solitaire. Mac ($69.95).

Circle Reader Service #2.

Azeroth

3020 Issaquah-Pine l-ake Rd. Suite 34

1

Issaquah, WA 98027-7255

(206) 392-9941

INSPECTOR GADGET: Go-go
gadget disk drive! Dr. Claw and his

M.A.D. badboys are keeping the Good
Guys in jobs. 1'hey’ve stolen the U.N.
delegates to the Council on the Environ-

ment and arc out to wreak all sort of

eco-havoc on the ecosystem—unless

Gadget can stop them. The young player

takes the role of both Penny (Insp.

Gadget’s niece) and Brain the Dog (man’s

best hacker), alternating beween the two

characters as they proceed through this

adventure game that borrows its inspira-

tion from Carmen Sandiego. Young
sleuths will travel the world looking for the

bight Hall Deluxe

Pax Imperia

Virtual Reality Studio 2,0

six lost U.N. delegates and foiling the

plans of their six cybernetic replacements.

The CD-ROM version adds music and

speech, but this may not be enough to save

the game from a clumsy interface and

dreadfully slow CD-ROM access time.

Kids used to the quick thinking and even

quicker acting Inspector Gadget may not

recognize his computer analog as the same

guy. IBM, IBM CD-ROM ($59.95). Cir-

cle Reader Service #3.

Changeling Software

596 Elm Street

Windsor Locks, CT 06096
(203) 623-1963

PAX IMPERIA: THE GALACTIC
EMPIRE SIMULATOR: Sometimes big

games come in small packages—and Pax

Imperia is one of those deceptively enor-

mous gaming experiences. Macintosh

owners who cTream of micro-managing a

galactic empire are in business with this

product, which someone has glibly named
Spaceward, Ho! cubed. The day-to-day

tasks of ruling an empire—managing an

economy, directing espionage, consulting

advisors—arc only half the game. Add to

these responsibilities: the detailed design

of one’s own species a la SimLife; the

direction of technological research; tliede-

sign and construction ofplanets with a few

SimCityAWt.Q development tiles; and, of

course, leading troops into tactical ship-

to-ship battles. Expect to spend some time

wading into the detail of this real wow-er!

of a strategy game. For 1 to 16 players. A
future version will support network play.

Mac ($69.95). Circle Reader Service #4.

Domark
1900 South Norfolk Street, #202
San Mateo, CA 94403
(415) 513-8929

VIRTUAL REALH'Y STUDIO 2.0:

Ah yes, “virtual reality,” the really cool

buzzword that’s meaning has been

stretched to include just about anything

on a computer. Despite their abuse of the

term, Domark has created an interesting

3-D modeling tool for the average com-

puting Joe. VR Studio 2 is a real-time 3D
object/environment creation utility. The
package includes a collection of read)'-

madc objects, a sound effects editor, a

simplistic animation creator, and a VCR
playback function. After piecing together

the 3-D environment, users can walk,

drive, or fly through it, and can even re-

cord their trip for later playback with the

VCR utility'. A creative individual could

have a good time with this package, but be

warned—realizing the full potential of the

program requires a bit of programming in

a simple BASIC-like language. IBM
($99.95). Circle Reader Service #5.
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ZERO'S & ONE'S
mm spio^L

$4 im mim m iwi*
[800) 788-2193

* Prepaid orders onlyiOrder any game from this ad and receive a $4 discount from your next order placed before June 30.

ILus&ua^ (fill lPf(fi(illQU£&3

HARDWARE
CREATIVE LABS:
Discovery 16:CDR Drv

&5B16 469.00

Oiecovery B:CDR Drv S
SB Pro 41S.00

Edutainment:CDR Drv,

SB PrOjSCD Sftware 466.00
Snd Blaster 16 618.95
Snd Blaster Pro DIx 139.95

Video Blaster 3S8.95

Video Spigot 427.00

MEDIA VISION:
Fusion 16 CDRom Drv 6
16 Bit Snd Cd 499.95

Pro Aud Spect

16 5ndCd 17965
Pro Audio Spectrum

16 MM Kit 959.95

TOSHIBA 3401 BOOms
Int w/Pas Cable 499.00

Al TECH:
Pro PC/TV Plus 32365
Pro VGA/TV Plus 638.95
Video Surge 61565

OTHER SND, MM, &
VIDEO CARDS:
ATI Ultra Grph Plus

w/2mb 308.00
Computer Eyes RT 43465
Gravis Ultra Sound 138.95

TelevEyes VGA-TV 229.95
WIN TV 39965

STICKS & YOKES
CH PRODUCTS:
Auto III Game Card 29.95

Right Stick 3565
Mach II 28.95

Virtual Riot Yd<a 6265

GRAVIS
Analog Pro 3765
Game Card Hi Speed 2965

THRUSTMASTER:
ACM HiSpd Game Card 2665
Weapons Control 7265
Flight Control 5965
Flight Control Pro 99.95

Rudder Pedals 99.95

MODEMS
Prices too Low to Print

Boca call

Supra call

Zoom call

FLT SIM/WAR
AUneinSand 26.95

Air Warrior SVGA 35.95

Ambush 41.95

Armored Rst 42.95

ATAC 34.95

B-1 7 Flying Fortress 41.95

Banie Isle 29.95

Birds of Prey 31.95

Campaign 35.95

Comenche;MaximumOvrkl43.95

Carrier Strike 41.95

Carriers at War 34.95

Conquerd Kingdoms 35.95

Conquest Japan 35.95

Empire Deluxe 35.95

F-15 Sdrke Eagle III 43.95

Falcon 3.0 44.95

Flight Sim 4.0 37.95

Flight Sim Add-Ons cell

Harpoon Chlgr Pek Sig Ed 47.95

Jetfighter II 39.95

Jump Jet 41.95

Liberty or Death 35.95

Lost Admiral 35.95

Megafortress Mega Psk 37.95

Pacific War 47.95

Patriot 43.95

Patton Strikes Back 14.95

Perfect Generol 35.95

Secret Weapons Luftwffe 42.95

Special Forces 29.95

Strike Commander 47,95

Task Force 1942 38.95

Theater of War 1 9.9S

V Victory 1, 2, or 3 ea 43.95

EINrrEFITAINMEPJT
A-Train 41.95

A-Tratn Conatruction 22.95

ADD'S call

ADD:Unltd Adventure 37.95

Action 5-5 Sierra Gms 2465
AdventreStartar-Sierra 1 9.95

Mr Bucks 35.95

Alone in the Dark 35.95

Amazons 3B.95

Arcade Hits 24.95

Armourgeddon 39.95

Back to Future II 26.95

BartSimpson-Wiendnes 29.95

Batman Returns 41.95

Batitch 1 .BSMechwriorSI .95

Caesar 35.95

Carmen San Diago call

Castles II 35.95

Challenge of 5 Realms 39.95

CIvillzadoniMastarPlayr49.95

ClaBBicAdventure-Luca835.95

Cobra Mission 47.95

Conquered Kingdoms 3565
Creepers 29.95

agger Amon Ra 41 65
ark Half 3465
Dark Seed 41.95

arklands 41.95

Daughter of Serpents 32.95

Design Your Railroad 34.95

DlscoveryiColumbus 35.95

Dragon Lair III 35,95

Dragon LaireSinge'a 35.95

Dune II 35.95

Dungeon Master 2965
Dusk of Gods 3265
Eco^uestBiRainforest 2965
Elvira II 3965
Eric The Unready 35.95

Gemfire 2965
Global Effect 1965
Goblins 2 2465
Heimdall 21.95

Home Alone 2 2765
Humane 2565
Inca 3465
Indy Jones 4 3565
Kings Quest VI 4465
Kyrandia (Legend] 3465
LA Law 3465
Legends Valour 3765
Leis. Suit Larry 5 4165
Lemminge 2 3565
Lord of Ringe:2 Towers 3565
Lost Trees Infocom II 2965
Magic Candle III 3765
Magnetic Scrolls 2465
Maniac Mansion 1465
Mantis 3165
Mario la Missingl 3465
Mercenaries rTegel's) 3765
Might 8 Magic iV 4165
Monkey Island 2 2565
Out of This World 3865
Paladin II 3565
Police Quest 3 3865
Prophecy by Sierra 2465
Populous II 37.95

Price of Persia 2965
Quest for Glory III 4165
Ringworld 3565
Romance 3 Kingdoms 3965
Rome:Pathway to Pwr 2865
SciH:5 Actvision Games 28.95

Shadow President 4165
Shadowlands 2965
Sherlock HImeiLat Rlee 4265
Siege 8265

Sim Ant 35.95

Sim City 2865
Sim Earth 4265
Sim Ufe 4165
Simpson's Arcade 2965
Space Quest V 41.95

Spear of DstinyiWIfnstn 3565
Spellcasting 301 35.95

SpellcrftdVspects Valor 35.95

Star Control II 3565
Star Trek 25th Anniv. 3565
Stunt Island 33.95

Teen Mut Ninja Trtles 2965
Terminator 2029 4165
Time Quest 2965
Traders 1965
Ultima Underworld II 4765
Ultima VII Part 2 4765
Ultrabots 3G65
Veil of Darkness 3565
Wacky Funsters 1965
Waxworks 35.95

Vl/ing Commander II 4765
WizardarvVII£r8adBr841 65

7th Guest 5965
Arthur's Teacher Trbis 4165
Compoeer's Ost MPC 5465
Dinosauer Adventures 41 65
EcoQueat 1 4165
Encarta MM Encycl. 2B965
Global ExpIrer-OeLorme9965
Inspector Gadget 3565
King's Quest VI 41 65
Just Grandma 8 Me 3865
Kodak Rioto CO 2965
Mars Explorer 4365
MS Cinemania MPC 5465
Monarch Notes 6165
Old Teetmanet Interact 4065
Our House-Fam Qrcus 4165
Prophone 1 993 Ed 18865
Putt Putt Joins Pared 4465
Rodney's Fun Screen 3965
Sherlock Holmee 3 4665
Space Adventure 8165
Space Quest rv 4165
VGA Spectrum 1 2965
Willy Beamish 41 65
Wing Commander II DIx 5665
Wing Commander ll/Ultima

Underworld 5865
World Fact Book '92 5865

WINDOWS
Alphabet Blocks 2865
AudioStar Trek V.I 3465

MS Golf 4265
Musicetor GS 197.95

Origin FX Screen Svr 24.95

Spaceward Hoi 35.95

Star Trek Screen Svr 44.95

Take BreakCroeeword 22.95

Uninvited 35.95

Wlnsense 44.35

SPORTS
Car 6 Driver 37.95

Front Page Sports Ftbl 41.95

Hole In One Mini. Golf 2465
Jack NickJaue SIg Golf 41 .95

Jordan in Flight 36.95

UnksSBGPro 4165
Mauna Kea 1965
Banff 1965
NFL Pro Football 1992 3565
NFL Video Pro Football 3565
Sports Adventure 4765
Tony LaRussa BebI II 37.95

Wayne Grtzky Hocky 3 3565
World Circuit Grnd Prix 35.95

World Tour Tennis 31 .95

EDUCATIONAL
ACT Studyware 29.95

Alge^laeter 2965
Calculus 24.95

Castle of Or. Brain 29.95

Dinosauer Adventure 32.95

Eco-Quest Rainforest 29.95

Inspector Gadget 34.95

Island Dr. Brain 2965
Kid Works 2 3465
Lost Tribee (Soc. Scdy] 2465
Mario Teacher Typing 24.95

Math Rabbit (New} 29.95

Mickey's ABC's Ench. 19.95

Millie's Math House 29.95

Mystery at Museum 34.95

Operation Neptune 3465
Oregon Trail Dix 3565
Playroom 29.95

Putt-Putt Fun Pak 25.95

Ready for Letters 3465
Rock 8 Bach 34.95

Time Treks 35.95

Treasure Math Storm 34.95

WhafsMy Angle-Geom 2965

AND A WIDE
RANGE DF OTNER

TTTIES

FROM A..TO Z..\

AU IBM COMPATIBLE

ZERO'S Si ONE'S 647eb windy rd. lasvegas, nv bshs
ORDER: 800-788-2193 FAX: 702-897-1 571 TECH/INFO 702^97-2797 INTL 702-897-2797
Prices and availability subject to change. All sales final. We do not guarantee compatabiiity. All software is factory fresh and unopened. We are not

responsible for manufacturer's defects. Contact publisher regarding defects. Shipping: Ist game $5; add'l games add $1 each inContinental US. Snd Day

Air $8 l8t game, add'l games add S1 each in Continental US. COO add $5.00. All prices are US Doliara WE ACCEPT M/C S VISA.

Circle Reader Service #102



Mallard Software, Inc.

3207 Justin Road
Flower Mound, TX 75028
(800) WEB-FEET

JAPAN - SCENERY UPGRADE: This

isn’t just another chunk of Flight Simula-

tor square-mileage with a polygon Mr.

Fuji. No, Mallard has gone beyond their

normal scenery offerings with this pack-

age. Sure, one can tool around the islands

ofJapan in rheir Piper Cub, but why settle

for that kind of hp when one can hop
behind the prop of a Zero-Sen, a Hellcat

or a Corsair. And if they’re not enough,

one can even pilot the supersonic FI

8

Hornet. Now, of course, Dynamix, Spec-

trum HoloByte, and MicroProse aren’t

losing any sleep over this new competi-

tion, but Flight Siniulator^FicionTiAos may
still find some thrills in this package; not

the least of which is landing one of the

WWII fighters on the U.S.S Yorktown,

Enterprise, or the Japanese Akagi. Banzai!

IBM {$29.95). Circle Reader Service #6.

Maxis

2 Theatre Square, Suite 230
Orinda, CA 94563-3346

(510) 254-9700

ROME—PATHWAY TO POWER:
All roads lead to Rome, but some are

better paved than others. Hector, the

player’s character in this lightweight ad-

venture game, has certainly chosen a rock)'

path—but no one said the rise from peon

to Caesar was going to be easy. Hector

begins this quest as a slave in the doomed
city of Pompeii, that lovely port with the

breathtaking view of Mt. Vesuvius. He
can’t hang around long, though, and must
use any means necessary to escape; and if

that means planting a knife in the back of

a bourgeois fat-cat, then so be it. This is

no goody-goody save-the-world quest.

Hector’s “Brutus” imitation sets the tone

for the rest of Rome as he claws his way
through six 3-D isometric environments

to the ultimate seat ofpower and degrada-

tion. The tone is light and irreverent, the

interface is point-n-clicky, the docs are

sparse though entertaining (and in six lan-

guages), and the puzzles will best suit the

beginning adventurer. Rome \s certainly a

departure from Maxis’ usual fare; one

should not expect anything Sim-like in

this British import. IBM ($49.95). Circle

Reader Service #7.

MicroPlay

180 Lakefront Dr.

Hunt Valley, MD 21030-2245

(410) 771-1151

CHALLENGE OF THE FIVE
REALMS: Based on an original story by

Marc Miller, the creator or the Traveller

people-and-paper RPG, this CRPG puts

players in the boots of a character who is

Japan - Scenery Upgrade

wjipz-G;

TOIiOWG.

Rome - Pathway (o Power

Challenge of the Five Realms

Microsoft Video for Windows

The Journeyman Project

confronted by a menace from another di-

mension (and, no, his name isn’t “the

Guardian”). To defend his homeland, the

player must draw together the five realms

of the title. The player is assigned one of

four character classes (warrior, wizard,

diplomat or thief) based upon a 12 ques-

tion multiple choice quiz (and, no, the

questions are not posed by a gypsy).

Though the game is not terribly original

(as hinted at parenthetically), it docs have

some neat new features. I’o wit; a paint

program that enables one to paint their

own character’s countenance; the “PAL”
player-character system whidi allows

members of one’s party to act as distinct

personalities outside of the player’s con-

trol; and two combat options. Quick and

Descriptive, which give one the option of

completely automating combat or explic-

itly giving orders step-by-step. Beyond the

new features, it’s more Hit Points, Hal-

berds, and Hack’n’Slash on a grand scale.

IBM ($59.95). Circle Reader Service #8.

Microsoft Corporation

One Microsoft Way
Redmond, WA 98052-6399

(206) 882-8080 (ask for Bill)

MICROSOFT VIDEO FOR WIN-
DOWS: Microsoft’s Funniest Home Vid-

eos? Maybe. Computing videophiles can

now import and edit video images from

their cameras, VCRs, and videodiscs (with

an appropriate video capture card). Cut-

ting, pasting, compressing, even convert-

ing Mac QuickTime video into IBM
format—all of these functions and more
can be yours if the price is right. The
package even includes a CD-ROM with

stock video footage that can be incorpo-

rated into one’s business presentations,

multimedia projects, or summer vacation

footage. (Geez, one could really impress

the Jones’ with skillful editing of the trip

to Poughkeepsie). IBM, CD-ROM op-

tional ($199). Circle Reader Service #9.

Presto Studios

PO Box 262535
San Diego, CA 92126-2535

(619) 689-4895

THE JOURNEYMAN PROJECT: It

is well-known chat the Macintosh has be-

come the unofficial platform of choice for

artists, and so it is chat the most interesting

creative developments in multi-media

have all been developed on it. Thejourney-
man Project is, for the brief software mo-
ment, the pinnacle of these creative

multi-media efforts. Unfortunately, its

beautifully rendered “photorealistic” envi-

ronment is the scene ofan over-used plot:

The player cakes the role of a Temporal
Security agent whose job is to time-skip

around human history repairing future-

threatening rips in the fabric of time. The

Pose 152 ConiptUer Genuine World



Tiku Titles at the Lewest PeieesI
* A Since 1982

800-554-9925 rompulAbilitv
Call Us On Our US/Canadian Toll Free Number! V Consumer Electronics

FAX: (414) 357-7814

TECH INFO: (414)357-8181

HRS (CST): M-F 8am-8pm, Sat llam-Spm
P.O. Box 17882, Milwaukee, Wisconsin 53217

creative:

SOUMD ^alAlLL'i

BLASTER.16 asp
• 16-Bit 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

V.32 bis Internal/External S18S/S205

V.32 bis Send/Receive 14,400 In S195

V.32 bis Send/Receive 14,400 Ext S235

V.32 bis Internal/External S18S/S205

V.32 bis Send/Receive 14,400 In S195

V.32 bis Send/Receive 14,400 Ext S235

Supra corporation

Supra Fax Modem V.32 bis, Internal

with Fax Software, DOSA/Vindows SI 89 / SI 89

SupraFaxModem V.32 bis, Ext. alone S245

with Fax Software, DOS/Win S265/S265

Advanced Gravis:

$30

PC MouseStick $75

CH Products:

Virtual Pilot /Virtual Pilot Pro ....$69/ $89

Gamecard 3-Auto / Gamecard 3-PS/2 ... ..,.$30/S49

MACH 3 Joystick $29

Maximum:
$65

Kraft:

Kraft Trackball w/Foot Controler $55

Tbrustmaster:

Thrustmater Pro $119

Laser Squad,,, .

LcattimiialHome

Leoacy.TM. . . .

legacy Reafiri of Teiroi

Leggnosol Valour ..

On NdI More Lemtnmgs (add-on) . .

lenimingsll

ItelyorDoain

Lunar Command
LuieotineTemdtrsss
MagicCandelll

Magic Candle III ...
Mams/SDeecnRack ..

MainRabb'l Enhanced

Mai'OrsMssing

Mega Lo Mama . . .

Megaliavelerllorlll .

Michael Jordan in Fligin

M«mSMagu;lll
Monogoh/Oelii'elorWin

MoaansMagcaJ MuecMai
MSSolflO'Windows

. .

Mommedia Musc.Vivaidi

Mynieryaline Museum .

Nam l96S-nS75

NFL Pro league Foolball

NFL Video Pro Fiwttiall .

No Greaier Glory . . .

Perleci General

I’lnehiirsiCC Goll Course

Prrales o1 Gold Edilion .

.

I'rratesolGold

Powor Poiilrcs .
.

Powatnionger WWI
PrlnlShopDaluxe ...

Pro League Daseball ...

Proto Slat. War on the

Ouarky Turbo Science

OuesKOrGloryG.. ..

Rags 10 Riches
,

Realms olArUni.

S C OUT
Seal Team
Secret Weasonsautiwolle .

Eipansign Drsk 1 2.3 or 4

Serpem Isle (U7 part 2) .

SnenltiGuesl

SnenCitresolGoid ..

Shadow PresiOeni

lie tor Windows

Shaiil on Bridge Entranced

Sid Meiets Bundle

Siege rbdansion Disk

SimAntOOS/Windows
SimCityOOS/Windovra .. .

SimEarth/Wmdows
Sim Farm

Sim Life

SoflwaieJuliBboii A. graded

Sotlware Jukebon The Arcade

SdIrlaire'sJdutney

Sound Qraptiics.Aircrall
.

. ..

209S/2B9S
34 95134 95

.
2995/34 95

... 29.9539 95

Special forces

Spedre Supreme ..

Spectre DOS piamiii

Star Trek Screen Savers for Win
SlniiBCommandei

Sing Poker 3/dala disks . . .29
Summoning
Sweet & Low Ameiioan Folk Songs
Syndrcale

Tieasuresotine Savage Fir

Iristan

Ultima VII
. .

Ultima VII Pan 2 . . .
<7 95

Ultima UnderwotIO II.. 4995
LitrabOtS 37.96

Unctiarted Waters . 3995
Uninvited lor Winddvis 3195
Unlimited Adventures 37.95

U.S Civics 39 95

Vloi Victory: Market Garden 42.95

VforViclory: UtatiBeacn 42.95

V for Victory II: VelikiyeLukr .. .42 95

Veil ol Darkness 37.95

WayneGretike3 34 95

Warlord 29.95

Warriors ot Legend 19.95

WavWorks 34.95

VJeen- The Prophecy 34 95

WhcnTwoWoildsWar 3495
Where...CarmenSanDiego.Eoch 2995
Where ..Carmen Past 29.95

Where. Carmen USA Delune 44 95

Where. .Carmen Woild Oeluie 44 95

Wild Science Arcade 34 95

Wilson Pro Siatl Goll 24 95

Wing Commander II . .
. .. 4995

Speecn Accessory Pack ... 1695
SpeciaIOperalions4loi2 . 20 96

Wieg Commander Oeluie
.

49 95

WmrOiy-CiusadetsOarkSavanl . . 39.95

World Atlas 4 0 44 95

World CiicullCtramp Edition . 39 95

World Science Arcade 34 95

World Terns . .3196
WoildTourTennis 3196
WtiildCircuilGrandPni 34 96

XWing 3995
Zodiac Signs .... 39 9

BunAldnn's Race Ini

enSan DiegoiEach ...

snSanDiego-Amerit

Conquest ol Japan .

Crusaders ot the Dar

Cytion

Daemonsgaie

Elvira ll-JawsolCeiSen

EyeoIlheSloiiti ..

F-14T-18

FaUes & Fisnds. Legend

Fighter Dual Pro . .

Harpoon ...
BatUeseiFA ..

Harpoon Designers' Senes BatIBset .

.

Call for More Titles!

Software available

only on 3.5" disk or

combination packs.

No Individual 5.25"

disks are available

800-554r9925

• One of WLsciinsin'.s Top H) ofSoflwai'c Avaihiblc.

Women Owned Businesses. • All Prixliicls Sold

• Corporiilc. Government & Curry Miimifauturers'

• ^21^ Docuiiienlatiiin.

• APO, I'I’Olli. AK
No Surcharge Puerto Rico <& Canaditin

on Credit Cards. orders welcome; 6Cf -

• Most Orders Shipped Min. $6. International

within 48 Houl^. Orders Sliipiwd First Class

• Soflwiuv Shipping only .Mail Insured:

S5 per order, not per title. ISli- Min. SI5. If mail cost

1 lanlwarc; - Min. S5. e.seeeds calculated amount,

• C.O.D orders welcome. you'll be billed additional,

with only a S5.0() Cliarge. • Call I'or l-ree Ctiialog

• We Ship Latest Version uV Items Not Listed

Priues Iluuluulc treyunj uurciiniiul A: nuy uhunpc Fur hullcr nr worvc. Ocruclive

RclumAuihnnMl ion nr yriiirivl urn will mil he iitux'picd. Shipping Jutijndlinfun:

non-refundahle. All ulcuare Diul. All rcluniv arc uutrju-ui in u rcMnu'kIng fee.

Circle Reader Service 1144



somewhat iion-lincar adventure unfolds

as the player combines both adventure

gaming problem solving with a quick ac-

tion-gaming trigger finger. Though its

story is trite, Journeyman is a landmark
effort in multi-media development, offer-

ing a queer futuristic soundtrack, nice

sound effects, well-performed video/voice

acting, and the aforementioned, stunning

graphics. lt’.s- unfortunate that “Mac-
hcads” (affectionately used) are the only

ones able to enjoy this beautiful piece.

Mac 11 with CD-ROM and 8 megs RAM.
(S99.95). Circle Reader Service#! 0.

Sirius Publishing

7320 E. Butlierus Suite 100

Scottsdale, AZ 85260

(800) 247-0307

PC KARAOKE: The ultimate exhibi-

tionist's toy comes home to your PC, the

included microphone begging to be

plugged into your sound card and caressed

with the lusty vibrato of your voice. Eleven

classic sing-a-longs arc included on the

initial CD, including “Pretty Woman,”
“New York, New York,” “Twist and
Shout,” among other pop perennials, and
the package includes a catalog ofdozens of

other disks that can be ordered. Your
sound board plays the music (sans lead

vocals) and the back-up chorus, while the

words to the song arc highlighted on the

screen. All you need to provide is your

raspy, tone-deaf interpretation to embar-

rass your family and irritate your neigh-

bors. IBM CD-ROM. ($129.95). Circle

Reader Service #11.

Sound Source Unlimited

2985 E. Hillcrest Drive #A
Westlake Village, CA 91362
(805) 494-9996

AUDIO CLIPS - TOTAL RECALL &
TERMINATOR 2: The man who made
his name with well-articulated pectorals

and ill-articulated one-liners can nowand
forever be a part of your Windows envi-

ronment. All of the best punch-lines from

Arnold Schwarzenegger’s two latest star-

ring roles have been condensed and

canned in two separate packages. No
longer will you exit Windows with an

unceremonious drop to the DOS prompt;

now, Arnold will wish you on your way
with an “Hasta la vista, baby” or “Your

terminated.” There’s plenty of comic re-

lief here for the humanoid who spends too

much time with icons and mice. IBM
($59.95). Circle Reader Service #12.

Spectrum HoloByte
2490 Mariner Square Loop
Alameda, CA 94501
(510) 522-1164

CHESS MANIAC 5 BILLION AND
1: Puppies that piddle, body odors that

IkSSSB^Hw
SIKSMi

lS BPSH
PC Karaoke

Audio Cli|js - Total Recall

Chess Maniac 5 Hillion and 1

America iti the Atlantic

kill, breasts that jiggle, knights that bru-

tally murder youn^^ maidens— ah, yes, it

must be “humor ’ National Lampoon
style. Calling itself “the world’s first hu-

morous chess game” (apparently not ap-

preciating Interplay’s attempts), this

product offers a mediocre chess opponent
in a rarely funny, occasionally offensive,

and frequently lame context. The chess

pieces are nicely rendered in live-action

video, but the technical whiz-bang can’t

save it from its still-born concept. Tliough

it bills irsell as “bawdy” it is more often

brutal, both in terms of truly senseless

violence and its ax-murderer’s sense of

comedic subtlety. IBM ($69.95). Circle

Reader Service #13.

Star Graphics

1800 S.W. 1st Avenue, Suite 545
Portland, OR 97201
(800) 831-7611

Q: The “Q” is probably for “quick,”

“quirky” and “qutc,” as they best describe

this inventive diversion for Windows
owners. The game is played on a hexago-

nal grid formed into one Meta-Hexagon,

wherein creep invisible alien ships. The
player moves his or her laser cannon
around the perimeter of the hex, firing

occasional shots into the inky black. If a

shot directly hits an invisible alien ship,

the player is told so, but the location ofthe

ship is not revealed, if the shot glances off

of the side ofa ship, the player is told that,

too, and the entry and exit points of the

laser blast into the Meta-Hexagon arc

shown. With this information, the player

must figure out exactly where the ships are

hidden. While it is nothing to go quazy

over, it is a nice diversion of the coffee-

break kind. IBM ($19.99). Circle Reader

Service #14.

Strategic Simulations, Inc.

675 Alinanor Ave. Suite 201
Sunnyvale, CA 94086-2901

GREAT NAVAL BATTLES—AMER-
ICA IN THE ATLANTIC: What if the

Japanese had not been involved in WWII
and America’s Pacific fleet was used

against Germany? The historian’s specu-

lations are now the computer gamer’s

playthings with this addition to SSI’s

simulation of large scale naval conflict.

Great Naval Battles. This expansion disk

includes several new ship types; the Pen-

sacola-, New Orleans-, Gearing-,, and
Fletcher-class destroyers, and the South

Dakota- and Iowa-class battleships. In ad-

dition, these boats are pitted against

Hitler’s floats in three campaigns and sev-

eral hypothetical battles promising the

gamer “40 hours of all-new game play.”

The ships can also be integrated into the

scenario builder (sold separately) for use in

Page 154 Computer Gaming World



R€CeiV€D

Vikings

The Tinies

Amiga:

Alrain (Maxis)

The Bard’s Tale Construction Set

(Interplay)

IBM PC;
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The Tinies (Inline Design)

Vikings; Fields of Conquest
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Macintosh:
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Stellar? (Dynamix)

MS Windows:
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ahiscorical situations of one’s own device.

IBM ($29.95). Circle Reader Service #1 5.

Three-Sixty Pacific

2105 S. Bascom Avenue, Suite 165
Campbell, CA 95008
(408) 879-9144

V FOR VICTORY-MARKET GAR-
DEN: V FOR VICTORY: Three-Sixty’s

series of popular V For wargames
continues to evolve, the interface and ar-

tificial intelligence improving with each

new incarnation. This latest simulation

recreates the bold Allied air drops behind

German lines to capture a bridge across

the Rhine in Holland. This battle ended
up being immortalized as the Allied disas-

ter that it was in the novel, A Biidge Too
Far, but the course of events could have

gone ver)' differently. A good historical

situation lovingly recreated, this looks like

the best of the VdV bunch so far. IBM
($69.95). Circle Reader Service # 1 6.

Velocity Development
2161 Union Street

San Francisco, CA 94123
(415) 776-8000

SPECTRE: Macintosh networks have

long been the sole domain of high inten-

sity, multiplayer action gaming. Now, fi-

nally, IBM networkers can share in the

shoot-em up fun. Originally released for

the Mac, Spectreh-As made a seamless tran-

sition to the DOS world. Several players

(we don’t know exactly how many,
though the manual speaks of6- 8) can race

tanks around a poly-filled environment

resembling the old coin-op BattleZone.

The possible scenarios include a good of
slugfest where the most kills wins, a flag

rally where the most flags grabbed wins,

or a variant of Capture the Flag, called

Raid. The action is very fast-paced, with

tanks zooming every which way, bullets

falling like rain, and the occasional tank

leaping into the air. This one could very

well have a group of friends “jacked into

the net” for unhealthy periods of time.

AppleTalk (Mac) and NetBIOS and
Novell IPX (IBM) networks are sup-

ported. IBM, Mac ($59.95). Circle

Reader Service #17.

Villa Crespo Software

1725 McGovern Street

Highland Park, IL 60035
(708) 433-0500

FLICKS! FILM REVIEW LIBRARY:
Although nine parts database to one part

game, Flicks!\s still enjoyable to use, ifjust

for the database’s subject matter. Not only

do users receive a starting library of over

30,000 movies (with lots of information

about each), but they can amentl and edit

it to suit their home use needs. (One of

V For Victory - Market Carden

Flicks!

our editors is already busy logging his

400+ home video titles.) On the gaming
end, generates trivia questions with

multiple choice answers, the subject mat-

ter of which is defined by the user (for

example, players can define subjects like

“Westerns from 1940 - 1960”). Highly
recommended for serious flick fans. IBM
($69.95). Circle Reader Service #18.

Waite Group Press

200 Tamal Plaza, Suite 101

Corte Madera, CA 94925
(800) 368-9369

VIRTUAL REALm^ PLAYHOUSE:
One in a scries of books-with-softwarc

covering various fringe computer topics,

Waite Group’s Virtual Reality Playhouse

introduces its readers to the young held of
sensory immersion experiences— aka vir-

tual reality. The bookhy Nicholas Lavroff

lightly covers various VR-related topics

like data-gloves, stereoscopic vision, tac-

tile feedback, 3-D audio, and the potential

applications of the technolog)'. The col-

lection of programs includes a simple 3-D
modeling package, a collection of 3D
wireframe objects that one can view with

the included red-blue 3D glasses, a simpli-

fied version ofDoMark’s Mig-29 Fulcrum
flight-sim (no combat), and a 3D “adven-

ture game,” among others. 'Lhere’s no real

sensory immersion here, but the book
does include instructions for modifying a

pair ofSega LCD shutter glasses for use on
a PC. All told, its an accessible introduc-

tion to the topic. Recommended for bud-
ding cybernaurs. IBM ($22.95). Circle

Reader Service #19.

Wilson Software

PO Box 612674
South Lake Tahoe, CA 96152
(916) 542-4854

CASINO VIDEO POKER: Thirty bil-

lion bucks were tossed into the ravenous

gullet of the Five-Eyed Thief last year, and
most of those pesos never again saw the

light ofday. Victims of this seductive ban-

dit may want to do themselves a favor and
take a few lessons from this program.
Though its graphics are rather bland, it

offers useful functions for those searching

for an edge over the House. (Ok, you’H
never, ever legally^ex an edge on them, but

one can hope.) The game offers 32 payoff

scales (though there’s no deuces or jokers

wild), progressive jackpots, and it tracks

your strategic errors. The error tracker

shows how much the strategic blunders

have cost you, and even allows you to

replay the blundered hands so you can

have the answers to the gambler’s ever

present question, “What ifi'” IBM
($24.95). Circle Reader Seiwice #20.

Casino Video Poker CGW
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COMPUTER GAMIIVG WORLD
HALL OF FAME

The games in Computer Gaming World's Hall of Fame have been highly rated by

oLir reacfers over time, They have been rated for their impact on the computer gaming
hobby during their peak period of inlluence 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 whicfi CCW has in its possession.

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 (Interstel, 1978)

Amiga, Atari ST, C-64, IBM

F-I9 Stealth Fighter (MicroProse, 1988)

IBM

Gettysburg: The Turning Point (Strategic Simulations, Inc., 1986)
,

-

;

Amiga, Apple, C-64, IBM
’

•

Gunship (MicroProse, 1989)
Amiga, C-64, IBM

Harpoon (Three-Sixty Pacific, 1989)

Amiga, IBM, Macintosh

Kampfgruppe (Strategic Simulations, Inc., 1985)
; T !

Many formats

King's Quest V (Sierra, 1990)
Amiga, IBM, CD-ROM

M-1 Tank Platoon (MicroProse, 1989)

Amiga, IBM

Mech Brigade (Strategic Simulations, Inc., 1985)

Many formats

Might & Magic (New World Computing, 1986)
Apple, C-64, IBM, Mac

M.U.L.E. (Electronic Arts, 1983)

Atari 8-bit, C-64

Pirates (MicroProse, 1987) I

Many formats

Railroad Tycoon (MicroProse, 1990)

Amiga. IBM, Macintosh

Red Baron (Dynamix, 1990)

Amiga, IBM, Macintosh

SimCity (Maxis, 1987)

Many formats

Starflight (Electronic Arts, 1986)

Amiga, C-64, IBM, Mac, Sega

Their Finest Hour (Luca.sArts, 1989)

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, 1990)

Amiga, IBM

War in Russia (Strategic Simulations, Inc., 1984)

Apple

Wasteland (Interplay, 1986)
Apple. C-64. IBM

Wing Commander (Origin, 1991)
IBM, Sega

Wizardry (Sir-Tech Sofhvare, 1981)

Many formats

Zork (Infocom, 1981) •

Many formats

Harpoon

(Three-Sixty Pacific, 1989)

Amiga, IBM, Macintosh

l-larpoon is based on modern naval

miniatures rules by Larry Bond, a retired

naval officer and sometimes NATO naval

wargames referee. The game quickly

became a standard because of its vase and

easily accessed database of modern naval

intelligence, its unique user-determined

staff assistant feature (which can be rele-

gated to simple bookkeeping or participate

in the game as an advisor) and continuing

customer support (in terms of early bug

fixes, later battleset additions and scenario

editor). The game offered a new look and

feel, as well as proving that wargames
could still sell.

Kampfgruppe

(Strategic Simulations Inc., 1985)

Many formats

Kampfgruppe was the tactical

wargamer s dream when it was released in

1985. It allowed gamers to engage in tacti-

cal level armored conllict a la the

boardgame PanzerBlire without having to

perform all the bookkeeping. It was visual-

ly superior to Avalon Hill’s Tankrics
(essentially a computer- mode rated

boardgame which preceded Kampfgruppe
by almost five years), did not have the uis-

tracting real-time mode of SSI's earlier

Combat Leader, had a better interface than

Avalon Hills TAC (Tactical Armored
Combat), and featured a built-in mecha-

nism for designing one’s own scenarios.

The Amiga conversion still has some of the

more awesome sound effects ever heard on

a computer wargame.
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PC Research
Hits List

Tap-Selling Software

What You’ve Been
Playing Lately

The Feedback Forum of Reader Response
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PAhriirtrv 100'%

I'iclc and Source

Space Quest V (Sierra On-L

Comanche: Maximum Overkiil (Nova Logic) •

IJnks 386 • Pro (Access)

Sim City (Maxis)

Ultima Underworld !I (Origin)

Kings Quest VI (Sierra On-Line)

Links - Mauna Kea (Access)

I'ronr Page Sporn: Football (Sierra On-Line)

Falcon 3.0 (Spectrum FIoloByce)

Silent Ser\’ice II (MicroPr<}.se)

Wing Commander (Origin)

Kings Quest VI (Sierra On-Line)

Populous II (Electronic Arts)

Police Quest (Sierra On-Line)

Beat the House (Konami)

Microsoft Flight Simulator (Microsoft)

F-1 5 III Aces Pack (MicroProsc)

Civilization (MicroProse)

Aces of the Pacific (Sierra On-Line)

Wolftenstcin 3-D/Spear of Destiny (Foringen)
.

Title and Sourcefi

688 Attack Sub (Electronic Arts)

AD&D Gateway to Savage Fronricr (Strategic Simulations)

Realms (Virgin Games)
Civilization (MicroProsc)

Operation Combat (Merit)

'I'itlc and Source

Prince of Persia (Broderbund)

Microsoft Fligbt Simulator (MicrosoftT

Civilization (MicroProsc)

Sim City Supreme {Maxis)-...;..-*s~

Award Winners; KQV & Red Baron (Sierra On-Line)

CD-ROM Products

Title and Source!
MPC Wizard (Aris Entertainment)

Cincmania (Microsoft)

Wing Ct)mmander/Sccrct Missions 1 & II (Origin)

Battle Chess (Interplay)

Street Arias U.S.A. (Dclome)

World View (Aris Emcrtainmenc)

Mantis (MicroPro.se)

Win CD (MicroProse)

Secret Weapons of the LufrwatTe (LucasArrs)

Compton’s Encyclopedia Upgrade (Compton’.s New Media)

riits list i.s baled on units sold by .Software Etc- Babbagci, Waldeniofcwarc and Eiecfronics

Boutique. J'or more inform.ition. please contact Pt' Rcsrarch at (703) ')35-1025.

Every month our mailbox fills to capacity with hundreds of Reader
Input Cards from our many loyal and outspoken readers. Over rhe

years we’ve found these cards to be an invaluable source of feedback.

Within 10 days ofthe release of our late.st issue we can expect to see

dozens of cards begin pouring in with comments, suggestions, encour-

agements, tirades and many good laughs, in addition to the data for our
Top 100 game poll. Through your ciTorts, we know which articles were

hits, which flopped, how many ryypos an grammatical errors we’ve let

slip through— in addition to the many well-articulated opinions on
anything and cs'eryrhing 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. Thanlcs

for taking the time to fill them out...and keep 'em coming!

Playing Lately? Results ForCGW #105,

April 1993:

X-Wing (LucasArts)
"

Ultima Underworld 11 (Origin)

Civilization (MicroProsc)

Conquered Kingdoms (QQP)
Garv- Grigsby’s Pacific War (.SSI)

Empire Deluxe {Ne^v World)

World Circuit (MicroPro.se)

F-15 Strike Eagle 111 (MicroProse)

Wizardry VII: Crusaders of the Dark
Savant (Sir-Tech)

Alone in the Dark (l-Motion/lncerplay)

It s All Just A Popularity Contes
In issue #105 we asked readers what criteria they use when making pur-

chasing decisions. As aKvay.s, vour responses were wildly varied and
interesting. The prime consideration tvas, of course, a game’s topic -

one only buys game.s in which they’re interested. Many people buy
games from favorite publishcns based upon their past track record.

While not the most frequent, our favorite respondents where those who
used CGW ieview.s in their consumer equations. We’re flattered!

Many readers also indicated that they had a favorite designer or two

whose names would prompt an instant purchase. Wc were pleased to

.see this. For many years designers have been wrestling with theirpub-

lishers over the is.sue of designer credits. During the early years of gam-
ing it was the rare exception when a dc.signer was given credit on the

packaging oFa game. If a designer was credited it was usually in small,

unassuming print tucked somewhere neai‘ the legal disclaimers. Slowly,

designers have been gercing the box ink and the recognition they

deserve, to the point that tnere are now several designers who seem to

be "household names” (at least in a household of gamers). The follow-

ing list is a collection of the names most frequently mentioned in your
responses. We felt that this column was the appropriate place to print

this Who's Who of Game Designer, as it’s in small print and at the

buck of a product. We thought they’d feel right at home.

.Sid Meier (Pinices, Riiilwiiei Tycoon, Civilization)

(j.siy Grigsby {Kampfy^ippe, Carrier Strike, Pacific War)

Damon Slyc [Red Baron, Aces ofthe Pacific)

Ron Gilbert {Monkey Island J & !1, SCUMM adventure s)'stcm)

Chris Roberts {Space Rogue, Wing Commander I & II, Strike Commander)

Liwrenco Holland {Battlehawks 1942, Their Tinest Hour. S.W.O. TL, X-Win^
Richard Garriot aka lx>rd British ( Ultima aric.s)

Roger Keatmg\Ian Trout {Reach for the Stars, Battlefivnt str'ics. Carriers At War)

Roberta Williams {King's Qrrwrserics. Laura /iow .series)

A1 Lowe {Leisure Suit Larry scries)

Steve Mcteizk}’ {A Mind Forever Voyaging. Sorceror, Leather Goddesses ofPhobos,

Spellcastingscned)

lx)ri & Corey Cole ( Quest For Glory scric-s)
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Computer game programs have grown so massive and the num-
ber of possible configurations has become so huge that incompati-

bilities 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 (pre-

sumably, 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

CompuServe or GEnie, but can also be obtained from individual

software publisher’s own BBSs or direct from the publisher with

proof of purchase. We continue to urge publishers to keep us

updated on the latest versions/patches to dicir games.
('*’ indicates new files.)

’Aces of the Pacific 1946 Add-On Disk Update: Single Missions will now
be saved correctly, and several fixes have been made to Career Pilots,

including the elimination of known Shell System Errors. 3/10/93

Amazon Raft Bug Fix: Fixes the problem getting the raft out of the box in

the airplane. 12/12/92

‘Ancient Art of War in the Skies Update: Version 02 of the game.

3/01/93

Batman Returns Update: Latest version of Konami’s Bat-venture. 1/24/93

'Caesar with Stacker: Allows players to use Impressions’ game with the

utility. 3/05/93

Civilization Version 1.0.8 (Macintosh): Latest and greatest version of the

reigning king of strategy. 2/23/93

Darksecd Version 1.5 Update: Latest version of CyberDreams’ adventure.

1/20/93

'Darklands Version 07 Update: Latest version of MicroProse’s RPG.
3/05/93

F-I5 Strike Eagle HI Install Update: For those having trouble with the

install program. 12/23/92

F-15 Strike Eagle Help Info Text: Text file containing known problems

and suggestions for those having problems with the sim. 1/08/93

F-117A Stealth Fighter V.04: Update to MicroProse’s jet simulator.

1/29/93

Front Page Sports Football: A new version is available which improves

upon the original release in many ways. 2/15/93

Full Count Baseball V5.1 Upgrade: Expands play-by-play and offers a new
screen layout. For owners ofV5.0 only. 12/06/92

Great Naval Battles/North Adantic Update: Updates all GNBNA files to

version 1.2. 2/23/93

Gunship 2000 Islands and Ice Patch Version .085: Corrects keyboard

lockout problems some gamers are having. 2/11/93

Hockey League Simulator 2 Update VI. 11: New version for the IBM,

2/3/93

Lsland of Dr. Brain Update: Fixes “Coops 10” error, music room puzzle,

and several other problems. 12/23/92

Jack Nicklaus Signature Edition Rev 1.5: Fixes the Mini-Moss effect

caused by several objects being placed after a hill crest. 12/16/92

'Links 386 Pro Update Version 1.09: Includes new drivers for specific

video cards, a new Sound Blaster Pro 16 driver, and fixes the Harbour
Town Hole 14 lockup. 3/3/93

Magic Candle III Version 1.16: Fixes problems with Sound Blaster sup-

port, mirror of honesC)7candiewick problems, difficulties with tranferred

characters from MC2, and other minor glitches. 2/17/93

‘Mantis Update (IBM): Adds new features and improves gameplay. For

disk-based version only. 3/01/93

NFL Pro League Football ‘92 VI. 1: Contains many upgrades, fixes, and

additional schedules. 1/26/93

Pacific War Vl.06: Fixes the bombardment bug, the West Coast defense

bug, the missing unit bug, etc. An “unofficial” upgrade from Gary Grigsby

— not supported by SSI. 1/24/93

Power Politics Update: Fixes all known bugs. 12/11/92

Quest For Glory III “B” Patch: Corrects all known game play errors,

12/03/92

Shadow President Update Version 1.0b: This version will run in ca. 30k

less memory chan the previous version.’ It also includes minor adjustments

to the internal processing. 2/12/93

SimLife Upgrade V2: Fixes minor problems in Maxis’ A-lifc simulator.

2/10/93

Solitaire’s Journey Patch VI. 03: This is a patch for chose having problems

with saved Tournament games and those having mouse troubles. 2/12/93

'Space Quest 5 Patch: Corrects the following: (1) Inability to Restore or

Quit after running out of time on WD'40’s ship. (2) Inability to skip pol-

ishing the Scar Con crest in EGA mode. (3) Loss of cursor when Roger

.steps off' the log which spans the river on Kiz Urazgubi. 2/26/93

Star Control 2 VI. 1: Fixes several small problems. 12/11/92

Star Legions Update: Fixes some machine-specific lock-ups, problems with

phasers firing out of the FOV, changes to mission ratings, fixes to award

sequence. 1/15/93

'Sumpter to Appomattox Update: Fixes the “Build” routine and elimi-

nates the memory error that some gamers were having. 3/13/93

Task Force 1942 Update: Corrects the waypoint problem, among others.

2/15/93

LaRussa’s Ultimate Baseball VI. 1: Upgrades SSI’s baseball simulation to

tile latest version. 1/29/93

'Tom Landry Football V. 1.03 Update (IBM & Mac): Corrects problems

with high-speed modem play, 3/06/93

Twilight 2000 Colonel Upgrade (VGA only): Adds extra sounds and

graphics, and adds a new ending to the game. 2/2/93

Ultima VII Version 3.4: Lord British fixes some minor leaks in the roof of

Castle Britannia. Updates from Version 3.0 to 3.4. 2/17/93

'Ultima Underworld I Patch: Replaces old patch to UWI. 2/25/93

Ultima Underworld II Patch: Fixes the “strike” problem, local bus diffi-

culties, and a few others. 2/24/93

The PRODIGY Weekly Top Ten

Computer Gaming World is Prodigy's on-line games expert. Look for

us in their Game Center, a forum where users read articles posted on-

line by CGW and exchange me.ssages on the bulletin boards (wc can

be readied there at EXPT 40B). The Prodigy Game Poll is run by

Prodigy based on a list of games provided by CGW and is updated

weekly. Note that it is not a cumulative racing over time (like the

CGW Top 100 Poll). Instead, the Prodigy Game Poll is a weekly

"snapshot” of game popularity with gamers rating their favorites on a

1 - 10 scale. The highest total point earners make their Top 10. We
provide this data to our readers as another barometer of "what’s hot"

in computer gaming.
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Why Do Reviews

Take So Long?

S
tare of the Magazine: It was a relief to

attend a session on “PC Review Labs:

How They Work” at the recent Soft-

ware Publishers Association Spring Sympo-
sium. No matter how careful and professional

one tries to be in this business of journalism,

there is always a nagging fear that someone is

doing it better, easier and more logically. As
1 listened to the editors of the major personal

computer magazines that cover hardware and

business software, I could almost hear myself

talking.

For example, most of the general computer

magazines divide their coverage up into three

types ol feature articles: First Looks, Reviews

and Sui'veys. The former is usually based on

beta software, reviews are always based on

finished product, and the latter is a compari-

son of several pieces of software in the same
area, all of which can be tested via a common
benchmark. The first type of feature is

roughly equivalent to our Sneak Previews. As

Kevin Strehlo of Infoworld observed, “The
intent here is to provide an impression, not

be rigorous in rhe examination.” The concern

is not with shaking down a program, but

describing a piece of software that the test lab

staff thinks will be significant when it is re-

leased. This is not “hype,” as some in the

computer game press have called our sneak

previews, rather it is the written description

of “discovering” the software. The test lab

staff reports the bugs that they encounter to

the .software publishers and such bug reports

do not end up in the stories. If the bugs arc

not fixed, they are mentioned in the reviews.

Reviews are handled in much rhe same way
as they are at CGW, with the exception that

these general computer magazines often have

larger staffs and can write more of the reviews

in-house. Still, I was happy to hear my fellow

editors insist that they would not review prod-

uct off demo disks or documentation. In the

computer game press, it seems there are some
magazines that are willing to write articles

without even touching, much less experienc-

ing, the game itself.

Further, the editor of PC Week stated that

his lead times are 60-90 days out. This is

roughly comparable to CGWs lead-time. It

is almost impossible to play a game all theway
through (which we expect our reviewers to

do), write the feature, and get the review

edited, designed for the printed page and off

to the printer in less than 60 days. At times,

we can work miracles, but they take a lot out

of us. If the company only sends us one copy
of the game, that process moves ro the 90 day

cycle because we have to hold the product

in-house long enough to write up our “Tak-

ing A Peek” paragraph prior to sending the

review copy to the out-of-housc reviewer.

I wanted to offer a standing ovation when
he said, “Once a product is out a week and we
don’t have it— you’re probably not going to

be reviewed.” With a 60-90 day lead time,

getting a review copy to a magazine even one
week after it hits the store sheaves means that

it can take three to four months for the review

ro appear in print, depending on what time

of the month the copy arrives. In CGWa case,

we feel obligated to print a “Taking A Peek”

as soon as possible, unless we think we can

turn the review around inside of a month
(sometimes our editors get such “game-lock”

on a particular game chat they aren’t getting

any sleep, anyway). In such a case, we might

skip the “Peek” and get the review into the

magazine with supernuman (i.e. dedicated

gamer) effort.

Unfortunately, I couldn’t resonate as much
with the remarks on product surveys. The
general computer magazines have it made. It’s

easy to compare spreadsheets by having them
go through the same kinds ofcalculations. It’s

easy to compare word processors, feature-by-

feature, and have the software handle the

same kinds of documents. They can time

performances and create nifty charts which
summarize the results. How can one summa-

rize entertainment products in an objective

manner?

Other magazines avoid the issue. They cre-

ate numerical ratings which seem objective,

even though they are based on subjective

ratings. Just putting one’s feeling into num-
bers isn’t being objective. Even if one had

objective ratings, we’re not sure they would
mean much. A flight simulation that ran at a

faster number of frames per second than a

leading flight simulation might yet be inferior

because its graphics could be blockier, less

detailed and less satisfying. A CRPG (com-

puter role-playing game) that uses higher

resolution graphics might not be as effective

in helping gamers suspend their disbelief as a

game which uses better artists at a lower reso-

rution. A strateg)' game with modem-to-mo-
dem capability might not offer enough
solitaire play value to make it a better buy
than the one without. It is easy to get caught

up in “featuritis” when one attempts to be

objective with regard to matters of individual

perception and value judgments.

Basically, we feel that our growth at CGW
has had something of a trade-off. When the

magazine was part color/part black&white

and less than 100 pages long, we had just

about the shortest lead time in the computer
game press. Our readers wanted a full-color

magazine. Many wanted a “perfect-bound”

spine so that our increasingly larger issues

would not hill apart. Those who purchased us

on the magazine racles wanted a glitzier de-

sign. Our long-time loyal readers still wanted

thorough reviews where they could tell that

the reviewers had played the games and could

offer some hints and strategics.

In effect, we traded a longer lead time for

all of the above. In actuality, we would still

look slow compared to some magazines. We
believe our reviewers should finish the games.

That takes time. Not everyone believes that.

We think our readers know the difference.

CGW
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AIL FLIGHT SIMS
ARE NOTCREATED EQUAL

SomeAre More Real Than Others

You've played the latest flight sim games, now brace yourself

for the real thing. When it comes to flrst-chuss aiilhenticiU'

down-and-dirty retdism, tmd a target-rich environment, nobody

comes close to Tornado.

Pilot the Gulf War's most gutsy strike aircraft at breakneck

speeds over three explosive combat areas loaded with real-

world details delivered at a high frame rate - buildings,

structures, roads, power lines, trees and much, much more.

From tanks to TV towers to I'ivers and r^iilways, Tornado’s

unsuri)assed 3-D world is so authentic, you can see the mesh

of fence surrounding a communication tower.

At sea level, there is no faster fighter jet than a Tornado.

Hugging the earth at a heart-stopping

speed, the Tornado is an extremely

difficult Uirget. Meanwhile, it can

deliver nearly 10 tons of the latest

Tornado, from the

company that brought

you the dward-ivinniug

'FalcoiT 30.

Real-

work/

graphics.

Incredibly

detailed

'

mission

planning.

Fly missions

with lip

tofive other

Tornados.

“smart” and submunition weaponiy

with pinpoint accuracy in any weather, day or night.

^\nd it’s not just you against the enemy. Up to five other

Tornados help you corner your adversary' in liigh-speed

synchronized attacks that determine the outcome of your

missions iuid the success or failure of the campiugn.

Tornado even delivers tlie most sophisticated mission

planning ever seen on a home computer. A satellite oveiwiew

of the airfield and the sun*ounding areas lets you set and

anaK7e your flight plan and profile. /\nd the most intricate

fighter mission planning system ever devised lets you set

the autopilot parimieters and check

your waypoint flight times and fuel

consumption.

Tornado.

Realism that’ll blow you away.
D
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The release, of Strike Commander marks

the cdmpletion of two years of intense

software d^evelof^ment.

RealSpace^^ graphics system

Ig^ industry's most advanced technology

our

origin has created a flighf

sirhulafor of uncompromising

quality and realis/ri, interwo-

ven w frf* q gripping cinematic story. We

could write a book^^cribing each fea-

attention totvre, documehtjrig fhe

detail and defining the monumental
^rriage

this game represents. jBuf

I pictui^e is v/^orth a thousandsince a

enough said.words.

Avoilable al a software retailer near you or roll

1-800-245-4525 for MC/Viso/Oistover orders.
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