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You get it all. .

.

in the complete Spear of Destiny^*^

CD collection~enjoy the original

ground-breaking virtual reality

game, then conquer two brand
new Nazi fortresses in two all-

new missions. We Include hint

books for all three games, and a
terrific game generator that you
can use to make a variety of new
missions for your enjoymentt

Return to Danger. .

.

as an Allied commando, lighting

your way into the enemy HQ to

seize the prize that he must not be
allowed to keep! Battle the best

the enemy has to offer, taking the

Spear from the megalomaniac
Axis leader. See why its stunning

first-person perspective, and dig-

ital stereo sound made this the

Game of the Year.

Mission Disks were nof developed or produced by id Software. Spear of Destiny is a trodemork of id Software.
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REMEMBER THAT GAME

YOU PLAYED SO MUCH YOU

LOST YOUR GIRLFRIEND. .

.

YOUR JOB... YOUR CAR...

GOOD NEWS. .

.

IT'S BACK.

f LODE RUNNER" ^Ithe legend returns)

It's more addicting than ever. With all new graphics and sound effects, plus 150 new Levels of non-stop

action. PLay atone or head-to-head. Use the Lightning-fast Game Generator to create torturous worlds

of your own. See your retailer or call 1-800-757“7707 (Ask for offer D845).
SIERRA-

Availublc for: DOS, Windows, MAC. DOS CD-ROM. LODE RUNNER isii rcgislonnl iraticimirk licensed wcliisivciy lo Douglas E. Sniilli. ©I!)8.3. lUtM DoiiylasE. Smiili. Sicrni On-Line Inc. All riglilsHgrvcd.

Circle Reader Service #181



“Leading horror adventure game of the year!”

Chuck Miller, InterActive Gaming

Takes players on a heart-racing roller coaster ride of terror.

Russ Ceccola, Electronic Games

Pliiiiiliisiiiiiynrln'ii sliniiilitu sottliiy wtis

cntnloil iisiiin Oh! must

(;iiiHiiiiila(|rii|ihv and laimiiiiliir yni|ililcs

lL‘clinii|ui!S ovoi lor ii luimiiiitor yaniu.

An ux|itiii(iii<:o ill tiiiriir llhi) iuilliiii)i uvor

sunn ui iiD.iid liutiin, on I’C.

Till) tail) ol ii vntino wimian rusts In your tiimds

ill this sluiokinii ciminiiilic luiir-ilii-luico.



PRAY IT’S ONLY A NIGHTMARE

ROBERTA WILLIAMS

ruantasmabdriA
Circle Reader Service 0120



COMPUTER
GAMING WORLD
SEPTEMBER 1994

FEATURES
18 MAGICAL MYSTERY FUROR CG FF's Alan Emrich
conjures images of Sid Meier’s Civilization, M/\stt:r of

Orion and Magic; "riiF: Gathf.ring in this sneak jirevievv of

tlie latest collaboration between SiinTex and MicroProse,

M.aster of Magic. Find out the latest on the metamorphosis

from MOO to MOM in this exclusive first look at the

upcoming grand strategic game.

22 FASHIONABLE GAMES The Summer Consume)'
ElecU'onics Show is the place for entertainment software

publishers to show off tlieir fall line-ups. In this 12-page

report, we examine the dominant trends in entertainment

software and provide a genre-by-genre summary of

upcoming games.

ADVENTURE/
ROLE-PLAYING
41 SCORPIA'S STING During tlie doldiums of summer,
CGI'Fs resident prophetess was ensorcelled by something-
old (The 7th Guest) and something new (Hexx: Heresy of
the Wizard).

46 RETURN TO RINGWORLD Charles Ardai tells readers

that the Re'i urn to Ringwori-O is not as painful as the

original voyage.

62 INCA II When the future meets the past, Charles Ardai
is (here to report on a new Inca-nation foi- Sierra’s latest

French import.

ACTION
66 NEW MISSIONS FOR SPEAR OF DESTINY Some
products neve)' die—they just generate add-on disks. Paul
Hyman takes readers on a Return to Dancer and into the
Ultimate Cil-vllenge.

SIMULATIONS
77 BOGEY’S BAR & GRILL Tom Basham reflects on the
tendency for some gamers to judge simulations befoi e

they’ve mastered the learning cinwe.

80 PREVIEW! FLIGHT UNLIMITED What would happen if a

design team decided to model the physics of the

atmosphere in addition to the physics of the airplane.

Johnny L. Wilson suggests that you would get a more
realistic flight model. What would happen if a flight si)n

offered die most photo-i'ealistic terrain possible? Looking-
Glass Technologies hopes that you'll get the most satisfying

simulation experience ever.

84 DRIVING FORCE Gordon Goble reports that the
Thrusimaster driving controls are a turn for the better.

86 STRATEGY! 1942: THE PACIFIC AIR WAR Michael
Rymaszewski Zeroes in on some useful tactics for winning
WWII dogfights in tlie MicroProse air combat simulation.
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STRATEGY/
WARGAM E S
95 BROADSIDES & GRIPESHOT (iive us e-mail or give us

depth! Alan Emrich pleads with wargame publishers to

provide PBEM options for all jjhased movement games.

97 PREVIEW! PANZER GENERAL Strategic Simulations’

new wargame should add a new element of satisfaction for

gainers looking for an interesting and Ilexible campaign
game. Alan Emrich tells readers that this one has the right

amount of glitz and go.

102 THEME PARK Electronic /\ris and Bullfrog team up
again to present a different style of computer game. Join

Randall Black on a strategic merry-go-round as he grabs for

the ring ofcriticiil truth.

104 SERF CITY T'his innovative strategy' game will have

you chuckling as yoti information “serf’ through a medieval

economy. Robert L. Hayes acts as burghermeister in

olfering the key to the system lor CGfF readers.

1 1 0 D-DAY Jell James takes readers back 50 years in his

description of Impressions’ new D-Day game.

1 14 REMEMBER THE ALAMO! Alan Emrich takes gamers
to a “whole ‘nother countr)’’’ in examining this surprising

new game.

1 1 8 HARPOON II Tim Carter tells readers that the sequel

to the classic game is more than Hari’OON, Too. Here’s the

latest intelligence on the Three-Sixty release.

124 TANKS: WARGAME CONSTRUCTION SET II Norm
Roger ambushes wargamers with an intriguing and flexible

sequel to Roger Damon’s original Wargame Construction

Set. CGH'^s Josh Bruce takes (tn the role ofwar

coirespondent.

128 TIGERS ON THE PROWL Terry Coleman provides

valuable reconnaissance on the latest Scott Hamilton

creation. The graphics may be as dingy as desert

camouflage, but the game play is ready for a Veteran’s Day

parade.

132 STRATEGY! X-COM JeffJames offers an alternative

Project Blue Book for comptiter gamers who not only

believe that there are aliens on their monitor screens, but

need help in fighting them.

140 STRATEGY! KINGMAKER Readers of both the

Lancaster and York persuasions should wake up and smell

the roses in this “'Fudorial’’ from M. Evan Brooks.



Revisionist

Computer Games
by Johnny L. Wilson

One ofiny favorite scenes in Star Trek VI:

The Undiscovered Country was the one

whei e the Klingon emissaiy obseiwes tluil

one cannot fully a|)preciaic Shakespeare

unless tlie lines are spoken in “the original

Klingon.” Most of us laughed warmly be-

cause it was not only strange to think of

liearing Shakespeare in anything hut Eliz-

abethan English, but it was also an unex-

pected twist on the revisionist history ofleti

propagated by Ensign Chekhov in the

television sliow. Vet, it underscores the

truth that you don't have to stray too far

from the facts before the entire issue is

muddled.

That's what tvorries me ahout the ctir-

reni crop of computer games. One reason

I like computer games is thtil they are of-

ten an incentive to learn more iibout Iiisto-

ry. Unfortunately, we have entered a

realm of revisionist iiistoi'y. '1‘hotigh it

started on a pretty small scale, it has be-

gun to escalate.

Fii'st, simulation jDublishers were remov-

ing Nazi symbolog)' from iheii- digitized

German war machines in order to allow

expoit to German)', Germany curremly

outlaws Nazi syinbokig)' as ])art of theii' at-

tempt to pul the atrocities ofWork! Wai- 11

behind them. Unf()riunatel\'. hiding the

uiijdeiisant past does not usuaii)' exorcise

its demons, and Germany is currently fac-

ing a significant neo-Nazi problem even

without the legal presence olThe swastika.

My concern has always been that when
you hide the horror under the ittble in one

generation, the next genei'alion may lind

itsell' fascinated by the distorted view of

the hoi'rorwhich they have inhei'ited.

^’eI, svmbolog)' seemed such a simple

tiling. 1 said nothing becau.se I didn't want

to be accused of being pro-Nazi (though, 1

suppose eveiy wargamer has been accused

of that at one time oi- another) and. since

the historiciil orders of battle hadn’t been

tampered with, I thought 1 could live with

that compi'omise.

Second, we began reading some on-line

debate about Origin’s I’Acat'tt: Si'RIKI-:.

-Many gamers seemed to be ollended by

the I'acial slurs with regard to the jtipan-

ese. VVe tisked Origin about the language

and were told that, on both sides, the epi-

thets were authentic to the time period

and the tliealer of war. The design team

felt that anything less would be untrue to

the period being simulated. ITankly, we
had to agree with tind even applaud the

design team’s choice.

Thii'd, we heard that MicroProse was

removing the entire Wallen SS from their

ujjcoming Across Tin-: kniN’t gtmie. Now,
suddenly, the historical orders of battle are

being corrupted due to revisionist think-

ing. Of course, we all know why they did

it. The historical record is clear on the

number of atrocities perpetrated b)' the

SS. Yet, the fact is that there are villains in

real life, and you can’t make evei-yihing

better or even learn the lessons ol'histoiy

if you are simply going to erase the “bad

gii)'s” in order to create a “feel good” sim-

ulation.

But that’s not all, 'fwo upcoming games
on the colonial era will excise slaveiy Ifom

the reality they are simulating: Sil> Miukr’s

CkiLONtz.Vi iON from MicroProse and Im-

pressions' l litai SL'VS 'I'raorr (working ti-

tle). Both design teams Ilnd the idea of

slaverv, much less the institution of sla\’-

eiy, to be repugnant, and both teams re-

sist the idea of “rewarding” the gamei' for

behavior which is and was abominable.

This reminds me of the Him at Mount

Vei'iion where the narration explains that

Washington abhorred slaveiy, so he left

wording in his will so that, upon his and
Martha’s deaths, his slaves would be freed.

To me, that’s tantamount to saying, “I’ll

correct this immoi'al pi'actice as soon as it

doesn't cost me anything anymore!”

It. is obvious that George didn't lind it

economically viable to be moral in that cir-

cumstance. So, il' slaveiy was such an im-

portant facer of the colonial economy that

even the “father of our countty” couldn’t

ligure out how to build a successful busi-

ness without it, how do we expect to un-

derstand the period in which he lived

without having the same simulated tools at

our disposal? Maybe we would have some
lielaled appreciation for those early slaves

if we didn’t iiy to ignore the fact of their

existence.

Of course, we know what the answer is

going to be. 'file game designers will .say

that lliey “only i)ui in the cool jjarts” of

histoiy. We hear that. Yet, while there is

nothing wrong with emphasizing the most

enleriaining aspects of a historical situa-

lion, there is a clanger in misi-epresenting

that historical situation. Ma)'be it doesn’t

add credibility to the revisionist argument

that Auschwitz never hajijiened when we
remove the Waffen SS from a computer
game, but what happens when someone
remo\’es Auschwitz from a map? W’hal

ha|)pens when il is removed h'om the his-

loiy books?

Removing the horrors of histoiy from

computer games may not be a grand con-

spii'acy to whitewash history, but it may
well lie a dangerous first siej).
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incerfface
LETTERS FROM CGW READERS

DESIONING
VENOM

As expected, our new redesign

has stirred up strong respons-

es on both the pro and con

sides of the coin. Here are

some of the first responses.

As usual, the middle oT the

montli rolls around and I nice

to my mailbox every day to see

if the postman has delivered

my cojjy of CGW. Imagine my
sui'prisc when 1 opened up the

current issue (fuiy, ‘9^1). On
the surface, tlie changes
looked great. 1 like the new
colors and breakdown—a top-

notch job. However, I then be-

gan reading your “Rants &
Raves” column. Before I even

llnislied the two and a half

columns of smoke blowing, I

knew you were going to begin

posting ratings on the game
reviews (gag).

I really don’t know where to

begin. First otT, I think it is a

slap in the face to your review-

ers. They work hard and de-

serve to have (heir entire

column read. I regularly read

every reviewer’s column, even

(he ones on gtimes I have no

real interest in. I appreciate

their writing skills and who
knows, (hey may convince me
into tr)’ing out the game they

review. Fvery “kid” magazine

dealing with game reviews on

the planet uses ratings. All you

have to do is read their reviews

and you’ll see why. They are

usually cheap gloss-overs of

the game. You state that it will

be easier for some readers to

see at a glance whether a game
is worth it or not. 1 have been

reading CGW Ibr almost two

years. If I want to get a (juick

look at a game, 1 read the last

one or two paragraphs ol the

review, which almost always

contains a conclusion and edi-

torial recommendation on the

game. In conclusion, I think

the addition of ratings was a

big mistake to add to your al-

ready magnificent adult gam-

ing magazine.

William Mannenng

Rio Linda, CA

I’ve read some of the new is-

sue. 'Hie magazine looks great,

and it’s still the same editorial

content we know and love. Es-

pecially Scorpia! I’m sure Ori-

gin isn’t too happy about that

one! And there was no rebuttal

from Johnny this time, either.

'I'he mini-reviews don’t

boiher me much, and, if they

bring in a lew more readers,

great. I Just hope that editorial

doesn’t mean there will be

some “dumbing down” in the

fuiure. I like an intelligent

publication that covers all of

PC gaming with the respect it

deserves. Remember your core

audience, CGW. 'Fhere are

enough SEGA/Nintendo/etc.

books out there.

Jm Bush

GRnie Siibscrihcr

well undentand the logic expressed

Iherein. However, many renders

asked for the ratings and many

have told us that theyfind them use-

ful. We certainly don't think that

the ratings tell the whole .skny. They

are simply a (piick reference for the

overall impression from the editorial

staff, taking into consideration the

revimoer’s recommendation. We cer-

tainly encourage readen to read the

revieios infull to get tlwfull picture.

Some have suggested that our

redesign is a sign that CGW is

changing its focus. This is .simply

not true. We are using the .same

writers, the .same editon, and have

the same commitment to serving

the mature gamer with distinctive,

hard-hitting coverage of computer

gaming. If those readers who’ve

had a negative, initial reaction to

the rede.sign would look beyond the

superficial changes and look at the

content, we believe they wouldfind

this to he true.

Here are some other opinions:

This was my first issue of

and 1 read it covei- to co\'er. I

thoroughly enjoyed not just

the well-thought reviews, but

the profiles of programmers,

as well. I don’t know what your

old format was, but I like the

look of the magazine a great

deal. I enjoyed reading about

games I would ordinarily pass

over, and may even buy a few.

Timothy
J. Sayles

Mundelein, IL

I love the new look. I especially

like the new rating system,

particularly for games I may
not otherwise consider—but if

it gets a good rating, I give it a

second look.

Chris Moise

Mukiuonago, WI

The new format works!

S. A.slil)y

Colorado Spri7ig.s, CO

WRITE THINKING
First, thanks for your excellent

publication. Contrary' to your

The 5th Wave By Rich Tennant

Some of the worries ex-

pressed here and on-line

about “dumbing dmon" the

editorial content retnind us

of the old progicmming

joke, “Real progi'ammers

don’t commmt their code. It

was hard to program, it

should be hard to under-

sland." By making the

magazine ea.sier to navi-

gate, we haven’t made it

any less useful. Our Itoo

and a half columns of al-

leged smoke were actually a

sincere attempt to .show why

our philosophy has shifted.

Dr. Wilson’s oiu7i 7/ii.sgiv-

higs about addi/ig a ratmgs

.sysUmi have been adeipaUely

simi/uoiml in these letters

from our readers, and we

GaraeTip^ To incTease CP-KMaaeEsgieai,

punch thfi 'M&y cm and. CNetsrrlcm as
rapidlgaspoaiblfi. The comatSYwin seTisegcur

iniTfatience midmve gourdata atathmoiequicHg

than it -gou just sat and wited. Hint-This slsoYCKS

on elevator buttons and ocsswalicsignals,
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n this time of castles and conquests the throne sits empty. Serfs are

restless; rebellion is in the air. The Lords of the Realm incite you to

join their ranks:

Build your castles. Marshal your resources.

Test your troops in siege and battle.

Behold! Your lands grow and yoiu- serfs prosper. Your armies swell and your

castles dot the hilltops. On bended knee, your knights swear eternal fealty.
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July editorial’s implication, al-

iliough I’m one of those new-

comers (having only played

computer games and read

CGW for three years), I devour

the magazine from cover to

cover monthly. I appreciate

youi' unwavering commitment

to objectively and critically cov-

ering the field, and especially

your incessantly prodding the

industiy to reach for quality in

their game designs.

This prodding has included

I'ecurring jabs at those who
emphasize technology over

gameplay. I feel a related

problem has often been over-

looked; the undenitilization of

good witing to enhance game-

play. As an example, I’ll cite

the autlior of Victorian horror,

H. P. Lovecraft. Lately, with

products like Alone in the
D.ark and 'Phe 7th Guest on

the scene, Lovecral't’s name
has cropped up in reviews. He
deserv'es far better than sen’ice

as an icon for scaiy games in

old houses, Without graphics

and with no sound card, I.ove-

craft used nothing more than a

writer’s craftsmanship to create

worlds of pure terror in the

imaginations of his readers.

Careful attention to nuances

like word choice, meter and
rhythm, and pacing is just as

pow'erful today, but the cre-

ators of computer games often

fail to use this pow'er. While

some authors of games are

clearly also w'onderful authors

olWords, not all gifted design-

ers are so doubly blessed. With

these notable exceptions, de-

signers now seem to be gamers

and programmers first, and
(other than crafters of the not-

yet-dead text adventure) writ-

ers a distant second. Even ifwe
overlook the embarrassing
grade school products, poor
woi'd selection and emphasis

unnecessarily dilute the |)unch

of many adventure game
screens. Additionally, the

branching chain nature of

modern games increase the

writing challenge severalfold.

Maintaining pacing for each

player when readers may ar-

rive at a text section after trav-

eling dillerent paths would tax

any author, no matter how'

able. Unfortunately, I get the

sense that often tvhen skilled

w'riters are involved, they are

brought in later in the process

to polish a nearly com|)leted

product.

Yet, companies need to real-

ize that hiring skilled w'riters

will make more money, not just

please the English teachers. In-

volving w'riling professionals to

aid designers Irom the begin-

ning will ratchet ciuality up an-

other notch, as story boards

move past art and branched

tree plotting to be influenced

by composition and How. As

this quality improves, games
get more eniertainment bang

for the same technical buck:

belter rhythm forjokes’ punch-

lines, better maintenance of

mood and atmosphere, and
profoundly better suspension

of disbelief. Better games
means more fun, means better

sales. As none other than Sid

Meier said, “ fhe best experi-

ence is when the games leave

the screen and enter the play-

er’s imagination.” Writers like

M. P. Lovecraft have ably

demonstrated that language,

not technology, is the most reli-

able w'ay to “interface” the

imagination. His example
could have great impact on the

industry.

David Moms
Sandusky, OH

ITtf would have been remiss to

have avoided mentioning H. P.

Lovecraft in connection with

Ai.one in Tin: Dark. The tech-

nology was developed while the

French developer, Infogrammes,

was working on a Crriui.iiu li-

censed product {eventually Shad-

ow or THE CohiEr). So, it was

very much inspired by Lovecrafl-

ian lore. The 7th Guest refer-

ences are a typical example of the

media Hying to telegraph atmos-

phere in a few words. You want

to convey horror in a b'tgone era,

you label it “Lovecrajlian." You

want to convey sexual vampires,

you describe it as being like Rice.

You want to convey modern hor-

ror, you call it King-like or Bark-

erisli. The media shorthand

doesn 't make it so.

Unfortunately, simply adding

professional writers who are used

to working in a linear medium

doesn’t makefor the automatic up-

grade in pacing and atmosphere

to which you allude, either. Pro-

jects which have used professional

writers have not exactly had ster-

ling success. Douglas Adams fol-

lowed up the best-selling

Hitchhiker’s Guide to the
Gaijxv by talking Infocom into

publishing the ill-j'ated Bureau-

CRACY, even though they wanted to

publish Re.staur.wt at the End
OE THE Universe. Adams worked

with at least, four designers on the

ill-fated program. Science fiction

author Harry Harrison spent

more than a year writing an
adaptation of Star Smashers oe

THE G.-i/h.\t Rwgers and even

programming the graphic look for

a computer game, only to have the

company fold because of its lack of

succe.ss with other big name sci-

ence fiction authors. Larry

Niven’s Rincavori.d did not use

Niven’s expertise sufficiently to

.satisfy his fans, and Harlan El-

lison’s I Have No Mouth And I

Must Scriam has taken consid-

erably longer to reach the market

than expected. So, adding even the

be.st professional authors is not a

guaranteed formula to ratchet up

success.

Nonetheless, we would defnite-

ly like to see continued improve-

ment in story, characterization,

and atmosphere. We definitely

think the addition of professional,

if not famous, authors at an early

point in the process would improve

the chances of attaining this im-

provement.

liONO LIVE
THE STING
My compliments to Scorpia for

seeing through all the glitz and
hype and telling it like it is. Be-

ing an Ul.TiM.A fan since IV
came out for the Apjjle II, I

couldn’t have said anything

better than she did in her re-

view of Ui.iim.a VIII.

Ahmed Sahel

New York, NY

CALLINGA
SPADASPAD
The sneak preview of WiNGS oi-

Glory had some inexcusable

factual mistakes:

1) 'Hie gyi'oscopic effect of a

rotaiy engine is due to the en-

tire crankcase and c)’linders ro-

tating around the crankshaft,

not to the firing sequence.

2) You did not hold the stick

all the way back to ily a Camel.

Actually, the plane was tail

heavy and in level (light, it re-

quired forward pressure. In

turns, it needed left rudder to

counter the nose up (left) and

nose down (right) engine
torque effects.

3) Tlie Sopwith Pup did not

have poor performance, nor

w'as it anemic. It w’as veiy nim-

ble and its light wing loading

gave it superiority over Alba-

trosses at high altitudes. R.F.C.

j)ilots named it as the most de-

lightful WWI flying machine.

4) The Spad S.XIIl was not a

bomber. It was a fast, tough

fighter.

5) The S.E.5A w'as hardly

anemic and its lop wing
mounted gun was not its sole

virtue (nor was it used for bal-

loon busting). It was one of the

best fighters of the w'ar, over

5,000 being made (compared

to only 320 Fokker DR.ls), and

was favored by the top British

aces Mick Mannock (73 kills)

and Billy Bishop (72 kills).

J. “Snake Eye.Y’ Hamilton

San Francisco, Ql

I guess this means you won’t be

buying our upcoming book. All 1

Needed To Know About WWI Air

Gombat I Learned From Snoopy

And The Red Baron. Seriously,

one of the virtues of the Interface

column is that it gives our readers

a chance to correct occasional er-

rors. We sincerely hope you won’t

have to write again when the actu-

al review comes out on Wings oe

Glory. ^
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Slow moving, "choppy"

I

graphics cost lives.

I

If this guy owned a MACH V, he'd still be here.
. .'-'‘s demar ' moi’!- '"••ipi'-

'

•r second I- yjLii oornp!..... ;ii/„ V. ,

• 'jisgo-i right in front of you, and your slv./-ji

jAw'i; nnmor. ore demanding, i'.i'i''

comput?>rf;. T::.'''

of CPU power, unreal h -ir
•••

to add yourself. Sure, Ihc-y'rr- nn-:.-i i<

Wh''n you're ready for soincii-'

The MACH V- $1,995

45 VGA frames per second!

Featuring an Intel 486 DX/2-66™ CPU, 4 megabytes of

RAM, and a 255 megabyte hard disk

The MACH Vp Pentium - $2,995

59 VGA frames per second!

Featuring an Intel 66 MHz PENTIUM™ CPU, 8 megabytes of RAM,

and a 425 megabyfe hard disk Optional 15" monitor shown

Each MACH V system comes standard with our VESA Local Bus graphics and hard disk controllers. 1 .2 8 1 .4 megabyte floppy drives, mini-lower case w/

250 watt power supply, 101 key keyboard, 250ms double-speed CD-ROM, Creative Labs SoundBlaster PRO'", Labtec multimedia speakers. CH Products

FLIGHTSTICK PRO'^'* and dual high-speed joystick ports, licensed Microsoft DOS 6.2x"^ and Windows"-'. 3 button mouse, and CTX 14" non-interlaced full-

screen SVGA monitor. Many upgrades are available, please call for pricing and availability.

I

THE FALCON MACH V: THE ULTIMATE GAMING MACHINE
“

I'ALCON NORTHWEST
COMPUTER SYSTEMS
263 South Bayshore Dr. Coos Bay, OR 97420

t>h: (503) 269-0775 Fax:(503) 267-2575

To Order Call:

1 -800-258-6778

VISA & MasterCard Accepted

Financing Available On Approved Credit.

Circle Reeder Service 0141

See us at Fall COMDEX!
Booth #M7658



THE LATEST NEWS F R O IMt THE C A IH 1 N Q WORLD

WingCommander $3 Million
High Profile Sequel Spawns Big Budget

STAR LORE C6W Publisher Russell Sipe discusses the

art of interactive film production with Wing Commander

III protagonist, Mark Kamlll.

Wing Commander III is re-

ported to be nearing the

million mark. Inl'oiraed

sources indicate that Origin

projected sales estimates at cir-

ca 80,000 floppy disk, 200,000

CD-ROM and 60,000 3DO
versions of' the game in order

for it to break even. If industry

observers believed that com-
puter games were a hit-driven

industry before, setting such

an aggressive budget virtually

guarantees tiiat the computer

game business has entered a

new era of product planning,

financing and marketing.

One reason for the expensive

budget was reputed to be the

extra expenses incurred in

signing a cast full of Hollywood

professionals. Sources close to

COW indicate that Mark Hamill

received $158,000 up front and

an escalator clause for 1,75% of

the net from C:D-R0M sales

past the 175,000 mark. In other

words, Hamill’s contract calls

for royalties even before Origin

recoups their initial investment.

Jason Bernaicl is reputed to

have made $60,000 up front

with no royalty agreement for

his approximately

three weeks of film-

ing. Bernard’s agent

leputedly figured that

three weeks of filming

was roughly equiva-

lent to three episodes

where Bernard plays

Mr. Bracken on Her-

man’s Head. Bracken

makes $20,000 per

episode.

Other salaries are

not as spectacular. Malcolm
MacDowell's .$50,000 for play-

ing the admiral pales beside the

$100,000 sought by Charlton

Heston’s agent to have “Moses”

play the same role. Indeed,

Tim Curr)' is alleged to have

made nearly $40,000 for doing

the voice-over for Hobbes, the

Kilrathi pilot who Hies for the

good guys. Finally, Ginger
Lynn Allen, the seductress of

matiy an adult film, was only

paid $10,000 for one of her

first “legitimate” film credits.

Add to these costs those as-

sociated with inanufacluring

the Kilrathi puppets, the

nearly $15,000 spent to pur-

chase and process 16 milliinc-

Ler film (only to discover that

videotape sen'ed their digitiz-

ing needs belter) and exten-

sive programming resources

used by the project. These
and other expenses pushed
the budget to the $2.8 million

where it currently stands, If,

as has happened with other

WiNc; Commander titles, the

project slips, the budget could

even eclipse the $3 million

mark. — }. Wilson

Old Games Shine Like New
Origins Highlights The Convergence

Of Board and Computer Gaming

At the recent Origins Game
Convention in San Jose, the

world of gaming showed that it

was moving beyond its board

wargame roots to embrace com-

puter games in a multitude of

ways. ITie trend of paper games

“going digital” was a central

tlieme at the show. GMT’s Gene
Billingsley, who entered the

boardgame industry from a

computer background, is work-

ing with progt-ammer Dan Mas-

terson (GEnie’s Hundred Years’

War) on Tiie: Grea'e Baitles of

Ai,e:xander. llie complex rules

of the board version arc easily

handled by the computer, with

pull-down menus and a Iltjaling

toolbar. A .3-D tenain model (in

250 color VCiA) wiiii a \'arieiy of

isometric views showcases rows

ol' animated spearmen, War-
gamers should appreciate the

realistic game system, which

sires.ses unii. cohesion and comes

with a stiategic campaign gjiine

designed for those who think

Alexander was lucky at Arbeia.

SSI used Origins to unveil

their last AD&D titles. 'I'iiey

showed sceties from Men-

takes crash and bash to a new level of sophistication.

zoberranzan, the

game developed by

DreamForge about

the Dark Elf city de-

scribed in the best-

selling novel, The
Ujracy. On the 3DO,
they siiowed Si^wer,

a first-person hack

and slasher [a hi Doom) where

gamers can play as one of the

basic AD&D cliaracter classes.

With rumors of Mayfair’s

Empire Builder being re-

leased by QQP and Avalon
Hill finally preparing to re-

lease Third Reich for the

IBM, the mining of computer

gold from the rich lode of
strategy boardgames will con-

tinue to increase.

— T. Coleman
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Murder On

The Modem
Express

Readers
PLAYINO LATELY?

Here are the litles that gamers are spending the most

“quality time” with. Let us know which gtinie you’ve t)een

playing lately, by writing the name of your ciiireni addic-

tion in the “Playing Lately?” section of the CGILTop 100

poll card.
Results for CGWUIZO, July 1994

X-COM: X-C:C)M! X-COMI it’s taken over

my lilel (well, n'hat there was of one...)

David Goobhy, Sacrmmnlo, CA

Bi:rR.\Y.\L Ar Krondor is one of the best

RPGs released in the last 3 years. Dynamix

should realize that a good stoiy is more impor-

tant than a dungeon crawl. Kiss and make up

run around blowing away bad guys that are as

dumb as mud.

Steve Bodnar, Ambiidge, PA

Warlords 2 is a great game! It’s so great

that I often dream of what it would be like with

modem play. Sigli...

Rick Peny, Belcamp, MD

Simutronics

Collaborates With

Mysterious Press

For On-Line Gaming

Mysteiy fans will soon be able

to collaborate with AV'atsons

around the world in solving

murder stories on-line across

different networks. Time-
Wamer Electronic Publishing

and Simutronics (CYiitRS'rRJKi-:)

are developing Modu.s Oi’ERAN-

Di, a text-based mysteiy set on

an island resort riddled Avith

murder and mayhem. Using

the Interactive Fiction Engine

from GKMS'fO.NE III, players wilt

interact with the environment,

a team of tM'iters and with each

other in “a kind ol’ never-end-

ing Cokimbo episode on-line,”

says .Andretr Lenier, Director of

Time Warner Electronic Pub-

lishing.

In Modus Operandi, a

player takes on the role of a

detective who can choose to

be affiliated with police

agencies or operate inde-

pendently like a private eye.

Detectives will have unique

skills and sleuthing methods,

depending on their age, sex,

background and experience.

Their reputations will devel-

op over time, and inhabi-

tants of the island will react

to each other in character.

Scripting and stoiylines for

Modus Oper.-vndi will be writ-

ten by authors and editors of

Mysterious Press, a Time
Warner book publishing siib-

sidiaiy. The team will add now

areas and new crimes into the

game, and will interact with

players on-line. In addition,

Major mystery writers will

script special jjlois lor players

each quarter according to says

Neil Harris, VP of Simutronics.

Hands says Modus C)1’ER.andi is

being mt)ved from a main-

frame to Unix to increase the

number of players to approxi-

mately 1,000. Considered the

first game to offer player inter-

action across multij)le sendees,

the game will enter beta test-

ing later this year and is ex-

pected to go live early in ‘95.

— K. Bro^vn

SEPTEMBER 1994 • COMPUTER GAMING WORLD fS



How To Make War
Air Force Hosts Gaming Conference

llie largest concentration of

military strategists and
wargame designers outside ol'

the Pentagon met recently for

the Second Airpower Kduca-

lion 8c Commercial Wargani-

ing Conference at Maxwell Air

Force Base, Alabama. Like

laser-guided missiles, wargame

designers zeroed in on the

conference, including: Jim
Dunnigan (Hundred Ykars

War), Uiny Bond (Harpoon),

Mark Baldwin (E.\iPiRtyEMPiRE

Deluxe), Charles Moylan
(Fighter Command). They
were joined by dozens of rep-

resentatives iVom the military

and “think-tank”-type com-
mercial institutions.

Would-be fleet commanders
should keep scanning their

sonar screens for multi-player

Harpoon coming soon to GE-
nie. Fans of the Larry Bond-
designed NA'J'O-LSSR naval

war simulation will be able to

take the helm of a single ves-

sel, group of ships or an entire

task force, controlling sub-

marines, surface shij)s, naval

and land-based air power. The
PC game’s Ians wilt be happy
to learn that the on-line ver-

sion will resemble the earlier

game, but defeating human
opponents promises not to be

Sponsored by the Air Com-
mand Sc Stair College (ACSC),

the conferees review commer-

cially available games to see if

they can be adopted by mili-

tary planners.

Colonel John A. Worden III,

I lie ACSC Commandant, de-

veloped the concept For the air

war in the Gulf (1990-1991).

His book, The Air Campaign:

Planning for Combat, is the

contem])orary Command of

the Air, and in many respects,

Colonel ^Va^de^ is a contem-

porary Billy Mitchell-type ad-

vocate of air power. He noted

that w'e now have the capability'

to wage parallel war. This dif-

fers from the traditional seiial

as simple as beating AI.

Unless players crank up the

game’s time compression, tliat

is. Ariel Butler, software engi-

neer for Kesmai, which is devel-

oping the game for GEnie,

admits that time compression

“can be u.scd for nefarious pur-

poses” in multi-player Har-
poon. “'We have left (time

compression) alone. We'd
rather think of this a.s a cooper-

ative g-ame. You collect a set of

people you want to play with.

You’re playing w'ith a small cir-

cle of people, like bridge. Let’s

see if you ctm come up with a

warfare, where a set ol' targets

was selected and suppressed,

followed by another set of tar-

gets, etc., until the enemy sur-

rendered. Today, air power
can strike all essential targets

simultaneously — ovenvhelm-

ing the enemy and compelling

a quickci- resolution, In World

War II, it took 900 bombs to

strike a one-mile deep target;

by Vietnam, it took 300 to hit a

target ol' se\'eral Inmdred feet.

Today, a 10 foot target re-

quires a single bomb. While

fewer aircraft are needed for

effective strikes, technological

superiority becomes essential,

The Conl’erence offered

demonstrations of both civilian

and military games and simu-

lations. llie ACSC requires its

students to prepare multime-

dia presentations rather than

written theses. Among the

more interesting presentations

gentlemen’s agreement for

controlling time compression.

If it turns out we gel too much
abuse, we'll start growing con-

trols into the software,”

Butler noted it will be possi-

ble to launch a missile strike

and speed up time, eliminat-

ing any possible defense. “If

people do that to you,” he

says, “our position basically be-

comes, ‘Why are you playing

with that person?’"

GEnie’s Hari’OON is current-

ly in beta testing and is expect-

ed to go on-line by the end of

the year.

.Also on C.Enie, Air Warrior
has been upgraded with light

sourcing and smoke. Also, tlie

AI has been improved for ilak.

And ii' you’re not already a

late niglil player, you might
become one when you check

out Apogee Sohware’s latest

was a complete database of the

aiTned forces illustrating basic

concepts and employments of

each service (e.g. the carrier

battle group, the armor divi-

sion, etc.). A strike plan pre-

sentation showed how each

aircral't is employed and ap-

propriate armaments for vari-

ous targets. Perhaps the most

unusual project was air warfare

as symphony. Colonel Warden
has a chapter in his book enti-

tled “The Orchestration of

War”; a student used quota-

tions from Beethoven and the

makeup of a symphonic work

in order to illustrate the analo-

gy of tlieater strike planning.

The Airpower Conference

gave both the military and
civilian worlds the opportuni-

ty to see how a more efheient

use of computer simulations

can be made in the future.

— M.E, Brooks

production, Mystic Towers.:

The villagers are counting on

you to use Baron Baldric's

“Wolf Magic” to rid them of

the evil monsters in the

Lazarine Tower and, you
guessed it, restore peace to

the valley. The Lazarine staff

Fires both weapons and tacti-

cal spells—bur you liave only:

a fcM' lives to overcome the

traps, dark forces and waves

of creatures out (o throttle

you. Less violent than other

Apogee games (rated ‘E’ for

Everyone), this game won’t

put you in the doghouse when
you play it on Labor Day.
-Mystic Towers is located in li-

brary 7, Sliareware Sizzle, ol'

the “Computer Gaming Wi ld

Forum” on ZiffNet. The flle

name is MYSTIC;.ZIP. M! you
have to do to have an affair in

the cyburb is unzip it.

Harpoon Targets GEnie,

Apogee Towers Over ZiffNet
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ESIlHtTED REICAUmsBUO OK THE UTESI

IHF0KMA1I0H FROM 6AUE DEVELOPERS.

NAMEOFClME.COMPtKY RELEASE DUE

ACES OF THE DEEP DYNAMiX . .10/94

ACROSS THE RHINE MICROPROSE .9/94

ALL-PRO FOOTBALL ACCOLADE .10/94

ARMORED FIST NOVALOGIC ... . .9/94

BAHLEDROME DYNAMIX . .1/95

BIOFORBE ORIGIN .11/94

BREnHULLHOCKEY ACCOLADE .10/94

CARRIER WINGEA .11/94

CELTIC TALES KOEI . .9/94

COLONIZATION MICROPROSE . .10/94

COMMAND &D0NaUER VIRGIN -.1/95

CYBERIA INTERPLAY .11/94

DAGGERFALLBETHESDA . .1/95

DARK FORCES LUCASARTS ... .11/94

DUNGEON MASTER 11 INTERPLAY .11/94

EARTH SIEGE DYNAMIX .10/94

FRONT LINES IMPRESSIONS .. . .9/94

FPS: FOOTBALL '95 DYNAMIX . .11/94

FILL THROHLE LUCASARTS .. .12/94

HAMMER OF GODS NEW WORLD .10/94

HARDBALL 4 ACCOLADE .11/94

HEROES OF M&M NEW WORLD .10/94

HIGHSEASTRADERIMPRESSIONSll/94
|

IRON CROSS NEW WORLD .... . .9/94

JAGGED ALLIANCE SIR-TECH .. . .9/94

KING'S QUEST VII SIERRA .... .11/94

LEMMINGS 3 PSYGNOSIS .11/94

LORDS OF MIDNIGHT DOMARK . .9/94

MAGIC CARPET EA/BULLFROG . .12/94

MASTER OF MAGIC MICROPROSE .9/94

NOCTROPOLISEA .10/94

PHANTASMAGORIA SIERRA ... . .9/94

SIMANT CD INTERPLAY .11/94

SPACE SIMULATOR MICROSOFT . .9/94

STAR TREK TNG SPECTRUM ... . .9/94

STONEKEEP INTERPLAY .11/94

SYSTEM SHOCK ORIGIN . .9/94

WING COMMANDER 3 ORIGIN . .11/94

WINGS OF GLORY ORIGIN .... .

.

.9/94

WORLD CIRCUIT 2 MICROPROSE..2/95 I

1

ZEPHYR NEW WORLD ..10/94

1

Short takes on games undergoing beta

testing and soon to be released.

Litil Divil

E
ven ilie airade sequences

in Lriii, Divil (in be spo-

ken reverenily in an Irisli

accent) look like animated car-

toons. Putting tliis live level ac-

tion/adventure on a CD-ROM
has enabled Ireland’s Gremlin

Graphics to enchant gamers

with veiy Iluid and humorous

animated sequences like:

jumj)ing from ledge to ledge

while avoiding bones being

thrown at you by nasty skele-

totis, negotiating rocks sinking

in sludge as giant (ish tty to in-

vite him for dinner, or having

to exterminate poisonous

arachnids tvith a can ofinsecti-

cide. Even losing can be enter-

taining as the game features

animated sequences where the

wicked Entity drags the pro-

tagonist demon into a diaboli-

cal torture chamber. Mutt, the

title character', may not be veiy

powerlul as denions go, but

he’s the one who has been sad-

dled with the mission of nego-

tiating the deadly Uibyrinlh ol‘

Chaos in order to I'ecover the

Mystical Pizza of Plenty. (Avail-

able on CD-I and IBM CD-

ROM) Projected Release:

September.

Ultimate Football

E
ven though ‘9-1

seems to be Year

of the Baseball

Sim, footbiill fans still

have plenty to cheer

about, as MicroProse

has complete!)’ re-

done their approach

in Ui.’i'i.MA'fK Foof-

B.ALL. Reacting to criticism that

their CC F(xyrB.-\Li. was graphi-

cally inferior to other football

sims, MicroProse has convert-

ed the graphics, adapting tech-

niejues used in the hit llighl sim

1942: PAtai'lc Am War. The

players are much more three-

dimensional and are fully tex-

tured, with more realistic and

fluid movements. The statisti-

cal approach is simikir to that

of CC FooTii.Ai.L, with each

player individual!)’

rated for speed,

blocking, stitmina,

and a host of other

athletic abilities,

llie designers have

corrected the data

eiTors from the pri-

or product, and

they also signed an

agreement with

Fantasy Sports Products to

dotvnload NFL stats on a week-

ly basis. Injuries, trading and

spot players can now he em-

phasized much more realisti-

cally, making Ui.tim.ate

Foo’I’BAI.i. a serious challenger

to die dominance of Dynamix’

Fron-]' Page Sporix Foo'ni.Ai.i.

Pro. MicroProse is so

confident in the pro-

gram, they have signed

Man’ Levy to endorse

the |)rodiitl, and will be

advertising on ESPN’s

Prime Monday gi'ognard

football j)regame sliow.

Projected release: Sep-

tember/Oclober.

The Pure Wargame

T
he folks at QQP are de-

veloj)ing 'Fiie Pure

Wargame, which focuses

on paratroop actions

throughout W^VII. Relive the

confusion of Crete, the ten-

sion of Kanev and the sur-

prise assault on the

“impregnable” fortress of

Ehen F.mael in but a few of

the historical scenarios. Ifyou

enjoy solidly designed “what-

il” scenarios, it’s hard to pass

up Folkestone, a hypothetical

Operation Sea Lion battle,

modeled on the actual Ger-

man plans to invade England

in 1940. 'Fhe AI looks good,

and the order of battle re-

search has an authentic feel,

especially for a game de-

signed to be playable in an

evening. Even thoitgh the in-

terface is still being tweaked,

the ease of use combined with

digitized sound, message de-

lays, and many other wargam-

itig perks, should make this

one of die most anticipated

wargames in the pipeline.

Projected release: October.
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The silenr ploneTs of o disl^anr sun

glimmer and smirl before gou. Vou

command die infersfellar seedship

U.N.S. Caigpso. Vour mission; Explore

and colonize as a means of discovering

a fasfer-dian-lighf propulsion device.

I Buf bemafel The blachness around gou

I is feeming midi oncienT mgsreries.

ExpUr^^ce. build

. colbuies. Invenf

lecnnoldbles and battle

aliens lb save humanlhi.

Rvallable for IBM PC/companbles.

See qour local relailer or call

-1-800-757-7707 [offer 0843].SIERRA*
IS and TM Indicate trademarks of, or licensed to, Sierra On'Une, Inc.

All rights ro8erved.e Sierra On-Line, Inc. 1094.



ANTENNAE STRAINING, rhe warriors raise the

flag above the carnage. A stink bug lets a big one

rip, and yet another falls victim to the horrors of

chemical warfare. Welcome to Battle Bugsr

With over fifty strategically demanding levels,

you command the field of battle. On your IBM

_ or compatible, plan campaigns and give orders

SIERRA’ to 22 different bugs — each with different

tactical abilities and armaments — who will storm

junk food targets like cheesecake, ploptarts and

pimento loaf. While mental toughness and tactical

savvy will serve you well, you must first visit the

nearest retail store or call

1-800-757-7707 to enlist

your battle ready troops.

Will your armada of

spiders cross the cola lake in

time to save the flag? Will

the suicide run of a kamikaze mosquito take out the

praying mantis? At what cost? What price victory?

O I9'l4 Sicira On-l.ine,lnc. Ikiiic Buji It i iraJcnijik of Epja.

Circle Reader Service #111



Your
MOM
Wears
Magic
Boots!
Now That MOO (Master of Orion)

Has Gone Forth To Milk The Milky Way

For All It Is Worth, SimTex Comes Home

To Find That MOM (Master of

Magic) Has Redecorated The House

In A New Milieu

by Alan Emrich with Petra Schlunk

I

IKE ALCHEMISTS BLENDING BASIC ELEMENTS IN SEARCH OF A FORMULA FOR GOLD, ARCHMAGE STEVE
Barda and his college of conjurers at SimTex Software are laboring over a cauldron of code
that they hope will coalesce into the next hit strategy game. Their current project, Master of
Magic (lovingly known as MOM), is being cast in the spirit of their previous hit strategy game,
bteFER of Orion (MOO), Fans of the award-winning science fiction game are likely to be as

1^1 enchanted by MOM and her wizards as they were mesmerized by MOO’s alien hordes.

mns much deeper.

Since the map designs are similar, the

style of exploration is veiy similar. As with

Civilization, the early version of MOM
has crudely drawn units that blink away
madly as they await the player’s movement
order. When they do move, blackened

“tiles” overlaying the nearby unexplored

terrain are removed, revealing familiar

land types and special resource squares.

Fortunately, MOM also provides several

new mineral types and mana “nodes” to

discover (so many, in fact, the map ap-
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At its core, MOM is another 4-X strategy Notice The “Clvilaritles"
game (eXplore, eXpand, eXploit and eXter- With one look at the main map display,

minate) ofworld conquest in a fentastic land strateg)' fans will l)e smacked in the face by
filled with monsters and magic. Following MOM’s graphic similarity to Sid Meier’s

others in this genre, from SSI’s Sworu op Civilizat ion, Rather than re-invent the
Aragon to SSG’s Warlords II, ^ wheel (that’s Civiliz/VITOn’s thing,

M-A^iiiR OF Magic is filled with a
\

‘iftcr all), and with considerable
lot ofconceptual promise. How-

J
urging from their |)ublisher, Mi-

ever, innovation is not the dri- \ croProse, SimTex agi’eed to use a
ving force behind what might look-ancl-feel already familiar to le-

make MOM great. Instead, it is tlie master- gions of Civilizat ion players. Wliile most
fill synthesis of several proven strategy game of these “Civilarities” are apparent in the
elements that gives this game its magic. gi-aphics, the kinship of the.se tivo games



HAMLET, SWEET HAMLET Wintergreen looks a lot like a town from Civilization,

until you notice that pentagram on the front lawn.

pears almost cluttered witli them). Also,

MOM features a second map that must be

conquered—an “alternate plane” of a

darker nature where six races and some
new resource types reside. Players move
between these planes either by casting a

spell of planar travel or via the Towers of

^\azardly found on both maps.

Traversing MOM’s map seems a bit

easier than it is in CMLiz^vrioN. Since you

can usually conjure up a ilying creature

fairly quickly, there is no long wait to dis-

cover boats to expand your horizons,

though you can build seafaring vessels in

any developed coastal city. Settler units

can found new cities, although there are

plenty of neutral cities to conquer, pro-

viding an alternative to raising new ones

from scratch. Replacing Civilization’s

civil engineering settlers are special engi-

neer units that not only build roads, they

also destroy city walls. New cities in MOM
begin as wortliless outposts, teetering on

the brink of extinction for many turns un-

til they build up to their first full popula-

tion point and grow into a real city that

can be managed by the player.

Again, like Civilization, MOM offers a

batieiy of advisors to provide you with the

information you’ll need to manage your

empire effectively. Tliese advisors are es-

sential to your success, and include a sur-

veyor (who identifies the various terrain

types on the map), the cartographer (who

presents the strategic oveiwiew maps of

both planes), the apprentice (who holds

your spell book and keeps track of this

vast area of the game for you), the as-

trologer (who keeps you updated on the

other wizards competing witli you), the tax

collector (who allows you to adjust your

tax rate in increments of o7c—with a di-

rectly deleterious

effect on growth

as taxes are in-

creased!), and a

magic mirror

tiiat (ells you

aboLii your own
chai'acler.

Finallw the

city disjjlays will

make a lot of

players feel right

at home. New
buildings are

constructed

Tvhen enough lo-

cal resources

have been accu-

mulated, Most

buildings can be ujigi^aded to higher lev-

els, each adding another special ability to

that city (i.e., collecting niana faster for

the wizard, adding a new unit type that it

can build). The little population symbols

along the top of the city screen can be

converted benveen worker types by click-

ing on them, just as in Civii.izvnoN.

MOM, however, features a simplified ur-

ban economic system. For instance, there

are only two kinds of people in the cities:

workers and farmers (having a surplus of

food is required to support units on the

map). Tliere are no Einsteins, Fax Collec-

tors or “Elvi” representing sj^ecialized

workers as there are in Civilization. Also,

jdayers cannot place workers in the fields

and, thus, optimize the local economy as

they can in Civii.iZA'i iON. Instead, the com-

puter does this chore and, further, the rules

prohibit cities iiom being built too close to-

gether, so there are no overlapping re-

sources or teirain squares. Finally, there is

a simplified trading mechanism that allows

cities to convert production directly into

gold instead of esiablishing trade routes as

in Cmliza'hon.

Milked from MOO
If you’re going to

graft various gaming
ideas onto youi' latest /

game project, yoi:

should only steal

from the best. Fortu-

natelv for SimTex

cepls in that ganu' ha\’e evolved a level

ruriherlijrM()M.

In particular. MOM’s diplomacy en-

gine is an enhanced \’ersi()n of the excel-

lent one developed in MOO. Wizards

can form pads, alliances, trade spells,

(hreatcn, cajole, etc., just as thev did iu

MOO. Clawing \’our wa\' to the lop will

be no easy feat, as tiu- jiersonaliiy-filled

eomputei' players can align against \()u.

Whereas MOO l^.atured a \ast ai'i'av of

technologies lo discover, and etieh had a

suhsianiial inlluenee on the game (ol'tcn

shilting pi'oduelion and eomhat strategies

in an instant). MOM olFers an even more

exiensi\e list ol'"t(.'chiU)iogies" in the I'orm

of spells. More imporianiK, ;i single unit

in MOM can be under multiple eiiehant-

nidiis while sinuillaiieouslv using several

dillei'ent magic items (not to nieniion the

units' N’arious inherent sjK-cial abilities!).

The matrix of possihiliiies for a single unit

is mind-boggling! l’la\ers may find each

individual s])eil easy to understand on its

own. hut the possibilities presented bv

eomhinations ol spells and

innate unit specitd abilities

will only be gi'aspecl as your

skill and experience with

MOM increases.

Another outstanding ele-

ment of .MOO was its inter-

esting tactical

comliai svstem.

Software,

among tlie

best is their

previous game,

MOO. Some of

the finest con-
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MOM also feauires a tactical combat dis-

play, though will) a slight change of view.

Up to eight units from each side can fight it

out in an arena viewed from an overhead,

45-degree perspective. Units move and

fight individually in their initiative order.

Plenty of gi'aphic flare has been added to

the battle sequences so that each spell and

each unit’s special ability has its own py-

rotechnic counterpart. Players will have

plenty to ponder as major battles unfold.

Magic: The Smattering
Since Magic; The Gatiiering, the cult

H ading card phenomena, is veiy popular

with the crew at SimTex, it is only natural

that the card game should influence the

design of MOM. I'he five colors of magic,

black/death, w'hite/life, red/chaos,

green/nature and blue/sorceiy, form the

cornerstone of the game’s fantasy environ-

ment. Naturally, both games feature many
of the same generic spells (lightning bolts,

DIPLOMATIC ALCHEMY Your negotiating skills are sorely tested as

you strive to gain power without offending neighbor magicians.

creature summons, etc.), although many
spells in MOM are quite specific to it

(some even destroy the map over time!).

One important similarity, though, is

that some spells in each color of magic are

Common, othei's are Uncommon, some
are Rare, and the ultra-powerful are \^eiy

Rare. The ever-changing assortment of

spells from which you can choose (spell

choices are influenced by the areas of

magic in which your ivizard is .specializing)

will so mix the batter from game to game
that the replay value of MOM may prove

to be limitless.

MOM'S Apple Pie
There is more to MOM, however, than

its many similarities to other popular strat-

egy games. Many elements, in fact, are

quite original. The most important of

these elements is the ability to custom de-

sign your wizard charac-

ter at the start of each

game. WTile several pre-

fab wizards are available,

l)eing able to mix the

right amount and type

of spell books w'itli spe-

cial abilities such as

alchemy, infernal power,

sage master and fame

allows you to impact the

type of game you will

play even before the first

llreball Hies.

The individual units

in the game give MOM
a lot of her personality,

too. Your minions gain experience over

lime, or moi'e quickly if they suiwive Ixit-

lles. Furthermore, the)' can be enchanted

and inlluenced by heroes, and heroes can

be further enhanced by any magic items

tliey possess. You can even create custom

artifacts for your heroes! On
top of that, each race’s units

have theii- own unique abili-

ties (the Dark Elves are real

killers, the Dwarves make
great engineers, and
Halflings are unbelievably

good farmers).

A Drake's Eye view
of Combat
While MOM uses a fairly

standard integration ol' lanta-

sy gimmicki-y in its combat
system, it does spice it up with

several new (lavors. Since only

eight units can stack together

(and a unit can be anything from a legion

of troops to a single hero), putting togeth-

er “hit teams" of elite units is an important

lactic (as it is in Warlords II). However,

when in doubt, quantity is

more impoi'tant than (juality

in most battles.

What sets MOM apart,

though, is the ability to cast

magic in battles. Sure, heroes

w'ill have magic items that

might do this or that, and you

may e^'en have a lesser wizai'd

in the battle pitching in some
support, but it is your over-

shadowing presence that can

turn the tide of any combat.

Each turn, a certain pei'cent-

age of youi' mana can be
“saved” to your “wand." In a

OTHER-DIMENSIONAL TROOPS Conjuring sprites on your screen takes on

a whole new meaning in Master of Magic.

to cast spells to inlluence its outcome, ei-

ihei' by raising new units or helping/liindei'-

ing those already on the battlefield.

Conseiving mana for protracted campaigns

is an important strategic consideration.

That Magic Touch
Like Cr\'iLiz.A noN and MOO, MOM will

only provide solitaire play. Even if the eas-

iest multi-human player feature were

added to the game (play-by-email), it

would have to be done by sacrificing the

tactical combat element and making sever-

al changes to the diplomatic game to ac-

count for human-to-human player

interaction. Although disappointing (mul-

ti-player play is the most requested en-

hancement for both Civilization and
MOO, according to MicroPi'ose), the

strength of the solitaire play should more
than compensate Ibr the multi-player lack.

'fhough still only a vaporous image in

the realm of development, MOM is no il-

lusion. There is nothing here to dispel

tills simple truth: when MOM is re-

leased, it will veiy likely be a game worth

summoning,

battle, this mana can be used

WIZARD WHEEL OF FORTUNE Different mages, from the reptilian

Sss’Ra to the mysterious Lo Pan, make the world tremble at your

command, so choose your wizard carefully.
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ACTION GAMES ADVERTISEMENT

A scene from Rise of the Triad, an action-packed 3D game coming soon by Apogee. Price $34.95.

“Apogee does not make the best games!”
hese are the words of Scott

Miller. President of Apogee
Software, Ltd. “Our games don’t

have Hollywood actors, they don’t

have five minute cinematics, and they

don't have TV quality, full-motion

video that requires a CD-ROM drive.

Quite simply, those elements don’t

improve the actual gameplay.’’

“What we do make is superb

action games,” said Miller. “In fact,

our slogan is: Apogee means Action!

Every one of our 20 plus games
deliver nonstop, undiluted action.

It’s a market hole left wide open by

the big game publishers, most of

whom have the mentality that

every game needs to be huge in

size, with a bulky manual and a

complex interface.”

Apogee started it all

Apogee is the innovative game
developer/publisher that pioneered

the shareware approach now known

by those in the industry as the

“Apogee Model.” Apogee’s revolu-

tionary marketing approach is to

release one part of a game as share-

ware, and sell the remaining episodes

directly to their customers via

1-800-GAME-123 or by mail order.

The amazing rise and success of

Apogee is a two-part story, based

on their focused attention on

pure action games and on their

try-before-you-buy shareware

marketing system.

“The way the Apogee Model

works,” explained Miller, “would

not work for many retail games

because they absolutely must be

fun or no one will buy them. The

Apogee Model allows potential

customers to try our games before

they fork over their money. When
players buy games from retail

stores, they don’t have this oppor-

tunity. Instead, retail games are

mostly sold by advertisements,

hype and magazine reviews. We
at Apogee, on the other hand,

have pioneered an approach that

allows players to sample our

games first.”

“Raptor's voracious gameplay eats other

shooters for lunch!" -Computer Gaming World

Price $34.95.

Action games win awards, too!

Even though Miller has said his

company’s games are not the best.

Apogee has racked up more than

their share of awards, including the

industry’s most prestigious award,

the Software Publi.sher Association’s

“Codie” award, given to Apogee’s

blockbuster hit. Wolfenstein 3-D
(developed by id Software).

Apogee games have earned over

100 international honors. “More
importantly,” says Miller, “they’re

fun to play.”

“Apogee represents one of the

most remarkable, if unheralded

success stories in the entertain-

ment software industry.”

- Electronic Games

Recent and upcoming releases such

as Raptor, Wacky Wheels, Hocus

PocHS, Rise of the Triad, Mystic

Towers and Planet Strike have more

than fortified Apogee’s position as the

leader in PC action entertainment.

In Wacky Wheels, it's wild kingdom meets for-

mula one racing, with 3D first person graphics

and head-to-head modem play! Price $24.95

Try Apogee's games for free

The huge Software Creations BBS,

voted the most popular BBS in North

America by readers of Boardwatch

Magazine, has developed an alliance

with Apogee to bring you all of

Apogee’s shareware games for free.

Anyone with a modem can call

Software Creations, sign on as a non-

paying member, and download

Apogee’s games from file .section #1.

The BBS numbers to call:

508-365-2359 @ 2400 baud

508-368-7036 @ 9600 14.4kv.32bis

508-368-2032 @ 1 6.8-2 1.6kHST/DS

508-365-4035 @ 28.8k v.fast(v.fc)

If you're looking for genuine action

games with boundless energy and

playability, look into Apogee. As their

slogan says, “Apogee means Action!” A

Circle Reader Service #43



EashionablyLate.,
he aisles at the Sum-
mer Consumer Elec-

tronics Show are

somewhat like the fash-

ion show runways
where leading design-

ers unveil their fall

fashions. Both types of

shows are media events

where every nuance
and innuendo is ana-

lyzed and commented
upon. Both types of
show's are surrounded
by enough energ)' and
excitement to mwer
their respectiv^ndus-
tries through A next

few months oflabori-

ous effort neces^iw (dT'

those products to be on
sale in the Fall.

Yet, both types of
shows have one similar

drawback*At a fashion

show', you can see hotv

that particular attire

looks on a model, but it

takes an educated guess

to consider how it w'ill

look on your loved one
once you get it home.
At CES, you can see

some of the graphics,

hear a few' sound ef-

fects^ learn the game
Concepts and watd;^a
demo, bj^..£ou don^.
know' how it wii]J)Zay

untilugjmjtlis latenWJn- '

fortunafely.'wljere you
can usually try on cloth-

sing before you have to

. M to

rare belwe

you usuaj^

t'T

you b|C r : ;>»,

At SujJWIt CES,
CGM'^s editoeittl. stii/^is

literally

w'ith hundred^
thetic imprei
sound bytes, marketing

’

cliches and inten'iews/

demos. We work hard
to Eft out tire .valued

fro^ the fashion shdvve

aspects of CES and’iig'-

to'provide you w'ith the.:

information you need
gs Fall approaches. So,

here is the CCl'F staff ’s

take on the technologi-

cal, design and mar-
keting trends for the

make a buying decisiou^'rest of this year and
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where Jive actors are

juxtapised with digi-

tized ;^etg^y«ia'^fo be

I'ound 1H5|wndance

W()o\ fern A^ess,
’Sieri:^i™*L^#^5MAc;(j(|

‘iiAr'SIedimsidrfs 'l ifc

DAltDALUS EfJtlOUN'IEKi

-Ocean's Cen i'rai. I\-l

jl'El^TratNca^rilobyte’s:

The 1=1 'im Hour,
Philips ^Media’s
6 ijun:Cv(:i.e a net

Merit’s- Psvcfcji'RON),

bufe some gaiBes will

ii^ Wldeo morq exten-

sively. E'or eximple,
’ntinami daeid® that

our summary ol l|ie

products ive expect|lo

see between now ah(|

next summer’s CES.

(Digitized Video) {

Showing the -v'ersatility-

of their teclindlogyi for

handling digitized

video were numerous
products trying to

prove that their graph-

ics were dressed for tire

Christmas sales season.

Chromakey and Ulti-

matte techniques^dne

blue scisefffgreen

screen techniques

sets^^ated via com-
pj^K graphics would

ays l«k like cora-

hter f^aphics. So,

hey filmed their Flash.

Traf I'K:: Cnv or A\-
oels game at actual lo-

cation settings.

Interaction, in tlil9 FBI

-vs: the terrorists tech-

nothriller, w’illjrrimari-

ly consist of branching

responses within con-

versations, but there

will be some action se-

quences to change the

pace. Three different

storylines are intenvo-

ven within the game.

Chr •

ConsMm
Electronics

Show

Models

Computer

Gaming’s

Fall Season

Botli gamer and game

sport the latest in graphic

fashion. On the left an

attendee dpns the

Astounding 2001 goggle

and headphone combina-

tion. The ‘mech-adonna’

''grapples with supernatural

TtJheruuD^na in Take 2

Inte'ractive'ildventure.

game, Bureau 13.
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I'lii-: Kill conij)ressed ohlo CD) and

\Vi[.D Bluk Yonder: 50 Ylars ok Gs

AND }eis (a iniiltiniedia encyclopc-

. dia of conibal flight, complete with

iiiLeractive cf)ckpits and liislorical

combat footage), as well as Maris’

Warplanes: Modern I'ighting

'

. Aircr-AFI' (a multimedia encyclo-

pedia vs'hich contains more
an hour of live video plus

three mission-oriented flight

ihilors; an A- 10, SU-27 and

)pl30 Hercules), 'fhe Discovery

‘'Channel is also planning a mul-

timedia encyclopedia based on

their popular Wings television

;'-series, (Called WiNO.s Over Eu-

rope, it leaiures -10 minutes of

. video and additional animat-

ed sequences for the tliglu

jbiiff. 'I'here is even a multime-

dia night encyclopedia prod-

uct for children that features

fAalmost an hour’s worth of

^..film clips. Called Daring ’i'O

I'Ply! From Icarus 'I'o the
t':RED Baron, the product is

fv published by Arnowitz Stu-

cdios.

terplay hosted an impressive preview of

Ch'UERLA, a new' product from Xatrix Inter-

active Design. Hliis chirk future adventure

alternates betw'een three-dimensional ac-

tors moving tltrougli I'endered environ-

ments and fast-moving vehicles cruising

over pre-rendered 3-D temiin. In addition.

Interplay is using SGI machines to rework

many ol’ the graphics in their long-awaited

S’l'ONEKiii:p game.

European products abound w'iih this

technolog)'. In addition to Delphine's un-

named product being devc‘loj)ed lor Elec-

tronic Arts (see The Rumor Bag), Ocean is

hard at w'ork on Inkerno, Time Warner
Interactive is revamping Mirage’s RISE OK

THE RoitOTS, Sales Curve Interactive is

polishing Cyberwar (its sequel to Lawtv-

MOWER Man) and Psygnosis is readying

Ncwas'I'ORM and Ecs'EA'I'ICA.

Inkerno is a space opera handled with

lots of cinematic cut scenes, 3-1) actors,

plenty of action, and a veiy impressive

soundtrack. Cyberwar uses three CDs
worth of ray-traced graphics to lead

gamers tlirough multiple levels of cyber-

space as they tiy to destroy the weapons

left over I'rom the last game. Rlse ok 'itie

RobO'I'S, as noted in last year’s European

trade show

• pfayer ni’me ihcliistr^’ Motion picture As-

sociates, is bringing Pl'MPKINHF.ad 2 to the

computer screen. Though most of the

game play takes jdace in an Ultima Un-

DERWORLD-style dungeon, there are a lot of

MPKCi film clips from the “B” movie (and

sequel to the cult film). These are not sim-

ply filmed scenes to be watched, however.

What makes this product interesting is

that the screen has been “hot spotted.” So,

if you see an object in the film clip that

you think you might be able to use in the

game, clicking on the object w'ith the

hand-siiaped cursor will |)lace it in your

invenloiy for when you enter the pure in-

teractive portion once again. It w'as excit-

ing to see that .someone was creating video

clips where you could do something rather

than simply watch cinematic cut scenes.

'I'w'o strategy games. New World Com-
puting’s Mul'i lmeuia Celebrkit Poker
and Interplay’s Bridge Deluxe II with

Omar Sharik, use video to enhance the

playing ex])erience. The former allows

you to play against filmed opponents and
the latter provides tutorial film footage.

Neither is Just another card game.

Of course, lull motion video is also be-

ing used in such products as Spectrum
HoloByte’s Falcon Gold (with Ark ok

^ THre^Ivfece Suits
(3-D Rendering)
Rendered 3-D characters and

ships will continue to be the

rage w'ith many cutting edge

products. Silicon Graphics

machines and powerful mod-

eling tools like/l&tv have tak-

en their place alongside

Autodesk’s near-henchniark

3-D Slndin and the gmphics

programs from Microsoft’s

newly acquired Softimage.

In addition, both Time-
Warner Interactive and
Atari Jaguar developer;

announced that tliey would

be using the GameWare D\'-

vamation (3D

GameWare Pt

tvare/bardware.

Ware

graphics) from Wavefront

Studios as a major part of

their graphics toolsets for

SGI machines. 'Fhe inllu-

ence oi' these high-pow'-

ered graphics programs

has toudied nearly eveiy

comj)aiiy’s product line.

At this year’s CKS, In-
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Bombarded with flashy

graphics, sound bytes,

marketing cliches, and

demos, the (76'hB staff

must filter the finest

gameware from the

merely fashionable.

(ECTS) report, is basically a horizontally

scrolling lighting game with some veiy im-

pressive 3-D robot warriors. Novastorm is

a fast moving Rebel Assauli -style game
with SGl-renclered graphics. Ecstatica is

similar to Alone in 'I'he Dark, but features

more puzzles, better gi'aphics and an in-

teresting concept where the gamer tours

the subconscious of a comatose young girl

and faces the demons of her dreams.

On the U.S. side. Take 2 cordially in-

vites gamers to the theological locale of

eternal punishment in Hell, a cyberpunk

game with Dante-esque imageiy where the

government literally sends malcontents to

an infernal locale full of robotic demons.

Less diabolical but also with robotic over-

tones, Take 2’s Bureau 13 boasts the pret-

tiest 3-D rendered mechamatrix since

Sigourney battled the alien queen in

Aliens. The player controls a cast of charac-

ters who must .solve puzzles to investigate

mysterious phenomena and exterminate

supernatural entities.

Speaking of killing, most gamers are

aware of Merit’s Harves i er, a 3-D interac-

tive slasher Hick with some of the goriest

graphics ever to splatter computer

screens. Meanwhile, Crystal Dynamics is

magic.

In addition,

Sierra’s Piian-

TA.SM.‘U;ORlA

uses SCii-gen-

erated interi-

ors Ibr ihe sets

upon which

theii' digitized

actoi's per-

form, Software

Toolworks is

also

completion

The
'Iali;, a 3-D Slii-

t/io-designed

fantasy role-playing adventure, as

well as U.S.S. Ticonderoca: Defend-

er OF Liber'iy, a simulation of the

modern missile cmiser which uses 3-

D modeling to portray both crew

members and action stations. Finally,

even though Software Sorcery wasn’t

ready to show F.as'I' Aitack boats,

they did unveil Phoenix Fighter,

their space combat game complete

with, you guessed it, 3-D Sliidio-cvealed

ships and weapons. Different views

from the cockint are available, but it was-

n’t entirely clear from the demo whether

the game is free-form a la Tie Figitfer

and Wing Commander oi' more hard-

wired like Rebel As.saui;i', Shock Wave

and Cyberia.

Business Apparel
(Network Games)
Many games are dressed to kill for (he

work environment. Networkable games

are making more appearances than ever

before. New World’s Zeimiyr, Merit’s

Fighieu Win(;, Spectrum Holobyte’s Fai,-

CON 4 (working title), Accolade’s Hard-

b.vll 4, Blizzard Entertainment’s

WarcR/\ft: Orcsand Human.s, and Feign r

Drome are futuristic sporting events ba.sed

on combat vehicles. The former offers fu-

turistic tanks in a world where megacorpo-

rations sponsor talented hovertank pilots.

The latter oilers a Solaris-style tvorld as in

the BallleTech novels, Japanese animation

or the Robatjox movie where ‘mech pilots

battle it out for big money in a blood-

thirsty version of spectator sports. Activi-

sion’s newest MechWarrior game
features the huge robotic engines of de-

struction in a full combat environment, as

does the non-modemable/non-network

MetalTecii: EarthSie(;e which is expect-

ed to ship in the Fall from Dynamix.

Combat flight simulators have worn

using Alias to revamp

Star Control II for

the 3D() platform,

and Westwood Stu-

dios is using 3-D Stu-

dio to create the

backgi-ounds for

KyR/\ndia 3. Though
the jtlot for

the latter is

still a guarded

secret, we
were told that

Malcolm will

Unlimi i ei) from Looking Glass Tech-

nologies are Ires chic in tliis regard. In ad-

dition, the delayed MechWarrior 2: The
Clans from Activision and next year’s

Metal4'ech; BattleDrqme from Dy-

namix are both expected to feature mo-

dem-to-modem support, if not additional

modem siij^port.
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TOPIO
Sayings Overheard At CES

10. Where’s the EA (or Sega) booth?

9. Where’s the party?

8. W^iy do I have to pa)’ For drinks liere, wlien tliey’re

Free at the CCAV party?

7. I think we’re iindei^oing a paradigm shift.

6. We’re planning to sliip in the Rill, but don’t hold

me to that.

5. It has to ship by Christmas or we’re fried.

4. And it has Silicon Graphics-rendered backgrounds!

3. Wlio’s going to buy Ziff? (Immediately followed by

the questioner’s pet theories.)

2. Wliat’s the hottest thing you’ve seen? (Once asked

only one hour zifter the show opened.)

1. It’s like DOOM, but better!

Three Things Wot Heard At The Show
3. We know it won't make any money, but we had to do

it!

2. It’s like MoRi/tL KoMiuf, only better!

1. It’s got mediocre sound and graphics, but incredible

game play.

combat and recruit new Rl'NNEK: 'I'iik LicoknI) Rkturns. Not only

soldiers. Software Tool- does the game have luscious grajrliics and

works' MtciAi. Marimes some nast)’ new traps to spring on the AI

E{)R WiN'DOW.s (a cross be- baddies, it tilso has an extremely versatile

tween Ba'IT'I.e.sihi’ and utility For creating custom levels. Indeed,

SiNiCtn') and Accolade’s Dynamix is shipping the same toolset they

Ha'I'ii.e Isi.E 21^00 ivitb its ai’e using to create the levels /or the new

•?-I) animated battle se- game wilh the new game, so gamers should

(|iiences will both feature ire able to create comtnercial quality levels

ruiuristic combat via mo- from the start.

clem or network, Maxis is trying something complete!)-

Sports gamers won’t be cUlferent with Click ‘n PtAV. Why are we

left out of networking, ei- not surprised? The solbvai'e toy publisher

ther. HARntiAi.l, 4 still fea- is now' producing a powerful object-orient-

tures the play-by-play of ed construction set th;it will enable gamer's

.Al Michaels, but now fea- to create all sorts of games — jrinball

lures SVGA graphics in games, racing games, platform gtmres and

()‘l()x480 Aviili 2.56 color's more. It’s easy to use compai'ed to eai'lier

and, best of all, modem pr'oducis such as Broderbund’s Arcade

/netwoi'k sujrpoi't. Statis- CoN.s'i rl'ci ICN Sei' and Electronic Arts'

tics tire dynamic ibi'ough- early AnvEN'i'CRE CtAME CoNSTRiJCfiON

out the seasoir, and Se’e, and it offers commercial tjuality

league pla)’ I'etilures limit- grajrhies, as well.

ed trading (there is no Finally. Viacom presented a multimedia

real GM utility). Specta- toy/toolkit called NiCKia.ODEON DiREcroR’.s

tors will enjoy the 28 de- Iau. Although it is not a game, it is an in-

tailed stadiums and the tei'esting j)roducf that brings together a

computer-determined paint program, some audio mixing utili-

highlight reel. ties, a video clip libraiy and a multimedia

real-time multi-player capability for a long

time. F.alcox 4 w’ill not only 11)- in its ju'e-

decessor’s famous contrails, it will also al-

low networkable camjDaign games where

players can enter and leave the campaign

at their own cttnvenience. FttaiTTiR W’lxc

will allow up to 16 pilots to jjarticipate in a

massive netw'orked “furball,” and uj) to

three players can compete against the

computer AI in three Iraqi-based missions.

Flight Uni.imited (see this issue’s Sneak

Preview) is expected to supj)ort u]3 to 64

aerobatic pilots in a networked mode.

Of course, straleg)- gamers won’t be left

unclothed in the world of nehvorks. War-

ciui'i'; Orcs and Human.s is a real-time

slrateg)' game based on fantasy w'arfare. A
tw’o-|)layer game that works equiilly well

over modem or netw'ork, the game olfers

play mechanics reminiscent of Dl'NE II.

Since Westwood Studios hasn’t indicated,

as yet, whether C()mmani3 and Conquer
(the sccpie! to Di.ne II) will feature net-

worked or modem play for sure. Blizzard’s

unveiling of WAR(ac^\Er is a welcome revela-

tion. Gamers l^uild barracks to train sol-

diers and temples to train sbamans. 'I'hen.

they put together their combined arms l()r

assaults on the dreaded opposing race.

The game even has a dungeon exploration

element where gamers can engage in extra

Work uniforms
(Construction Kits)

For the gamer who wants to create

his/her idea of I'ashion, construc-

tion sets seem to be coming back.

In addition to SSI’s recently re-

leased Tanks: War(;ame Con-
S'lRUtiriON SE'i' II, a game that

allows pla)'ers to create their own

scenarios for ^\’WI-^\TVI1 ar-

mored condict, there are several

new giimes which come with

construction sets. Impressions

Software announced an as t’ei

untitled game which enables

wargamers to create their own
hex-b;ised wargames. Our early

“impression” was that it looked

a lot like an Aide De Camp with

built-in AI. Novalogic is also

including a bailie creation

utility in their long-awaited

Armored Fi.S'E game of ar- '

niored combat.

l.ong-time computer i

gamers will remember the tj

construction set in Broder-

bund's original Lode
Runner, Dynamix, through

i

its Jeff Tunnell Productions
;

grouj), is now releasing Lode

26 COMPUTER GAMING WORLD • SEPTEMBER 1994



Joy Factory

Wk

Award-winning Epic Pinball offers realistically fluid ball

movement a high-quality sound track and ultra-smooth

scrolling graphics. It’s all here: ramps, sink holes, kick-

backs, drop targets, multiple-ball play, jackpots, skill

shots and scoring nilesjust like real pinball tables.

Tlie four tables shown above make up Pinball Pack #3.

Individual packs are $29, two packs are $49, all three

packs are $59 or get the CD-ROM with all three packs

plus an exclusive new table for only $64. Epic Pinball

combine great pinball action with great gaming value.

“Epic Pinball rings up a high score” - Computer Gaming World

“Up there with Uie best of the commercial

releases”, rated 91% -PC Fermat

“Perfected to the peak of playability”, rated 5/5 - PC Power

Here’s How To Try It.

SHAREWARE CompuServe, GO EPIC. You can download an Epic

TRY IT TODAY!
shareware game virtually free every month and visit the

Epic fomm for hints, tips, technical support and to down-

load our other shareware games. From GO EPIC you can also buy and download Epic

games, like Epic Pinball, instantly. For a free CompuServe sign-up kit. call (800) 524-

3388 and ask for representative #536.

EXEC-PC, the world's largest BBS. let's you download Epic shareware games on your

very' first call. Call (4 1 4) 789-4360 (V.32bis). Or, check your local BBS.

No modem? Call our toll-free line with your VISA or MasterCard ready and for $5

we'll send you the shareware version. You may also be able find the shareware version

at your favorite software retailer.

Super Android, the upgraded

shareware version, now with

stereo surround sound!

lEPI^I
TO ORDER CALL EPIC MEGAGAMES 1-800-972-7434

VISA, MasterCard and Checks accepted. MD residents please add 5% sales tax. Please add $4

shipping and handling to above prices. Each order includes a bonus shareware game.

In the U.K. or Europe please call Epic MegaGames UK at 0767 260903.

Epic MegaGames • 20 Courthouse Square. Rockville MD. 20850 • Phone (301) 983-9771 • Fax (301) 299-3841



editing room wliere yon can create sound-

tracks, lay in video and add titles to your

own multimedia products.

Travel Apparel
(Adventure/RPG)

Color the futures dark in most of the ad-

venture/role-playing ensembles being as-

sembled for this season. Philips Media’s

Burn:Cyc: 1-K is a cyberpunk adventure

where the player assumes the role o( Sol

Cutter, a data thief who j)icks uj) a deacll)’

vims called “Hurn:Cycle” and has it down-

loaded directly into his brain. 'I'he playei'

has two hours of real-time game time to

solve tlie puzzles and get rid of the virus.

LucasArts’ Fui.l.TiiR()rii.t: is a graphic ad-

venture by Tim Schaefer (D/U' oi' 'I'liK 'I'kn-

tacle) that has graphic novel-tjuality

gi'aphics and a plot that reads like a cro.ss

between The Fugitive and Mai'lon Brando’s

The Wild One. The player takes on the per-

sona of Ben, the leader of a motorcycle

pack, who is framed for a murder and must

clear his name. As mentioned earlier. Take

2’s Hell is a woiid of bureaucratic control

gone awiy where nightmares come tnie.

Empire’s Cyberspace uses the Iron

Crown Enterprises role-playing system to

depict a world of megacoi'-

porations and high-tech

crime, but the light palette

and crude polygon-filled

graphics can’t match other

offerings. Empire’s

DRE/YMWTti, however, has a

convincingly grim gi“aphic

look, plenty of violence and

a wild plot involving a force

called the DreamW^eb. Pla)'-

ers liave to discover what

the DreamWeb is and how

to stop the evil forces that

are tiying to use it for ne-

farious goals. Merit’s Har-

t'ESTER doesn’t take place

veiy far in the future, but

The Order of the Han'est

Moon (an elite secret soci-

ety that controls eveiyihing

in the game’s world) is not

an organization that any-

one would want to meet
outside of the on-screen

world, and the graj^hics are

both eerie and goiy as the plot

necessitates. Superhero
Liv\t;uE OF Hoboken, the lat-

est from Steve Meretzky and

Legend, also takes place in :

post-apocalyptic future. As noted
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in last issue’s sneak preview, however, the

hybrid adventure- role-playing game is

done stiictly for laughs. Speaking of super-

heroes, EA wasn’t at CES to show Nocrmop-

OLi.s, their graphic novel noir approach to

superherodom which uses digitized video

and backgrounds similar to Frank Miller’s

art, but the game should ship by November

at the latest.

If the adventuring future seems dark, so

is the past. I-Motion’s Ai,one in t he D.ark

3 moves its hero, Edward Carnby, through

time to the Old American West (a favorite

of the game’s designers). Gunfights,

rustlers, saloons and ancient Indian tribal

myths are but a few of the elements await-

ing horror fans. Enhancements to the

game system include player control over

camera angles and smoother 3D move-

ment. 'Ehe same company plans to release

the second Call oe Cthulhu game, Pris-

oner OK Ice, for those who prefer the

frightening universe of H.P. Lovecralt in a

purer form. PutsoNER Ok Ice takes player

characters to the Mountain of Madness
wliere Arctic adventures with evil Nazis,

submarine rides, and the all too familiar

multi-tentacled beings converge into an

t r. ; . Graphics are becoming progressiveiy

more important in the aPventure and role-piaying

genres. Puhiishers are using everything from cei

animation and 3-D rendering through digitized video

to take gamers to new and different worids. (Cioch-

wise from top ieft) Sierra’s King UuEsr Vii: The

Princeless Bride uses cei animation to create

screens that rivai theatricai productions. Luoas-

Arts’ FuLiTuRomE offers a rich graphic iook using

their traditinnai toois. Merit Software uses severai

3-D rendering techniques to huiid the Ciive Barker-

esque worid of HsRVEsrER. Tsunami fiimed aii of its

scenes on iocation tor Flash Traffic: Citv of Angels.

ominous iidvciiuire. Also, for ihosc who
arc uoi superstitious, there is even a new
grajihic tidventure game based on the

Scottish play. Simon & Schuster Interac-

tive is publishing M.acbeth; The Game as

a Macintosh Cd)-ROM adventure, and
they’re not afraid to call a thane a thane.

The present also has its elements of the

fantastic. Perhaps, we should aciiially say,

“Phantaslic,” since Roberitt Williams’

Phantasmagoria is Sierra’s tale about the

modern owner of a house that used to lie

owned by a jirestidigitator/illusionist. Evil

llii'eatens the young woman who must,

struggle to discover the dreaded secret of

the old manse.

Even younger gainei's get a taste of de-

lightllil hoiTor in 'Viacom’s Akiuid ok T'HK

Dark. B.tsed on the Nickelodeon television

series of the .same name, this CD-ROM
game has (he player “tell” a scaiy Uile as

part of liis/lier initiation into the Midnight

Society. 'I'he production values make the

game look like a cross between The I'vn

Guest' and Mv.sr, even though it was de-

signed especially for youngci- gamers,

Model'll police and detective adventures

will also have theii' place in this year’s ad-



Scope Qutthe tenaiiL

Stewportucr^ ' ^
Lock on target

And brace yourselffara fue

You’re in the heart of an advanced
fighting machine. Peering through I

the thick smoke billowing off your \

last victim, you feel you're being

watched. Switching to thermal shows
something hot behind the trees

ahead. Advanced optics zoom in and
reveal a Soviet 7-80 tank turning its ^
turret toward you. Now i^ot the Jfl
time to hesitat^jjhM^cK 'and load^^H

^^inter startlingly realistic pre-

i^u&missions or construct your

owiv Dig trenches, lay mines,

even plant trees.

Choose American M1A2 Abrams
main battle tanks, Bradley

IFV's equipped with>(hermal

sights, Russian ^80 tanks, or

BMP.APd's equipped with jrnage

.^Intensifiers. .

*

Forge ahead on the digital

battlefield of the future in

this modern tank

simulation from
NovaLogic

'
(the creators

of Comanche \ WolfPack

'

and Ultrabots ').

Engage your enemy in accurate

battle environments where you
lencounter translucent smoke,
explosions and grenades.

Command multiple tanks over

3>D, Voxel Space (patent

pending), terrain and call in

remote artillery or tactical air

support to ensure victory.

Strap on your helmet
^

for the ride of your life!

Suggested Retail Price - $69.95

Available tor PC 3.5" and PC CD-ROM
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. From the animated excitement of

Interplay’s Kingdom of the Far Reaches (top left) and

Psygnosls Djscworlo: The Problem With Dragons

(clockwise) through SSI's last AD&D-llcensed

product. Menzobarrahzan, to Bethesda’s Arena

venture/role-playing crop. Tsunami’s

FiAsnl'Ry\mc: Cn\ oi' Angels and Mer-

it’s Thi: Psycitot'RON are interactive

movies dealing with teri'orists and spies,

respectively. Interplay's Vo’i’taat is a direct

port to IBM and Maciniosli of the Robert

Culp film developed ({)r CD-i. Gulp plays

a pou'erllil capitalist turned politician who

(Inds himself embroiled in the kind of

conspirac)' H. Ross Perot may have only

imagined. The gamer gels to watch the

entire soap opera unfold tlirongh a com-

puterized Rear Windoxo perspective.

Two different styles of adventure games

will also appear during the latter part of

this year. Cyberflix will take gamers into

the wild west in theii' new interactive

movie, Dusrf: A Talk or riii: WiRri) \Vr:sT.

Next, LucasArts, Sanctuary Woods, Leg-

end, MediaVision and Paramount Inter-

active will take gamers into the far liuure

of science fiction adventure. LucasArts has

worked with Steven Spielberg on 'I'lir Dig..

Loosely based on an original Aniazi}ig Sto-

ries television script, the game has been

through several designers and iterations

on its way to its upcoming extra-terrestrial

sequel The Elder Scrolls: Oaggerfau, the art and the

actinn is Betting progressively better. Fortunately,

the abventure anil role-playing genres have gene

from famine fo feast in a few short months,

assuming all of the products ship on time.

encoiinte^ tsUcasArts nas also worked witli

world-l'amous Industrial Light 8c Magic in

order to create several special effects for

the game and ex|Decis (his to be the first of

many successful collaborations between the

game division and the special effects

house. Sanctuary Woods will be distribut-

ing the secjuel to the well-received JoUR-

NKVMAN Project — Buried in Time.

MediaVision’s Till-: D.-\kd.-\lus Encounter

is a kindler, gentler /!&» where the salvage

crew working on an alien spacecraft finds

that they need a non-violent solution to

their problem. Legend’s Mission CRrncAL

places the player in the position of having

to repair his cruiser and counter-attack the

enemy, even thougli the rest of his cretv is

dead. Tlie adventure features strategic and
tactical combat elements in addition to typ-

ical advenuire game puzzles. Of course,

Paramount will publish an adventure

game based on tlieir Deep Sp.ace Nine
property. Like many adventure games in

the present crop, Deep Space Nine will be

conversation-driven. Gamers will play one

of four diU'ereiU characters, each from one

of the four major races in die television se-

cies' universe. Conversa-

p-tions are handled via

emotional compass
-points and is delivered

ly voice actors. No text

displayed on screen.

'^Naturally, the tra-

f'ditional fantasy

l^enre has not. been

^ignored. Bethesda

ioftworks will re-

lease the second

oduci in their El-

ScROLi.s saga

Ijiiexi year’s D.u;-

t=ALL. The 3-D en-

ie is better, the

mversations will be

fchcr, and the world

^•ill hang together

lore realistically. As

good as Arena is,

Daggerfai.i. has the

ntial to eclip.se it.

[Other 3-D fantasy

•jilaying game is

mark’s Lords of

jNiGMT. 'file game
real-time action

:l boasts the capaci-

p ty to Fight entire wars

from a first-person

ipeclive. As noted

her, Interplay has

raised the ahre on iheir 3-D ivorkmansliip

on the long-awaited St'ONEKEEP, and they

will also publish the sequel to the award-

winning Dungeon M.-\st‘er — Dungeon
Master II.

Several fantasy games will feature quality

animation reminiscent of traditional cel-

based animation. Most impressive was the

Disneyesque movement and liackgiounds

of 'LiiE Princeless Bride, Sierra’s King's

Quest VII. Fans of animation will also en-

joy Interplay’s Kingdom: The Far
Riaciii-:s, a point-and-click adventure with

veiy iliiid animation that di'aws gamers into

a world of dark magic and ancient prophe-

cies, and Psygnosis’ Discworld: The Prob-

lem WriTi Dr.-\gons, a delightful adventure

featuring fnll-sa'een animation and a virtu-

al!}' transiDarent interface.

Strategic Simulations, Inc. will wind

down their relationship with TSR by pub-

lishing the next D.-MtK Sun game, D.ark

Sun: Wake of the R.-\vager, and a role-

playing game dealing with the dark elves of

Menzoberr/\nzan. Tlie latter is a creation

from DreamForge, the developers of
ILwenloft and Dungeon H.-\gk. It is based
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Meet Mutt. He's grouchy. He's grumpy. But hey, let's face it, a little time in the underworld can make anyone a little edgy. And

now Mutt has a problem. You see, he was chosen to get the Mystical Pizza of Plenty for his friends. And with all due respect to

the eternally damned, the service in the underworld really sucks. In “Util Divii;' you can help Mutt as he makes his way through five soul-repenting

levels in the Labyrinth of Chaos. Along the way you'll encounter gigantic spiders, demonic fish, and a few other things your priest never warned you

about. All in a search for a double pepperoni with cheese. A few hours with Mutt, and you'll really appreciate that 3Q-minute-free-delivery thing.

PC CD-ROM PC Floppy

OptKKHlD^talYKfMCaflnilge requitedfot CO-i.UilDi«l'“ 01993 Gremlin Graphics Solt«tebm.led. We apologi29l5anyone»t»ser«me actually is Uutlorjoilhaimatlef.an/toe-spinitigdeiiwns we A* nghts reserved.
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on llie best-selling novel, The legacy. An-

other besl-selling fantas}’ no\'el, Dealli Gale,

will be brought to the comjDuier screen in

glorious SVGA color from Legend. Di-i-vni

Gait; will feature the X-wrn interface with

the best art yet seen from the company.

Another venerable player in the fantasy

r{)lc-j)laying market is Sir-Tech Software.

Their Wizardry series is abotii to get a

face-lift, due to their new venture witii Ku-

rope s Delphine Software. The new, as yet

untitled Wiz.ardry, is graphically a cros.s

between Ui.'riMA Underw’ORI.d and 1)L'N-

c.EON M.ack. We especially liked the au-

townlh feature and the intriguing

aboriginal theme. We also like (he new

C'artographer and Beast Master skills, as

well as the expanded roles for thieves. Fi-

nally, Scar 'rR.AiL is the secjuel to Realms

OF Aric.\nia. It sounds like the game will

function much smoother in combat and

that skills will mean more than they did in

the firsl gtmie of the series.

Flight Suits (Simulation)
As usual the Field of simulation games will

“dress right"— military style. Software

Sorcery wasn't quite ready to show (heir

follow-up to AEGIS, but they did lell us it

was to be

tmpire Software ha?

called F.Asr .Ai'IACK bo.-vi'S. .Aficionados of

naval combat shouldn’t be disappointed,

however, since Dynamix is nearing com-

pletion of their WAVIl U-boat simulation.

Aces of 'I'IIE 1)i:1‘'.I’, which was described in

earlier reports, and Software Toolworks

announced a modern simulation called

U.S.S. Ticonderoca, based on the mod-

ern missile cruiser. Mallhew Stibbe, the

Oxford historian turned designer of Im-

I’ERIUM (the classic “space-ploilation"

game from Electronic Arts), has assem-

bled a team to develop the product.

Modem air warfare will also be simulated

in Tornado: OciatACioN Deseri' Siorm.

This is a campaign version on CD-ROM of

it simulation originally disti'ibutcd in the

U.S. by Spectrum HoloByte. Acclaimed in

the original release liir its extremely realistic

approach to mission planning, this new edi-

tion will be distributed b)’ Trimark Interac-

tive and features 18 Desert Siorm missions

in addition to 5-1 generic European combat

missions. 'Fhose who prefer air-to-air com-

bat may be more interested in Mission Stu-

dios’ Je'I'Figiffer III. The latest in the

Ji'Ti'FiGMTER series, jErFica-nv.R III will allow

you to pilot F-l-is, F-16s, F-I8s and F-22s,

as well as simulate iraining missions out of

California’s Miramar Naval Air Station and

Nevada's Nellis Air Force Base.

Those looking for more
lodern warfare on the

yountl will need to turn to

ovalogic's Armored Fis t

,

c near-future game of ar-

nred combat using voxel-

aiphics to depict such

cles as (he M1A2
ams, NT) Bradley \W, T-

and BMF. I'he graphics

similar to those in the

'comj)any’s Comanche;
AXiMi'M OvERKii-i- and, as

lOted earlier, the game al-

ivs you to create your own

attics with tlie built-in con-

iiciion set.

'omark is focusing on

11 with their next two sim-

itions. VVoKi.D War II cu-

es DOS gamers to lly

lissions during D-Day and the

e of Midway, and Our of

Sun allows owners of the

Power Macintosh to fly in

or the Battle of Britain,

addition, the former allows

's of Fi.igi rr Sim Toolkh' to

mproved AI to iheir dog-

ighring routines.

Now you can experience

all the thrills of CD-I with-

out having to sacrifice a lot of dead

presidents. Just buy the Magnavox 450

CD-i, starting at $299.99r and you'll be

able to torment your nervous system

with hundreds of interactive games,

audio CDs, photo CDs, and movies. Plus,

each 450 CD-i comes packed with

Compton's Encyclopedia and 2-player

International Tennis Dpen (that's a $200

value, free). So, pick

up the Magnavox 450

CD-i. Because just

sitting there coveting it

can't be good for the soul.

^1
‘Suggested retail price. International Tennis Openetggg Philips Inteiactive Media France

and Palhd Inieractive. Compton's Inieraflive Encyclopedia ci992 Compton's New Media. Inc.

All Righls Reserved, e I99J Philips Media. All rights reserved
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CALL TO ACTION Action games are becoming

increasingly sophisticated in terms of graphics,

game engines and interface. (Clockwise from upper

left) Psygnosis' Novustorm continues the trend toward

more detailed 3-0 rendered space ships in far future

combat games. Dynamix’ MetalTech: Earth

Active Wear <Actlon)
The action caiegoiy will showcase both a

ti'aclitional and non-ti'aclirional look during

the fall season. Fii'st. there are plenty of

games rhat^vill remind you of old favoiites.

As noted earlier, Dynamix' l.ODl-: Run.nkr:

'rill- LrcEND Rk'I UKNS, (he tjuintessenlial

platform game on personal computers, has

been reincarnated will) new trtips and gor-

geous SVGA gi-aphics. 'I'hc original AT was

so good that some of ii was kept for tlic

new incarnation. GLIX is a SDO platform

game fiom Cry.stal Dynamics which fca-

Siege will allow gamers to train In the MetalTech

system before going human-vs.-human in next

year’s MetalTech: Battleorome. Bethesda Softworks’

Delta V lets pilots challenge the elements in a

fictional cyberspace world. From Sierra. Al Lowe

Capitol Punishment is a series of satirical arcade

games based on modern politics.

Since \V'\Vri wasn’t purely won in ilic

air. MicroProse is releasing 1944: Across

ITik Riii.m-;. MicroProse continues to com-

bine the best elemenis of strateg)- gaming

and simulation in order lo create fascinat-

ing, playable products, hut sec this issue’s

editorial for some commcnis on their han-

dling of historical orders of battle.

Empire Software goes back to WW'II

with their upcoming simulation, D.wvx P.v

'iROi.. Tile new challenger lo Damon Slye's

classic Rkd B.\ron will allow gamers to lly

15 dilTerent aircrafi in a nice looking, tex-

ture-mapped 640 X 400 resolution.

tures a gecko lizard wiili an attitude in

place of the bobcats, hedgehogs and Ital-

ian plumbers usuall)’ seen in these games,

and a lot of “B" movie satire not usually

.seen in (his style game. 21st Century En-

tertainment’s PiN'BALi. Arcadi; kor CD-
ROM features eight different pinball

games to play and more than 100 classic

machines to “explore” \ia a built-in multi-

media jiinball inusenm. Those looking for

space combat games remini.sceiii of Stki.-

L\R 7 and Sr.ARC.LinrR will find ihem com-

jilcte with 3D rendered ships and
conirollcr-breaking acl.ion in Psygnosis’

Nov.vstorm and Crystal Dynamics’ To'r.ti,

K(:i.ii’.si-; (3DO). In addiiion. Bethesda Soft-

works’ Dki.'I'a V olfers something of the

.same feel in a c)'berspace moiif, jelf Tun-

neirsTiii: Ixcredibi.1-; M.aciiink is even imi-

taled in a real-time puzzle game from

Merit Software called Sixk ok S\vi\i,

A new Te i Ris-slylc game from Spec-

trum HoloByte will he called BreakThru

and will launch a new line of such games.

In this one, gainers tty lo destroy the wall

of colored bricks that fills the “well" by

clicking on adjacent bricks of liic same
color. It is a vei*)’ flexible real-time game

and as addictive as the

original. There is also a

new LENfMix'os game
' coming out from Psyg-

nosis. Lemmin(;s 3 will

feature much larger an-

imated cliaracters

and, like I.e.m.mings 2,

some new types of

lemmings. Even

those looking for a

more socially accept-

p:;f able form ol' hoi'izon-

;tal sci'olling combat
than that found in

Mor'I'ai. Komb.ve will

enjoy Ski'i.i.Gr.acker

from Cyberflix

(which has monsters

going after each other

and creating lots of
'• blood and gore in-

stead of realistic look-

ing people) and Rise

OF THE Roiuris from

Time-Wamer (where

'robots go at each oth-

•er instead of people).

Another group of

releases that will fit

into the action set will

include gtiines that

aren’t quite simulations (since they don’t

model anything real in our experience),

bill use similar technolog)' (physics models

and polygon-filled graphics with attendant

texture maps and gouraud (sic) shading).

Both the MetalTech series from Dy-
namix and Activision’s MechWarriok 2:

'J'liE {][.ANS are exam|dcs of this genre,

and both ai'c taking longer tlian expected,

'fhese games owe their inspiration to

Japanese animated videos with giant ro-

hois anrl poAvered armor. MetalTech:

Ear’EM Sie{;e will arrive in the marketplace

this year and MET.Ai.TECii: Baitledrome

won't appear until 1995 (largely because

of its modem capability). Activision is cau-

tiously optimistic that MeciiWarrior 2 will

reach store slielves in late November. Soft-

ware Sorcery’s Phoenix Fichter will fea-

ture 3-1) Studio-rendered weapons and

space combat from a first-person perspec-

tive. Velocity Software’s Ski or Die is a jet-

ski racing game with an emj}ha,si.s on fast

action and fun as competitors jiinij^ from

one jet ski to another, frantically dodging

civilians and sharks. Like the two games
Velocity wasn’t showing, Quar.\X'Tine (a

futuristic game of armored infantiy versus

(continued on page 146)
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DOOMedTo
Repeat Ourselves

3D Action Fad

A
ccording to the old wisdom, if

you build a better mousetrap,

the world will beat a path to

your door. The new wisdom

has modified the adage with

a warning; beware those who will set up

shop along your path and sell Imitations

of your trap. This CES the new mouse-

trap was DOOM, and the 3-D full

scrolling, intense action games— aka DOOM Toos

— were out in force. Some were good imitations,

some pretty mediocre by comparison, many trying

to add new innovations to the 3-D action concept,

but all described as “like DOOM, but better.”

On the silly side of the DOOM Tool games Is The

Fortress of Dr. Radiaki from Merit Software. This 3-D

bloodfest has some great texture-mapped walls

and 3-D Studio rendered baddies that include a

sword waving Samurai, a slithering lizard creature,

and a toaster-headed robot that spews overly-crisp

toast when destroyed. Dr. Radiaki's fortress will

have 1 5-20 levels and will only allow a single play-

er under its roof.

One of the more exciting Doom Too! games is

coming your way from LucasArts. Dark Forces Is a

first-person trek into the Star Wars universe

where waves of StormTroopers will

take the place of DOOM'S imps. The 3-

0 texture-mapped and gouraud shaded

environment of the Empire's base

looks terrific, and the world mechan-

ics enable you to look up and down,

jump and duck. It will even support the

new Forte helmet for those who really

want to be seduced by the Dark Side

of the digitized Force. Unfortunately,

Rebel soldiers will only be able to bat-

tle the Dark Side alone— no multi-

player option.

•Capstone will be following up Its

WoLFENSTEiN-like CORRIDOR 7 With a new

3-D scroller. Body Count. Here, you play

a member of a special forces team as-

signed to eradicate the ungodly horde

of terrorists that have taken over the U.N. Towers.

Your team will climb 40 floors of booby-trapped

hallways and fire-bombed rooms as you make your

way to the hostages held on the top floor. Body

Count will support modem and network play, but

even when playing solo you’ll be accompanied by

three computer-controlled squad members. We'll

have to see how the Al works out on that feature!

Tired of demons, terrorists, samurai, and

lizardmen? SSI's CyClohes takes gamers to

Belleville, Wl. Belleville is purported to be the

“UFO Capitol of the World,” so the game is, natu-

rally, a science-fiction DOOM where players face

invading aliens in a 3-0 environment. For those

who tend to get dizzy and lose their sense of di-

rection, the game includes an interesting isomet-

ric auto-mapping using polygons. The

mission-based game features five differ-

ent missions of increasing difficulty,

uses full-motion video for the cinematic

segues, and is being developed for SSI by

DreamForge, those nocturnal folk who

brought you Ravenloft.

SSI's SuYER for 3DQ is a next genera-

tion Dungeon Hack. The random dungeon

generator creates billions (the company

claims four billion) of possible dungeons and

comes equipped with tools to customize the num-

ber of levels, monsters, traps and puzzles. Also,

gamers aren't stuck with one character type, since

they can create AD&D characters to use in several

different dungeons.

One DOOM Too! game is even going to be DOOM-

like in its distribution plan. Interplay's Descent puts

gamers in a vehicle that travels in a true 360 degree

3-D environment. The interplanetary mining vehicle

not only flies horizontally through the levels of the

mines of Pluto, but it has to travel vertically through

mine shafts as well. It even has Al that learns from

the player as the adventure continues. Although the

graphics are only VGA, the 30 levels of 3-D alien

blasting are designed to work on 386DX-33 and up.

As for the future, we also saw some Macintosh

graphics from Sage Technology.

Frankly, they blow the DOOM graphics

away. We particularly liked the real-

time expanding and contracting wall

orifices and the ability to edit worlds

on the fly from within the 3D perspec-

tive! Lighting, perspective, and color

palatte can all be changed instantly.

Again, this was a technology demon-

stration and not a game, but we can't

wait to see their DOOM Too!. Unfortu-

nately, upcoming titles or subjects

have not been announced.

We’ll leave It to our readers to de-

termine if any of these DOOM Too!

games will actually be a better mouse-

trap—or, more accurately, time trap.
(Clockwise from top) Cyclones (SSI), The Fortress of Dr. Radiaki (Merit),

and Dark Forces (LucasArts).
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YOUR MISSION:
You control the most agile racer known to man as you lly town the 256 color, 3-D, polygonal-

shaietl landscape at speeds'where thought and action are one and mistakes are paid for in

hlood! Ifyou and your Trace Vehicle survive, use your bonus points to modify its armor,

firepower or speed to suit your,style, then jack back into the Net for another Run!

In Delta % a new typ^of Virtual Reality has been brought to the PC!
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L6 12-09-2147 17H34.48

“So chummer, you want to know about runnin?

“The Net’s the most dangerous cyber-dream

you’ll ever have, ’cept it's not a dream. You gotta

be ruthless and quick, huggin' the lattice like an

Olthan lungworm on a Borian air-grazer. Once you

jack in, it’s just you and your Trace.

“Like I always said, Netrunnin’ is like a drug,

the speed gets you higher than a ’ject of Cephllene

Blue, but a mistake'll leave you deader than a

jacked out straightliner.

“That chum, is as permanent as it gets . .

.’’

Honmsi 'Jisw

...bfsa Siaie af mind

Currently Available on IBM PC

VGA, minimum 386/33 processor (486/33+ really cooks!), minimum
memory 590K Ram, 2MB EMS memory and higli density disk drive

required. Supports: Roland™, SoundBlaster and Gravis Ultrasound.

Copyright© 1994 Beihesda Soitworks. All rights reserved. Bethesda Softworks and

Deita V are trademarks of Media Technoiogy Limited. Aii rights reserved.
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TURE/RPC

As Wli A[.L KNOW
liY NOW, r|- MAS

BEEN A RATMER

dismal sjjring/

summer in the

ai’ea of advenlurc

and CRPCJ games.

Releases have been few

and far between, though the situation will prob-

ably be veiy different once the usual Holiday

rush begins.

Things were looking a bit grim for this issue,

with no new product for me to talk about, when

Psygnosis released Hexx; Heresy Of The Wiz-

ard. It showed up near the end of the month (ol

course), which didn’t leave a whole lot of playing

time, but I jumped into it, fairly confident of

getting it done in time for the column.

Then I took a little detour: I finally got a CD-

ROM drive! Naturally, I had to try out my new

9cry sight
The crystal ball is pretty dim, but the clouds have thinned enough for

us to see that Silicon Knights, the development crew who created Cyber

Empires, Fantasy Empires and Dark Legions for Strategic Simulations, Inc.,

is currently working on a fantasy role-playing game for Crystal Dynam-

ics. The working title is Pillars, but no other details are available yet.

The picture is a little clearer on Electronic Arts’ Lihle Big Adventure

(working title). The new product being developed by Delphine Software

(Out of this World, Alone in the Dark) will feature their best 3-D rendered

characters yet, and a wild world that has terrain tiles like Syndicate and

a universe that functions something like The Prisoner. Characters begin

the game as inmates in an insane asylum where escape is the first prior-

ity. Unlike many action-adventures, however, there is more than one

way to escape. The spirits say the game will feature 1 2 chapters of vary-

ing themes and incorporate 40 locations and 150 buildings to explore.

toy, and the first thing 1 bought for it was a

game I had been eager to play for a long time.

The 7t i i Gulst'. I was only going to fool with it

for an hour or so before getting back to Hexx.

Then I looked at the old invisible clock on tlie

wall and noticed it was tea time, and lea lime is

usually about 7:‘M) in the evening. Someliow,

that one liour had stretclied into six and half

As it turned out, I finished The 7tti Guest

but not Hexx. So tliis month, the Sling is a look

at botli games. I can’t do a full scale review of

Hexx since I haven’t finished it (yet), but 1 got

far enough to gel a pretty good feel for it.

Hexx is a typical dungeon crawl in the Dun-

geon MASTERh''VE Of The Behoi.der mold.

Your party of four hacks its way ilirough various

towers using the age old principle, “if it moves,

kill it.” Tile only interaction wiili NPCs is in tlie

shops, and that is restricted to simjile buying

and selling. The shops are in the dungeon;

there are no outdoors,

towns, etc.

An evil wizard captured

the spirits of the four gods

of magic and imprisoned

them in crystals, which wei'e

scattered amongst four tow-

ers. Your job is to recover

the ciyslals, freeing the gods.

Instead of creating a char-

acter, you ciioose from a

pool of pre-created cliarac-

lers, comprised of four fight-

ers, foul' mages, four rangers

and four assassins. You are

not bound to take one of

each; tlie paiTv may be com-

posed of all four mage.s or

two rangers and two assas-

sins, or whatever.

Rveiyone can use magic,

IN A MONTH OF

DROUGHT IN SUMMER

GAMING, SCORPIA IS

HEXXED BY AN

UNEXPECTED GUEST.

by Scorpia
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CONFUSION IN THE RANKS While everybody has magic potential

in Hexx, use a professional mage— if only because they're

deadly with Terror and Confusion spells.

although mages arc natin'allv l:)esl at it.

Kacli character is cledicaicd to a pariicular

magic school (one (or cticli of the Ibui'

gods), hut can Icai'ii spells from any oCtiie

others. New s])clls can only be learned

(roni the gods, and only after gaining a

new experience level. Mages gel a new

spell et'eiT level, rangers eveiy two levels,

assassins even' three, and lighters e\’eiy

foLirlh level.

The perspective is standard IlD, you-

are-there, but with the lull motion ol' an

Ultima Underworld raiher than the

step-by-slep of DtANOEON M,-\.ster. Move-

ment ctin be made with either the key-

board (which allows foi' all motions) or

the mouse. 1 found the mouse to work

well foi' continued fast movement, and

the keyboard betlei' when the parly had

lo move carefully or slotvly.

Combat is simple and automatic. By

left-clicking on the fight icon when an oj)-

ponent is near, all chai'aciers with ready

weapons will atttick and will keep attack-

ing at targets in range. A I'ight click (or

tlie space bar) will begin combat, and also

Hexx: Lecacv oe the Wixard

Price; $49.95

System: IBM

Requirements;

386-20 or

better. 1MB
RAM, VGA
graphics. SMB
hard drive

space, mouse;

supports AdLib.

Gravis, Roland,

and Sound Blaster sound cards.

Protection: Documentation Check

Designer: Tag, Pete James
Publisher: Psygnosis

Cambridge, MA
(800) GET-PSYG

send off any readied spells.

Spells are for one roimcl onl)';

to cast more, yon httve to right

click or hit the space har again.

Spells c;m also l^e ca.st indi-

vidually b)’ bringing up the

I'cadied spell ol' one parly

inembei'. .-\ny spell oftvhatever

type can l)c cast at ;my lime.

To some extent, this makes
lighting easier; you don’t ha\'e

to whip the mouse around
clicking on individuals to

make them light or cast spells.

Since all lighting is real lime,

ihtil’s a big advantage.

However, even with ihal.

matters become complicated after yoiii'

characters have learned a few spells. Tty-

ing 1.0 maneuver the party in a fight while

lli|)ping tlirotigh spell books is not easy.

M)' own experience so far is ilial it is

best to have someone ready w'iih either

Terror or Confuse s|3ells. These spells

cause yoiii' opponents lo move awa)' from

you for a lime, thereby alknv-

iiig you lo beat on iliem willi-

out resistance. In all fights in

whicli I didn’t use that Sjjcll,

my parly had a hard lime and

oflen lost the combat. Some-

times even ivilli it, the party

was trashed, because these op-

ponents (all more oi' less hu-

manoid to this |3oint; I

liaven'l run into any slavering,

beast-type critters yet) are

vety lougfi.

Tliey have a lot of hit points.

In one combat, I w'alclicd as

my assassin backstabbed a re-

treating target, flitting three

limes for 90+ damage points jier shoi,

and the tiling was still going. Monsters hit

hard, too, d’he two characters up front

have well over 200 hit points, iiiil those

points mcil aw^ay pretty last.

The fi'oni line takes a lot of damage,

and whoever is in the front right position

seems to gel hit the most. M)’ ranger is in

lhal spot, and I’ve lost track ol the num-

bei' of times he has died and died first.

The monsters just seem to pick lliat spot

as the target of choice.

Fortunately, resurrection has no nega-

tii’e consec|uences. Characters are revived

with full iiit jioinis tmd stats; the only loss

sulfered is the experience points for the

combat in whicli they died (which is rea-

sonable), 'I'liere is a resurrection spell,

and also restoration chambers can be

found here and there that heal the living

and bring back the dead.

The most annoying aspect of (he game
is the need for liiod, and plentv- of it. \’oii

wouldn't believe how i'asi the characters

go from being led to being starving. Idav-

ing enough food on hand is a major con-

cern, cspeciallv once you gel into the

towers (wliere llie ciysials are liiddeii). be-

cause there is no place to buy any, and

you don’t find a lot ol' it h ing around.

You want to be well stocked witli edibles

before venruring into those places.

I'he game luis a nice auto-map, al-

ihough it can’t be written on or printed

off. \ou can scroll through any dungeon

you’ve been in, w'liether you happen to be

there or not at the time.

There are live save positions, and a

sixth “RAM save” spot; the RAM stive is

good only for your current session and
disappears when I'ou lea\ e the game. Fliis

is liaiidy for quick saves when you antici-

pate dangerous times immediately aliead,

or are fooling around iviili one of the pu/.-

ROCK Since critters tend to pound on the right

,
your point man better be able to sustain a heap

zles (they've all l)een pretty simple and

mechanical up to now). Saving and restor-

ing is very quick, whether you use the

R.AM save or the regular one.

So I'ar, the gtime has lieen no more
than (he usual dungeon crtiwl, with some
nice I'ealiires and some annoying ones. It

is fairly mediocre, and a little boring, in

liict, which is why 1 had little inclination lo

go back to it after I started Tilt Gui'-s'i

.

THE 2ND QUEST
Now', The Teh Guest has been around

for over a year, whicli makes it an old

game by indusliy standards. (Jn the oihei'

hand, it is a GD-only game, and the Gl)

audience is grow'ing cveiy day. .Manv j)eo-

ple with new' drives ai'e looking for .some-

thing to play tlial isn’t Just a port ovei-
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FEAR.
EXHIUUIATION.
COURAGE.
MADNESS.
BRAVERY.

All in one little box.

D MARK
For order information call 800-695-GAME today.
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from llopj))'. So wliilc 'Fill': Ti n Gui-;sr

may be “old news” in one sense, for a lot

of gamers, it’s still veiy new,

‘Fill-: Till CiUEST is one of' the most visii-

all)' beatitilul games I’ve ever seen. 'I'be

graphic presentation is stunning, and

tliat, along with good musical scores and

the background stoiy, is the secret of the

game’s success,

Puzzle games gener-

ally don’t do all that

well in the marketplace.

‘Fiiey show tip, linger a

while, and then vanish

benetith the sea of titles

on the slielves, however

good or ingenious the

puzzles may be.

'Flit; 7 tii GiiESf es-

capes that f'ate by tvrajD-

ping the puzzles up in a

mysteiy and visual dra-

ma that plays itself’ out

as you progress through the game. You

don’t know who you are, or why you’re

there, except that you must go through

all the rooms of a creepy old house and

solve all the puzzles in them.

'Fhe house was built back in the ‘30s by

Heniy Stauf, a toymaker who was some-

thing worse than mad. Fie invited six

guests one night, and alter that, none

were ever seen again. ’Fhe house has

stood deserted (of the living) since then.

When you enter a I'oom for the first

time, you see a ghostly re-enactment ol

some event that luippcned in the past.

When you finish the puzzle, vou generally

get another little drama, and there may
be others yet lurking about the room that

you can find by moving the cursor around.

The interface is quite simple, with the

cursor changing to different forms as

yoti move it around the screen. Beckon-

ing skeletal hands show in which direc-

tions you can move; a skull with a

pulsing brain indicates the ptizzle spot;

the drama mask indicates a ghostly vi-

gnette; chattering teeth are for little sur-

screen lop) brings up the control panel.

In the puzzles themsch'es, you manipu-

late a little eyeball and click it on the

various pieces to do things.

'Fhe puzzles range fi'om sim])le to dia-

bolical, and a large part of the game is

figuring out what you’re supposed to do

and what the I'liles are. II' you gel really

stuck, there is a book in the libraiy that

]3rovides hints ol’ varying heli)fulness,

and (nice feature!) can transport you

right back to the puzzle. Reading the

book a third lime solves (lie puzzle for

you automatically, but this is not recom-

mended, as using the book too often

could change the game ending.

This is a good game for peojtle who
enjoy puzzles of manipulation and posi-

tion rather than, say, jigsaws and ana-

grams. 'Fhere are little games where you

exchange the positions of black and
white bishops, or black and while

knights, and even that old chestnut, the

Eight Queens problem, is there, loo.

Sony to say, you’ll have to traverse a

Hast)' little maze to gel to one puzzle.

'Fhere is a map for this, although you’ll

have to transcribe it to a sheet of’ paper

for use when the time comes.

One puzzle 1 didn’t do involves micro-

scopic amoebas. 'Fins is an Othello vari-

ant where yon try to gel your critters to

engulf the enemy. I have no talent for

strategy games and, after a few houi's of

embarrassing results, resorted to the li-

braiy book for the solution. Fortunately,

this one lapse on my part didn’t alfect

the ending.

The game ran flawlessly on my double

speed CD drive, using the Gravis Max
card and MegaF.m to emulate Rf)land

Sound Canvas (music) and Sound
Blaster (effects tmd voices). This is the

first time in quite a while tliat I haven’t

experienced a technical jiroblem.

Overall, I enjoyed 'Fiit: 7ri! Gi i'-S'i more

than many so far this year—not only as a

cliange of pace from tlie endless dungeon

corridors, but because it’s a beautifully

crafted jiiece of work. 'Fhe I’ancy graphics

alone, oi' the puzzles alone, wouldn’t have

made it. 'Fogether, they create a stiiisfying

whole. Anyone witli a (d) drive, who is

looking for puzzles outside the usual ad-

venture game fare, should ceriainl)’ consid-

er Tilt: Tm Guicsf. ^

You meet /ttt kinds here.

Nobody asks what's I

)ur sign at the Cantina. I

Screen^'^'^m annihil -

WF STARWARS YOU'VE

For Windows and Macintosh • At your favorite software rel^iier or call 1-800-STARWARS
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FALCON GOLD:
THE BEST-|EL.UlNG

COMBAT

SIMULAripNS
'

OF ALLJlME,NOW
IN ONE HANGAR.

The complete collection

of Falcon 3.0 flight

simulations plus

Art of the Kill, the
ultimate dogTighting

trainer, on one CD-ROM!

MiG»
“iHORNET

Never before

has such awe-

some firepower

and excitement

“me together.

.

'.piilconGolci

combines the

. n£^_vest versions

HZm, oiFalmf 3 . 0 ,

]tt dirmifl. (hxr

Giiwuo uimox wiles tiomet: Naval

J '“j3Sa!‘ZZ. Strike Fighter"',

tt-ndoperwion:

Only Falcon (kild hns su much tniimi. pi^ph}}^ Tl^SV'^'

plus Art ofthe Kilt"—a tremendous value!

U-rini ihit secnii nf tiir-to-nir combatfrom

the pros u-ilh Arc of the Kill.

Experience nonstop action with updated

flight models ofMiG
and Hornet. Face

real-world tactics as

you lead your

squadron to victory.

Enjoy explosive air

combat as you

dogfight and bomb
your way through seven fully-animated war

zones. Your gameplay decides the outcome

of every battle.

An ofthe Kill is the

hottest live-action

training ever. Learn

from a pro how to

maneuver and

attack—then

fly your own
training missions.

Nothing gives

you thrills this real.

Experime cleaMy air-lo-air and Nothing shineS like
air-to-nroumi cumhai u ith fnlly r- / ^ i i

'rudisnc ainrajl. PalCOU GoUl.

2490 Mariner Square Loop,Alameda, CA 94501

For Visa/MaslerCard orders call 24 hours a day,

7 days a week: (800) 695-GAIVIE.

Circle Reader Service ttW9
\9^SpK:rjmttotO,:e le: A‘i i>yois inefv^d ABtraOtrjrt. ne rVff'Operlyo'cw



ItHasA

Tsunami Returns With RETURN TO RincWORLD

by Charles Ardai

T
oday’s lesson, cl-\ss, ealls under

THE UEADiNC; “Be CaREEUL WUAT
You Wish For, You MiCii r Ge t

I t." Back wlien the First Ring-

world game came out, I was one

of several reviewers wlio griped tliat

Tsunami had pretty much missed the

point ol' Larry Niven’s classic SF novel,

which was that the

eponymous Ring-

world was huge

—

many millions of

times the size of the

Earth—and home
to an almost

unimaginably var-

ied and extensive

population. Rinc;-

WORLD, the game,

was strictly episodic

and most of the

half dozen episodes

it contained were

fairly brief; as a I’e-

siilt, the game con-

veyed none of the

Ringworld’s im-

mensity and of-

fered too little content to satisfy an

experienced adventure gamer.

Taking this criticism to heart, I'suna-

mi has gone out of its way to make llic

sequel, Return to Ringwori.d, roomy
and dilllcult—for which they deseiwe my
tlianks, and the thanks ol'ihe legions of

gamers who bought RiNtavoRLD only to

find themselves breezing I'rom start to

finish in a single session. Mowever, they

also deserve some fresh criticism, 'Fhe

new game is big and it is difiicult; but it

is big and difficult in what I regret to

report are some ver)’ annoying ways.

When they get their first assignment, 1

think all game designers should he tat-

tooed on the forehead with the motto,

“It’s fun or it’s nothing.” 'Fhat way, any

time they find themselves unsure of

what to put the player through next and

say to themselves,

“lley, I know,
how about anoth-

er maze?” they

would catch sight

of their rellection

in the monitor
and force them-
selves to come up

with something
better. Return to

Ringworld cotild

certainly have

benefited from
that sort of sanity

check. All it would

have taken is for

someone to have

said, “When play-

ei's I'ealize that

they have to backtrack through 25

screens of snow and ice, will they be ex-

cited or disgusted?”

I won’t leave you guessing as to my re-

action: I was disgusted, not the first

time, when I made the frosty trek as hu-

man explorer Quinn McQuany, or even

the second lime, w'hen I covered the

same ground as Quinn’s funy Rzin co-

liori, Seeker of Vengeance, but the third

time, when, having just plowed through

a hundred-screen vampire lair (which

was an ordeal in itself), I found tiiai f

had to go back and forth throtigh the ice

village yet again. Tedium’ is too kind a

word For tliis sort of thing—it's torture,

ptire and simple.

It’s also a shame. Though by no
means a great game, in all other re-

spects Return 'to Ringworld is a much
belter game than its predecessor. It’s got

a more compelling storyline, bettei'

graphics in its movie scenes, and a cou-

jde of very clever puzzles, plus some ex-

cellent voice acting in the CD-ROM
edition. (The game will be a dream
come true for Niven fans who have al-

ways wondered how to pronounce words

like “kzin" and “tnuctipun.") There is

even a little card game thrown in as a

bonus and, as computer card games go,

it’s not bad at all.

But plenty of gamers will never get to

enjoy all that is good about Return to

Ringworld, simply because they won’t

have the superhuman patience required

to wade through all the padding. In a

well-intended effon to do better the sec-

ond time around and to give gamers
what they asked for, I’m afraid that

Tsunami has just managed to shoot itself

in the other foot.

THREE FUGITIVES
Having blown up a spaceship to save the

Puppeteer race from extermination, our

heroes—Quinn, Seeker, and engineer

Miranda Rees—are now fugitives, on the

run from all three of the major species

in Known Space. What they need is a

place to hide; where better than on the

colossal Ring^vorld, where, if they’re

Return To Ringworld

Price: $69.95

Systems; IBM
and IBM with

CD-ROM
(reviewed)

Requirements:

CD Version:

386-25 or

better, 2MB
hard drive

space, VGA
graphics, CD-ROM; supports Covox SMIl,

PAS 16, Roland, Sound Blaster (-i-Pro)

sound cards.

Protection; None

Designer: Ken Allen

Publisher: Tsunami Media

Oakhurst, CA
(800) 482-3766
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No, we're not talking about twisters that

wipe out trailer parks in the Midwest. We're

referring to Cyhernetic Clones, deadly creations

of an alien race bent on Earth's conquest.

To add insult to injury these

CyClones are actually captured

humans transformed into flesh-

steel monstrosities!

As Earth's defender armed with

hi-tech weaponry you're dying to

jump into action. Especially when this

futuristic adventure promises some of

the most spectacular full-motion video

MEET
CYCLONES
HEADW

you've ever seen. Pius an advanced smooth

scrolling, head-on perspective. Incredible cine-

matics. And state-of-the-art digitized voices,

sizzling sound effects and breath-taking music.

Catapulting you into a total

multimedia experience!

TO DHEEH: Visit your retailer nr call 1-800-

245-4525 with Visa or MasterCard

(U.S. & Canada only please).

On CD-HOM and
3.5' disks tor IBM
& OompaliblGS

256-coIorVGA

displays



lucky, lliey miglu even (urn up some ev-

idence lliat will clear iheir names? So,

after elfecting repairs on their stolen

ship, they set a course for their old

stomjhng ground.

No sooner have they arrived, howev-

er, than they stumble

across another plot,

this one even more sin-

ister than the first.

.Agents of the interstel-

lar United Nations

have heen slaughtering

innocent aliens and
laying waste to the

landscape while hunt-

ing for more samples

of the powerful, an-

cient technology

Quinn turned up ;it the

end ol' the first game.

Psychotic U.N, General

Carson 'feal is out to

conciLier the universe,

)'ou see, and with the

secrets of the Ringworld at his disjjosal,

he might just he able to pull it off. It’s

up to you to sto|) him.

Like the first game, Rkturn to Ring-

woRt.i) can be divided into roughly half

a dozen segments, though not as neatly,

in ])ari because this time the characters

split up and have to be controlled sepa-

rately. Miranda is captured and thrown

in the U.N. brig; her job is to escape.

Seeker is stranded on an icy mountain-

lop and has to carry out a quest

for the natives before he can get

down. Quinn, who is still the

central figure, has to do all sorts

of things, from jumping off a

ledge with a helium balloon

strapped to his back to con-

structing a spaceship out of

spare parts when he and vSeeker

get stranded on the Ringworld's

outer wall. The various se-

quences dovetail nicely, and the

chance to switch from character

to character makes the game
feel somewhat less rigidly linear

than RiN'c.woiu.n.

If there is a weakness to the

game’s writing, it’s not in the

plotting, but in the dialogue,

which is as cheesy as can be,

General i'eal doesn’t have a mustache,

but you imagine that if he did, he’d twirl

its ends like a villain in a silent movie

—

he’s always storming around being omi-

nously |)olite and saying things like.

“Revenge? Such an ugly word. I prefer

‘divine retribution'.’’ The other charac-

ters’ lines are no better. It’s all rather

embarrassingly melodramatic, all the

nujre so by comparison to the source

material; Lari7 Niven may not be the

“Beauty and the Beast.’’ Gordon Moore
has the thankless assignment ol' deliver-

ing 'J'eai’s lines, and he does better with

them than most actors would.

On the downside, Cindy Schoomnak-

er’s Miranda is whiny and nasal, and has

a habit of emphasizing the

wrotig words in each sentence.

The Ring^vorld natives, primi-

tive btit oh-so-noble, can simi-

larly be a trial to listen to,

especially Fred Bologna’s or-

phaned iilien ghoul, whose dra-

matic line readings call to mind

a dilferent luncheon meat.

NIVEN MANIA From the exploding galactic core to the farthest unexplored

reaches, all of Larry Niven's Known Space is accessible for fans and novices alike.

best writer in the woi'ld, or even in sci-

ence fiction, but his dialogue is Shake-

speare compared to the stulV that writers

Ken .Allen and Susan Frischer have

cooked up.

Working very hard to keep the player

li'om erupting into peals of hj’ena-like

laughter over the overripe dialogue are

the game’s voice actors, who for the

most part are quite good. Quinn, as

played by Faddy Myers, speaks in a

DETERMINED DUO After crossing several screens of arctic wasteland, Quinn and

Seeker aren’t leaving without some answers.

satisfyingly world-weary, self-assured

brogue. Seeker is gruff but seductive:

Dan Clarke conjures a voice somewhere

between Lt. WoiTs from “Star Trek: The
Next Generation" and the Beast's from

WITH THIS RIHC...

Rkturn 10 RiNGWORLtt has oth-

er shortcomings as well, includ-

ing some of the ustial ones for a

Tsunami game. For instance, 1

found three persistent bugs,

one of which crashed my system

repeatedly in the endgame.
Also, it’s clear that Tsunami is

still unwilling to hire a proofreader,

since the package contains numerous er-

rors that a competent editor would have

caught, such as my personal favorite, a

line from the game’s box: “Explore

countless viritial environments, includ-

itig...the denizens ol' the Vampires,”

(Perhaps they mean the “den” of the

Vampires? 'Fhe “demesne”? A denizen,

after till, is an inhabitant.)

There is also the matter of what vam-

pires and ghouls are

doing in a science

fiction game to be-

gin with. Niven
could get away with

it in a novel, be-

cause he’d construct

a rigorous scientific

explanation and
then a primitive

mythological over-

lay; here, thrown in

with little explana-

tion, they seem a

peculiar choice at

best, at worst a des-

perate attempt to

find sometliing, any-

lliiug, to fill up the

game.

Still, the biggest problem is that in

tiying to flesh out the Ringworld envi-

ronment, the designers have exjjancled

the space unreasonably. It is fine that

Seeker has to climb down three or four
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new day in AD&D
role-playing: The sequel to

SSI’s mega-hit Shattered Lands

is here! WAKE OF THE RAVAGER
hurls you back to the scorching

DARK SUN" game world — to battle

the minions of the mighty Dragon

of Ur Draxal The sensory extra-

vaganza of sights and sounds will

overwhelm you: ever more

spectacular full-screen graphics

and cinematics plus digitized

character voices and sound effects.

It's going to be one hot summer
— when the Dark Sun rises again!

I

On CD-ROM and 3.5" disks
‘ for IBM & Compatibles

TO ORDER: Visit your retailer or call:

1-800-245-4525 with Visa or MasterCard

(U.S. & Canada only, please).

ADVANCED DUNGEONS & DRAGONS, ADSO, DARN SUN. tAe TSR loflo and ail

TSR cnaraclefs. chaiacter names, ano the dietinciive likenesses Ihereot are

tradsmarks owned by and used under license horn TSR, Inc.. Lake Reneva. Wl,
U.S A ;199ATSR, inc.-v'TSW Sirateoic Simulations, Ire. All rights reserved. displays



screens of empty elevator .sliafl beibre

reaching liis destination— not that

watcliing these screens go by is fun,

mind you, but it docs convey the size of

the place and is tolerable. But when you

have to go past screen after screen in a

high-speed train l)efore you even find

the elevator; when you have to canvass a

600-screen section of the Ring wall to

find the spaceship pieces you need;

when you liave to go through a duct

maze, and a main-

tenance tunnel

maze, and an ice-

city maze, and a

‘‘Hup lube” maze;

and wlien you ha\’e

to cross empty
screen after empty

screen to get tvhere

you are going sole-

ly because the de-

signers listened to

people like yours

truly wiio ibolishly

complained that

the First game was

too small, you just

give up. l.ife’s too

short; it’s not woi'th spending several

hours oi' it sending a little man across an

empty computer screen.

What could 'rsunami liave done in-

stead? I don’t know. Mayi)e they could

have included a feature that would let

you just jump to the location you wish to

reach after you have been through a giv-

en maze once. Maybe tiiey could have

devised mazes that had exits at both

ends, not just one. Or maybe they could

have licensed a different novel to turn

into a game.

1 do know tiial they could have taken

greater pains not to bore the player

—

that’s the cardinal sin of computer game
design, as it is of filmmaking, novel writ-

ing, and any other part of the entertain-

ment business, and 'rsunami commits it

egi-egiously here. Ri: I'URN to Ringwori.d

reminds me of a bowl of raisin bran: the

raisins are tasty, but unless you have the

stomach to digest all the bran surround-

ing them, you’re probably better off or-

dering something else. ^
THE EDITORS SPEAK I

RETURN TO RINGWORLD

RATIHC

PROS Strong, hard SF puzzles fea-

turing lots ofodd alien technology.

Decent voice acting, and a good deal

of “Niveniana” for the hard-core fan.

CONS Lots of empty sa'eens and too

many mazes, and you’ve got to cross

(and re-cross) eveiy last one.

ihunderSeai
Feedback System
Real F-16 Simulators
Now AvaNahle to the Public

"VIRTUAL UTOPIA!"

Marc Dultz, STRATEGY PLUS

"It made me feel like I was
IN THE COCKPIT."

Alfred Poor,

COMPUTER SHOPPER

"A DOUBLE MUST-HAVE.

Anyone who plays computer

games will want this

AMAZING CHAIR!"

Marc Spiwak
POPUUR ELECTRONICS

For a FREE CATALOGUE CALL
1 • 800 • 8~THUNDER
ThunderSeat Technologies
6330 Arizona Circle • Los Angeles, CA 90045
310 - 410-0022 FAX: 310-410-1569

HOW IT WORKS
A 100 watt subwoofer built into the base generates low

frequency sound that resonates through the wave chamber

hidden inside the chair. Thus you not only hear but FEEL your

simulation. Paired with your amplifier, the ThunderSeat

makes your favorite flight sim as realistic as it can be without

a motion simulator!

OPTIONAL SIDE CONSOLES
put your favorite joystick controls and mouse at a

convenient position. Add a keyboard holder and you

have the perfect setup for both flight simulation

and office work.

Shake Rattle and Roll
for as little as $1S9.9S!

Circle Re.ichr .Service #165
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CHIPS&BTTS
Call 800-699-4263 Fax 802-767-3382

Int’l 802-767-3033 Source 10099

PO Box 234 Dept 10099 Rochester, VT 05767

'SUPERHERO
LEAGUE OF
HOBOKEN' Lead

a band of mutant

superheros into

battle in the post-

nuclear wasteland

of Hoboken, NJ.

Yourparty includes

Captain Excite-

ment and Tropical

Oil Man.Your arch-

nemesls is Dr, En-

tropy, determined

to thwart the rebirth

of civilization. $34

THRUSTMASTER
F-16FLCS'Astick

with almost unlim-

ited programmabil-

ity, Itlooks and feels

like it was ripped

out of the jet.The ul-

timate edge for a

flight slm. A grip

modeled alter the

F-16 Fighting Fal-

con, four8-way hat

switches, a dual

stage trigger and 3

strategically placed

buttons. $119

‘ACROSS THE
RHINE' Control

famous tanks or

entire companies

& experience the

fierce combat &

tough decisions

that gripped WWII

tank commanders.

Offers multiple

command levels,

and 3D graphics.

Blast your way
through enemy
units across war-

torn Europe. $48

FREE
SHIPPING!
Place an order for an out of

stock item and recieve FREE
overnight shipping when
product becomes available.

Handling $2 per shipment.

‘HEIRS TO THE THRONE’ Your mission is lo con-

quer the continent and become King of your empire.

You must control your armies' supplies and morale as

well as tend off multiple attacks from your enemies. $19

'SERF CITY:

LIFE IS FEUDAL’

Use thousands of

serfs to create a

kingdom that can

overtake oppos-

ing settlements.

Offers a complete

economic system.

Fill your kingdom

with 24 building

types, feed serfs

from five food

staples, and make

use of five natural

resources. $39
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Labtec CS-900 Spkers $69 SGIxy NXPRO Md Kit $249 Beneath Steel Sky CD $39 Day of the Tentacle $35 Gabriel Knight $39 Journeyman Project CD $46

Mach 3 Joystick $27 Sound Machine $94 Beverly Hillbillies $19 Day of the Tentacle CD $42 Gabriel Knight CD $45 Journeyman Prjet 2 CD 352

Maxx Cobra Flightslick $59 Snd Machine Pro 16 $139 Biotorge $48 Death Gate CD 335 Gamma Force $6 Jurassic Park $36

Maxx Control Yoke $54 Sound Man Wave $188 Biolorge CD $52 Don’t Go Alone $6 Gateway 2 CD $32 KGB $17

Media Cncpl Sbisl Cion $39 Sound Star Snd Enhncr $9 Blake Stone Episode 1 $9 Doom $45 Gateway 2:Homeworld $32 King’s Quest 5 VGA $32

MS Flit Sm 5 Grvs Jysk $49 SoundMan 16 $99 Bloodnet $39 Doom CD $48 Gateway Collet 1&2 CD $36 King’s Quest 5 WIN CD $41

CGW SEPT
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EREEGAMEOFFER*
‘HAND OF n
FATE' is the sec- uj

ond title in the

Fablesand Fiends

series. Follow

Zanthia an offbeat

young mystic,

who must voyage

to the centerof the

world to undo a

curse. Contains

hours of fun for all

fans of Legend of

Ktyandia with un-

forgettable char-

acters. S29

‘LINKS PRO CASTLE PINES’ Golf Club designed

by Jack Nicklaus Is set in beautiful Colorado. Offers

7,495 yards of golfing challenge, the longest PGA
Tour course, and realistic graphics. S19

'CONQUERED
KINGDOMS'
Plunge into a me-

dieval world to con-

quer Cascalla. In-

vade castles, fly

over mountains,

and use the for-

ests to your ad-

vantage. Features

human and fantasy

combat troops, 21

levels of difficulty,

modem play, and

complete game
scoringhistory,$12

'INCA 2’ Set 500

years in the future,

aboard a Lost C'rty

afloat in space they

fly ships cut from

stone and forged

from brass and tin.

They light against

e\4l conquistadors

that navigate the

heavens. An aster-

oid brings danger to

the empire. Pre-

pare for battle at the

helm of a stolen

spaceship. CDS24

*FREE GAME OFFER
Spend the specified amount on any In stock IBM software and

choose a free IBM game from the corresponding list below. Oiler

subject to change or cancellatiori without notice. Valid from August

isl through September 30th or while supplies last.

SPEND $60 GET
Playmaker Football Combo, Cardinal o( Kremlin 3.5, Darkhalt3.5.

Trump Castle 2 Data Dsk 1 or 2 3.5 or 5.25, Gunship 5.25,

Pirates 5.25, Star Legions 5.25, Magic Candle 2 5.25. MacArthurs

War 5.25, Crime Does Not Pay 5.25, Warlords 5.25, X-Men 5.25

SPEND $100 GET
Airborne Ranger 5.25, Tegel’s Mercenaries 5.25, Command HQ
5.25, F15 SE 25.25, Ml Tank Ratoon 3.5, Megatraveller Zhodani

5.25, Red Storm Rising 3.5, Battles ol Destiny 3.5

IBM ADVENTURE IBM ADVENTURE IBM ADVENTURE IBM ADVENTURE IBM ROLE PLAYING
|

IBM ROLE PLAYING

King's Quest 6 CD S39 Mixd Up Faery Tie VGA $29 Sam & Max Hil ihe Rd $34 Ultimate Domain $39 Cobra Mission $34 Hunters ol Ralk CD $54

King's Quest 6 Upg CD S24 Mixd-Up Mother Goose $29 Sam & Max Hit Rd CD $42 Ultimate Domain CD $44 Curse ol Azure Bonds $15 Intrplay's lOYr Anth CD $48

King's Quest 6 VGA $45 Morph Man CD $29 Screen Antics WIN $19 Under Killing Moon CD $55 Cyber Space $39 Jorune CD $48

King’s Quest 7 CD $49 Myst CD $46 S D I $6 Uninvited 86 Cyber Space CD $38 Kingdm Far Reachs CD $44

King’s Ransom S36 No Mouth & 1 Mst Serm $44 Secret Monkey Island 2:$21 Universal Neverlock $39 CyberJudas CD $48 Knights of Xenlar $46

King’s Hansom CD S38 NoMihSIMst Sem CD $44 Secret Monky Isle VGA $23 Voyeur CO $46 Cyclones $46 Knight Xentar CD $48

Kronolog : Nazi Paradx $36 Noctropolis $48 Shadow Caster $26 Walker $32 Cyclones CD $48 Knight Xentar Adit Upgd $5

Labyrinth of Time CD $47 NoctropolisCD $52 Shadow of Cornel CD $47 Warriors ol Legend SIB Daemonsgate $28 Lands of Lore $34

Lands of Lore 2 S42 Nomad $35 Simon the Sorcerer $32 Where Space Crmn DIx $39 Daemonsgate CD $32 Lands of Lore CD $41

Lands of Lore 2 CD $46 Nomad CO $36 Space Quest 1 VGA 816 Where in USA Crmn 01x345 Dark Sun $47 Legacy; Realm Terror $39

Laura Bow 2 $24 Out of this World $19 Space Quest 4 CD $37 Where in Wrld Crmn DlxS44 Dark Sun CD $49 Lord of the Rings 2 CD $38

Laura Bow 2 CO $24 Out of this World 2 CD $45 Space Quest 4 VGA $26 Where in World DIx CD $54 Darklands $39 Lord of the Rings CD $45

Leather Goddesses 2 $39 Pepper’s Adv Time VGA$29 Space Quest 5 VGA 836 Who Kilid Sam RprtCD $24 Daughter of Serpents $19 Lord of the Rings VI $32

Legend of Kyrandia $32 Phantasmagoria CD $49 Spawn $44 Wing Comm Ullm 6 CD $29 Demon Hunter $42 Lord ol the Rings V2 $15

Legend of Kyrandia CD $32 Police Quest 1 VGA $19 Spellcasling 101 $19 Wrath ol Gods CD WIN $44 Disciples of Steel $34 Lord of the Rings VI 82 $19

Legend Kyrandia 3 CD S39 Police Quest 3 VGA $24 Star Reach $36 Yserbius $26 Dragon Strike $12 Lords of Midnight $44

Leisure St Larry 1 EGA $16 Police Oust4DOSAWIN$39 Star Trek 25 Annivrs CD$54 Zombie Dino CD $41 Dragon Tales CD $30 Lords ol Midnight CD $44

Leisure St Larry 1 VGA $19 Police Quest 4 CD $39 Star Trek 251h AnnivrsryS26 Zorro $39 Dragons of Flame $9 Loremaster $19

Leisure Suit Larry 5 $34 Prince ol Persia $25 Star Trek: Judgmnt Pits $33 Dungeon Hack $38 Magic Candle 2 S9

Leisure St Larry 5 VGA $24 Prince of Persia 2 $42 Star Trk: Str Fit Acd CD $52 Dungeon Hack CD $39 Magic Candle 3 89

Leisure Suit Larry 6 $42 Quantum Gate WIN CCi$45 Starship $29 IBM ROLE PLAYING Dungeon Master $29 Masters of Magic $41

Leisure Suit Larry 6 CD $39 Quest for Glory 1 $18 Stellar 7 CD $24 Dungeon Master 2 $37 Masters of Magic CD $48

Loadstar CD $38 Quest Glory 1 VGA CD $39 Superhero Lg. Hoboken $34 All Character Editors $16 Dungeon Master 2 CD $48 Matrix Cubed $9

Lost Eden $42 Quest for Glory 3 $24 Superhero Hoboken CDS34 ADD Collectors Ediln 3 $19 Elvira 2 Jaws Cerberus $16 MegaTraveller 2 $12

Lost Eden CD $48 Quest for Glory 4 $38 System Shock $48 At-Qadim CD $39 Eye of the Beholder 1 $14 MegaTraveller:Zhodani $6

Lost Files Sherick HIms $26 Quest for Glory 4 CD $44 System Shock CO $52 AI-Qadlm;Genie's Curs $42 Eye of the Beholder 2 $19 Megalravoller $18

Lost Treasrs of Infocom S32 Red Shift WIN CD $44 Terminator 2029 $29 Amberslar $19 Eye of the Beholder 3 $19 Menzoberranzan $39

Lost in Time $19 Return To Zork CD $44 Terminator 2029 Op ScrS19 Arborea Journy Inr Snet $34 Eye of Beholder 3 CD $42 Might & Magic 3 $19

Lost in Time CO $19 Return of the Phantom $34 Terminator Rampage $42 Arena: Elder Scrolls $39 Fire King $24 Might & Magic 4 $37

Lunicjs CD S42 Return ol Phantom CD $38 Terminator Rampgo CD $45 Bard’s Tale Constructn $29 Flames Freedm MWII $24 Might & Magic 5 $36

Magic Death CO $26 Return to Zork $44 Terror of the Deep $36 Black Crypt $32 Forgotten Castle $49 Mines ol Titan $9

Magic Pockets $18 Riflwar LegacyVGA $39 Terror of the Deep CD $36 Blackmooro CD $46 Forgotten Castle CD $55 Pirates Gold $39

Man Enough CD $35 Ringworld $35 The Dig $40 Bloodstone $27 Four Crystals Trazere $16 Pool of Radiance $15

Manhole $24 Ringworld CD $38 The Prophecy $19 Captain Blood $9 Gateway Savge Frontr $32 Pools of Darkness $38

Maniac Mansion $18 Robinson's Requiem $35 Touche $39 Celtic Legends $32 Gods $16 Protostar $39

Mario is Missing CO 344 Robinsn's Requiem CD $35 Trance Mission CD $36 Challenge o( 5 Realms $39 Hero's Might & Mgc CD $45 Ravenloft CD $51

Martian Memorandum $24 Robocop 3 S32 Treasure Huntrs, Inc CDS48 Champions $37 Heroes of Might & Mgic $45 RavenlofhStrahd's Pssn$48

Mixd Up Faery Tie EGA $14 Robot City CD $46 Tuneland CD $48 Champions ol Krynn $12 Hexx: Heresy ol Wizard $32 Realms of Arkania $25
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'WING COM-
M A N D E R

ARMANDA’ You

are now the sole

commander, re-

sponsible for head-

ing up a strike

against your en-

emy, Pit yourself

against a friend or

fly with a friend

against the com-

puter via modem.

Explore, fortify and

mine up to 2,000

planets. S48

STAR TRAIL:

REALMS OF
ARKANIA’ An an-

cient feud fueled

by a millennia of

hatred exists and

you must choose

wisely for the fate

of Arkania is in

your hands. Fea-

tures smooth-

scrolling 3D
movement, fully

animated combat,

and over 350

weapons. S41

•THEME PARK'
Canyoudesignthe

greatest amuse-

ment park in the

world? Control ev-

ery aspect of run-

ning a profitable

amusement park,

from staffing to re-

search and devel-

opment. Select

from 21 rides and

attractions, and 11

varieties of shops

and concession

stands. S42

IBM ROLE PLAYING IBM SIMULATIONS IBM SIMUUTIONS IBM SIMULATIONS IBM SIMULATIONS

FREE
COMPUTER GAMES
STRATEGY PLUS!
Recieve an issue of Strategy Plus maga-
zine FREE with every IBM software or-

der. Offer subject to change or cancella-

tion without notice. Valid from August 1 st

to September 30th or while supplies last.

‘MAN ENOUGH’
Five women and

you. They want it

all. But its not going

to be easy. An in-

teractive social

adventure, Man
Enough features al-

most an hour of live-

action video. stimu-

lating dialogue,

which comes to life

through digitized

speech and 320 x

400 enhancedVGA
graphics, CDS35

‘MYST’, The surre-

alistic adventure

that will become

yourworld. Journey

to an island world

tinged with surre-

alistic mystery,

where only your

wits will unlock an

ancient betrayal of

the past. Features

3D photorealistic

graphics, original

soundtrack and

non-linear game-

play. CO S46

MYST

Red Crystal $21 Ultima 8: Pagan $48 Air Duel $33

Return to Hingwortd CD S4B Ultima 8 Speech Pack $17 Air Warrior 2 $34

Rittwar Legacy CD S23 Ultima Uworld 1 & 2 CD $32 Air Warrior 2 CD $34

Rome: Pathway to Pwr S29 Ultima Uwrid 2 LabyrnthS48 Air Warrior SVGA $34

Secret Silver Blades S15 Ultm Uwrid Stygn Abys $21 Armored Fist $44

Sentinel Worlds 1 S9 Uncharted Waters $42 Armour Geddon $32

Shadow Caster CD $45 Unlimited Adventures $19 Army Air Corps: 1942 $48

Shadow Sorcerer $9 Veil ol Darkness $29 Art of the Kill $24

Sherlock Holmes 1 CD $36 War of the Lance $9 Assignment Miami S19

Sherlock Holmes 2 CD S36 Waxworks $14 B17 Flying Fort Classic $19

Sherlock Holmes 3 CD $51 Witch World $42 B17Ry Fort wSS2 CD $37

Skyrealms of Jorune CD$50 Wizardry 4 $19 Backroad Racers CD $29

Skyrlm Jorune: Ain Lgc S48 Wizardry 6 Cosmic Frg $22 Battle Command $6

Sleeping Gods Lie S6 Wizardry 7 Crusaders $29 Battle of Britain $34

SpellJamerPIrates Spc Si 6 World of Xeen CD $40 Battlecruiser 3000 $44

SpellcraftiAspect Valor $19 Cardinal of the Kremlin $6

Star Trail $46 .. Chopper Pack CD $38

SlarTrk Dp Space 9 CDS52 IBM SIMULATIONS Chopper Strike $48

Star Trek Deep Space 9S52 Coaster $32

Star Trek Next Gen CO S56 ATP 2.0 $29 Combat Classics 2 $19

Slonekeep CD $46 ATP Flight Sim 1,00 $12 Conqueror Multi Tank $6

Stronghold $36 A320 Airbus $29 Cyber Race $19

Summoning $16 AH-64 B Longbow $54 Cyber Race CD $39

Sword of China $42 Aces Europe Msn Dk 1 $27 Della V $42

Syndicate $39 Aces Europe Msn Dk 2 $27 Elite Plus $19

Syndicate Plus CD $41 Aces Over Europe $39 European Racers CD $29

Tales Magic:Prophc Shd$16 Aces Pacific MIssn Dish:$19 Evasive Action $34

Terran Envoy $9 Aces of the Deep $44 Evolver $38

Treasures Savg Frontier S9 Aces ol the Deep CO $47 Eye o( Storm Flight Sim $29

Ultima 4 Guest ol AvatarS35 Aces ol the Pacific $44 F117A Stih Fighter VGA$29
Ultima 5 Warriors Dest $38 Aces of the Pacific CD S39 F15 Strike Eagle 2 $15

Ultima 6 False Prophet $19 Aces over Europe CD $39 FlSSIrk Eagle 3 Acs Pk$52

Ultima? Black Gate $47 Across the Rhine $48 F15 Strike Eagle 3 CD $48

Ultima 7 Forge ol Virtue SI 6 Across Rhine Ex Set 1 $32 F15 Strike Eagle III $34

Ultima 7 Series CO $42 Across Rhino Ex Set 2 $32 F40 Pursuit Simulator $29

Ultima 7.5 P 2 Silver Sd $20 Air Cmbt Pac 1942 SD 1$32 FA 18 Hornet $54

Ultima 7.5 Serpent Isle $48 Air Combat Pacific 1942548 FA 18 Hornet CD $54

Ultima 8 CO w/spch pk $47 Air Cmbt Fade 1 942 CD$48 Falcon 3.0 $46

Falcon 3 S1 Fighig Tigr $24 Indy Car Rac Add On 2 $22 MS Flight Sim 5.0 $44

Falcon 3 S2 MiG 29 332 Inferno $39 MS Flit Sim 5 Las Vegs $29

Falcon 3 S3 FA 18 Hrnt $32 Inferno CD $39 MS Flit Sim 5 New York $29

Falcon 4.0 $59 Iron Angel $39 MS Flit Sim 5 Paris $29

Falcon AT $16 Iron Angel CD $39 MS Flit Sim 5 San Fmc $29

Falcon Gold CD $54 Japan Scenery Disk $12 MS Flit Sim 5 Portland $32

Fast Attack CD $48 Jet Pack CD $44 MS Flight Sim 5 DC $29

Fighter Duel Pro 2 $33 Jet Fighter 2.0 $39 MS Flight Sim Flit Shop $32

Fleet Defender CD $48 Jet Fighter 3 $44 MS Space Sim 1.0 $44

Fleet Defend F14 TomclS45 Jump Jet $39 Mig 29 Fulcrum $29

Fleet Defender Sc Dk 1 $32 Jump Jet Aces Pack $46 Mig 29 Gold CD $49

Flight $52 Jutland CD $44 Nascar Racing $39

Flight Light $19 Killing Cloud $6 Nascar Racing CD $39

Flight Light CD $19 Lawn Mower Man CD S39 New Facilities Locator $9

Flight Sim ToolKit $58 Life and Death $19 Operation Airslorm CD $42

Flight Sim Toolkit CD $54 Life and Death 2 $24 PT Boat Simulator $16

Flit SimT-kit Out of Suni$34 Lightspeed $9 Pacific Strike $49

Flight Unlimited CD $46 Loderunner $38 Pacific Strike Speh Pak $17

Fly the Grand Canyon $32 Loderunner CD $39 Pacific Strike wSpeh CDS4B
Flying Circus $39 Lunar Command $24 Pheonix Fighter CD S48

Formula 1 $24 Ml Tank Platoon 2 $44 Privateer $43

Frontier Elite 2 $36 Ml Tank Platoon CIsc $19 Privateer CD $48

Grand Canyon Scenery $18 M4: Sherman Tank Sim $34 Privateer Special Op 1 $19

Grand Prix 500 2 $14 Mantis Exp Speech Pk $19 Privateer Special Op 2 $22

Great Nav Bat Ships Atl $19 Mantis Experm FtrVGAS28 Privateer Speech Pack $17

Great Naval Battles CD $52 Maximum Ovrkll Bdl CD $56 Power Politics WIN $12

Great Naval Battles 2 $44 Maximum Overkll MD 2 $32 Hally $33

Great Naval Balt 2 CD $42 Mech Commander $38 Reach for the Skies $19

Gunship 2000 VGA $34 Mech Commander CD $38 Real Weather Pilot $29

H.A.W.C. $32 Mechwarrior 2 $46 Red BrnAIOTnk KN CDS39
Harrier Assault S19 Mochwarrior 2 Add-on $19 Red Baron M Dk Buildr $18

Harrier Assault SVGA $47 Mechwarrior 2 CD $46 Red Baron VGA $29

Harrier Assull SVGA CO$44 MegaFortress $12 Red Baron wMsn Buildr $29

Heatwave $6 Megarace CD $39 Renegade $39
Hell CD $46 Melal Tech: Battledrme $36 Road S Trek Grand Prix $19

Hyperspeed $16 Metal Tch2; Earthsg CD $47 Sailing Sim 3 East Cst $32
Indy Car Racing $31 Metal Tech 2: Earth Sg $45 Sailing Sim 3 West Cst $32
Indy Car Racg Add On 1S22 MIG 29 {Stand Alone) $44 Sailing Simulator 3 $42
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FREEGAMEOFFER*
‘INDYCAR RAC-
ING’ Experience

the thrill of racing

against the world’s

best drivers. No
other simulation

gives you IndyCar

driving this real.

Coax your car

through an outside

pass, drop through

the corkscrew at

Laguna Seca or

slide through the

groove at 220

mph. S31

‘INTERACTIVE
ENTERTAIN-
MENT’ the world’s

first CD MAG, Is an

episode of interac-

tive television for

your CD Rom. De-

voted to entertain-

ment software, IE

features full-motion

reviews, multimedia

hints and tips, and

interactive video in-

terviews with key

figures in the gam-

ing industry. CDS9

'UNDER A KILL-

ING MOON’
Transports you to

the world of the

feisty detective

Tex Murphy, Fea-

tures allow you to

save and splice

scenes together.

Digitized voices

and an amazing

level of details free-

dom of movement

make this game vi-

sually & aurally

stunning. CD $55

‘BATTLES OF
DESTINY’ In or-

der to conquer

the world you

must seek out

and destroy up to

three opponents.

Features modem
play; air, ground

and naval com-

bat; 22 units to

construct; 20

worlds to con-

quer, and a com-

plete player his-

tory. $19

1

‘7thGUEST;11th

i HOUR' Sequel to

BsElraWS*/' I-
7th Guest except

: the stakes are

higher, the puzzles

more clever and Oie

retumvisilmoreun-

settling. Solve

puzzles and inves-

tigate dues that take

!
you through Sfaufs

j

haunted housewTth

movie-like plot

1 twists, special ef-

feefs and music

*FREE GAME OFFER
Spend tho speofied amount on any In stod< IBM software and

choose a free IBM game from the oorresponding list below. Offer

subject to (grange or cancellation without notice. Valid from August

1st through September 30th or while supf^ies Iasi.

SPEND $60 GET
Playmakor Football Combo, Cardinal o( Kremlin 3,5, Darkhalf 3.5,

Toimp Castle 2 Data Disk 1 or 2 3.5 or 525, Gunship 525,

Pirate 5.25, Star Legions 5.25, Magic Candle 25.25, MacArthurs

War 5.25, Crime Does Not Pay 525, Warlords 5.25, X-Men 525

SPEND $100 GET
Airijome Banger 5.25, Tegel's Mercenaries 5.25, Command HQ
5.25, Ft 5 SE 2 5.25, M 1 Tank Platoon 3.5, Megalraveller Zhodani

5.25, Red Storm Rising 3.5, Battles ol Destfny 3.5

IBMStMULATIONS 1 IBM SiMULATtONS 1 IBM ARCADE

Scenery Colltn California 39 Test Drive 3; Passion $19 500 CC Race Bike 329

Scenery Coin Grt Britain $9 The Big One CD $29 Alien Breed $19

Sea Wolf $44 Theme Park $42 Aliens Ate My Babysittr $27

Sea Wolf CD $44 Theme Park CD $43 Breakthru WIN $35

Seal Team $26 Thunderhawk 36 Capitol Punishment $37

Seaworthy CD $18 Tie Fighter $45 Capitol Punishment CD $29

Secret Weap Ex Hel 62 SI 8 Tie Fighter Missn Dsk 1 $24 Crazy Cars $25

Secret of Dinosaurs CD $44 Tie Fighter Missn Dsk ZI $24 Creepers $34

Semper Fi $44 Tornado $48 Dragon’s Lair CD $34

Shuttle $26 Train Engineer $29 Dragon's Lair $34

Shuttle CD $24 U-Boat 2 $36 Dragon's Lair 3 334

Silent Service 2 $21 Uitrabols Sancin Earth $26 Eight Ball Deluxe $38

SimCity CISC Grph 1S2 $14 Vette $15 Fire & Forget $24

Space Clipper $42 Voice Commander Bndll$18 Gobllllns 3 $19

Space Racers CD $44 W C 2 Operation 2 $22 Goblillns VGA $16

Spectre VR CD $45 W C 2 Speech Mod $13 Guy Spy $24

Spectre Virtual Reality $35 W C Secret Mission $20 Incredible Machn 2 WINS29
Speed Racer $26 WC Secret Msn 1& Bdl$20 Incredible Toons $29

Star Crusader CD $48 WC Secret Mssn2 HD $20 Innocent $38

Slarlord $39 Wing Commander $21 Jump Raven CD $42

Slim Slum $42 Wing Commander 2 Bdl $29 Jurassic Park CD $36

Strike Commander $26 Wing Commdr 2 Dlx CDS29 LoderunnerWIN $38

Strike Commander CD $55 Wing Comm 2 wSph Pk $26 Mad Dog Macree 2 CD $35

Strike Commdr Sp Op 1 S22 Wing Commander 3 $52 Mad Dog Mcree CD $35

Strike Commdr Speh PkS19 Wing Commander 3 CD $52 Magnaflux Runner $29

Sub Battle Simulator $19 Wing Commdr Acadmy $24 Metal & Lace NR13 $29

Sub Battle Simulator 2 $39 Wing Commdr Armada $48 Metal & Lace NR18 Upg $5

Sub Batt Sim 2 Win CD $39 Wings of Glory $49 Microcosm CD $45

Sub War 2050 $33 Wolf Pack CD $33 Microsolt Arcade WIN $29

Syndicate Si Amer Rvit $22 Wolfpack $26 Mirage Thunder $39

TFX CD $39 World Circuit $29 Mortal Kombat $36

TFX; Tactical Filr Expr $35 World Circuit CD $34 Oxyd Magnum $36

Task Force Admirals Pk $45 World Circuit 2 $42 Pinball Fantasies $29

Team Yankee 2 $19 World Circuit 2 CD $44 Prehlslorik $29

Team Yankee 2 CD $29 X-Wing $39 flaiden $32

Test Drive 2 $12 X-Wing Mission Disk 1 $19 Raiden CD $36

Test Drive 3 $19 X-Wing Mission Disk 2 $19 Rebel Assault CO $44

Test Drive 3:Road & Car S9 Zephyr $45 Rise ol the Robots $45

IBM ARCADE IBM WAR GAMES 1 IBM WAR GAMES

Sllverball $29 Battleship Bismark $26 Harpoon Chalingr Pak $19

Sink or Swim $19 Beyond Squad Leader $45 Harpoon Designer Srs 2$25

Sleepwalker $24 Blitzkrieg Ardennes $19 High Command S34

Space Ace $32 Blue & the Grey $38 Kampfgruppe $39

Space Ace CD $42 Blue & The Grey CD $39 Kriegsmarine $36

Space Ace 2 $34 Borodino Napoln Invds $24 Kursk Campaign $36

Street Fighter 2 $34 Bravo Romeo Delta $24 Line in Ihe Sand 312

SuperTelris $29 Campaign $32 Long Lance $39

T2:Arcade Game $29 Campaign CD $35 •MacArthur’s War S9

Take-A-Brk Pinball WIN 319 Campaign Mission 1 $18 Main Batt Tank C Grm $36

Tetris $15 Carrier Strike $39 Main Batt Tank MidEst $36

Tetris Gold CD $32 Carrier Strike Exp Pak $19 Main Batt Tank N Grm $36

Titan $29 Carriers at War $32 Malta Storm $36

Tristan Pinball $19 Carriers at War 2 $39 Man of War $36

Wolltris $15 Charge ol Light BrigadeS12 Mare Nostrum $26

Who Shot John Rck CD $34 Civil War No Grlr Glory $21 Marianas Turkey Shoot $12

Wild Streets $24 Conflict; Korea 819 Midway $24

Wralh of the Demon $21 Decision at Gettysburg $18 Moscow Campaign $36

Dreadnoughts $29 Napoleonics $34

1
Dreadnoughts Bismark 829 Northern Fleet $36

IBM WAR GAMES
1

Dreadnoughts Deluxe $59 Operation Crusader $39

Dreadnoughts Ironclads $29 Operation Overlord $36

Action North Atlantic $26 Drums of Glory $44 Pacific Strm Midwy Cpn $36

Action Stations Seen 1 S3 Fall Gelb $36 Pacific Strm SImn Cpgn $36

Action oft River Platte $26 Fields Ol Glory $37 Panzer Battles $24

Aegis; Guardn Fleet CD $53 Fifth Eskadra $36 Panzer General CD $39

Air Raid Pearl Harbour 322 Filth Fleet $39 Patriot $12

American Civil War VI $24 Filth Fleet CD $39 Patton Strikes Back $14

American Civil War V2 $24 Fleet Med $27 Point of Attack $32

American Civil War V3 $24 Gary Grigsby Pad War $44 Prelude to Jutland $24

Banzai 39 Gary Grigsby Wr Rssia $45 Red Sky Morning $36

Battle Stations $20 German Raider Atlantis $26 Return to Falklands $28

Battle Tank Barbarossa $36 Gettysburg: Intr Batt CDS42 Rising Sun $24

Battle Tank Kursk $39 Gettysburg:Turning Pnt $24 Rd Sumter to Appomttx $45

Battle of Austerlilz $24 Golan Front $36 RommI Ball lor N Africa $24

Battle of Leyte Gull $24 Grey Seas, Grey Skies $36 Rommel at El Alamein $36

Battle of the Atlantic $36 Halls of Montezuma $24 Rommel at Gazala $36

Battles ol Napoleon $18 Harpoon Battle Set 4 $19 Second Front S21
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•FRONT PAGE
SPORTS BASE-
BALL' With over

500 statistics per

player, you'll have

all the information

needed to manage

a team. Develop

your own team dy-

namics, using 1 994

Major League

Baseball Players.

View replays with

VCR-like controls

and multiple cam-

era angles. $44

'ALIEN LEGACY'
Trillions of miles

behind you are

the shattered

remnants of

Earth. Command
the seedship

U.N.S. Calypso.

Explore space,

colonize, and
battle aliens. Build

colonies to gener-

ate needed re-

sources. Features

detailed fractal

graphics. 538

‘D.R.A.G.O.N.

FORCE’ They're

the Drastic Re-

sponse Assault

Group Operations

Network Force -

an elite interna-

tional strike force

against terrorism.

Lead yourteam of

top-secret
trouble-shooters

on special opera-

tions to the hottest

hot spots world-

wide. S12

FREE
INTERACTIVE
ENTERTAINMENT!
Receive an episode of Inleraclive Entertainment,

the world's first CD MAG devoted to entertain-

ment software, FREE with every CD ROM soft-

ware order. Offer subject to change or cancella-

tion without notice. Valid from August 1 st to Sep-

tember 30th or while supplies last.

•WARLORDS 2’

The excitement of

the first Warlords

with better graph-

ics. a map option,

andnewAf system.

Features random

mapping forinfinite

replayability, troop

transports for am-

phibious warfare, &

adiplomacy option

that provides the

framework for

backstabbing. 829

Seen Editor S29

'HANNIBAL' As

Hannibal, you ex-

perience the life

and times of one

of history's most

controversial he-

roes. Based on

the actual history

of Roman and
Carthaginian
campaigns. Offers

over 700 towns,

go to market to

equip your army,

and negotiate

peace orsiege. $29

IBM WAR GAMES

Seventh Fleet $36

Stalingrad $39

Stalingrad Campaign $36

Storm Across Europe $12

Task Force 1942 $36

The Great War $39

Third Reich $34

To The Rhine $36

Typhoon of Steel $21

UMS2 $12

UMS2 Planet Editor $9

Under Fire $12

V Victory Market Gardn $19

V Victory: GId, Jn. Swrd $34

V Victory; Utah Beach $19

V Victory; Velikye Luki $19

Victory at Sea $43

War in the Falklands $24

Wargame Cnst S2; Tnk $39

Warpoinl $36

Warship Changd Histry $26

Waterloo $19

White Death $19

WW2 Balt of S. Pacific $21

I
IBM SPORTS

I

APBA Baseball S24

APBA Bsball Innovator S34

APBA Bsball Staimt 2.0 S29

APBA Bowling S14

APBA Micro Manager $32

Accolade Sprt Collet CD$29
All Amer Coll Fbair94 $42

Barkley; Shut Up & Jam $42

Baseball lor Windows $46

BballChal! 1987 Teams $9

IBM SPORTS

Bball Chain 968 Teams $9

BballChall 1969 Teams $9

Blood Bowl $39

Brett Hull Hockey $42

CD-ROM Baseball CD $24

Empire Soccer '94 $29

FIFA Internalnal Soccer $39

Front Pg Football Pro $29

Front Pg Fball Pro '95 $44

Front Pg FB Pro '95 CD $47

Front Pg Sport Bsball $44

Front Pg Sprt Bsball CD$47
Frnt Pg Sprt FB Pro Up $29

Goal $18

Greens $34

Hardball 3 $19

Hardball 3 Collection $39

Hardball 3 Players Disk $16

Hardball 3 Stadium DskS16

Hardball 4 $34

Hole In One Mini Golf $6

Hole In 1 Mini Gif Crs Dk $3

International Sports Chall$6

Jack NIcklaus Clip Art $3

Jack NIcklaus Crs Disk 1 $6

Jack NIcklaus Crs Disk 3 $6

Jack NIcklaus Crs Disk 5 S4

Jack NIcklaus SE Crs 1 $4

Jack NIcklaus Signal EdS27

Jack NIcklaus SE Crs 2 $16

Joe Montana Football $46

Joe Montana Fball CD $54

Joe Montana Football 2 $46

Links Crs 2 Firestone $17

Links Pro 386 Golf $32

UnksPro486CD $42

Links Pro Cl Mna Kea $19

Links Pro C2 Pinehurst $16

IBM SPORTS

Links Pro C3 Banff Spr $19

Links Pro C4 Belfry $19

Links Pro C5 lnnisbrook$19

Links Pro C6 Firestone $20

Links Pro C7 Pebb Bch $24

Links Pro C8 Cast Pines$l9

ML19S0S World Series $17

ML 1960s World Series $17

ML 1970s World Series $17

ML 1980s World Series $17

ML Baseball All Stars $12

ML Baseball Managr Ch$12

ML BB 4 USAT Fan Mn $25

ML BB 4 USAT Gen Mn $19

ML Bsball Pro Tms ea. $20

ML Football 2 $12

ML Personal Pro Golf $28

MicroL 62 Bsball Ssn $17

MicroL 83 Bsball Ssn $17

MicroL 84 Bsball Ssn $17

MicroL 85 Bsball Ssn $17

MicroL 66 Bsball Ssn $17

MicroL 87 Bsball Ssn $17

MicroL 88 Bsball Ssn $17

MicroL 89 FB Season $17

MicroL BsblI4USATdy $28

MicroL bsball Seattle (3 $1

2

Microsoft Golf CD $48

Microsoft Golf Windows $48

NFLChallColAlmnTms $9

NFL Chall Pre Season 90S9

NFL Chall 91 Pre Season$9

NFL Chall All Star Team $9

NFL Chall Dream Teams $9

NFL Chall Premium Ed $59

NFL Coaches Club $34

NFLCchsClubExDk $19

NFL Cchs Club Fball 2 $44

IBM SPORTS IBM STRATEGY IBM STRATEGY

NFL Proleague Fball $12 18th Air Squadron $36 Clash of Steel $39

NHL Hockey $43 A Train $34 Cohort 2 518

PGA Tour Golf Course 1$17 A Train Construction St $9 Colonization $48

PGA Tour Golf Ltd Ed 332 A Train wConstructn St $36 Colonization CD $48

PGA Tour Golf WIN 326 Advanced Civilization $35 Command HQ $19

Pga Tour Crs 1 WIN $17 Air Force Commander S9 Command HQ Classic $18

Picture Perfect Golf CD $42 Airbucks 1.2 $33 Command and Conqur $42

Planet Soccer $29 Alien Legacy $38 Conquer for Windows $19

•Playmaker Football $12 Ancient Art of War Sky 326 Conquered Kingdoms $12

Pro Tennis Cup 338 Archon Ultra $34 Conquered Kingdom 2 $36

Pfoleague Football '94 $29 Arctic Baron $29 Conquered Kgdm Sc 1 $12

QuarterPole $26 Arctic Baron CD $29 Conquest $36

Road to the Final Four 2S41 Armada $22 Conquest of Japan $36

Serious Soccer $18 Battle Isle $32 Crime City $12

Tie Break Tennis $9 Battle Isle 2 CD $45 Crisis in the Kremlin $32

Time Out Sports Bsball $22 Battle Isle Scenario Dsk$22 Darklegions 338

Time Out Sports Bsklbll $39 Battle of Chickamagua $38 Darklegions CD $38

Tom Landry Football $29 Battle of Chfckmgua CDS42 Dead Zone CD $52

Tom Landry Fball DIx $29 Battles in Time $36 Detroit $39

Tony LaRuBsa BB 1990 $12 Battles of Destiny $19 Discovry Sip Columbus $34

Tony LaRussa BB 1991 $12 Black Beard $35 Dominion; 1 King's Life $41

Tony LaRussa Baseball $9 Breach 3 $34 Dominus $39

Tony La Rss BB 2 CD $46 Buzz A. Race Space CDS54 Dragon Force $12

Tony La Rss BB2 92TmSl4 Buzz Aldrin Race Space $26 Dragon Lord $9

Tony La Rss BB2 Fn MnS14 Caesar $24 Dune $21

Tony La Rss Baseball 2 $35 Campaign 2 536 Dune 2 $34

Tony La Rss BB2 Slab $18 Cannon Fodder $22 El Fish $34

Tony LaRs BB2 2 '94 S39 Cannon Fodder CD $34 Empire Builder $36

Tony LRs BB2 2 '94 CDS48 Capitalist Pig WIN S19 Empire Deluxe $32

Tony LRss Classic Stad $12 Carriers at War Cnst Kil:S34 Empire Deluxe 2 $38

Tony LaRussa NL Stad $15 Castles $19 Empire DIx 2 WIN CD $39

Tony LaRs BB2 Tm '93 $16 Castles 2 $19 Empire DIx Mslr Ed CD $24

Troy Aikman Fball CD $49 Castles 2 CD $48 Empire Deluxe Seen 1 $21

Ultimate Football $48 Castles Northern Cpgn $12 Empire Deluxe WIN $35

Ultimate Football CD $48 Celtic Tales; Balor Evil $39 Even More Incred Mach $28

Unnecssary Roughnss $33 Chsmst 4000 Trb WIN $36 Even Mr Incrd Mch WIN $28

Wayne Gretzky Hcky 3 $42 Civilization $44 Fantasy Empires $39
Weaver Commsnr Dk 2 $16 Civilization WIN $43 Fantasy Empires CD $42
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FREEGAMEOFFER*
•DREADNOUGHTS

DELUXE' In-

cludes Dread-

noughts and the

BIsmark and

Ironcalds sce-

narios. Models

the looks and

tactics of fighting

fleets during the

great age of the

battleship. Fea-

tures menu inter-

face, external 3D

view and hidden

movement. $59

•INHERIT THE
EARTH'Afantasy

adventure that will

take players to a

world ofbreath tak-

ing scenery...Earth.

Accompany Rif as

he attempts to un-

cover the mystery

surrounding an an-

cient human arti-

fact. Features in-

tuitive Interface,

puzzles and over-

head perspec-

tive. $32

•MASTERS OF
ORION’ is a fasci-

nating game of

space exploration,

combat, and strat-

egy set in the fu-

ture. You must

conquer over half

the known star

systems. Includes

10 different alien

races with which

to trade, battle and

negotiate. Build a

powerful fleet of

spaceships. $39

•OUTPOST' You

only get one

chance to destroy

civilization. Explore

worlds, research

technologies and

colonize planets.

Based on NASA
research. Outpost

is a realistic simu-

lation of the com-

plexities involved In

building a self-con-

tained colony on a

hostile planetary

surface. CD $44

•BATTLECRUISER:

3000 AD' You com-

mand a mighty

Battlecriuser in or-

der to thwart the at-

tack of the power

hungry Gammulan

Empire who hover

on the brink of ga-

lactic conquest. Of-

fers advanced 3D
modeling, texture

mapping. Interac-

tion with 12 alien

species, and extra

credits earned by

trading. $44

IBM STRATEGY H IBM STRATEGY IBM STRATEGY H IBM STRATEGY H IBM EDUCATIONAL H IBM EDUCATIONAL

Fantasy Flefdom CD $48 Lemmings 2: Tribes $29 Project USA CD $29 Sim Farm $29 Aesop's Mmdia Fbls CDS30 Qurky Qys Trb Sci VGA $29

Fighting for Rome $12 Lemmings 3 $39 Pfotostar CD $39 Sim Life $29 Alge Blaster Plus $32 Reader Rabbit 2 WIN $29

Fori Apache $19 Liberty or Death $37 Rags to Riches $36 Sim Life WIN $29 Annabl’s And Egypt CD $52 Scooter’s Magic Cast $32

Front Lines 839 Lords of the Realm $39 Railroad Tycoon 2 $39 Sim Town $44 Auto Insight $29 Scoolr’s Magic Cast COS34
Gemlire $37 Lords of the Realm CD $39 Railroad Tycoon Classic$19 Sim Town CD $44 Auto Map $39 Secret Isind Dr. Qundry $29

Genghis Khan 2 $34 Lost Admiral $19 Rampart $17 Smokin' Gun WIN $28 Body Insight $29 Slater & Charlie CD $42

Gettysburg $29 Lost Admiral 2 $39 Reach for the Stars $24 Space Hulk 519 Boom Box $12 Slatr & Charlie Go Cmp $29

Gettysburg: Turning Pt $18 Lost Vikings $15 Realms $16 Space Hulk CD $39 Castle of Dr Brain VGA $19 Soltwr Toolwks Rfr CD $79

Global Domination $34 Maelstrom $32 Red Ghost S39 Space Miner $36 Children's Write/Publish $42 Stekybear Paris of SpchS32

Gobliiins 2 Princes Bffn $16 Master of Orion $39 Red Zone $32 Space Raiders CD $42 Clockworks $19 Slickybear Reading $24

Gold ol the Americas $24 Medieval Lords $12 Robo Sport WIN $34 Spaceward Ho! $36 Dinopark Tycoon $34 SSIvr; Gizmos & Gdgt $26

Grandest Fleet $35 Mega Lo Mania $19 Romance 3 Kingdom 2 $39 Spaceward Ho! WIN $36 Dinosaurs CD $48 Wacky Funster $9

Grandest Fleet CD $35 Merchant Prince $39 Romance 3 Kingdom 3 $39 Spaceword Ho 3 WIN $29 Don Quixote CD $24

Great Nav Batt Adml PkS19 Millenium S6 Romance 3 Kingdom 4 $39 Star Control 2 $39 Dyno-Quest $29 n
Hammer ol the Gods $42 Millenium Auction CD $48 Rules of Engagement $9 Starship: Rgrn Agnd CD$39 EcoQust Srch Cetus CDS29 IbMHINI bUlJKb 1

Hannibal $29 New World Order $38 Rules of Engagement 2 $39 Strike Squad $39 EcoQuest VGA $32

Harpoon 2 $42 Nobunaga's Ambition $37 Rules Engagt 2 Cpn Dk $19 Stronghold CD $36 Fatty Bear’s Bday Surp $32 A-Train $16

Harpoon 2 Battle Set 1 $26 Nobunaga's Ambition 2 $37 Second Conflict WIN $34 Sub Version 536 Fatty Bear’s Funpk CD $34 Aces Over Euro Strat S16

Harpoon Challenger Pk $24 Objection $19 Serf City: Life Is Feudal $39 Tank $36 Fatty BearWrld Gm CD $44 Advent Willie Beamish $10

Heirs to the Throne $21 Operation Combat $12 Seven Cities Gold 2 $19 Task Force 1942 $36 Fatly Brs Bday Surp CDS38 Al OadIm $12

High Seas Trader $39 Outpost $39 Sid Meir's Civil War $58 Tegel's Mercenaries 2 $44 Island Ol Dr. Brain VGA $29 Alone in the Dark2 $10

High Seas Trader CD $39 Outpost CD $39 Siege $12 Terminator 2 Chswr CD $27 Island of Dr Quandry $26 Arena $10

Hollywood Mogul $39 Outpsl Pint Add On CD $33 Siege With Exp Disk $19 The Complete UMS $44 Last Chne See WIN CD $38 Bioforge $12

HUMANS $24 Paladin 2 $34 Sim Ant $29 Theatre of War 816 Mario Teaches Typing $24 Blue Force: Next ol Kin $10

Humans CO $28 Patrician $34 Sim Ant CD $41 Tlconderoga $46 Mario Teaches Typg CDS48 Castle Wolfnstn 3D Spr $10

Humans: Insult to Injury S9 Patrician CD $36 Sim Anl Windows $34 Unnatural Selection $29 Mavis Bon Tchs Typg $29 Castle of Dr Brain $10

Incredible Machine 2 $28 Pax Imperia $42 Sim City 2000 $39 Victory or Defeat WfN $42 Mavis B.TchsTyp WIN $34 Champions of Krynn $10

Incredible Machn 2 CD $39 Perfect General $21 Sim City 2000 CD $45 Viking Conquest $36 MS Gallery: London CD $45 Civilization $16

Jagged Alliance CD $48 Perfect General 2 $36 Sim City 2000: Grl Dislr$14 Vikings 2 $36 Microsoft Dinosaurs CD $42 Colonization: Oil Siral $16

Jagged Alliance Sph Pk $22 Perfect General 2 CD $36 Sim City 2000 Window $42 Vikings Fields Conqust $19 Mulllmdia: Vvld WIN CDS24 Comptr Adv Game Sort $16

Kingdoms of France $34 Perfect Genrl Sc 2 20th $24 Sim City $27 Visions ol Aftermath $12 Orbits: Voyage Sir Sys $24 Conquests Robin Hood $10

Kingdoms of Germany $34 Perfect Genrl SD WW2 $12 Sim City WIN $29 Walls of Rome $39 Oregon Trail WIN $34 Conquests of Cameiol $10

Kingdm Far Reachs CD $41 Populous 2 $28 Sim City CO $47 Warlords 2 $29 Oregon Trail WIND CD $39 Curse ol Azure Bonds $10

Kingmaker $34 Populous 2 Challenge $19 Sim City Classic $26 Warlords 2 Seen Editor $29 Print Shop Deluxe $49 Dark Queen of Krynn 810

Koshan Conspiracy $36 Power House $39 Sim City Classic Win $26 When Two Worlds War $24 Print Shop Dlx Bs Grph $26 Dark Sun $10

Koshan Conspiracy CD $43 Power House CD $39 Sim Earth CD $47 Worlds at War $19 Pull P. Goes Moon CD $44 Doom Batliebook $14

LEmpereur $37 Powermonger $19 Sim Earth $29 X-Com: UFO Defense $39 Putt P. Joins Parade CDS48 Oracula Unleashd Strat $16

Lemmings Daladisk $19 Project USA $29 Sim Earth WIN $29 X-Com: UFO Defnse CDS41 Putt R Funpack CD $34 Dungeon Master $10

Circle Rvjdvf Service ff54 CQW SEPT 6



CHiPS&errs
Call 800-699-4263 Fax 802-767-3382

Int’l 802-767-3033 Source 1 0099

PO Box 234 Dept 10099 Rochester, VT 05767

•REEL MAGIC’ Provides a complete package allowing

full playback of video & stereo sound. Includes CD-ROM
disk with a demonstration, premiere entertainment titles

and the Reel Magic controller. Board S359

•INTERACTIVE
ENTERTAIN-
MENT’ the world's

first CD MAG, is an

episode of interac-

tive television for

your CD Rom. De-

voted to entertain-

ment software, IE

features full-motion

reviews, multimedia

hints and tips, and

interactive video in-

terviews with key

figures in the gam-

ingindustry. CDS9

•V FOR VICTORY
VELIKIYE LUKl'

takes you to the

Russian Front dur-

ing WW 2. As the

German com-

mander, you must

rescue your en-

circled forces that

are hold up in

VelikiyeLuki. Offers

9 types of combat,

choice of German

or Russian com-

mand. and 7 sce-

narios. S19

IBM HINT BOOKS IBM HINT BOOKS IBM HINT BOOKS IBM BUNDLES IBM BUNDLES IBM BUNDLES

FREE
SHIPPING*
Place an order for an out of

stock item and recieve FREE
overnight shipping when
product becomes available.

Handling $2 per shipment.

‘AMAZON’ recap-

tures the fun & ex-

citement of the

1950's drive-in

movies. Travel un-

explored regions of

the Amazon, fight

10 foot ants and

find emeralds.

Amazing cinematic

effects such as mul-

tiple camera

angles, flashbacks,

pans & fades. Fully

digitized voices &
sound effects. S16

‘LEISURE SUIT LARRY 6’ As adating game show con-

testant, you have won a 2 week vacation at a posh re-

sortl Surrounded by luxury & girls, you mingle, schmooze

& work your way up to a grand encounterf CD S39

Dynamix Grt War Plans $16 LucasArts AirCmbt Strl $16

EcoQusl Search Cetus $10 Manhunter San Franc $10

Eye of the Beholder 810 Master of Orion Off Strt $16

Eye of the Beholder 2 $12 Menzoberranzan $12

Eye of the Beholder 3 $12 Might & Magic 1 & 2 $10

Flights of 13 Mike $16 Might & Mgc 3, 4or5 ea $16

Fred Phrks Fron Pharm $8 Might & Magic Cmpndm$16
GEN Secrets of Game $10 Off Bk Lsr St Larry 2nd $14

Gabriel Knight $10 Off Bk Ultima 2nd Editn $16

Gateway Savg Frontier $10 Off R.Wilco Space Adv $14

Global Conqust Bk w/dkS21 Oft King's Oust 3rd edt. $16

Gobliiins $10 Outpost Strategy Guide $16

Gunship 2000 $16 Pacific Strk Playtstr Gd $12

Hand of Fate $10 Police Quest 1 $10

Harpoon 2 Strategy Gd $16 Police Quest 2 $10

Heart of China $10 Police Quest 3 $10

Inca 2 $10 Pool ot Radiance $10

Indl Jones 4 Fate Allnls, $10 Pools ol Darkness $12

Indy Jones Grfx Adv $10 Populous 1 & 2 Off Strt $16

Inherit the Earth $16 Power Monger Strategy $16

Jetlighter2.0 $16 Powermonger $10

King's Quest 1 $10 Privateer Playlsir's Gde $16

King's Quest 2 $10 Pfotostar $8

King's Quest 4 $10 Quest For Clues 2 $21

King's Quest 5 $10 Quest For Clues 3 $21

King's Quest 6 $10 Quest for Clues 4 $21

Laura Bow 2 HIntBook $10 Quest for Clues 5 $16

Leisure Suit Larry 1 $10 Quest for Clues 6 $16

Leisure Suit Larry 2 $10 Quest tor Glory 3 $10

Leisure Suit Larry 3 $10 Quest tor Glory 4 $10

Leisure Suit Larry 5 $9 Quest for Glory Strat $19

Leisure Suit Larry 6 $10 Questbstr 2: Key Kgdm $18

Lemmings /disk $18 Ouestbusters: Bk Clues $16

Loom $10 Ravenloll $10

Lord of the Rings VI $12 Realms of Arkanla $14

Lord ol the Rings V2 $12 Rebel Assault Insdr GdeS16

Lost Files Sherick HIms $14 Return to Zork $9

LucasAfts Adventr Bk $16 Return to Zork Advl Gd $14

Rise of the Dragon S10

Rise of Dragn SEGA CD S9

Sam and Max S10

Sea Wolf Strategy Gde S16

Secret Monkey Island $10

Secret Monkey Island 2 $10

Secret Silver Glades S10

Shadow Caster 818

Sherlock HIms Strat Gd $16

Simcily 2000 Strategy $16

Simearih $16

Simlarm Strat: Almanc $16

SImlife Official Strategy S16

Simon the Sorcerer Gd $10

Sky Realms of Jorune $12

Sonic Strategy Guide $16

Space Quest 2 $10

Space Quest 3 $10

Space Quest 4 $10

Star Trek 25th Aniv $12

Star Trek Judgemnt Rts $10

Strike Commder Off Bk $14

Stunt Island $16

Summoning S16

System Shock $12

Tie Fighter Strategy Gd $16

Treasures Savg Fronir $10

Ultima 6 $10

Ultima 7 $12

Ultima 7 and Uworld Bk $16

Ultima 7.5 Balancg Scis $16

Ultima Avatar Advent Bk$16

Ultima U Stygian Abyss $12

Ultima Uwrid 2 Wrld Lb $12

Wizardry 6 Cosmic Frg $12

Wizardry? $16

X-WingOlticialStrtGd $16

Yserbius $12

71h Guest Dune Bdl CD $48

Air Combat Classics $39

Their Finest Hour

Battle Hawks

Secret Weap of Luftwaff

Allied Forces $9

Ml Tank Platoon, Gunship

Award Bundle $44

Kings Quest 5, Red

Baron,

Rise of the Dragon

Award Bundle CD $44

Combat Classics S19

F15 Strike Eagle

688 Attack Sub

Team Yankee

Dynamix Bundle 1 $24

A-IOTank Killer 1.5

Heart ol China

Stellar?

Eye ot Beholder Collect $49

Eye of Beholder Tril CD $51

Falcon 3.0 wThrstm FCS
$99

Gateway Collectn 1 & 2 $36

King's Quest Antholy CD$54
Land Sea Air 2 $19

Command HQ
Rad Storm Rising

F15 Strike Eagle

Legnd Vair Vail Dkns CDS29
Lemming's 1 & 2 CD $28

LostTreasr Intocom CD $39

Inlidel, Lurking Horror,

Deadline, Witness,

Suspect, Ballyhoo,

HitchHikor's Guide/Galaxy,

Suspended, StarCross,

MoonMist, PlanetFall,

SlationFall, Enchanter,

Sorcerer, SpellBreaker,

Zork 1-3, Beyond Zork,

Zork Zero

Lost Treasrs Intocom 2 $29

Lost Treasr Intocm 2 CD$29

Border Zone, Plundered

Hearts, Bureaucracy,

Cutthroats, A Mind For

Voyaging, Hollywood Hi

Jinx. SeastalKer, Sherlock

Holmes: Riddle ol Crown

Jewels, Wlshbringer, Nord

and Bert
,
Trinity

Lucas Classic Advenlrs $36

Indiana Jones. Secret

Monkey Island 1, Maniac

Mansion

Magnetic Scrolls BundleS16

Fish, Corruption, Guild ol

Thieves

Max Pac $16

Star Control. Hovertorce,

Test Drive 3

Maximum Ovrkill W DskS44

Megaforlress Mega-Pk $38

Megafortress

Megafortress Mis Disk 1

Megatortress 3-D Editor

Perfect General Trilogy $34

Perfect General

Greatest Battles of 20th C
WW2 Battles

Power Hits: Batlletech $32

Baltletech 1, Batlletech 2,

Mech Warrior

Space Quest Anthol CD $40

Space Quest Bndle 1-4 $42

Spellcasting Bundle $29

Spellcasling 101, 201, 301

Spellcasting Bundle CD $32

Task Frc1942 wRSR CD
$35

The Victory Pack $39

V lor Victory: Utah Beach,

Velikiye Luki, Mrkl Garden

Top 50 Games DQS CDS26
Top 50 Games WIN CD $26

Turning Point $29

Gettysburg, Spanish

Armada, Waterloo

Ultima Bundle 1-6 CD $32

Ultima Trilogy $39

Ultima 1-3

Ultima Trilogy 2 $48

Ulfima 4-6

Wing Commander 1 DlxS48

Wing Commdr 1 DIx CDS29
Wizardry Trilogy $32

Wizardry 1-3

Wizardry Trilogy 2 $33

Wizardry 4-6

IBM TRADITIONAL

3D Pinball $12

Acquire $9

Armada Villa Crespo S9

Baseball Card Collector 36

Baseball Facts $9

Battle Chss 4000 SVGA$26
Battle Chess 4000 VGA SI 9

Battle Chess CD $45

Battle Chess WIN $19

CGWSEPT



'V FOR VICTORY

MARKET GAR-
DEN' takes you to

Southern Holland

(wSepL 17th, 1944.

Full scrollingmap of

the Eindhoven-

Amhem area, 500

military units, 9

types of combat,

assume either Al-

lied or Geiman com-

mand, extensive

campaign analy-

sis, & historical

variants. SI 9

‘V FOR VICTORY

UTAH BEACH’
thrusts you into

the role of military

strategist during

the Normandy in-

vasion. As an

American com-

mander you must

overcome Ger-

man resistance.

Features realistic

weather effects, 8

types of combat,

and edifferent sce-

narios, S19

‘AIR COMBAT PACIFIC 1942' Dodge relentless gun-

fire of Japanese Zeros. Defy gravity execute attacks

on enemy bombers in a desperate fight. Virtual Cock-

pit allows viewing in all directions. S48

‘SUBWAR 2050’

V 1
:

1

Oceans have be-

come a vital

source of food, en-

11 ergy, and miner-

als. Corporations

have turned the

the sea into the

world's mostiucra-

tive industry. Ex-

plore thousands of

miles of 3D sea-

scapes, pilot four

submarines, and

engage in simu-

lated combat. $33

*FREE GAME OFFER
Spond the specitled amount crt arry In slock IBM software and

cfvjose a free IBM game from the correspondirtg list below. Offer

subject to (Siange or canceflafion without notice. Valid from August

1 St through September 30in or while supplies Iasi.

SPEND $60 GET
Playmaker Football Combo, Cardinal of Kremlin 3.5, Darkhalf 3.5,

Trump Caste 2 Data Disk 1 or 2 3.5 or 5.25, Gunship 555,

Pirates 5.25, Star Legions 5.25, Magic Candle 2 5.25, MacA/thurs

War 5.25, Crime Does Not Pay 5.25, Wartords 5.25, X-Men 555

SPEND $100 GET
Aiftwme Ranger 5.25, Tegefs Mercenaries 5.25. Command HQ
5.25, F15 SE2 5.25, M1 Tank Platoon 3.5, Megalraveller Zhodani

5.25, Red Storm Rising 3.5, Battles of Destiny 3.5

IBM TRADITIONAL IBMTRADmONAL IBM TRADITIONAL I IBM ADULT INTERACTIVE I IBM ADULT MOTION
I

IBM ADULT MOTION

Beat the House $29 Grandmaster Chess CD832 Solitaires Journey 2 $36 Dream Girl CD $29 Animated Fantasies CD $34 Dungeon Dominne CD S36

Blackjack S9 Hanna Brbr Anmt Wksp $39 Sony $12 Dream Machine CD $59 Baby's Got Butt CD $32 Ecstacy CD $34

Bridge 2: wOmar Sharif S28 Hard Day's Night CD $25 Space Vegetables $9 Fantasies Interactive CD$35 Bare Assets CD $39 Endangered CD $29

Bridge 2: wOmr Shrf CD$52 Hearts $12 Spot $6 Fox Pack CD $39 Best Debutantes V1 CD $49 EroliCafe CD $48

Bridge 7 $24 Hong Kong Mh Jng Pro $32 Stan Wongs Video Pkr $19 Girlfriend Suzie $44 Best ot Inferno CD $39 Frat Girls of Dble D CD $39

Bridge Baron Windows $34 Hoyle’s Book Games V3S29 Star Wars Chess $36 Girlfriend Teri $49 Best of Vivid CD $36 Girls Doin’ Girls CO $25

Bridge Olympiad $29 Hoyle's Bk Games CIsc $29 Star Wars Chess CD $44 Hot Slots CD $39 Best Barlow Affairs CD $39 Girls From Big East CD $39

CD-Romix 1 Hardcase $16 Jeoprdy DIx WIN wAlex $34 Swap $29 Inlract Adll SplWIN CD $12 Best of the Best V. 1 CDS19 Girls of Mardi Gras CD $39

CD-Romix 2 Prime $16 Jeoprdy Olx wAlex Trbk $34 Tactical Wizard $39 Intract Ad Semr But CD $54 Best of the Best V. 2 00329 Girls with Girls CD $39

CD-Romix 3 Free X CD $16 JosekI Genius $39 Take-A-Brk Cr3wrdWIN$19 Intrct Ad Chlsea Mr CD $39 Best of the Best V. 3 CDS34 Hidden Obsessions CD $32

Casino Game Pak WIN 532 LexIcross $24 Terminator 2 Chss War $37 Intract Ad Semr Butts 2 $69 Best of the Best V. 4 CDS34 Hollywood Scandal CD $39

Casino Master GId WIN $43 Lucky's Casino Advent $38 Tetris Classic $26 Interactive Lavers CD $45 Betrayal CD $36 House of Dreams CD $24

Checkmate WIN $36 Monopoly Deluxe $27 Tetris Classic WIN $26 internatnl Strip Pokr CD'$34 Beverly Hills 90269 CD $39 Hs Sleepg Beauties CD $39

ChessManiac 5 Bill & 1 $39 Monopoly Deluxe WIN $29 Videogame Solutn CD $29 Ladies CIb PkrNghlCDS35 Beyond Explicit CD $26 Immorlal Desires CO $25

Chessmnc 5 Bill & 1 CD$34 Cllgopoly $9 Trivial Pursuit CD $35 Maddams Familly CD $49 Big Bust Babes CD $28 Insatiable CD $32

Chessmaster 3000 $29 Cmar Sharif Bridge WIN319 Trump Castle 2 DD1 $4 Midnight Stranger CD $59 Blond Justice CD $25 Kama Sutra CD 538

Chessmaster 3000 CD $46 Cmar Sharif on Bridge $19 •Trump Castle 2 DD2 $4 Neurodancer CD $59 Bodycello CD $12 LA. Strippers CD $34

Chessmaster 3000 WIN S35 Cmar Shrf Brdg DIx CD $46 Trump Castle 3 $29 Nightwalch Inlract 2 CD $59 Bra Busting Babes CD $29 Leather & Lace CD $39

Chess Net WIN $9 Cn Target $9 Trump Castle 3 CD $29 Nightwatch Intractv CD $44 Busting Out CD $39 Legends of Pom 2 CD $25

Classic 5 $19 Crigamo $29 Vegas Entrtnml PkWIN $21 Paradise Club CD $69 Butiman's EuroVetn CDS39 Loads of Fun CD $32

Classic 5 WIN $24 Pictionary $12 Vegas Games Pak WIN $21 Penthouse Intractv CD $75 CD Rom Collectbles CDS26 Main Sireel USA CD $26

Classic Casino WIN $16 Pinball Dreams $33 Video Cube CO $45 Scisrs N' Stons WIN CD$59 Cafe Flesh CD $29 Mark of Zara CD $38

Classic Solitaire WIN $16 Positronic Bridge $30 Virtual Reality Studio 2 $59 Secrets Interactive CD $35 California Oaydrmer CD $29 Mask CD $25

Clue CD $19 Power Poker Windows $39 Wheel of Fortune DIx $34 Sexual Obsession CD $34 Camp Double D CD $29 Model's Memoirs CD $48

Coffee Break Collet CD $29 Puzzle Gallery 1 $9 Wheel Fortune DIx WIN $34 Strip Poker Professional$34 Cat and Mouse CD $48 Murphy's Brown CD $39

Combination Lock 89 Risk $28 Wrath of Demon CD $29 Surfer Girls CD $39 Cheating CD $25 Mystique of Orient CD $34

Demon Blue $9 Risk WIN $26 Zig-Zag $29 Virtual Vixens CD $59 Condo Cuties CD $34 New Wave Hkers 1 CD $29

Dr Floyds Desktop Toy $14 Russian Six Pack $15 Winner Takes All CD $39 Curse of Catwoman CD $26 New Wave Hkers 2 CD $32

Dr Thorp's mini Blackjck S9 Russian Six Pack WIN $19 1 inx AnillTIMTCDArTIlIC 1 Dangerous Blondes CD $34 Night Trips CD $29

Dr Wong's JksA/id Pkr 5 S9 Sargon 5 $13 ... Debby Does Dallas CD $38 Nova Collection V 3 CD $24

Even Mr inerd Mach CDS39 Scrabble Deluxe $26 IBM ADULT MOTION Deception CD $39 Pandor.,..AAAH'S CD $27

Faces Tetris 3 $15 Scrabble Deluxe CD $25 Asian Palate CD $34 Deep Throat CD $36 Parfor Games CD $25

Gambit, Kasparov's $35 Scrabble Deluxe WIN $19 CD Brothel CD $29 Adult Movie Almanc CD $69 Deep Throat Girls CD $29 Pink Lady CD $19

Game-Maker Ver 2.0 $48 Shanghail 2 $29 Centrfids & Covrgris CDS32 After Dark Trilogy CD $33 Digital Dreams 2 CD $22 Pixis Adult Sampler CD $12

Go MaslerJrVerSWINSig Shanghai! 2 Windows $24 Come Play With Me CD $36 Amateur Models 2 CD $34 Digital Seduction CD $34 Pretty Baby CD $19

Go Master Tool Kit $26 Solitaire WIN $19 Desktop Mistress CD $54 Amateur Video WIN CD $22 Dirty Debutantes CD $28 Racquelle Releasd CD $34

Go Master Ver 4 WIN $39 Solitaire’s Journey WIN $38 Desktop Voyeur V. 1 CDS54 Amorous Asian Gris CD $32 Dirty Adult Cartoons CD $38 Rimfire Pacilic Vid CO $32

Gofr WnkI Adv CD WIN $12 Solitaires Journey 834 Digital Dancing CD $36 Animatd Pantsies 2 CO $34 Doors of Passion CD $36 Sakura CD $24

Circle deader Service if54 cow SEPT I
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‘LOVE BITES’ Twelve gorgeous creatures that are hun-

ger driven by animal instinct with only one desire, to

quench their thirst. Offers menu driven interaction, com-

plete user friendly interface and full motion. S26

'MEGA TRAVEL-
LER IrZHODANI’

We left the Starship

Races feeling pretty

arrogant. Jurgen's

flying earned him a

ton of Imperial cred-

its. Now someone

has pinned us

down on a floating

chunk of rock. Of-

fers 70 talents and

abilities, 28 worlds

to explore, and over

30 weapons and

weapons skills. $12

‘PAX IMPERIA' Economy, research, defense, espio-

nage, exploration and diplomacy are your tools. Of-

fers 1 6 empires, tactical combat, communication with

other emperors and selectable universe size. $42

INTERACTIVE
ENTERTAINMENT!
Receive an episode of Interactive Entertainment,

the world's first CD MAG devoted to entertain-

ment software, FREE with eveiyCD ROM soft-

ware order. Offer subject to change or cancella-

tion without notice. Valid from August 1 st to Sep-

tember 30th or while supplies last.

NFL PRO-
LEAGUE FOOT-

PS
BALL' hits you

like a 240 pound

fullback with the

goal line in sight.

Choose from 198

plays or create your

own. Features full

detailed, color ani-

mation, NFL teams,

players & stats, lull

rosters with substi-

tutions, instant re-

play and true mo-

dem play. SI 2

'LINKS PRO 386 COURSE DISK 2 - PINEHURST’

is recognized as one of the finest golf resorts in the

world. Its Super VGA graphics stretches over rolling

terrain, tree-lined fairways and undulating greens. $1

6

IBM ADULT MOTION IBM ADULT STILLS

Secrels CO S34 American Girts CD $32 3 D Pinball $12 Finale $3 New Facilities Locator $9 Tesserae WIN S12
Seductions CO S29 Asian Hot PixCD $19 Acquire $9 Free DC $9 NFL Chall Col Alumni Tm $9 Test Drive 2 S12
Sex CD $25 Bodacious Beauties CCIS36 Air Force Commander $9 GofrWinki Adv CD WIN $12 NFL Chall Pre Ssn 90 39 Test Drive 3:Road & Car $9
Semr But Insd Shan CD$36 Busty Babes 2 CD $36 Armada Villa Crespo $9 Gamma Force 36 NFL Chall 91 Pre Ssn $9 TheTinles $12
Semr But Paradise CD $36 College Girls CD $36 ATP Flight Simullr 1.0 $12 Harpoon Designer Series$7 NFL Chall All Star Teams $9 Thunderhawk $6
Sinfully Yours CO $29 Creme de la Creme CD' $29 Banzai $9 Hearls $12 NFL Chall Dream Teams $9 Tie Break Tennis S9
Steamy Windows CD $25 Double Play Voi 1 CD $36 Baseball Card Collector $6 Heatwave $6 NFL Proleague Football S12 Tony LRss Classic Slad $12
Supr Modls Go Wild CDS34 Double PlayVol2CD $36 Baseball Facts 39 Hole In One Mini Goll $6 NFL Video Football $12 Tony LaRs BB 1990Tm $12
Superstars of Porn CD S24 Erotica CD $34 Battle Command 36 Hole In 1 Mini Goll Cr Dk $3 Obliterator 36 Tony LaRss BB 1991 $12
Temptation CD S28 European Erotica CD $34 Bball Chall 1987 Teams $9 Humana: Insult to Injury $9 Oligopoly $9 Tony LaRussa Baseball $9
The Coven CD S25 Exotic Girls 3 in 1 CD $24 Bball Chall 1988 Teams $9 International Sports ChallS6 On Target 39 Top Gun Danger Zone $12
Devil In Miss Jones CO $34 Expose CD $24 Bball Chall 1989 Teams $9 Jack Nicklaus Clip Art 33 Operation Combat $12 Treasures Savge Fronh $9
Fisherman's Wife CD S38 Extreme Delight CD $28 Blackjack $9 Jack Nicklaus Crs Dsk 11 36 Patriot $12 Turn-n-Burn S9
Other Side Chelsea CD $29 G.I.Fs keep Giving CD $27 Blue Max Aces GrlWar $9 Jack Nicklaus Crs Dsk 3 $6 •Playmaker Football $12 UMS2 $12
Touch Me, Feel Me CD $34 Girls Steven J Hicks CD $29 Captain Blood $9 Jack Nicklaus Crs Dsk 5 $4 Pick’n Pile $6 UMS 2 Planet Editor $9
Toy's Not Boys CD $29 Girls of Vivid V. 1 CD $29 •Cardinal of the Kremlin $6 Jack Nicklaus Crs Dsk 5 S6 Piclionary $12 Under Fire $12
Treasure Chest CD $24 Girls of Vivid V, 2 CD $32 Castles Northern Cpgn $12 Jack Nicklaus SECrse 1 $4 Power Politics WIN $12 Uninvited $6
Ultra Sex CD $29 Girls, Girls, Girls CD $29 Champions of Krynn 312 Japan Scenery Disk $12 ProFball Aniyst 92 Ed S9 Vaxine $12
Urolsukidoji CD $39 Glamour Girls 1943 CD $36 Charge of Light Brigade $12 Killing Cloud $6 Punisher $12 Visions ol Allermalh $12
Volcano CD $34 Heavenly Bodies 2 CD $39 Chess Net WIN $9 Lightspeed $9 Rotox 89 War in the Gulf S9
Wanda 2 CO $28 Heavenly Bodies 3 CD $39 Combination Lock $9 Line in the Sand $12 Rules of Engagement S9 War of the Lance $9
Weekend at Ernies CD $26 Heavenly Bodies V.1 CDS39 Conquered Kingdoms $12 •MacArthur’s War $9 S.C. Out $12 'Warlords $12
Wickd Q-Tm Movie CD $42 High Volume Nudes CD $28 Conqueror Multi Tank $6 •Magic Candle 2 $9 Scenry Collin California $9 Weaver TnVPIayr Stal 89 S3
Womn Who Lov Mn CD $32 Hooter Heavens CD $36 Covert Action $6 Magic Candle 3 S9 Scenry Colltn Grt Britain S9 Wheel of Fortune $6

LA. Lust CD $19 Crime City $12 Marianas Turkey Shoot $12 SDl S6 Wheel ol Fortune 3 $9

1
IBM ADULT STILLS |

Local Girls V. 2 CD $22 •Crime Does Not Pay $12 Matrix Cubed $9 Sentinel Worlds 1 S9 Xiphos 39
Lovely Ladles II CD $39 •Dark Half $9 Medieval Lords $12 Shadow Sorcerer $9
Massive Mellons CO $39 Demon Blue $9 MegaFortress $12 Siege $12 1 MACINTOSH

1
1 01 Sex Positions 2 CD S39 More Norlhm Delght CD834 Dr Doom’s Revenge S9 MegaTraveller 2 $12 Sleeping Gods Lie $6 1
101 Sex Positions CD $39 Northern Delights CD $32 Dr Thorp’s mini Blackjack$9 'MegaTraveller:Zhodani $6 Sorry $12
3D Beauties CD $19 Nova Collection V. 1 CD $26 Dr Wong's JcksA/id Pkr5$9 ML Baseball All Stars $12 Space Vegetables 39 Jack Nicklaus CrDk 1-3caS6
3D Darling CO $34 Nova Collection V. 2 CD $24 Dragon Force $12 ML Baseball Managr Ch$12 Spot $6 Jack Nicklaus Crs Dk 5 S6
3D Dream Girls CD $36 Overexposed CD $39 Dragon Lord 39 ML Foolball 2 $12 Sporting Triangle $3 LexI Cross $19
94-95 CDX CalendrCD $29 Sexiest Women on CD 324 Dragon Strike $12 Madden Piayr Stats '89 $8 Storm Across Europe $12 Omar Sharif Bridge DIx $19
Adult Reference CD $29 Southern Beauties CD $34 Dragons of Flame $9 MicroL bsball Seattle 13 $12 Taking ol Beverly Hills $6 Shadowgale $19
Amateur Allstars CD $29 Super Smutware CD $26 Don't Go Alone $6 Millenium $6 Teenage Mut Ninja Turt $12 Sim Ant $19
Amateur Models CD $22 Sweet Dreams CD $29 E- Motion $6 Mines o( Titan 39 •Tegel's Mercenaries $9 Test Drive 2: CA Chaling $6
American Girls 2 CD $34 Woman of Venus CD $22 Fighting tor Rome $12 Never Mind $9 Terran Envoy $9 Test Drive 2: Super Cars $6

CGW;
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FREEC3AMEOFFER*

•PACIFIC STRIKE-

is a World War II

flight simulation that

allows you to

change the course

ot the war in the

Pacific Theater. Fly

awidevariety of ex-

pertly modeled air-

craft in all the ma-

jor theatres, includ-

ing Pearl Harbor

and Midway. Plan

your own missions

and earn promo-

tions. S45

•CYBERRACE
CD’ You are Clay

Shaw, forced to rep-

resent the Terran

Empire on the

cybertrack. Cyber

Race uses voxels,

latest in landscape

rendering technol-

ogy, digitized actors

and dialogue, and

cinematic 256-color

between race se-

quences.

Floppy Disk $19

CD ROM $39

•TIE FIGHTER’
Sequel to X-Wing,

players fly under

the direction of the

Dark Lord himself,

Darth Vader. Defy

the Rebel Alliance

in training, combat

missions & tours

of duty that

strengthen the

Emperor's hold on

the galaxy. Six Im-

perial starfightersto

fly under the the

Empire. $45

•MAGIC CANDLE
2' 30 characters will

join your hero, for

specific quests or

as long-term com-

panions. Fight the

forces of darkness.

Sail to the farthest

comers ot the con-

tinent of Gurtex,

lose yourself in the

intrigue and face

the horrors of the

dungeons, cata-

combs and dark

towers. $9

*FREE GAME OFFER
Spend the specified amount on any in stock IBM software and

choose a free IBM game from the corresponding list below. Offer

subject to change or cancettalioo without notice. Valid from August

1 9l through September 30lh or while supplies last

SPEND $60 GET
Playmaker Football Combo, Cardinal of Kremlin 3.5. Darkhall3.5,

Trump Castle 2 Data Disk 1 or 2 3.5 or 5.25, Gunship 5.25,

Pirates 5.25, Star Legions 5.25, Magic Candle 2 5.25, MacArthurs

War 5.25, Crime Does Not Pay 5.25, Warlords 525, X-Men 5.25

SPEND $100 GET
Aittwrne Ranger 5.25. Tegefs Mercenaries 5.25, Command HQ
5.25, F15 SE 2 5.25, Ml Tank Platoon 3.5, Megatravellef Zhodani

525, Red Storm Rising 3.5, Battles of Destiny 3.5

Fast Break S3 Off World Interceptor $52 3 Count Bout $189 Donald Duck $32 Super Bike Challenge $32 Dune $54

Heatwave S3 Out of this World $46 Art of Fighting 2 $199 Dragon $32 Tazmania:Escape Mars $32 Dungeon Depths $54

Jack NIcklaus Course 1 S4 PGA Tour GA $52 Baseball Stars Pro 2 $149 Ecco DolphiniTldes Tm $36 True Lies $36 European Soccer Chall $56

Test 0rlve2;Muscle Cars S3 Pataank $52 Baseball Stars Pro $139 Fatal Fury $32 Volt $34 Evolu1ion:Dino Dudes $44

Pebble Beach Golf $52 Blues Journey $129 Formula 1 GA $32 WWF:Raw $36 Flashback $54

1 Real Pinball $52 Fatal Fury 2 $199 Incrdible Crash Dumies S28 World Cup USA $32 Galactic Gladiators $54
1 3DO 1 Red Baron $52 Fatal Fury $99 Incredible Hulk GA $34 World Series Bsball 95 $36 Gunship 2000 $54

Rise ot the Robots $49 Fatal Fury Special $199 Itchy & Scratchy $32 XMEN2 $36 Hardball 3 $52

3DO System S499 Road Rash $56 Kamov’s Revenge S199 Jurassic Park $36 Highlander CD $52

1 ith Hour $59 Robinson's Requiem $49 King of Monsters 2 $169 Lemmings 2;The Tribes $32 H 1 A/^l 1 A D Horrorscope $54

Burning Soldier $49 Rock & Roll Racing $49 King of the Monsters 899 Lion King $30
JAuUAH

1 Hosenose & Booger $54

Clayfighter 2 $46 SHADOWtWar Succssn $52 Last Resort $149 Marco's Magic Soccer $42 Iron Soldier $52

Doom $52 Samurai Showdown $52 Neo Geo Gold Systm $569 Mega Maze $32 Jaguar System $249 Jack NIcklaus Golf CO $52

Dragon Tales $46 Sewer Shark $52 Ninja Combat $99 Mickey Mouse Lgnd Ills $34 Jaguar CD System $199 Jaguar Formula 1 Racg $54

Dragon's Lair S49 Shadow Caster $52 Riding Hero $129 Micro Machines $32 Air Car Wars $54 Kasumi Ninja $54

Dragons Lair 2 $52 Shock Wave $56 RoboArmy $99 Monster Truck Wars $32 Arena Football $54 Legions of the Undead $52

Dueiin’ Firemen $52 Shuttle $46 Samurai Showdown $199 Mortal Kombal 2 $39 Assault $54 Lester the Unlikely $54

ESPN Baseball 352 Slayer $52 Sengoku 2 $199 Ms Pac Man $28 BICS Fear $54 NFL Football $54

Escape Monster Manor $52 Soccer Kid $49 SpinMaster $199 NBA Bsktball Dave R. $32 Barkley Basketball CD $52 Pinball Dreams $52

Family Feud $52 Space Ace $49 Super Sideks Soccer 2S1 99 NBA Jam Session GA $38 Battle Morph CD $52 Pinball Fantasies S52

Flashback $52 Space Pirates $52 Survivor $199 NFL FB 95 Joe Montna $36 Battle Wheels $54 RayMan $54

Flying Nightmares $52 Star Control 2 $52
Thrash Rally $129 NHL All Star Hockey $36 Blue Lightning CD $52 Return to Zork $54

GEX $52 Star Trek Next Qenertn $54
S1 19

PGA Tour Golf 2 $32 BralnDead 13 CO S49 Rise of the Robots $54

Gridders S49 Star Wars Chess $52
Top Players GoK
Windjammers $199 Pac Attack GA $29 Brett Hull Hockey $58 Robinson's Requiem $54

HUMANS 352 Stellar 7 $49 World Heroes 2 Jet $199 Power Rangers $38 Brutal Sports Football $56 Soccer Kid $54

Horde $52 Syndicate $52 World Heroes 2 S199 Pro Action Replay $49 Bubsy $44 Space Wars $52

Incredible Machine $52 Theme Park $52 RC Grand Prix $29 Cannon Fodder $54 Star Raiders 2000 $52

Iron Man $49 Total Eclipse $52 I Robocop Vs Terminator $32 Car Wars $54 Syndicate $54

Jurassic Park $52 Trance Mission $56 1 GAME GEAR 1 Samurai Showdown $32 Castle Wolfenslein 3D $54 Theme Park $54

Klngdom:Far Reaches 346 Troddlers $49 SoaQuesl DSV $34 Chaos Agenda CD $52 Tiny Toon Adventures $52

Lemmings $49 Twisted $49 Akira $34 Shining Force 2 $39 Checkrd Flag 2 Rd Line S5B Troy Aikman Football $58

Lost Files Sherick HIms $49 VR Stalker $52 Aladdin GA $32 Sonic Spinball $34 Creature Shock $52 Ultimate Brain Games $56

Mad Dog McCree 2 $52 Vikings $46 Baby Boom $36 Sonic Triple Trouble $36 Demolition Man $52 Ultra Vortex $54

Madden Football $49 Way of the Warrior $52 Bart Smpsn Space Mut $26 Speedy Gonzales $32 Doom $58 Valus Force $54

Megarace $44 Who Shot Johnny Rock S52 BreakThru $38 SpidrmnrArcad Revng $38 Double Dragon 5 $52 White Men Can't Jump $54

Microcosm $52 Wing Commander $49 Choplifler 3 GA $32 Star Trek Movie $34 Dragon $52 Wild Cup Soccer $54

Night Trap $52 World Cp Gif Dordo Bch$52 Desert Demitn Rd Runr $29 Slar Wars $34 Dragon's Lair $54 World Cup Kcktl Soccei•$54

Oceans Below $44 WorldBuilders, Inc $52 Desert Strike GA $32 StarGate $36 Dragon's Lair CD $52 Zool 2 $54

Circle Kctider Service #54 CGWSEPT 10



IncaNations
ofimmortali
More Baffling French Sensibilities

In Sierra’s Inca 11

by Charles Ardai

T
in: Inca cames ari: like someone’s

NU'ITV UNCLE. 'I'lIEY LOOK OOH,

IIIEY TELL STR.\NGE S'I'ORIES Tl-IAT

no one quite gels, they beliave iin-

prcdictably and sometimes embar-

rass you, but tliey also fascinate you,

almost in spite of themselves. Imported

from France, the original Inca told the

story of an ancient, star-faring Incan civi-

lization, with the player cast in the role of

a warrior named Eldorado who had a

mystical prophecy to liilfill. Along the

way, Eldorado had

to battle conquista-

dors in outer-space

galleons, more than

one sword-waving

nemesis, and the

queasy feeling

brought on by soar-

ing through too

many swooping,

trippy animations.

In the sequel, El-

dorado is back for

more interstellar ad-

venturing, though

this time the next

generation gets to

take the helm of the

ancestral cheese-wedge spaceship:

Alahualpa, Eldorado’s son, who looks like

Buster Keaton on a particularly depress-

ing day and sounds like Gilbei't Gottfried

with PMS, (Most of the male characters

sound like Gilbert Gottfried, strangely

enough, but more on that anon.)

rhe game begins when Dad, now an

Establishment Conservative who has to

think of how he looks to the war council,

refuses Atahualpa’s pleas to let him take

the family spaceship out for a spin. Junior

bonks a guard on the head with a log,

Inca 2: Nations os Immortality

Price: $34.95

System: IBM
Requirements:

386-25MHzor
better, 4MB
RAM, VGA
graphics, CD-

ROM, mouse;

supports Pro

Audio and

Sound Blaster

sound cards

Protection: None
Designers: Cokte! Vision

Publisher: Sierra On-Line

Coarsegotd, CA

(800) 757-7707

steals the ship, and heads into orbit to

check out an asteroid that has mysterious-

ly turned up in the neighborhood.

The ensuing space combat sequence

—

one of several in the game—is almost

good enough to make you forget tlie

goofy movie and puzzle sequences that

preceded it, Soon enough, though, you’re

back in la-la land, when Sonny Boy blows

up and Eldorado has to come to the res-

cue. The remainder of the game follows

Eldorado and new pal Kelt Cartier, a

ll'gl't goggle-claci

Indiana Jones

wannabe, as they

hop from planet

to planet in an ef-

fort to stop rival

warlord .Aguirre

from harnessing

the power of the

asteroid to rule

the universe.

W'hat sort of ad-

ventures do they

have? Plenty of

llrst-pei'son outer-

sj)ace dogfights

and the chance to

repulse a raid on a

moving locomotive, for starters. I'here are

also numerous tradilional adventure

game puzzles for them to solve, though

these tend to be pretty simple, and a maze
for them to navigate. In between each

])air of game sequences, short movies

bring the player up to date on the latest

plot developments,

The kindest thing you can say about

1nc:a II is that il looks great most of the

time, particularly in the movie sequences

that feature the game’s various spaceships

gliding through one confrontation after

another, 'Fhese scenes are as good as the

computer-generated sequences from the

'lA^ series Babylon 5 oi‘ the film The List

Slarfighter, which says a lot, considering

the relative power of the computers used

to create and display them.

Unfortunately, the spaceships eventual-

ly have to land and disgorge their passen-

gers and, once on-screen, the passengers

can’t resist the urge to open their mouths.

Once they do that, there’s no hope. When
il starts to talk, 1 nc:a 11 makes the Ulms

skewered on Mysteiy Science Theater 3000

look like high art.

DON'T KNOW SQUAT
“I bet,” says Eldorado to Kell Cartier

upon entering a cave and snifling around,

“that some gold prospectors have squat-

ted here.”

Yes, it’s the gloiy of translation, with all

the potential for unintended absurdity

and embarrassment you might expect.

Not only are all the characters in the

game obviously speaking some language

other than English since their lips keep

moving long after the overdubhed Eng-

lish audio track stops, but the lines they

speak, which probably were not gems of

literaiy expression to begin with, have

been turned by the translators into dreck

of the Ilrst order. Dialogue this stifi' and

cliche would be laughed off a movie

screen; even the deliberately crappy films

produced by such direct-to-video distribu-

tors as I'roma or Prism are betlei' written.

What’s more, Troma and Prism films

have a sense ol' humor about how bad
they are, something the veiy serious-of-

purpose Inca II lacks ulterly. The voice

actors are, without exception, depressing-

ly awful, but they seem to think that the)'

are Master Thespians who have been
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TUMI-ACHE The artwork is gorgeous, but it's still no proof against the

tedium of the lackluster space combat.

hired to perform Sliakes|)eare. 'I'he pon-

derousness is oj)pressi\’e, die liaii'-teariog

and breast-beating just plain silly. 'I here

is more ham on displa\’ in iliis game tlian

in a Boar's Head (iictoiy tour.

Of course, even good actors would liave

a hard time ivith tliis material, li is never

entirely clear who the.se Incas are that we

aiming at the center

of t he screen ;ind

shooting blindly is the

best way to carry the

day. l^ul if you write

this scene o(T. too,

what’s left to enjoy?

Two tilings, basically;

the doglights and the

great animation, just

how good are the

doglights? They’re en-

joyable. ..hut no more

than that. There is a

gotid N’ariety of

weaiions at the play-

er’s disjiosal and op-

ponents on whom to

test them out. 'Hie player's “tumi,” a ship

that looks a little like a stone doorstop,

handles well, and the sensation of (lying in

the \’acuuni is successl'ully cinu’eved.

Brobleni is, despite some dart-anrl-

chase tictivity as forepia)’, ivhen the battles

get hot and heavy, they (retiuentiy end

with the tumi barreling down on an essen-

SPEAKING IN TONGUES Badly lip-synched characters open doors for you,

both figuratively and literally, as you attempt to delve deeper into Inca M's

patchwork quilt of a story.

are watching. Siinilai-

ly unclear is the

"where” and 'hvhen”

of the stor\’. .At one

point a charactei'

mentions Earth, but

none of the planet-

hopping apjjears to

take place in our solar

system, judging bv

the appearance of the

planets themselves.

So where does an

Earth-style locomo-

ti\'e come from, on a

planet far from

Earth? Don’t ask.

That’s Just one of the

many disjointed pieces Inca II oilers in its

rambling tableau. Nothing is attached

logically to anything else. It all reminds

me of a child who, unable to find the

pieces that actually go together, forces

two jigsaw puzzle pieces to join in a

disharmonious but llrm union, and pre-

sents the result to you with a look f)fenor-

mous satisfaction. Alas, what is satislying

to the budding artist who has managed,

by force of will, to link the unlinkable is

baffling to the viewer who has to make
heads or tails of the picture that results.

BLOOD RED INCA
To the "not much fun” list you can add

the locomotive battle sec|uence, where

tially immobile foe, guns bhizing. Even

when three biid guys go alter you at once,

the)’ tend to tuiack politely, one at a

time—until the endgame, anywiy, when it

is more like lifly-against-one.

Novices may find themselves enjoying

lhe.se space battles, but those whose llight

training luts included WiNc; C’.OMMANniat

or X-\ViNt; are more likely to find them-

selves yawning and turning on their inter-

nal autopilot. Even gamers who llnd the

scenes challenging at lirst \vill no doubt

have mtistered them (and tired of them)

by the ninth <>]• tenth repetition.

U'In'ca II’s doglights are liiir, the adven-

ture game elements limp, and the acting

dismal, what does the gtune really have to

olVer? The answer is its an, and veiy little

else. Jaded starlighters will gape right

along with the novices when the computer

cuts ;iway from the first-person view of a

battle to show a gorgeous side-view clip of

the ships in action.

Whenever Eldortido brings the tumi in

!()]• a landing, the graphics are bre;ttht;ik-

ing. A tliunderstorm outside an Arctic

lamaseiy is genuinely thrilling, as is Kelt’s

climactic entrance at the head of an arma-

clii of boomcrang-.sha|}ed tri-planes, 'fhe

same “anything goes” ciualiiy that makes

the stoiyline so incoherent adds vitaliu’

and excitement to the visuals. You never

know what you’ll next see zooming across

the screen, and the anticipation as each

new sequence loads is exciting, 'fo the ex-

tent that InC/V II is worth any attention at

all, this is why.

iNCtA II contains some of the best anima-

tion ever seen in a computer game. But

then it doesn’t do an\’thing with this ani-

mation, except tittach it to some dreadful

dramatic .scenes, some utterly minor ad-

venture gaming, and an action game
which, though tolerable, is far from being

the best of its kind. Inc.a II is fun to watch,

but it isti’l all that much fun to pla\'. 'fhe

designers tticitK acknotvledge and height-

en this imbalance by including a "video”

feiitiire that allows phyers to replay their

favorite movie setiuences and a "demo”
leature that disphn's some of the best

scenes, but not a “save game” fctiture or

an)- real, sion’line-altering ititeractivity.

I apphiud Sierra's decision to gi\’e this

unique :md occasionally stunning title a

shot at the U.S. market, but I urge them

and their French cttunterparts at Coktel

Vision to give their next g:ime a better

shot, by the simple expedient of mtiking it

a better game.

THE EDITORS SPE^

INCA 2: NATIONS OF
IMMORTALITY

RATING

PROS Gorgeous animation makes

the so-so space combat simulation

look better than it tictitally is, and

gives you a reTvai'd for playing

through the low-grade adventure

game sequences.

CONS Unless you like watching

Frenchmen in weii'cl get-ups and

hearing untalented voice-over iictors

delivei- hokey lines worse thait the

post oflice delivers your m;iil, this

game will get on your neives veiy fast.
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AThomin
Hitlers Side
Blazkowicz^Hurls The Spear OfDestiny Once Again

by Paul Hyman

W
HEN WE LAST LEE'E “B.J.”

BH\ZK(.)WICZ, he had NAHliED

THE Si'EAR OE DESTINY EROM

Aclotpli Hitler and all was

right with the .Allied Forces.

While his name may not be instantly

recognizable, the popular hero of

Woi.EENS'EEiN and its sequel, Seear

01' Dks einy (Si*h\r), has retui'ned via two

new mission disks from FormGen, the

Folks who ])ublislied the original game
for id Software.

Legend has it that

the Spear was the

weapon used to

piei'ce the side of

Clhrist when he was

nailed to the ci'oss,

and that no man
can be defeated

with the Spear in

his possession. It is,

oF course, iel't to

you to wrest this all-

potverFu) weapon From Hitler and his

henciiinen, who (as da.stai dly villains are

wont lo flo) have managed to pi'ocure

the Spear once again.

'I'he llrst add-on disk, Mlssion 2: Re-

turn 'lo D.anger, has 21 levels, but tliat

only lakes yoti balFway to the Spear.

Don't expect to complete the mission

until you’ve blasted yourway llirough 21

more levels on the second disk, MtssiON

!L Ui.'iiM.ATE CdiAt.i.ENCH'.. Whether
you'i'e up to another 42 levels oF Woi.f

3D-like action really depends on how

much you enjoyed the original game
and how anxious you are to tiickle more
oF the same.

Although the battle lakes place not in

Gasile WolFenstein but in Hiller’s new
atomic research htboratoiy, the look of

the new Si’ear levels will be instantly rec-

ognizable. Each level begins wiib B.J. in

an elevator, the door slides open with a

clank, and all hell breaks loose.

As in the earlier games, the task at

hand is to scout out the corridors and
rooms for keys, “one ups,” weitpons,

fo{)d, and ammo—iuiytiiing that will

keep B.J. alive while he searches For that

next elevator. There are prizes that

award points along the way, but suiwival,

ratlier than jx>ini counting, is the ulti-

niiile goal. While most oF the baddies

are the same as in the original gtnne,

there have been some changes. 'Fhere

are still plenty of ai'med-to-ihe-teeth

guai'ds, officers, and the infamous 5S,

but the mutants have been replaced by

machine gun-wielding vampire bttls. A
new cast oFbosses will challenge you, led

by the lobotonii/.ed Submarine Willy,

mad scientist Professor Quarkblitz, Ma-

jor Hans “The Axe" von SchlieFcti sport-

ing his dual cbainguns, and more. I'he

trick to SLin'ival is saving your game fre-

cjuently before enemy bullets do their

worst.

Gilmers will notice immediately the

impi'ovement in the graphic details as

well as the greater variiilion in

musical rhemes and sounds. The
growls of the killer Dobei'inans,

for example, are more menacing,

and the soldiers no longer just

shout “Achtung!” but “Alarm!”

(“Danger!"), “Gluck gwbabt!”

(“You wei'e lucky!”), “Miimmi!”

{“Mommy!”), and “An! Das tut

weh!” (“Ow! That hurts!”).

Another development suggest

the game designers’ took pity on

I'rustrated players. In pTexnnws

versions, to find ;ind open hidden door-

ways, it was necessary to “feel” along

every wall. Now, more times than not, a

dead rat laying next lo a wall is a clue

that the wall is worth Further investiga-

tion. According to the manual, when the

Nazis enter a secret area, a i-at occiision-

ally gets splattered when the wiill moves.

Piu'isis who would rather Find secrets

wilhoui the aid of scjuasheci rats may
also resent the detailed floor plans in

the manual which can make winning
Si’e:ar a breeze. At least, the manual can

Spear op Destiny Mission Disks

Price: $39.95 per mission disk,

$79.95 for CD-ROM with both

mission disks and Spear of

Destiny

System: IBM
Requirements: 386 or better, VGA
graphics, 8 MB hard drive space,

mouse; supports AdLib and Sound
Blaster sound cards

Protection: None

Designers: Speedy Pete, The Axe, Chuck Archer and Ken Reiser

Publishers: Formgen, inc, Scottsdale, AZ, (800) 263-2390
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Interactive TV for your CD ROM
1 2 episodes $59.95 1 episode $9.95

800 283 3542 or 802 767 4622
/isa& Mastercard accepted. Make checks payable to: Interactive Entertainment POBox21 Hancock VT 05748. Fax; 802 767 3382
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be ignored.

Bill, one riling never changes for B.J.,

and dial's die violence. When Woi.vkn-

S’rriN was lirst released in 1992, parenis

were horriiied. Nol only were their kids

shoodiig Nazis (wliich wasn't so bad) bul

also guai'd dogs (which ions bad), and
the screams and blood were too much.

Adding to the realism was die game’s

uniciue .'ID, Urst-pcrson perspective.

Some players got so caught up in racing

down the hallways that diey reported

syni|)ioms ol' seasickness from the illu-

sion of rapid movemeni. I'liankl'iilly

none of that has changed; S!’E/\r is still

ACHTUNG! MY @&# Better be healthy and (weapons) wealthy

before you crash the German heavy-water experiments party.

as satislyingly violent and

is still voluntarily rated

I’C-1‘} for “profound car-

nage,” and parents should

still use their best discre-

tion with the youngsters.

Owners of less-lhan-

leading edge PCs will ap-

preciate one more aspect

of Si'LVR. The game moves

like lightning, even on a

lowly 386SX machine. If

(hat doesn’t iiujii'ess you,

try playing the currently

jiopular Doo.m on the

same ma-
chine. While Doom may
have a superioi' look to

.St'KAR, it moves like quick-

sand on older machines.

WOI.I'KNSTEIN and Sl’lv\R

have been widely imitated,

but, for our money, only

Doom has improved on

the thrills and excitement

of the originals. This set is

well worth spending cgiali-

ty carnage time on, at least

while we're wailing for

fft)0f^~S3i8E Tltl£S'n»ra!£HLTIf^M

8 120^400 8 . %
GOING SPELUNKERING Here, the cave-dwellers turn out to be Nazis

with chainguns.

Doom 11 to be released.^

SPEAR OF DESTINY
MISSION DISKS

RATING 3*^ # aiJ, 1/2

PROS Great for action gamers

whose computers are not up to

doom’s tough standards.

CONS MO'l^SSS—More of the same

SS soldiers and graphics which are

beginning to look dated.

No More Hassle.

JOVSUJITCH
IJlUVriPOUTOOVSTICK BATA BUIITCM

Tired of fumbling wifh joystick cables behind your

computer? Are you spending more time changing

joyslicks than playing your

favorite games? You need a

hassle-free alternative: the

Joyswitch™. Atlastyou ’

can jump from joystick to

joystick, game to game, with

the speed and easeoftorninga

switch. Connect up to lour devices (llight sticks, yokes,

steering wheels, game pads, etc.
)
and two sets of foot

controllers (rudder or gas / brake pedals) to your com-

puter. Maximize your performance by switching to the

"right" joystick for each game,

instead of using whichever

one happens to be connected

to your computer. Get greater

value from your expensive,

specialized controllers. The

Joyswitch works with most

IBM PC compatible controllers. Joystick extension cable

included lor FREE! Order TODAY!! Only $49.95.

ra To order call; (714) 362-8698 OR
Order on Check Six BBS
(71 4) 362-8299 (8-N-1 1200-28.8kb)

© 1994 Leap Putsuit, Inc., Joyswilcti Is a Iradernaik ol lead Pursjil, Inc. For moi e ftilormalior! call ot wtilc lo: Leaa Putsuil, Inc.. 27Q68 la Pai Rd. /4S6. Lag jna Niguel, CA 92656 Phone: (714)362-8698 FAX: (714)831-4334.

Circle Reader Service #211
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Based on the

Japanese hit

Knight III

Circle Reader Service HBb

For centuries, war has raged among the demons andfairies,

devastating this mystical land. Twoyoung knights, separatedat

birth and raised by mortals, chosenfor the ultirnate battle that

will decide thefate ofheaven and earth. Never knowing their

true relation— or theirown dark destiny they arefated to meet

and duel each other to the death. As Desmond, the Knight

ofXentar, you will be striving with many a winsome

enchantress to overcome menacing foes —
and perhaps in victory, become the ruler of all.

NOT RECOMMENDED FOR

PLAYERS UNDER 13

So the challenge is on! An incomparable role playing

fantasy game for your PC, with stunning, hand sculpted

graphics throughout, humorous script and thrilling

plots. But be warned— with its romance and intense

action, Knights ofXentar is notfor kids nor thefaint hearted.

Available at finer software dealers everywhere or call

1 800 258 MEGA. VisafMastercard accepted.

Download theFREEdemo by calling our24 hourBBS310 539 7739

(8 data bits, no parity, 1 stop bit, filename kxdemo.exe)

or send $5 for the demo on diskette to

Megatech, PO Box 11333, Torrance, CA 90510.



Thi! sfunning

vjrluaE

driving

Bxperienco

through the

londicopo

of o KifurUtic

lopoliil

Rodicol

hood-lD-

elemantj:

dvenlirra,

strategy,

ndsimu- through o

stunning

beculiful

block [ock

Take o giond video lour of the exciting domain of the

ortist formerly knorvn as Prince. Use o funky mixer lo

creoto your own version of his new song, 'Race'. Play

the instruments and hear his vonous vocol stylings. Or
you con sing food voco! to 'Kiss', look furdier ond

find more curioiilios beyond your wildest imogtning.

Rock the house with music videos ond audio tracks

from his whole CD Library, You'll witness his past work

in dynomic 3D environment

the seedship

U.N.S.

Conpten'ii BSKO/UCCS Pst *35509

msmmm !

MEGARACE CD

officials wookened by rompant capilolism. but the

force of ihfl Droomweb. Powers of good and evil

wrestle in the subconscious of ovory person. A strong

stomach is what you'll need to be hard and
irupulous—the end (ustifios the means. jl^ |

EiI¥**BMC0, DOSPon*32947 ^351

MiG-29, Hornel: Novel Strike fighter plus Operation:

Fighting Tiger and An ol the Kill doglighling video.

More chollonging combat among ihe widest voriety ol

air, land and sea lorgels. 7 campaigns and over

530,000 square miles of real terrain, ,

Spec*viit:IOMCO Part *34740 $50

Since
19S5

00-228-7449

Colypso, in search of a lost humon colony ihol

preceded you to the Beta Colli slot system. Explore

and colonize os 0 moans ol discovering a fosler-than-

lighl propulsion device. Bui beworel The blackness

around you is teeming with ancient mysteries. ,

Snj DOS fk>l*34d95 $34

competition

combining

cunning,

aggression.

moke MegoRoco a one ol a kind gaming choliengo

Players pit themselves ogoinit one ol five computet

generated drivers as they ncvigolo through ihree-

dimeniioncl obstacles to take the lead-using any

meons necesiory. ,

Sefcw>iTo<*«irks EMCDPorl«333IO $37

VIRTUAL VEGAS

vTSfiTu

VEGAS
ThrfintWondtrrfllwCvbtiWorid.

Virtuol

Vegoi Inc.

welcomes

lulute of

goming

becoming

you lo the tobies. Your goal: win big, her goal; stea

your heort and empty your wolloll The more you pic

the move ployful it gels. Written by the editors of

Nationol Lampoon Mogozine and packed with 600
IS of stunning 3D-rendered graph!

' ''

5ec*tjM*>: Part«354l6 t20

lO-Yeor Anthology Classics ....
1 llh Hour

3 Bolloons

7lh Guett

AD&D; Doik Sun Shattered Lands

ADiD; Dungeon Hock
AD&D; ^e Beholder Trilogy ...
AD&D. ^nie'i Curse

Aces of the Deep

Aces of the Pacific

Aces over Europe

Aegis: Guardian of the Fleet ...

Air Warrior Super MPC
AirWofks

Alien Legocy

Alone in the Dork

Artie Baron
Babylon 5
Battle Chou
Bottledrame
Beneath a Steel Sky

Bicycle Collection

Bkifoige InteroOive Movie . . .

Blood Not

Buzz Aldrin's Space ........
Capitol Punishment

Costles li

Celebrity Poker MPC
Championship Pinball

ChessMosler 4000 Turbo MPC
Comanche w/Misslon Disks 1&2
Command Storship

Componions of Xonth

Consgtfo^

Crime Poirol

Critical Poth

Curse ol Enchanlia

CybeiRoco

CybetSpoce
Cyberjudas
Cybcrpfoim fotmulo .

D&D: Fantoiy Empires

D&D: Sirongnold

D^ay: Opetolion Overlord . . . .

Daemonigate
Dora to Fw
Dork legion

Dawn Poirol

Doy of the Tentacle

Deathslor Arcade Battles

DracuEa Unlooshed

Diogon's Lair

DragonSphore

ESPN: Lot's PlayBoseboll

ESPN: Let’s Ploy Soccer

ESPN: Let’s Play Tennis

Empire Deluxe Masters EdiKon ..

F-IS Strike Eagle ill !! 1
!!!!'!

!

Falcon Gold ... ...

Fighter Wing
Firefighter

41

21

King’s Quest VI Upgrade . .

.

King's Quest Vlt

Knights ol Xenlat

labyrinth of Time

Lands of Lore

LawnmoworMon
Leisure Suil Larry Anthology . .

Leisure Suit Lorry Vi

links. FinehursI Country SVGA
lode Runner

Lord of the Rings

Lost Eden
lost in Time

MPC Wizord Diogr

MPElx - lora or me xin

Hand of Fate

Harvester .

.

Holt Cob
Horde

. .

Humans
Incredible Mochine 2

Incredible Toons . . . .

Indiana Fate of Ailonlii

Inherit iho Eoith . . . ,

MPEG
MPEG
MPEG
MPEG

MPEG
MPEG

MPEG
MPEG
MPEG
MPEG

Journeyman Project . .

.

Jump Roven

Jutland

Kirsg's Quest Arsihology

King's Quest Vf

Flight ATP w/EosI & West 62
Flight Simulotor Toolkit S6
Fortress of Dr. Radroki 34

Freddy Pharkas 30
Freelancer 2120 41
From Page Sports: Baseball

.
. 45

Front Page Soorts. Football 95 .... 45
Gabriel Knight 42
Gateway II 34
Gettysburg 40
Gigo Games Shoroware CD 15
Gl^l Explorer 57
Great Novel Battles II 40
Giool Naval Battles Pack 51
Hand of Foie . . .

Hofvosler

Hell Cab

Reserve your copy of

DOOM II
Release date:

Oct. '94

We never charge
your credit card
until your
order ships!

Mon Enough

Maniac Sports

Moch Commonder

I
MechWatriot II

1 Mego Rpco
I Motultoch: Earth Siege

. . .

I Microcosm
I Microsofl Baseball

I Microsoft Goff

I Mig-29Gold
' light & Magic World of Keen .

.

lilfennium Auction

I
Monopoly Deluxe

Morphman

Nomad
Outpost

. . ...
Pacific Strike & Speech Pock . . .

Police Quest IV

Porky Pig

Privoteer

PsychotronMPC
Quontom Goto
Quest for Glory IV

ROMIX Comics Freox *I
ROMIX Comics Hordcose *1 . .

.

ROMIX Comics Prime «1

Raidon

Rampage
Roveniml

Rebel Assault

Red Bofon/A'l 0 Tonk

Return ol the Phantom
Return lo RingWorld
Return to Zort,

SSN.21:SeoWoH
SVGA Harriet

Sam & Max Hit the Rood

Scrabble Deluxe

Secret of Monkey Island

Shadow Coster

Shadow of the Comet
SimAnt Enhanced
SimCily Enhanced
SimEanh
Sitting on the Farm
SohXnl

Spoco Hulk

Space Quest Anthology

Space QuesI IV

Space SKulilo

S|)ear of Deslmy Super CCXPak
Spectre Vfl

Spoilcasting P

Slot Cruse ae

Slot Trek 25th Enhonced ....
Star Trek: Collectibles Guide . .

SlorTiek DSN -The Hunt
$lor Trek TNG Tech Morvuof

Star Trek The Next Generotton

Strike Commander/Tocticol , . ,

,



WARLORDS II SCENERIO BUILDER

Toko porl In

ihe world-

Olyrrpiad'

X-COM,

orgonizofiorr

formed by

the world

goverrrmerrli cofrforrs of

tigole and

defoot the

rrrojlers oro

colling this

game the

compolor

will testof scion tists,

QG^.X6 Ibtf3493d

moslors' abilities white being iho mentor for the novicr

ployors. Practice sloms, dofonsive ploy, and how to

ploy no trvmp hands. Choose Iho typo of portner you

wont to ploy with. LargosI number of blddirvg convon-

boseboll.

bosoball

oxcitomoni yeor round with Pro League Bosoball.

SuppoPs true modem ploy with cho! mode. Includes

both simulation ond orcode piety modes. Complete

slotislicol ptinloul copobililies. league leaders

maintained for oil mo|Dr colegoties. .

MaaSpcAtOOSfbrltMiSS ^33

and soldiers, you must develop o strategy thot will

ensure human survival. At the some lime, you con give

direct orders to men in units under your commend, as

they explore olien boses ond do bottle with the

following

legendary

conquests in

Worlords II

Power to

worlds.

1

Power to

' populoto

them with

1

Power to

1

build

war ond to use them in epic battles. This easy to use

Scenario Builder lets you invent your own Worlords II

scenarios Design maps, armies ond cities. Become

the sculptor of worlds. Explore 24 new scenarios with

^:0OS Pm #25222 ^30

The Iciest in

3-D orcode

gomes has

arrjvedi

Featuring on

enhonced

Wolfenslein

3-D engine,

Dragon's

Loir deliver

full motion

video Ihol'r

Nameless

One - has

emborked

upon o reign

of Choos.

Only you

can wage

wizard in on

epic clash ol

combol ond

conjuring.

Guide four

odvenlures

Sherman

lank, "Try to

day by day.

indistin-

guishoble

horn the

bicr^isc.

Become Dirk

the Daring,

Germon

Panther.

Vour engine

as your tank

pivots out of

its hiding

challenge

four levels of

o moze-like

holfwoys

and lest

^ tree-line.

am The familior

squeak of

eu move slowly

' to Germony,

clutches ol

I the Evil Dragon. You control the actions of o

godvenlur.,rlighring his way through the castle

fork wizard who has enchonled it with Ireach-

- monsters ond obstacles, load on brave adven-

.. your quest owails. ,

mapped lobyrinth in this action-packed first person

perspective role playing game. Features: Three

different 3D viewing modes. Including Full screen.

RAM-Sove instant sovo gome function. Up to 1,021

different character combinations. ,

FbigraekCOS Pat*3572S Sj

the trock [inks echo In you

down the rood - one more

covering 30 floors. Included morphing aliens,

odvonced military weapons, proximity mapping, infra-

red & night vision, ond stereo sound.

DeixlyGiiM: COS P(xtl33301

MAC FW 131684bad)>i;BMa)fW*3M93

Tetris Gold Compilt

K's"

impage 39

... ig Moon
Vegas Gomes Deluxe ...

Vidm Cube Space
Videa Cube Sports

Viper; Assault on the Outfit

Warren Miller's Skiing Sofori

Who Shot Johnny Ro«?
Wild Blue Yonder
WiripiolGlory 1917-1918

,

World Circuit GiondPrix ^ ^ !

World Cup Interactive

Wroth of the Gods
Zepl'r

ACS-lOO Speoker Poir

ACS-300. 1 Speakers w/Subwoofer
.

AK Partner 5/0 Speoker System . . .

Koss MD-1 Speoker-s

Koss HD-4 Speakers

Koss HD-6 MPC Spfiokers

Lablec CS-IOOO Speakers

lobiec CS-600 Speakers

Lablec CS-900 Speakers

Lobiec SS-700 Speakers . .29

4PIEX Quod-speed Internal Drive 466
Aztech C0A268-01 AFP INTw/Ctrl ... .142

Aztech SoundGaloxy Orion 16 122
Aztech Zeia INI CD-ROM w/Cirl ,151
COU33AA CD Complete Kit 471
COU33A/1 CD Starter Xu . ..230
DoubleSpeedvExl. Upgr. ProAudio 16 .556

Family Deluxe Multimedia Kil 349
Fusion Double CD Intenral Kit 308
GomaBlosterCD 16 392
Memphis Multimedia Upgrade Kit

.
.524

MultiSpin 3XE Exiernol t95ms 508
MultiSpin 3X1 Infernal 1 95mi 472
MultiSpin 3XP Portoble 195mi 424
MulhSpin 4X Pro Extemol . . .999

OmniCO Upgrade Kil 221
OmniCDUpgrode Kit External 379
Premium Deluxe Multimedia Kit 533
Pro 1611 Multimedia Kil 490
Prol61IITtipleSpeedKil 777
Pro Deluxe Multimedio Kit 735
Reelmogic CO ROM Kit .706

Reno CDROM Portable Ployor 294
Sensory Slorter Upgradf

*'''

'
• ilINT.fveniory System I INT, Multimedia Ki

uper Deluxe Multimedia Kil ....

Air Worrior

Alone In the Dork

Astfochase

Axis the Gamecheoter

V Coesors Poloce

J Corriers At Wer

I
Costles il

1 Cilodel ol the Dead

I
Civilizotion

I
CyborRace

I Dark Seed
Detroit

I

Empire Deluxe

I Evolution

t F-] 17A Stealth Fighter

Flight Commander
Flight Simulator 4,0

Flying Nightmares
freelancer 21 20
G-Netix

Gabriel Knight

Harpoon II

Incredible Toons
Indiona Jones Foie of Atlantis ....
Inherit ll^ Earth. Orb Quest

Jeopotdy Sports Edition

Jeopardy with Alex Trebeck

King's Quest Vi

Legend of Kyrandio

Leisure Suit Larry VI

links Pro w/ Harbarlown Course .

links; Pinehursl Country

lode Runner

Moc Altock

Mac Full O'Humons
More Incredible Machines
Oxyd Mognum
PGA Tour Golf II

Pothwoy into Darkness
Police Quest IV

Populous II

Powermonger
Prince of Persia 11

Quest for Glory IV

Raiden

Royol Flush

SimAnt
SimCity2000
SimCity 2000. Great Disasters

. . .

SimCity Classic

SimCity Classic Graphics

SimCity Grophics: Ancient City ..

SimCity Grophics Set 11

Simlife

S'mTower
Solitaire Antics

SpaceWotd HoMV
Spectre VR
Star Trek 25lh Anniversory

Star Trek: DSN -The Hunt

Strol-O-Matic Basketball

Sword of Sedan -.

OAA AAQ TAAO VOICE;508-443-6l25

OvU'AifcO"/ 4*fT 335 FAX:508-443-5645

31 Union Ave., Sudbury, MA 01776
I a*»T FAX:0011-508-443-5645v
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T*3iE.tSLa-ro

UPS $Sp£R AIR
GROUND SHIPMENT BORNE

PER
SHIPMENT

TocOps 40
Terror of the Deep 35
Thome Pork

.
-40

Tom Landry FoorboD Deluxe 26
Train Engineer 30
Uflool 35
Valkyrie 30
Vegas Games Entertainment Pack 21

Viftus VR .60

Wheel of Fortune w/Vanna While 30
World at War: Operolion Crusoder ., ..41

Zig Zog 30

lllhHour 51

3 Balloons 30
7ih Guest 50

Chassmastor^OOO . 34
Cyberplcsm Formula ... . .33

Dare to Fly 41

Dark Seed 39
Orocula Unleashed 56

Firelighter 21

Flying Nightmares 38
Freelancer 2 120 41

Gabriel Knight 45
Hell Cob 58
Indiana Jones Fate of Atlantis 39
Inherit the Earth: Orb Quest 35
Iron Helix 50
JourneyMon PfoiecI 45
Jump Raven 43
Lobyrinth ol Time 47
Lawnmower Mon .... 39
lunicui 43
Madness of Rolond .... 35
Maniac Sports 30
Might & Magic World of Keen 41

Mysl 46
No World Order 25

Ploneiory Taxi

Police Quest IV

Rebel Assouli

Redshifi

Return to Zork

SimTown .... . . . .

Sitting on the Form

Soft Kill

Spectre VR
S’ar Trek DSN -The Hunt

Slor Trek: TNG Tech Monual ,

Syndicofe

jPork .Thei . .

Total Oislorticsn

Viper; Assault on the Outfit

Virluai Tarot

Wairin Milter's Skiing Safari .

Wild Blue Yonder
World Cup Interactive

Wroth of the Gods
Xplora 1

.
Peter Gobriel World

. .

Dreom Girl

Girlfriend Lisa [PG-1 3|

Girlfriend Tori

Knights of Xenlor NR18
Knights of Xanlcr NR 1 8 - ISM CO .

I

Metal & Loce NR1 8

I

Penthouse Interactive CO - I0M/MAC

I

Playboy Electronic DoteBook

I

Strip Poker Pro «01 Data - IBM/MAC

I

Strip Poker Pro #02 Dot-*

I

Strip Poker Pro #03 Do

I

Strip Poker Pro #04 Do

I

Strip Poker Pro #05 Do

I

Strip Poker Pro #06 Do
Strip Poker Pro #07 OoIl

Strip Poker Pro #08 Dolo Disk

Strip Poker Pro #09 Dolo Disk

Strip Poker Pro #10 Dato Disk

Strip Poker Professional - IBM/MAC

IBM/MAC .

IBM/AMC .

IBM/MAC .

IBM/MAC .

IBM/MAC .
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Dfivfllop-

menl Expsrl

Tom Jackson

prosenfs 3

modules rhor

help buitd a
job-winning

wtlfo cover

IcBoi! thol

get noticed,

ond follow

up on leods,

True Ibbilcord w/l6iil stereo sound. Integroled

16-bil A/D-D/A converters. BuilMn joystick port with

2 joystick copobililies. Four operator 20 voice FM
Music. Ini. CD ROM Audio interfoco. Microphone

jock ond amplifier, Sound Blaster & Adlib

Compatible Compolible CD-ROM Drives: Ponasonic

CR-523B / CR ii2b, Sony COU-3 1 A / COU-33A,
Mitsumi CRMC-IUDOSS / CRMC-FXOOlO, Woarnes

CDD-1 10. Includes 3.5‘ disk lor Wollensioin 30.

Pot *26433 $ai

Perlect

Resume

creates o lorgoled resume bosed on your responses

and outamolicalfy Formols resumes into a variety ol

professionolly designed layout styles. Creates ptoles-

sionaUooking resumes from any printer. Exports

Formotted files to populor word processors. .

DoddKtrcWMkn (34244 So

Chompion-

ship golf at

fingertips.

Featuring

Horbour

Town Goll

Links with

Super VGA
256<olor

breathtaking

views. Over

345
different

Features -

club seleclion. "saved shot", ond a "profile view".

Mole or female golfers with 10 different shirt colors to

choose from, Slotistics recorded for each plover ond

gome with optional print^l. Supports SoundBlaster

and compatible sound cards .

AxioSiiseQr DOS Pot (27660 S3!

calculate the

risks, and make tactical decisions. ..ol at the speed of

light. Because in this mind-bending, reol-rimc

universe, there's o fine line between galactic success

and dismol failure.

kMpbytPOS flat *33245 $35

Cuts iofsg distance costs. Perfect for generol infor-

motion ond service colls. Sove on long dislonce.

1 ,000 separale business headings. FasI look-ups. Plan

business trips. Explore vacation options. Provide prinl-

uls, product and service inquiries for offiicr

ftoayma) pai(33m $25

Hollywood

stors odd
credibiliry

nd the necessary loienl. Create a personalized Tex

Murphy movie which con bo reployed oT ony lime.

Rich, original music, high quality digitized voices and
sound effects moke this interactive movie as exciting

os it is visually stunning. ,

AomiBM CD Pan *32937 SS6

FIFA INTERNATIONAL SOCCER

governtng

body of

Inlernollonol

bring you a

realistic

simulator for

the PC. A
sophisti-

cated gome
engine leli

you conirol

every ospcct

of the gome

field oction. As with the reel sport, the combination of

detoiled strategy and acrobatic bait control is essentia!

for success. Select one of 48 internotionol teams and

enter the tourney.

&i±imk:Ali:DOS Pat«352BB $36

Mario Preschool Fun

Mono Teoches Typing
. . . .

Morjo's Fun with letters

Mario's Fun with Numbers
Mario's Time Machine
Math Blaster Spot/Rid Works li

Moth Robbil - DOS/WINDOWS
Mavis Beocon Typing 3.0

. .
.

Mego Moth
Menlo! Math Gomes 2.0

Mickey Mouse Mouseooa
Mickey's 123's Enhanced
Mickey's ABC's Enhonced
Mickey's Jigsaw Puzzles

Millie's Math House
Mirode Piano System .

Mixed Up Fairy Teles

My Computer Diary -DOS/WINDOWS ,

Mys'ery at Museums w/ T-SHIRT . .

No. 1 1 Downing Street

Odell Down Under -WINDOWS
Once Upon A Time li

Operation Neptune , .

Orbits: Voyage the Solor System

Oregon Trail Deluxe

PC Crayon
PC GloDe Mops & Facts

Poonuts' Yearn to learn - WINDOWS . . .

Pepper's Adventures In Time
Peter Pan: Story Pointing Adventure ....
Phonics Plus

Physics Studywore .
.

Ployroom 2.0

PuttPutI Fun Pock
PuttPuii Goes to the Moon ..

Putt-Putt Joins the Parade
Quarky & Quaysoo's Science

Reoder Robbit I - WINDOWS
Reader Rabbit II - WINDOWS
Reader Rabbit III - WINDOWS
Reeding Adventures in Oz
Reody, Sot, Read - WINDOWS
Rusty 4 Rosy Volume 1 - WINDOWS

. . .

Rusty 4 Rosy Volume 2 - WINDOWS . .

SAfNEW Pnrscnol Trainer 2.0

School House: 30 Programs
Science Adventure 2.0

Score RX for ACT at Home
Score RX for GRE ol Home
Score RX lor SAT or Home
Show 4 Tail for Kids

Slater 4 Chotlie Go Camping
Srtoopy's Gome Club

Space Adventure

Speed Reoder - WINDOWS
Spoil It 3

StickyBeor Moth Tutor

SlickyBear Reading Tutor

Slickybeor Preschool

Super Solvers: Ancient Empires

Super Solvers: Midnight Rescue

Super Solvers: Oul Numbered
Super Solvers: Spellbound

Talking Ph^ics nus .
.

Time Treks

Treasure Cove ...

Treasure MolhStorm- DOS/WINDOWS -.

Typing Tutor 6.0 -DO'S/WINDOWS i . ii.

Ugly Duckling -VYINDOWS
Undoitaa Adventure -WINDOWS
Vocobuleorn French I -WINDOWS
VocobuLeoin German I - WINDOWS . . . .-

Vocabuleorn Hebrew I -WINDOWS
Vocobuleorn Itolion I -WINDOWS
Vocabuleorn Japanese I -WINDOWS . . .-

Vocabuleorn Rusiion I
- WINDOWS

Vocabuleorn Sponish I -WINDOWS .

Webster's Dicliono7 - DOS/WINDOWS ..

Whol's My Angie I

Whore in America's Past is Carmen? . .

.

WhoiQ in Spoce Is Carmen? Deluxe

Where in Time is Carmen? I

Where In World Is Carmen? Deluxe -

Where in Ihe USA is Carmen? Deluxe . . . .-

Wild Semnee Arcade w/ T-ShiRT

WordAffock3 i

Word Munchers I

World Atlos 5.0 -WINDOWS :

Yobi's Spelling Tricks -WINDOWS i

ZooKoeper I

ZugsOinosour World i

Zugs Roce Through Space i

Advanced Spelling Tricks

Alphabet Blocb
Amazon Troil

Americon Civil War III

Bosic Spelling

BodyWorks • Human Anotomy 3.0 .

Calculus Studywore
DoluxoMusic 3.0
Early Matii .

Fany Bears Fun Pock .

Fine Artist

K^'n Kotoake

Kid McGee
KidPix2,0
Kid Prx Fun Pack
Kid's Aft Center

. .

Kid's Studio

Kid's Typing

Kid's Zoo
loid's Malh Planet

Morio Teaches Typing

Millie's Moth House

Odell Down Under
Oregon Trail

Poler Pon: Sf07 Palnling Adv.
,

Ping 4 Kooky's Cuckoo Zoo . .

.

Pull PutI Goes lo the Moon ,

.

AT I Studywore
StickyBeor Rtodirvg Room

DAA AAO 7/iyiA VOICE:S08"443-6125
OVV"ifcZO"/^Hy 335 FAX!508-443-5645

31 Union Ave., Sudbury, MA 01776
. I FAX = 00n-508-443-56-J5,

Xi4,CoipuServeID!70007,1534f AflO S'fclSIVT'&is-ti'TSl.'o
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SHIPMENT

uo's Posl Is Carmen? . . .

0 in Spoce is Curmun? Deluxe ....

e in Time is Carmen?
e in ihe World is Carmen? Deluxe .

AutoMop 3.0 51
Betfer Hamel Heniih Cooking 47

Bibles & Religion 12

Bookshelf Windows '94 65
Budgel Guide USA '93 19
Cinemonlo Movie Guide Windows '94

. . .52

Corel Draw 5.0 452
Gifs Galore Shofoware 18

Moyo Clinic Family Health 1.2 40
Mo^ Clin-c Fomiiy Phormocist 40
Mayo Clinic Total Heart 1 .0 35
Multimedia Stoner Pok 21
Photo CD Access Pius 35
Photo CD Fireworks 30
Photo CD Soilbools 30
Photo CD Wild Animals 30
PhotoEdge Color 97
Print Shop Deluxe CD Ensemble 72
ProPhone'i DireclPhone B9
ProPhoiw's SelectPhone 161
Publisher 2 0 92

•Oiifordor lines are open 8atr-l0pm M-F, 10am-6pm, Sat-Sun, ET. Business office hours are 508-

443-6125, M-F9am-5pm ET,

- Credil cards are not charged until orders ship.

- No surcharge Is added lo credil card orders.

- In-slocK orders placed by 6 p.m. ET ship same day. Tempera^ shodages usually filled in 3 days.

' VISA, MC. Discover, AMEX. PO's, wire transfers, cash, and cashiers checks accepled. Upon receipt

and approval, personal and company checks clear within 14 days lor immediate shipment.

- Products coveted by manulaclurer’s warranties. Deleclive software replaced immedialely. Oelecttve

hardware repaired or replaced at cur discrebon. Books. memo7 chips, and some slecircnic compo-

nents not raluinable. Returns requiro aulhohzalion n and are subject lo 13% restocking fee. Returns

accepled only within 30 days.
- All Hems ollorcd lor sale are subject to availability. Some products are not available oulside Ihe U.S.

' We ate not responsible tor typographical errors.

• Airborne ctiarges: S7 up lo 6 lbs: $1 par lb. over 6 lbs. Actual height charges apply to large Hems.
- To proieci customers from fraudulent credit card claims, each credil card purchase Is venlied and
shipped only lo billing addresses.
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Episode 1: 50 Years of Gs and Jets
High-performance jet aircraft as only multimedia can deliver.

The Onl^ Way to Bring Tliese Four
Generations ofJet Aircraft to Life.

Discover 20 of the most celebrated aircraft of the

past 50 years. Meet the aces and designers that made

them history.

41»))| Share Yeager’s trip through tlie sound bai'rier, hear

an F-117 pilot’s perilous mission over Baghdad and

witness disastrous incidents in tlie quest for speed.

Only Wild Blue Yonder'" brings this awe-inspiring

family of modern jets to life for you. Become a part of the

adventure through interviews, videos, official reports,

combat photos and personal mementos!

Illustrated stories chronicle the triumph

and tragedy of flight, with 1,000 dazzling

photographs, many recently declassified.

Video segments put you in a dogfight

with a MiG, a stratospheric test flight and

through wild aerobatics.

0 1994 Spectrum HoloSyla, I

I'XI Experience interactive cockpits plus period

music ranging from Charlie Parker to Robert Cray

to the Scorpions.

Wild Blue Yonder brings it all to life. No collection

is complete without it. It’s the only place you

can have this much fun without a Gsuit.

Visit your local retailer, or call 24 hours

1-800-695-GAME (USA and Canada).

Macintosh CD-ROM
Windows CD-ROM

fj ^ Hoi

fectrum

hioByte

ch and Spectrum HoloByts. Ir*
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This Column Sucks

I WAS Si ri'INC. A T

MV nKSK MINDING

NH' OWN liUSINKSS

when a co-worket'

walked in niy oC-

fice. “1-Iave }'()ii

lieard? W’e have

lo use a diilereiU

system lo access

liUeriiet news groups. Mere are the new instnic-

lions.” I le handed me a small piece o( ])apcr list-

ing commands and directories I'd need soon.

Usiitg the new information, I signed on ro my
new computer. Kveiything was dill'ereni. My old

news reading progntm w;ts long gone, replaced

by what could no doubt be a better, more ad-

vanced successor. 1 executed ibe new program,

and after about an bour of beating unfamiliar

keys, deciphering cryptic error messages, and

rereading the same extict message tiboiit a dozen

times I linally exclaimed in finest Beavis and

Butthead fashion, “'I'liis sucks!” (Bear with me.

I’m building up to something.)

.Alter about anotiiei' hour ftl deciphered most

of the arcane messages and sii'aiued a few mus-

cles in my left hand learning new, convoluted

key combinations, but I found myself moving

semi-intelligently ihi'ough various news groups.

Success at last! It took a coujjle of hours, 1 had to

unlearn a few things and change a few expecta-

tions. but i finally beat the unrul)’ creature into

submission. 1 won't say I liked the new program

better than my ti'usty, well-proven news reader

of the bygone era, but the new program was not

totally inept and did show a lew remote signs of

being rather useful. (Honest, fm building to-

wards a point).

I pi'omptly "bo|)ped” (liighly lecbnical Inter-

net jargon) ovei' to one of mv I'avorite news

groups, comj).binaries.ibm. pc. games.flight-sims

where I lound a massive discussion of the (ledg-

ling 19^12: Pacii'k: AtR War that had hit store

shelves inei'e hours belbre. fhe subject lines

tvei'e brief, dii'ect. and generalh' binarv in na-

ture: “PAAV is cool" or “lk\W sucks.”

Naturall)', the message thi'eads surrounding

these subject lines weie moi'e

complex and diversilied: a few

results of initial exploration,

some complaints regarding

hardware ails, ([uestions o\'ei‘

real-woi'ld operations, and a

minoi'ity who had totally wi'it-

len the product olT as

garbage. One poster gleefullv

exclaimed. ‘‘I played this

thing an bour, I hate it, and

fm taking it back to the store

tonight.” (Wake up, we’re hit-

ting that big point now!)

Unable to believe my e)’es, I

began a ranting dissertation di-

rected at no one iti jxii'ticular.

An liour? A whole whopping
hour? 1 low much can you real-

ly Hncl out in an hour? I re-

tnember discovering surprises

ON THE RADAR
Fans of campaign-oriented combat flight sims will enjoy the intelli-

gence coming in concerning Carrier Wing, the new tverson/Grace

team-up at Electronic Arts. The new sim will feature a built-in cam-

paign with very detailed custom Al for each of the campaign scenarios

plus the capacity to create random scenarios with a more general Al

by using the mission creation utility. The campaign will emphasize re-

source management by giving the player a limited supply of weapons

and aircraft to get through the campaign. If the player fails, he could

end up having to use the default reinforcements of A-7s for the rest of

the game. The campaign takes place in a fictional near-future where

the U.S. is allied with an independent Ukraine. So, gamers will have a

chance to fly F-14s, F-18s, F-22s, A-7s and SU-27s. Our imaging

technology indicates that pilots will usually fly two missions per day

during the campaign, and the game will feature video debriefing se-

(Continued on page 78)

RANTS ABOUT

GAMING IN A ONE-

HOUR-PHOTO

SOCIETY

by Tom “KC” Basham

SEPTEMBER 1994 • COMPUTER GAMING WORLD 77



in Fai,c:()N 3.0 aflcr Hying several liuiidred

hours. Why, 1 recall liaving down Falcon

3.0 for several weeks when I siumhlcd on a

tai'gca 1 couldn’t radar lock. I closed to vi-

sual range and saw iwo black dots moving

below the horizon. Cairious, I moved in

closer and myjaw nearly hit the door when

I recognized the faceted shape of two F-

1 17s! You can’t even explore all facets of a

dighi envelope iit an hour, how could you

possibly condemn the program? Why, it

took longer than an hour for me to (igtire

out this stupid news reader...

1 had to stop and ponder what I had just

said. In a mere hour. I’d condemned tlie

new news reader as i.oial garbage. 1 only

jn'oceeded with it because my I'avorite sys-

tem was nearing extinction and I was

forced to learn the new reader oi- give up

Internet news gi'oups. I began to rational-

ize how a flight simukilor was signidcantly

more complex than a simple news reader

and that a sim jusiifiecl longer learning

cun'es, but that ai'gument was far from

sufhcient to get me out of the contradic-

tion 1 found myself in.

'fhe new news reader instated me be-

caiLse it did not conform to what I knew. It

look significant thought to perform tasks I

used to do automatically with little or no

thought at all. 'Ilie new news reader didn’t

meet my ex])ecLalions and that was a

source of unending and intolerable grief.

Only after considerable digging did 1 final-

ly realize the dejMh the new news reader

offered. I llien remembered when I tried a

beta version of MicroProse’s F-1-1 Ft.ELr

Dki'ENDKR. Beta versions rarely include

comprehensive documentation since the

manual is still being written. After strug-

gling for a few hours with a foreign menu

system and keyboard layoitt, I walked away

from the program with a heathiche. 'Fhe

next day I played some more and was

hooked. Soon 1 boasted Fi.f.e:!' DkI'ENDKR’s

triumphs all over CompuSen'e.

So here’s the big point: First, every new

j)roduct gets tons of hype before it ships.

Ever)’ j)ublislier describes their product as

“revolutionaiy” or "ground breaking" or

“unprecedented,’’ etc. Nobody is going to

advertise their prodtict as “average" or

“about the same as Fai.con 3.0." 'I'hat’s

not what advertising is about. Second, hu-

man nature causes us to stick to wliai we

know and to exorcise anything even re-

motely different. So, we wind up imagin-

ing a magnificent breakthrough in home
entertainment technology that somehow

conforms to the friendly, familiar struc-

ture we’re used to. Such expectations can

only lead to disappointment.

Now, I’m not saying we should embrace

ever)' product that comes our way. Some
products do suck, or more accurately,

.some products completely fail to meet the

needs of a given user. I’m simply suggest-

ing that we not be too hasty in passing

judgment. A well-designed |)rogram will

have many layers and hidden aspects that

lake time to explore. I flew Falcon 3.0 for

mouths liefore I Ibimd the backpackers in

the Grand Canyon nr saw the soldiers

leap from burning tanks. Simulation users

Every publisher

describes their product

as “revolutionary” or

“ground breaking” or

“unprecedented,” etc.

Nobody is going to

advertise their product

as “average” or

“about the same as

Falcon 3.0.”

continue to demand bigger, more com-

plex, more realistic products which like-

wise lengthen tlie learning curve and

retjuire more exploration time.

What about tlie pi'oduct that won’t run

when you bring it home, can’t communi-

cate with QEMM, doesn’t recognize ihe

joystick, or doesn’t work witlt the video

card? I’ll be the first to admit I don’t deal

well with these types of situations. My wife

says I’m just impatient, but 1 jirefer to see

it as having a very low tolerance for fail-

vire. You lay out your hard earned bucks

and your hopes skyrocket on the drive

home, only to be crushed like a game-

jilaying worm beneath the booled heel of

tlie game-publishing establishment, or at

least that’s how il .seems at the lime. Who
wouldn’t be angiy?

Unfoi'Lunately, hardware and software

conflicis are a fact of PC life. If you

haven’t encountered one yet, yon will. It’s

just a mailer of lime. 1 work hard to keep

my gaming machine in peak condition,

but invariably find myself pondering in-

terrupt requests, memoiy managers, ;ind

device drivers, 'fhere are so many cliller-

eni hardware configurations out there, so

many different software jiackages, so

many cloned items that approximate (but

not duplicate) functionality that il is im-

possible for simulation publisliers to pre-

pare for all eventualities. Most simulation

publisliers are trying to squeeze every

minute drop of performance out of the

PC through less-than-standard means.

'File potential lor failure always furks in-

side your PC awaiting the right software

package. Fortunately, most of these prob-

lems are solvable, altliough they may take

time, I’m not suggesting you shouldn’t get

angiy in this situation; just understand

that the odds are you will suffer a hard-

ware/software conflict .someday.

OK, so what about the product thatjust

doesn’t work or just isn’t what you like? If

the jiroduct really doesn’t meet your

needs you have three options; 1) provide

constructive feedback to the publisher

about your likes and dislikes, 2) return the

product, 3) put the product on a shelf and

forget it. I hilly support anyone who says,

“I don’t like this pi'oduct so I’m taking it

back," as long as they’ve spent enough

time with the product to make that deter-

mination. How long is enough iime?l’hat

varies with each individual and each prod-

uct. In general, though. I’d say one gam-

ing session is not enough.

Ultimately, each user must detei'inine

their own threshold and tolerance for

computer-induced pain. Just remember

that grtnind breaking revolutions in simu-

lation software usually force a new way of

thinking on the user. Those generally

willing to adapt to the new system often

find creative new worlds awaiting them.

iir

RADAR (continued from page 77}

quences after each.

For those who want to rub shoulders

with real people In addition to pixel pilots,

our early warning system indicates that

there will be a 1994 Air Warrior Conven-

tion from September 1 through September

4 at the Hyatt Fair Lakes in Fairfax, Vir-

ginia. The conference costs $100 (in addi-

tion to room charges) to cover food, bus

trip to the National Air and Space Museum,

head-to-head competition, presentations

by CH Products and Thrustmaster, and an

awards dinner for the tournament winners.

For more information, contact Gary Cooper

on the Internet at cooper@digex.com. For

room reservations, call (703) 818-1234 or

(800) 233-1234.
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You’re finished with Equipped with ASRAAMs, Mavericks, M61s, iaser-guided

training... Had your GBUs...you’re fuily ioaded to tackle more than 200 “reai-

fun and games. Now world” campaigns, based on today’s geopoliticai reaiities.

it’s time to face reaiity And to keep you sweating builets, from Somaiia to Sarajevo,

in the most sophisticated aeriai combat simuiation ever the skies are swarming with Al-programmed bogeys that’li

created for your PC—TFX: Tactical Fighter Experiment. make you pay for your mistakes...with your iife.

Grab the controis of any of three USAF-spec fiight modeis

and spread democracy over five miliion square miies of

topographicaily accurate iandscape.

Log on and engage in TFX. This time, you’re not just piaying games.



PREVIEW
H^Uli .N'lW I

MoreThan
Atmosphere
The Flight Plan Foe

Looking Glass Technologies’

Flight Unlimited

by Johnny L. Wilson

© Fr.mk B. A-lo/(ti(7/()

A
sa I’lmi', I’livsicisr and i’kodium-

MKR, Sl-'IAMUS l^l.ACKl.l'V liRlNCJS AN

IDLM. MIX OF -SKILLS .AND INTLRl-lST

lo the world of lliglit simulation.

Willi I'light Uni.i.miifI), Looking

Glass Technologies will both launch their

lirst product under their own label (they

previously developed ibe Ultima Undlr-

woRi.n series and Svstlm Shock foi' Ori-

gin), and .simultaneously oiler an eniirely

new approach to simulated tlighl. Not

only will Flight Uni.imutd feature the

most photo-realistic terrain ever seen in a

FU tlighl sim, it als<i oilers a new ap-

proach to modeling flight, and ihe most

transparent interface that the designers

could possibly imagine.

When Blackley and his Looking Glass

flight crew started ivorking on Fligih' Un-

limited, itivas their goal to produce, “Not

a game, hut a playground.” Their stated

goal was to model the llight expei'ience,

as opposed to merely replicating the

plane itself. F'uriher, they wanted a pro-

gram that would be totally accessible to

novices, becatise it clidn’l rely upon a

complex interface with key-

board overlays or reciuire

would-be pilots to inl'er that

polygons rclmisenled tei'i'ain.

Instead, computer jdlots

would gel the opportunity to

work with full-screen or split-

screen views (ihe latter oflering ]3eripher-

al perspective) on a standard monitor and

a real 3-1) cockpit (built off six angular

perspectives) for users \vho have Cyber-

max goggles or ihe Forte headset.

'Fbe good news for hot I'od computer

usei's is that powei'ful machines will be

able to fly in a lii-res mode (1024 x 768)

that features photore-

alistic terrain with re-

lief; the bad news is

that ibe progi'am slows

down so much in that

resolution that most pi-

lots would consider ii

unacceptable for doing

anything other than

ground gazing. Those

will) 486/5()s can take

heart that the program

is being developed on

that perfoi'inauce level,

but it is primai’ily de-

signed and optimized

Ibr high perfoi'iiiance

Pentiums. Because of

this, the program’s

j)ci'formance require-

ments are slcej^er than

a power climb in an F-15 with both btirn-

ers lit. Even on a Pentium 90,

the unfinished Fi.iGiiT Un-

i.l.MriTD [lew below 8 frames

per second at the optimal

6-10 X 480 I'csolution with

detail set at the highest lev-

el. While code refinemenis may
improve that rtite, gamers with 486s will

probably need a 486/66 with local bus

video just to lly the sim smoothly in 320 x

200. Regardless of machine <3r res mode,

the sofware manages to uj)date instru-

ments on ihe cockpit panel at a frame rate

twice the speed of the rest of the sim.

((]beck out the frame rate meter in the al-

pha version cockpit pictured below. It is

headset users is that the upcoming wave

of headsets only provide 240 x 180 pixel

resolution, so it has to subsample the cur-

rent video mode and adapt it for the less-

er resolution. Foi'tunately, ihe simulalion

otfers incredible suspension of disbelief in

anv mode. Win? Let us count the ways.

LOOKS COUNT
Instetid of building polygon-based terrain

from geographical suivey data, the team

decided to work olf aerial photographs tc

build their photo-realistic world. 'Hie rca

THIS IS FOR REAL Ground detail shows surpassing realism in 640 x 480

as the Sukhoi SU31 carves riverine canyons near Sedona, Arizona.

the dial on the far left.) The bad news for
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STUDENT FLYER Driver’s training was never like this, as 25

interactive lessons will have you off the ground and pulling Gs in

no time.

trick is to liiicl enough color aerial piiotos

so tlial lliey can siercn-maich the ptioWjs

and create texture maps based on the

highest level of detail possible. As a result,

the game doesn't look like a lot ofsimiila-

tors. The only time it really looks typical

is when buildings pop up close to the

plane and the |)rogram uses a shaded

voxel technologv to rej)resent the 3-1)

shapes, or when a pilot Hies beyond the

detailed 13-mile square regions of stereo

matched photogrtipliy. Then, the pro-

gram must use data to build polygon-

lilled terrain that “fakes it” until the plane

reaches the next detailed area.

The ])ainsiaking details are more than

just “eye-candy” Ibr conijnuer pilots. All

(rf the terrain in the 13 mile squares is ac-

tive, This means that simulated emer-

gency landings c;m lake place in fields, on

mesas, and along highways ifvou so de-

sire. Thus, the simulated world seems

more real than in simulators where you

can only go from one airport “hot spot”

in the progi'ain to another.

The interface also looks a little clilTer-

eni. All nights begin in what Looking

Cllass calls an F.B.O. (Fixed Base of Oper-

ations). These are rendered 3-1) environ-

ments where you walk and look around

using the mouse and joystick. Initial

points of embtirkaiion (Yucca ;ind Se-

dona, AZ, as well as Aspen, CO, graced

the alpha version we examined) and up to

25 dilTerent lliglit lessons can be accessed

by looking at a 3-D bulletin board, mov-

ing the joystick to highlight a desired no-

tice, and pressing a button. The flight

lessons include: rolls, loops, hall-loops,

Immelmans, Cuban Eights, Reserve

Cuban Eights, hammerheads, spins, snap

rolls, tailslides, inverted sjjius, vertical

rolls, knife-edge flight, hes-

itation rolls, scjuare loops

and rolling circles.

'Ehe airplanes are select-

ed by a different means.

There is a .3-1) desk in each

F.B.O. with model planes

revolving on the desk. In

fact, eaclt one of these

models is being rendered

on the fly as it rotates. As

the desired plane is bathed

in a light-sourced high-

light, a simjde click puts

you in tlie cockpit and,

more importantly, if you

want to skip take-offs and

landings and get right to

the entertaining acrobatic

stuff, in the air. Airplanes

expected to apitear in the

linal product include the:

Bellanca Decathlon, Fitts

Special S-2B, Extra 3005,

Sukhoi SU3L l’-5l and

Crob 103 Aerobatic

Sailplane.

PHYSICAL
EDUCATION
Where most llight simula-

tors work off a basic flight

model built from the |mr-

formance characteristics of

the aircraft, Ft.itair UNt.tM-

I'lr.i) factors in more than

one physical model. Man)’

flight simulators simply

gather the avaihtble data on

a plane from measurements t:iken in a

wind tunnel. However, such metisure-

menis do not take into consideration the

IluicI dynamics of tiiinospheric behavior

and their relationship to a given maneu-

ver or aitgle. Blackley obsetwed that such

models do not take radial Cls. control re-

versal. pitch oscillation, and other phe-

nomena into account. Not only does the

simuhition figure in the performance

characteristics oi'the aircraft, but it also

models the fluid dynamics of the atmos-

|3here around the aircraft and the ('•

forces which afleci the pilot’s head. Black-

ley explained that, “Flying is about feel-

ing the atmosphere and reacting to it. By

not simulating the actual atmosphere,

other night simulations left me feeling

cold. As a j)ilol, I knew that there were

aerobatic maneuvers that I wanted to tiy

on a computer sim that just didn’t ttci like

my experiences in the air. Becau.se of the

way we’ve modeled the ;iir around the air-

plane, as well as the plane, this may veiy

well be the first aerobatic llight model in

the worlrl."

To gel the feel of the tiimosphere,

Blackley jjerforms some very in-depth

phvsics ciilctilations. The computer sets

tip some boundary conditions for both

the tiirplane's performance and the al-

niosphc'ric model. 'Fhen, the iDrogram

checks all the ma])s for changes in eleva-

tion, as well as such inan-imide terrain ef-

fects a.s parking lots. Modeling updrafts

and wind convergences for mountain

passes and valleys may seem relatively ele-

mentary, but the program assumes that

])arking lots full of metal cars will give olf

heat which rises and creates turbulence.

The turbulence then affects the atmos-

phere around the plane and, in turn, by

aclainiug the boundaiy conditions for the

aimosijhere, impacts the performance of

the aircraft. Other flight models work off

the idea of the "angle of attack” (where

the air hits the structure of the plane), but

Ei.ic.iir U.xi.iMi'i'i'.n models the atmos-

phere so that even a lawn chair would

function realistically within the atntos-

jihere according to its inherent aerody-

namics (or lack thereof).

.'Vs Blackley told us. "We'd rather set up

the world so that it runs itself and is reall)’

cool, rather than Hying to hack some spe-

cial situations all the lime.” 'Ehe bottom

line for gamers is that would-be pilots can

now do acrobatic maneuvers such as tail

slides, where the jDlane is positioned in a

vertical stall and allowed to fall backward,

and the |)lane will act as it would in real

life (eventually nosing o\'er to reco\’er the

stall). Lonipuier pilots will even be able to

A DETACHED VIEW It's tiarcl to be objective about the beauty of the

photo-realistic terrain, regardless of the perspective.
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experience knife-edge

(light wliere the wings aci as

nidclers and the rudder im-

pacts altittide acljustmenls.

In fact, to illustrate liis

point tltal the simulator is

an aerodynamic

ground, Blackley did ;t full

backwards tail slide and
shoved the rudder fiiil in

one direction in order to

see what would ha]j|)en.

Naturtdly, ;in actual pilot

wouldn’t do this because

the manetiver would rip llie

rudder completely oil', but

it was interesting to see the

program deal with this situ-

ation.

Kven the sotinds for the

simulation are dellned by the jjhysics. I’he

team usetl digital audio tape (DAT) to

record the engine sounds of airplanes at

various speeds, then added digitall)-

recorded wind sounds. In the game, the

engine sounds are modified by wind

sotinds according to wind speed, as op-

posed to being strictly based on the

plane’s air speed.

Pei'haps most amazing of all, consider-

inodel the physics (or atmosidiei'c, plane

and pilot, is the fact that only [% of

processor time is used to perform the

physics algorithms, The rest is spent ren-

dering the lerrtiin. That says sonielhing

about the cost of realism versus aesthetic.

PERFORMANCE CHECK
For gamei's who thrive on multi-player

A REAL HEAD RUSH A separate physics model causes the pilot's

head to move in response to the amount of G-forces being placed

on the aircraft.

ing all the calculations being handled to

expeiences, there is more good news on

the horizon. Even though there is no

combat, the game is nclwoiTable and al-

lows up to 64 planes to share the same
game world. This allows head-to-head

aerobatic competition and friendly one-

upmanship to take place on the network.

Network play also enables dedicated com-

puter |)ilois to set tip two extra monitors

ibr their peripheral vision so they don’t

have to use the split-screen view.

So, the way I see it, two big questions

remain. First, how realistic is the simula-

tion and second, how soon will there be a

combat version of the game? I’he sim is

gelling high praise (i'oni retil pilots. Patty

WagstalT, three-lime U.S. Aerobatic

Clhampion, and another aerobatic pilot

are consulting on the program, but Black-

ley has little difiiculty in getting more
mainsli'eain pilots to look at the program.

As for (he combat game. Looking Glass

would love to do it. Blackley quotes a

combat veiei an named Jelf McChaney as

stating, “Combat is about getting the en-

erg)' out of the airplane in order to do

maneuvers.’’ If Fi.KU-rr DnI-Imited can

pass the civilian tests, the militaiy version

should be right behind it. It looks like it

should Ih’ high on both cotints. 4^

The Serious Wargamer Knows His True Aiiies
Tigers On The Prowl”

Aide De Camp™
Point Of Attack™

HPS Simulations

P.O. 80x3245

Santa Clara, CA 95055

(408)554-8381

The WARGAMER’S Computer Company™
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THE BEST GflME

CONTROLLERS

SVSTEM

CH Products otters gamers quality

joysticks, flight yokes, gamecards, and

trackballs ter all games and simula-

tiens. We've laken our line ot IBM

peripherals and expanded into

Macintosh and 300." From advanced

computer pilots and auto racers te

those just taking ott.

CH Products has the

right controller tor you,

all Made-in-the U.S.A.

1 1 1 1 II C T S

CH Producis lets you tly higher, move

CH Products / 970 Park Center Drive / Vista, CA 92083

Phone: 619,598.2518 Fax; 619.598.2524
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DeskTop Racers
Behind The Wheel of Thrustniaster’s

Formula T i Driving Hardware

by Gordon Goble

I

t’s bi-:kn qltit, a for tiik P(-

RACER. In JL’S'l' A I'EW YEARS, WE'VE

GONE ER(JM KEYBOARnS, TO 'reENY I'lNY

joysticks, to big durable joysticks, to

flight yokes, to steering wheels, to

steering tvheels with pedals, and now to

steering wheels with pedals «??<•/ gearshifts.

So, what’s next? Morns? Cigarette

lighters? Authentic roadkill? A little device

that drops front the ceiling and smacks

you around every time you get in a colli-

sittn?

The next step in the evolution of dri-

ving hardware is the Kormui-A T1, a com-

bination of wheel, gearshifter, and
ga.s/brake pedals from veteran input de-

vice builder, Thrustmaster. If the physical

world of computer racing wasn’t encom-

passing enough (or you, it should be now.

for the most |)ari., the Formula T1 unit

has a professional look to it, with all com-

ponents being enctised in sleek black met-

al cabinets. The wheel and gearshift are

mounted together in a base that can be

clamped or aOixed with Velcro to a desk,

and the pedals are housed in a box that

sits on the floor. In application, the For-

mula T1 is an interesting mix of the good

and the bad. From initial setup onward,

there are a number of little obstacles that

stand in the way of an otheovise total

package.

Mounting is awkward, to say the least.

Ciontrol devices olThis size and complexi-

ty requii'e more than the non-skid feet

we’ve become accustomed to with joy-

sticks, and most do indeed come with

table clamps. But the Itjrmula T1 some-

how skips that technique, and opts instead

for suction cups and \'elcro strips. Unlbr-

lunately, the suction cups do not render

tile unit completely immobile, and choos-

ing the latter option mca
having Velcro strips permanently

allixed to the desktop whether the unit is

in use or not. Adding to the complica-

tions, but understandable considering its

elaborate nature, the Formula 'FI will not

work with anything but a dual joystick

|)ort (in order to engage foot peclals). All

well. ..such is the price of retilism.

Yet once the Formui./\ 'F! is up and
running, its advantages begin to shine

ihrough. The wheel is a bit thin for my
liking (same wheel as Colorado Spectrum

used for its less than impressive Mouse
WliEEl.), but it turns smoothly and accu-

rately while operating in absolute silence.

'File gearshift lever is located just a couple

of inches from the I'ight side of the wheel,

permitting easy “on the fly” shilling, and

the pedals are. ..well, what can you

say, ..the pedals are really there! That the

Foiumula'I'I incorporates one of the first

pedal units to actually make it to market is

in itself a step in the right direction.

Vet, the pedals (a curious, yet functional

solulion involving rollers on the end of

levers) featui'e an overly large throw with

no discemible stop. Motmted side by side,

they are perhaps .set a little too clo.se to-

gether for lengthy competition, and that

combined with a similarly large steering

wheel arc and a minuscule gearshifter

throw could re.sult in a grumbling gtimer

over the long haul. Then again, each per-

son has his or her preferences, and none
ol this may matter to some drivers.

'fhose sincerely interested in advanced

digital driving products such as the For-

.MUi.A 'FI will undoubtedly be partaking in

the genre’s top games, tmd the BigTwo

—

InoyCar R-acing and World Circuit—
are at the top of the list. Following a hard

ing’s test t

sion and road

test comparisons, the

Formula T1 was found to peiform better

tlian most other wheeled clevices. World
CtRcuri' presented little problem for the

unit, but several devices (including Sun-

com’s G-Force, and the CFI Virtual Pi-

lot and Flightstick) scored marginally

better on IndyCar tracks. Lap time dis-

parity was most noticeable (although still

ill the tenths of seconds) on IndyCar
courses, where absolute precision is

mandatory', and the Formui./\ T1 w'as not

(|uite as adept handling heavy traffic ar-

eas. Yet the natural feel of real foot pedals

was welcome, and kept the simulation test

score close. A good joystick I'emains the

preferred method of control for quick re-

llex arcade-type racing games, but most

assuredly this ^vas not the use envisioned

by its creators for the Formula 'FI.

Over die course of the last year, several

similar products have been announced,

put on hold, and fallen through. Actually,

just getting a stand-alone pedal unit on

the shelves has proven to be a nightmar-

ish task for those brave enough to tiy.

'Fhrustmaster is to be congratulated for

being one of the few com|ninies to follow

through on its promises, and the Formu-

lA 'FI is a great start on a new era in real-

ism. Who knows what lies around the next

corner?

For more infommtion on the Formuia T1,

contact: Thrustmaster, 10150 ,S’. IT. Nimbus

Axie., Suite E-7, Tigard, OR 97223. Tel:

(503) 639-3200. It

8a COMPUTER GAMING WORLD • SEPTEMBER 1994



MQoforeedondcorrupnon.ns

ijou inlo 0 civilisolion ^eeFerino on [lie brinli. droins ijou inlo on

oudio-visool experience Idle nolliinQ else...!

•
fl perfect fysion of flie true elements of science-

/ pction and tlie darn miisteries of adventore iaming!

stunning neui graplilcs contribute to tbe blacli

mood of this compelling neu) over-bead vieuj adventure!

/ Explore over 200 rooms

< spread over 00 locations at pour oion peril!

1

lI : a;-

—
-j

1 rr

7/71'*'/U/ffh

1;,: :

Exciting combat sepuences

choreograpbed to precision!

music and superb sampled sound effects!

u = -a?,

I

•

”....fliiiesoiiie.J“

I

"
BreatliTflliino...!"

j

"....Heart StoppinQ.J"

I) Qome to die for!

S O F T ! W A R E

ENTERTAINMENT INTERNATIONAL (USA) Inc. 4 Professional Drive, Suite 123, Gaithersburg, MD 20879. Voice; (301) 216 9706 FAX; (301) 216 0117

Circle Reader Service 0136



Short Bursts,

Short Lives
How to Survive The M.any Planned and Unplanned

Challenges Of ic)^z: The Pacific Air War

by Michael Rymaszewski
O Roaer MacCawan

T
Hl'kl' W.VS ONCi: A SIM 1‘ILOr WHO EX-

CELLED AT E\'ERV NEW CAME Wl lllIN

A EEW HOURS. He decim.vitd the
evil Nazis tiying to invade Britain,

and taught Japanese pilots who
dared gi'apple with him that tliey could be

unwilling liainihazes. At the meiii.ion of his

name, ‘Johnnie’ Johnson spilled hi.s tea,

Galland mutlered dark things in German,

u’hile Sakai mopped his sweating brow

and, with characteristic Eastern forbear-

ance, said nothing....

I rather wished I was this imaginary

character when I (irsi sat down to Micro-

Prose’s 1942: The Pacieic Air War, but

many a pilot was dropped in the drink be-

fore I mastered the game’s idiosvncrasies.

Coming to terms with I942’s cjuirks is

what this ai'ticle is all about, and we’ll look

at the various ways and means in which

you can consistenily outscore the histori-

cal characters (eaiured in the 1942 Halls

of Fame.

There are three basic steps involved;

the first is understanding the flight mod-

el; the second is discovering ways to side-

step some of the game's design Haws and

glitches; the ihird is re-learning aerial

gunneiy.

CARRIER BATTLES
OR PLIGHT SCHOOL?
The flight model in 1942 is one of the

more advanced on ihe market. In other

words, flying a plane in a straight line is

quite diiricull. If you haven’t yel learned

that operating the throttle constanily is

the only way to fly a plane in combat, you

will in 1942.

Like most sims, 1942 features a selec-

tion of training missions, but there is a

more interesting way to attend fliglu

school: Carrier Battles. Fighting a Carrier

Battle in 1942 is as thrilling as a rainy

weekend in Reykavik, and won’t be inter-

esting to anyone \\’ho has ever played a

good strategic war game before. All you

can do is locate the enemy quickly, keep

changing the course and speed of your

caiTier forces, and send out the appropri-

ate number of fighters with each strike.

The outcome of each encounter is deter-

mined by statistical formulae.

The bright point of Carrier Battles is

that you can actuallyJump into one of the

attacking airjdanes. If you get shot down

or crash, you’ll be moved into the next

plane. Yon can also change planes your-

self by pressing a key. It’s the best way to

quickly familiarize yourself with a variety

of aircraft in combat situations without

having to takeoff and fly to the target,

which can be a veiy lengthy process.

MISSION MECHANICS
Flying missions can also be a risky

pi'oeess, for 1942 has design flaws that can

easily kill yoiii' |Mlot. So, before discussing

how to become the top ace in the simulat-

ed histoiy of the Pacific Wai-, let’s discuss

how to avoid getting killed by one of the

glitches.

Each mission starts with a briefing,

where you are shown a map and told

\\’here you’ll be Hying, and why. It doesn’t

tell you what other units will take pai't in

the mission. It doesn’t tell you the dis-

tance to the target, the briefing map does

not have a .scale, and the manual does not

specify maximum range for any of the

planes. If \’ou want to put bombs on your

fighter instead of a drop tank, think twice.

After you’re done with the briefing and

have ai'ined your plane, you’ll find your-

self on the carrier deck or the landing

strip. Wherever you take off from, you’ll

either do it manually or through autopi-

lot. And here we come to the game’s

biggest flaw; the autopilot in 1942 crashes

planes. I'ly to switch on the autopilot and

accelerate the time frame while in the 3-D

world and you’re asking for it. If you’re

taking off using the autojnlol, make sure

you’re in the normal time Ifame,

What’s more, the game's A1 crashes

other planes too, so don’t be too alarmed

if you sec planes Hying into each other or

hurtling down in suicidal dives for no ap-

parent reason. It’s part of the game.

If you do take off with the autopilot,

make sure you’re in the normal lime

frame, then switch to the map right away.

The autopilot seems to work all right in

the map nuKle.

The map will show you plane icons rep-

resenting the flights in your grou|5. This is

your first chance to find out how many
planes are Hying with you, and what they

are. Move your cursor over the icons and

you’ll get a window listing individual

flights and specifying the number of

planes in each. How do you find out

which flight you’re in? If you’re Hying a

fighter, you’re in the first fighter flight on

the list; a bomber, in the first bomber
flight, and so on.

The mechanics involved in using the

map are as follows: if you switch it on and

there are enemies around, the game paus-

es; if there aren’t, time is running. If you

haven’t switched on the autopilot before

switching to the map, and there are no
enemies nearby, you’ll crash.

The maj) does not show your position

unless your plane is the only one remain-

ing from the whole flight. Otherwise,
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Get a grip- and hang on tight.

lndyCar“Racing is real-world, 3-D racing! Check out the reviews:

“Phenomenal” Computer Gaming World. “Scary”- On Track.

“Fast, furious, brilliant” PC Gamer. “Nirvana for car racing fans”- Game Bytes.

he fee/. It's almost too real.

:reani down the straight. Crest a

>1 and your stomach 's in your

roat. Corner too fast and it's

inic. Brake? Gas? Flick the wheel?

you have to think, you're toast.

Don't worry, you'll learn. But

is is a win you earn .

The /ook. You’re there . Cars, tread

marks, terrain, billboards - even paint

schemes and decals on real IndyCars -

accurate in obsessive 3-D detail.

The experience. Tinker with

chassis and engine set-up. Fiddle with

turbo boost, wing angles and tires.

Factor in tire wear and fuel load. All

play a part - all can help you go faster.

Add on 7 new (racks. With

our IndyCar Circuits: Expansion

Pack, you can race at seven new

tracks - from Phoenix to Mid-Ohio,

Detroit to Queensland, Australia -

the challenge always stays fresh!

Each track has been painstakingly

constructed to match the true

dimensions of the actual speedway.

And now, Indy^ too! Our

engineers have mastered the feel

and thrill of "The Brickyard"'"-

so you can, too- with our new

Indianapolis Motor Speedway:

Expansion Pack. Plus, with this add-

on package, you get a Customizing

Paint Kit- to update colors and

decals, or just do your carym way.

OFFICIALLY LICENSED

inapolis 500* Itidy' and The Brickyard" are registered trademarks o1 the Indianapolis Motor Speedway Corporation, IndyCar"'’ and the helmet

I ate trademarks of The Indianapolis Motor Speedway Corporation, under exolosiyc license to Championship Aeio Racing Teams, Inc. Papytits is

idemarkot Papyrus Design Group, Inc, Virgin is a trademark of Virgin Enterprises inc. IBM PC screens shown. Actual screens may vary.
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you’ll be iiirormed where your fricncls are,

but not where you are. It’s irritating, to

say the least.

THE MOST DANGEROUS ENEMY
^\1ten the enemy is sighted, the map will

.switch oil and return you to the cockpit.

Pause the game instantly. Switch on the

external view and find out where your

plane is in relation to the others. Then
switch on the action, and instantly dive

away from the formation, returning to

take position behind and slightly below it.

It’s that auio])ilot—you just never know.

You ffui risk the autopilot if there are

no enemies around, and the planes in

your formation are flying straight and lev-

el. But the only way to be sure that your

pilot stays alive is to fly manually until you

see the enemy.

So, you’ve clashed with the enemy,

clone what you could, and you’re on your

way home. You switch on the autopilot,

there are no other planes around. It

seems safe...

It isn’t. The autopilot will always at-

tempt to link you up with the other planes

in your flight. If the rest of the llight is fly-

ing at sea level and you’re high up, there’s

a chance that the atitopilot will tear the

wings off your j)lane in an attempt to re-

join the flight. At other times you’ll be

running for home without any ammo, and

the autopilot will promptly return you to

the danger zone,

The safest policy is to pau.se the game

when all that remains is the llight home.

Switch on the map, click on the icon rep-

resenting your flight, and tell them to go

home even if they already appear to be

doing so. I'hen, to make sure evei^one

keeps climbing, reset the cruise altitude to

at least 5,000 feet higher. Conlinue flying

manually until the map tells you your

flight is at a respectable distance from the

enemy and at a respectable altitude,

'fhen, whisper a quick prayer, .switch the

autopilot on, see what it’s doing to your

plane, and if things are okay, switch to the

map.

Occasionally, whenever you attempt to

turn on that dreaded autopilot to get

home, you’ll get the message that you

can’t, because you’re over the target. Press

the ‘quit’ key. Often, you’ll find out that

you’ve completed the mission. If not, you

have a choice: fly manually until death

from boredom, or bail out. I bailed out

twice, and got picked up by friendly

forces, even tliough on both occasions the

friendly forces were much more distant

than the enemy’s, 'fhank goodness for

those Allied rescue dolphins!

CHOOSE YOUR WEAPON
Having dealt with all this, let’s turn to the

planes you get to fly, and the tactics you

can use to outshine all tho.se historical he-

roes.

First you’ll have to choose to fly for the

Americans or thejapanese. The Japanese

pilots get to fly better planes, while the

Americans get to be decorated at the drop

of a hat. There are bound to be some
raised eyebrows at this, so

let me explain. The Ameri-

cans start off with the Wild-

cat, the Dauiuless and the

Devastator. 'I'hc Devastator

is superseded by the

Avenger in August, 1942;

the ^Vildcat and the Daunt-

less soldier on till the be-

ginning of 1943 when they

are gradually replaced by

Corsairs, Hellcats and Hell-

divers. The vast majority of

the missions take place in

1942, and you won’t get to

fly a Hellcat in the career

mode until many, many dogfights later.

Also, the number ol' missions you can fly

in the newer planes is limited. So, most of

your American fighter or bomber pitot’s

career will be spent flying the inferior ma-

chine.

After you’ve chosen a side, you'll be

presented with a list of pilots. The Ameri-

can list features fame-hungry MicroProse

personnel. Thejapanese list features his-

torical characters, and this, is where you

put your thinking cap on and come up

with authentic-sounding Japanese names,

unless of course you want to

go the Jakel, Bill 2, Jim 3

route. Why? Because, con-

trary to established prac-

tice, both Halls of Fame are

filled with names of histori-

cal pilots. Consequeiuh’, if

the Saburo Sakai on your

available pilots’ list does

well, you’ll end up with two

Saburo Sakais in the Hall of

Fame.

Alter you’ve confirmed

the name of your pilot,

you’ll choose the type of

airci'aft—fighter, bomljer,

or torpedo. The manual says you should

choose with care, because each plane calls

for different battle skills. Quite frankly, I

don’t agree. The most important skill

here is being a good pilot. If you’re good,

you’ll do well in any of the categories. If

not, then yoti won’t. And anyway, since

there is only one type of aircraft in each

categoiy, you’ll want to tiy your hand at

all three.

\\4iat each categoiy does involve is dif-

ferent tactics. Because most of the action

takes place in 1942, I’ll limit myself to the

planes available in that period. If you do

well with the Wildcat and .suiwive till 1943,

you can be sure that when the Corsair and

the Hellcat come along, you’ll do even

better. The same goes for the new Zero

and the Helldivcr (as long as you don’t iiy

carrier landings).

ACES IN THE MAKING
Basically, there are just three ways to

shoot down an aircraft. One is from dead

astern; second, head on; and the third,

and most common, is deflection shooting.

lit 1942, shooting down planes IVtnn

dead astern is dead easy. Line up the

sights, press the button, and wham!'

—

that’s another seal]) on your fuselage.

Fven the vaunted Flying Fortress does not

require more than a two-second burst

TIGHT FLIGHT Flying in formation is a snap with the virtual cockpit

in 1942, as this group of F6F Hellcats demonstrates.
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LODE RUNNER®
THE LEGEND RETURNS

It's more addicting than ever. With aLL new graphics and sound effects, plus 150 new leveLs of

non-stop action. Play alone or head-to-head. Use the Lightning-fast Game Generator to create

torturous worlds of your own. See your retailer or call 1-800-757-7707 (Ask for offer D844).

SIERRA®

A'Tiibblefor: OOS. Windws. MAC. DOS CD-ROM. LODE RUNNER is s regisien;d inidcmnrk licensed tsclusisclv lo Dougkis E. Smith. ©1983, 1994 DnugLis E. Smiili, Sierra On-Line Inc. All rigliis rescrwd,
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from your /.cro's 2()iuni cannon.

Head-on aitacks are more dicey. Tlie

trick here is to line! out whether die ene-

my pilot is aliei' you, or someone iieaihy.

If it’s you, duck. If it’s someone else, go

for it.

Deflection shooting is anothei' story.

Wliat .seems to matter is not tlie distance

to the plane you’re sliooting at or its

speed, but the angle between die planes.

If your target is .500 yards away, doing

250 knots, and lurning gently, you can

give him the standard dellectioii and

you’ll get him. II lie’s 50 yards awa\’, flying

at 100 knots, <md traveling at a 45 degree

angle to you, things get tricky.

The best lactic in this siiiiatioii is to get

in as close as you can, at most 50 yards,

preferably less. Get the enemy plane in

your sights, turn in the same direction un-

til it slides out of \ iew under the no.se of

your plane, then fire. Unlike tnosi other

sims you won't crash into )’our victim, pro-

vided you break away promptly.

The Zero outperforms the Wildcat on

every count. My Zero pilots (Hying at

iiiaKinitnii diHicully level) score ;ui aver-

age of 2.0 victories jier mission; the Wild-

cat flyers score 1.3. I’ve always believed

one of the \Vildcat’s greatest assets was

that it could oiitdive a Zero, thus getting

away at leisure for another one of those

famous hit-:ind-run attacks. It can’t, not in

1942. However, it can otitnianeuver it.

[ can hear gasps of horror all around,

but it’s true. 'I'iie Wildcat tends to slow

ally sharply. When that hapjien.s, let the

nose drop to pick up speed, and keep

turning. Soon, your adversaiy will be cir-

cling above you, not knowing where you

are.

Wlien you (ind younself behind a Zero

and fire, you’ll (ind it has a stanchird eva-

sive maneuver: a steep climbing turn.

Slam on the power and follow it, using op-

posite rudder to gain height. As soon as

your Wildcat starts to falter, lower your

nose and go into a light bank with full

rudd(“r. You can turn quite lightly in tiiis

manner flying at low speed.

You’ll often see the Zero

you’re hunting before

you’ve comj)leted a full cir-

cle. Just as it’s tibout to turn

in the oj)posite direction.

That’s your chance—for a

couple of seconds, the de-

flection angle is vety small,

and you ought to gel him.

The Zero’s .superior per-

formance means that, ironi-

cally, it is heller suited to

hit-and-run attacks than the

Wildcat. One option is to

di\'e on the .American light-

er, fire, and roll away for

another pass. Another is to

go in slowly, culling your throttle :ind low-

ering your lla])s if necessaiy, following the

Wildcat through its inevilttble stall turn,

(iring at close range.

I'he Zero does ha\'e a major disttdvan-

tage: it lends to explode wlien hit, and

you have to exercise extra care when lack-

down drtmiatictilly whenever you lurn re-

LONG DISTANCE RUNAROUND Without maximum ranges listed for

aircraft, think long and hard before you trade those drop tanks for

bombs.

Interface Dynamics Brackets Convert \bur

Desk and Office Ckair Into a Realistic Cockpit

Interface Dynamics Corp,

294 Fbrest Road
Wolf^oro, NH 03894
PH: 603-569-4638
FX: 603-569-8038

CaU, Write, or Fto fijr a Free Brochure

MC VISA or C.O.D.

589.00 - Pair of ARBs
559.00 - Pair of KTBs
$6.00 - Shippiug^ Charge
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ling bombers—the rear gunners in 1942

are lethal. Keep jinking and dodging, es-

pecially on your way out.

VIRTUAL COCKPIT:
IS IT ANY USE?
The fighters in 1942 feature the first wor-

thy attempt to deal with a common prob-

lem. Instead of hitting several ‘F’ keys to

get tlie various views, you can press

‘Alt+Fl’, hit and hold the second button

on your joystick, and your pilot’s head will

move the way you move the joystick.

While you’re in the virtual cockpit

mode, you can also choose to keep a cho-

sen plane in view by pressing the
‘J’

key

when it is in your sights, Eveiy time you

press the second joystick button, your pi-

lot’s head will turn to look at that particu-

lar plane.

It sounds great, but it has its drawbacks.

Because the view is controlled by the joy-

stick, you can't control your plane while

you’re looking around. Flying a plane in

1942 is difficult, and letting go of the con-

trols even for a couple of seconds is not a

good move. If you’re in a vicious dogfight

right above the waves, it invites disaster.

The
‘J’

key option is good when you’re

flying against a single enemy, with no oth-

er bandits around. However, that’s rare.

RCS^ (Rudder Pedals)

and you’ll lind tliat while you’re chasing

one pai'ticular plane, others will be shoot-

ing down the bombers you’re supposed to

be escorting, bombing the ships you’re

supposed to protect, or—worst of all

—

shooting at vow. I designaled two lighter

WELL-TIMED BURST Two seconds of gunfire is plenty of time for this

Hellcat to score a kill.

pilots to lly in the virlnal cockpit mode
with the

‘J’
key option, and it quickly be-

came apparent that they did not do as

well as the others. In dogfights, it simply

doesn’t pay to get fixated on one enemy

—

you’ll be missing out on both your duties

and other enemy planes lhat might make

easier targets.

The second thing that discouraged me
is that 1942 is the best-looking flight sim

I’ve ever come across, and the stark ugli-

ness of the cockpit in the virtual mode re-

ally turned me off. Wliat’s the point of all

this beautiful detail when your cockpit re-

sembles a crooked cage?

DIVE BOMBERS,
OR HOW TO HIT A
RUHNING ANT
If you’ve ever wondered

how a swarm of bombers

could dump their loads

all around the target

without damaging it, this

is where you find out.

The truth is, hitting a

ship that’s taking evasive

action is extremely hard.

When you’re flying a

dive boinl^er, you'll want

to play follow-yoiir-

leader. Detach yourself from your flight

on the way in (never fly in on autopilot—if

you don’t crash, the defending fighters

will probably get you). Keep close behind

the planes from your (light, and follow all

their maneuvers. 4’he computer-con-

trolled planes always go for the most valu-

able target, and all you have to do is dive

after them.

The manual recommends attacking

NEW PRODUCT

4^
The MarkIlWCS™
(Programmable ThroHte;

Also Allows you to

Program your Joystick)

FCS™ (Joystick)
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from tlie side. Don’i. Approacliing Iroiii

behind offers the bcsL ciiance of making

some hasty last-moment corrections, and

you’ll be making plenty of those.

Don't attempt to climb after you've

dropped your baby. You want to gel the

liell out of tliere, and you’ll do it faster if

)'ou dive to the deck on maximum power.

Keep twisting and turning on tmiru-ay out.

Both the Dauntless and the Val can dog-

fight enemy liglners. Yoti not only liave

double maciiine guns up front, but you

also have your ii'usty rear gunner, and as

I've said before, the rear

gunners in 1942 are

letlial. The \'^al is espe-

cially good against Wild-

cats—I’ve shot them
down while still cariying

a bomb load. Don't over-

do it, though; if there are

more than one enemy
lighters against you, run.

As seems to be the

rule with American and

Japanese planes, the \'al

is more fragile than the

Dauntless, but is more
maneuverable, faster, and has a better

climb rate. At high altitude and without

bombs, it’ll do 270 knots.

One final note; if you miss that defense-

less transport, yoti can ahvays strafe it.

Amazingly, a cou])le of bursts will set it

tiflame. You w'on'l get points, but it will

make you feel good. This only seems to

w'ork for Vais, as I’ve strafed transports

flying other planes with no restilts.

knots, then drop your flaps and give it 60-

70% power. You'll mose)’ along at the re-

quired speed, and you'll still keep control,

Beware of being hypnotized by the target;

keep the rate of climb indicator in view'.

When you're required to bomb land

targets, remember that the Devastator

ciin't dive. It starts to shake at around 180

knots, and loses its wings not long after-

wards. Indeed, you’ll see that happening

to the other planes in your flight. Descend

on the target in a fast glide at minimum
power (press ‘1’, then press '-' once), and

AUTOPILOT IN TRAINING Even novice pilots are advised to perform

their own takeoffs, unless they enjoy restoring from save games.

THE DEVASTATING EFEECT
OE LOW-PLYING KATES
"I'orpedo pilots face a tough choice. Ifyou

choose to fight as an American pilot,

you'll have to start with the Devastator,

w'hich is a pig t<; fly. To conduct a .success-

ful torpedo attack you'll have to fly below'

300 feet, at no more than 1 10 knots, oth-

eivvise your torpedo won't run. Now', the

manual says the Devastator handles really

well at low speeds. It doesn’t. Ifyou’re car-

tying a torpedo, skitnming the waves, and

your speed drops below 100 knots, it's

good-bye Johnny— it goes into a gentle

dive to the left and doesn’t respond to

controls.

Your goal then, when flying the Devas-

tator, is to sta)’ alive until the Avenger be-

comes available. It’s difficult, so here are a

couple of hints:

0)1 torpedo runs, get dow’n to 300 feel,

gel your speed dow'ii to the reqiiii-ed 1 1

0

you’ve sun’ived all those missions on the

Devastator, you simjily can’t fail.

The Kate is a much better plane than

the Devastato)', and you can drop the tor-

pedo fi'om 400 feet w'hile ti'aveling at

speed, which helps. It’s more fragile,

and—as far as I can tell—it has no rear gun-

ner in the Career mode. Beware of fighters.

Before you drop your toi'pedo, remem-
ber that both Amei'ican and Japanese toi'-

])edoes travel at jusi a shade below' 50

km)ls (according to historical sources

—

this information isn’t supjilied in the

manual). Go to the map to check on the

speed of the ships you’i'e attacking, and

make the pi'oper allowances.

u.se the exlei’iial view to make sui'e you’re

on course. Sw'itch to the bombsight w'hile

flying straight and level at between three

and four thousand feet. When the target

has disappeared from the bombsight, slow

down to stalling speed, and go into the

dive. Release the bombs the moment
you’ve got the target approximately in

your sights and pull up instantly—your

jilane will be threatening to fall apart by

then. A plus is that once you’ve dropped

the load, the Devastator climbs fairlv w'ell.

Once the Avenger comes around,

you’ve got it made. It's lougli, it bristles

w'ith defensive armament, and after

DROPPING MARBLES ON A MOUSE Dive-bombing a carrier is difficult,

but the Akagi is about to receive a special-delivery package from an

on-target Dauntless.

SCORING, PROMOTIONS,
DECORATIONS
Ifyou ]}lay at the maxinmiti difficulty lev-

el, you’ll find you only need half a dozen

missions to gel into the Hail of Fame—as

little as four if all are big successes. The
ships you hit and the planes you shoot

down count less than the ovei'all success of

the mission as measured against enemy
I'esislance. To use the McClusky’s SBD at-

tack off Midway as an example: my pilot

got 9000 ])oints and the Medal of Honor

vvitiiout hitting anything, but ihei'e were

three Japanese carriers burning by the

time it was over, and the whole flight

made it home.

You can expect to get pi'omoted after a

couple of good missions. Subsequent pi'o-

moiions are harder to come by, but I did

get several pilots promoted for the second

time after four missions. American pilots

receive medals aftei' almost ever)- success-

ful sortie. It’s harder for the Japanese,

and even then, it’s not accurate historical-

ly—they almost ne\’er got pi'omoted or

decorated.

1942 is probably the

most engrossing flight

combat sim I’ve eve)'

played. How'ever, be-

cause it’s so close to

perfection, all its flaws

I'eally stick out like soi'e

thumbs. Don't get

iin-ned off by tbe glitch-

es; hopefully, this arti-

cle w'ill help you to

sidestej) most of them,

so that you can truly

enjoy what is a great

game. Once the prob-

lems have been fixed, it

could be the best, ever.
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We had it coming. We created Cybrids with

fareokthrough Ai to perlorfn dangerous

tasks with lightning precision. But we

should never have taught them to light.

One apocalypse loter, it^s EarthSiege. Yoiir

squad of HERCs prowls a target-rich envi-

ronment, reody to deliver some heavily

mechanized payback. But beware-the

Cybrids ore an intelligent and relentless

enemy. You'll constantly have to train new

pilots, develop new tactics, end acquire

new weapons-like EM Pulse Cannons, opti-

cally guided missiles and Electron Flux

weapon^to se^tre i^98Vatitage. Or your

burnt-jeliy remains won't fill a teacup.

£4RrH5fFGf-BU5r MYO THE METAlTECH ERA!

Available at retail for IBM/compatibles or call

1
-800-757-7707

Masmficeni’fm-somed texture-mapping

wilh fluid iipace animation



Hot on the heels of the

first “Game of tlie Year” for a

computer wargame, the team
that brought you the award-
winning y for Vitiory series has joined forces with The Avalon Hill Game Company
for yet another blockbuster! Atomic Games and Avalon Hill arc proud and excited
to present OPERATION CRUSADER, the first in the new World at IVor series covering
great campaigns of WWII. Set in the expansive reaches of the Libyan and Egyptian
deserts, OPERATION CRUSADER sweeps you into the role of German Field Marshal
Erwin Rommel or British General Sir Claude Aiichinleck as they commit their
nations’ finest infantry and tanks in an all-out struggle for the Mediterranean port
city of Tobruk. A series of six historical scenarios will show you first hand what
open field tactics and desert combat are REALLY like. Experience for yourself the
cursed Hellfire Pass and see if you, too, can earn the title, “The Desert Fox”.

The Avalon Hill Game Company
DIVISION OF MONARCH AVALON, INC.

4517 Harford Road • Baltimore, MD 21214

If Opomtion Crusader cannot be found louilty, call TOLL FREE 1

Ask for OiKiulorCGW9

Strategy Plus

—

“Computer wai^ganiers rejoice!” PC Entertainment

—

“A sleek, sweet
gaming experience.” Computer Gaming World

—

“Contender for wargame of the year .

.

Consumer Electronics Show— 1994 Software Showcase Awiird

The^
Total 1
Combat

AMuluhte «in: IBM rC aHniutible,.

Required; l'nxcisor386 or betk-r.

Min. 4 MB memorj; HDAS" l-1u|>py,

Hard Drive. SVGA-VIiSA graphic

card & monitor, support Adlib,

Roland & SoundBlaster curds.

AND
Avalliilile tm: Madiitosli Color

S)-stcnis. 5MB RAM. HD rwj’d.
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STRAflEGY/WARGAMES

The E-MailWarriors

In Mui;ri-i>i.AYKk gaming, whig

IS MOST IMPORTANT, REAL-TIMli

MODEM Pb\Y OR Play-By-Electron-

ic-Mail (PBEM)? A few weeks ago,

that’s tile question that Frank

Hunter of Adanac posed to GE-

nie members regarding the next

(2.0) version of liis Road from

Sumter to Appomattox. The
game is coming along fairly

quickly, but he has been holding it up in order to

implement both modem and play-by*eniail

(PBEM) options. He asked if the GEnie gamers

really felt the game must include both of these fea-

tures, and if not, which would they prefer.

'Hie players responded en masse and forcefully.

Even I chimed in. “Just give us the PBEM fea-

ture!” we cried, Frank was taken aback. He ex-

pected the answer would be a solid call for

modem play.

G-2
^ Applied Computing Services, Inc., the original developer and copy-

right holder of computer Harpoon, will be re-releasing all of the Harpoon

vl.x products through Alliance interactive under the Arsenal Publishing

label. (Note that Three-Sixty’s current Harpoon II project is completely

unaffected by this.) The new product will be a version 1.5 of Harpoon

Classic. It will be available on Mac and IBM CD-ROM only, and include

all of the original game’s support products, plus bug fixes, interface en-

hancements and new scenarios. They're even working on a Windows

version.

^ Three-Sixty Pacific, Inc., the original publisher of Harpoon and pre-

sent publisher of Harpoon il, has filed for Chapter 1 1 debt restructuring.

They’re reorganizing so as to be able to fully support Harpoon II and their

upcoming IBM version of Victory at Sea.

^ If you’ve read this issue’s Defend the Alamo! review, you might wonder

what Incredible Simulations might be up to next with their “last stand”

game engine. Apparently, the brothers Lapkoff are working on a

(continued on page 96)

This might surjirise you, too.

After all, COW has long been a

proponent of multi-human player

gaming, and has always extolled

the virtues of modem play. How-

ever, each game should be exam-

ined separately to see whether

head-to-head, direct connect mo-

dem play is right for it, or if a cus-

tomized file generated for transfer

by electronic mail is more appropriate. In the

case of Rgad From Sum'TER To Appomattox, a

turn-based wargame, PBEM is certainly the best

way to go.

Quite simply, games where you would be sit-

ting and wailing with little to do while your oppo-

nent plays don’t lend themselves to direct

modem play, 'rurn-ba.sed war and strategy games

without a fairly interactive sequence of play are

better sen'ed by a PBEM leature.

For example, T'liE Perfeot General, while

turn-based, has a sequence where the defender

lies in wait to conduct op-

portunity fire during the

attacker’s turn, so direct

modem ])lay works very

well for that game. Turn-

based games along the

lines of HPS Simulations’

Tigers on the Prowl or

Avalon Hill’s OpeR/VTION

Crusader are better seived

by their PBEM features.

Play by email also has

the advantages of being

both cheaper (long-dis-

tance phone bills for long

Empire Deluxe games can

add up last, believe me!)

and more convenient for

busy gamers. Finding a

time when Dvo gamers are

free for a modem game can

be dillicnlL, whereas turns in

PLAY-BY-E-MAIL

GAMES ARE A CHEAP

SOLUTION FOR

LONG-DISTANCE

GAMERS

by Alan Emrich
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Custer’s Last Stand game. This might be fol-

lowed by the battle of Peleilieu (since their

father fought at that one). So far, we haven't

been able to convince them that a Rorke’s

Drift/Zulu wars game would be well received.

« Warlords II enthusiasts will want to

check out all of the scenarios being up-

loaded on CompuServe of late. With the sce-

nario editor in the hands of creative gamers,

many interesting scenarios, including Ro-

man, Aztec and several Tolkienesque games,

have been showing up in the Gamer’s Forum,

Library #3. Note that this is also the library

where scenarios abound for games like

Tanks!, Empire Deluxe, and others.

Did someone say Tanks? What will Norm

Koger do now that his Tanks! game has

rolled? Apparently, his time machine is

headed back to the 19th Century to visit the

Mexican War, the American Civil War, the

Crimean War and the British colonial

period.

And speaking of the Civil War, Robert E.

Lee, Jr. (his real name!) has contracted

with MicroProse to do Command HQ II (a

working title). It will feature four-way and

perhaps network play versions of this

perennial favorite. Naturally, Lee will be in-

corporating all of the latest CHQ 3.x en-

hancements he’s already made to the

game, and they are many, including a map

builder and random map generator.

^ On the boardgame bridge, Scott Hamil-

ton of HPS Simulations has released a new

version of Aide de Camp (v1.15) that uses

in an email gattie can be made al each

player’s leisure.

WE'RE NOT DLk SOCIAL
OUTCASTS, YOU KNOW!
I'ruly, soliiaire-only war and strategy

games are starting to irk me, and I

know I'm not the only one. I hear con-

stantly that the most requested feature

for Sii) Mkikr’.s Civiliza'itqn is multi-

player play with email/modem options.

Our wargame and strateg)' games of the

year, SSI’s ClASii of St'EKI. and Micro-

Prose’s Master op Orion would both

have benefited greatly from the inclu-

sion of a PBEM feature. Sure, Master
Oi' Orion would have to sacrifice its tac-

tical combat fealui'e in PBKM mode, but

it can’i be lhal much Avork to save a

SEPTEMBER 1994

70K less RAM, leaving more room for larg-

er game sets. It also includes some new

features and fixes the sound problem that

Pentium users have discovered.

^ Decision Games is in search of

playtesters for their Von Spee's Cruisers

computer game. You must use Windows

and be familiar with their Far Seas game in-

cluded in issue #125 of Strategy & Tactics

magazine. Contact them directly on GEnie

at; DECISIONGAME or by telephone at (805)

943-6832.

In this month’s Avalon Hill report, we've

learned that their Computer Third Reich game

will nof include the boardgame's historical

variant options. It seems that it was becom-

ing too much of a task to program the com-

puter to guard against all of the

possibilities these variants created. Hope-

fully, these options will remain for human

players to use via the play-by-email game

option.

* Atomic Games is busy outlining Avalon

Hill’s new Computer Diplomacy. The game is

slated to be a solid solitaire game, but it

will also have a direct Internet server for

fast access to a full table of live opponents.

A generic message generation system us-

ing an iconic interface is being designed.

After a player selects the proper buttons,

the message will be clearly received by

computer players, while a human opponent

will get a specially generated text mes-

sage, complete with the sending nation’s

“national overtone.” Thus, you won't be

sure if a message was sent by a computer

or a human adversary.

game in such a way that it is automati-

cally compressed (boili to make it

cheaper to .send and lo keep it from be-

ing easily edited by cheaters) and ready

for another player to load on his or her

computer and do their turn.

Granted, this is anotliei' challenge

for programming teams, but a minor

one, I think. After all, Mark Baldwin

and Bob Rakowsky were able to give us

bollt real-time modem play and a

PBKM feature in Empire Deluxe. We
think designers should follow this

sound model when possible. When in

doubt, however, give us PBKM. It is

not only the easiest multi-player solu-

tion to implement, but in many cases it

is the least expensive option for the

gamer, as well,



PREVIEW

Rock 'n Roll

Panzer
Pushing
SSI’s Panzer General

Will Test Your Mettle With Metal For Medals

by Alan "King Tiger” Emrich
® Rogor MacCowen

aW
OULD YOU BELiliVi:;,” I

ASK IN MV BEST

Max\yei.l Smart
imitation, Mhai the

next wargame from

Strategic Simulations Tvill tje a Ninten-

do cartridge from Korea?” Okay then,

would you believe it’s actually a 16-bit

SF.GAcart from Japan? No? How about

a strategic level VVWII vvargame for the

rc; dial’s inspired by the Japanese car-

tridge game, DAlSyXN-RvKU?

I can see the hard core warganiers

getting ready to turn the page. Please,

don’t do it! Hear me out. Rather than

being stereotypically simplistic, Dalsan-

Ri ku on the SEGA 16 was cleverly de-

signed to get every ounce of

horsepower out of its 16-bit machine. 1

personally witnessed the veteran

warganiers inside SSI playing this

Japanese cartridge game at llieir office

(|)resumably on their breaks, but

you kiK)w how Ihat is) with a

crude translation of the

Japanese manual laying be-

side the SEGA Genesis. As

people kept cycling througii

to take their turns, I asked

what game they were working on, and

they admitted they weren’t really work-

ing on anything—they were Just playing

lliis game for fun. However, they were

so addicted to it that no one in the com-

pany could deny it was a fast and fun

little wargame. From these humble ori-

gins, SSI found the inspiration for

P.ANZER GENKIUL.

Just to make a good thing better, SSI

has revved up the excellent game en-

gine for Panzer Generai, and, I’m hap-

py to report, the playability of

Daisan-Ryku has remained firmly in-

tact. Resides (he mouse-driven interface

and keyboard commands that an IBM
wargamer expects, several important

enhancements have been added that

have Panzer General far surpassing the

SEGA game that inspired it.

WHERE'S THE HISTORY?
In game play, Panzer Genek-vl is proba-

bly most similar to SSI’s The Great

War or Ubi Soft’s Ba ti'le Isle. In all of

these games, a core group of diverse

unit types with a wide array of

values (supply level, ammu-
nition, experience, initia-

tive, firing range,

movement allowance, de-

fense strength and target

type, attack strength vs. soft

targets, hard targets, ships, planes,

etc.) fought over a series of battles. In

Panzer General, you can ponder all of

these figures, or you can ignore all of

this minutiae and simply push the

pieces around, and have a great time

DevtVop^

doing it. Veteran warganiers, however,

might |)oo-poo the embraceably simple

game play mechanisms and ask

“Where’s the beef?” meaning the

“meat” of simulated history.

The historical elements in Panzer

General come into play via a number

of sources that grognards will recog-

nize. First, there is the extensive unit

database. Countless ship, aircrafi and

troop types are available I'or play, and

(hese can be upgraded during each sce-

nario. Numerous historical and a few

“what if?” scenarios are provided with

reasonably accurate maps depicting a

wide variety of terrain features. Al-

though the scenario orders of battle

were in a state of flux in the preview

copy examined, I expect (hat SSI will

play a bit fast and loose with them to

ensure better game play.

In ihe early version 1 previewed,

there were tw'o scenarios covering the

invasion of Poland (1939), one for the

German attack on Nonvay in 1940, (a

particularly fascinating camjjaign to

play) and others for the overrun ol the

I.ow Countries. There were also scenar-

ios lor the final moves against France

(1940), Operation Sea Lion (the pro-

posed German invasion of England in

September, 1940), Rommel’s arrival in

North Africa, and the German air as-

sault on Crete. SSI hopes to have about
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30 scenarios in the nnisheci version of

the game.

Each scenario can be played solitaire

from either the Allied or the Axis side,

or by two liiiman j)layers sharing the

same computer. Fortunately, the screen

is covered between moves, making it

difficult to get a free look at your oppo-

nent’s forces during turn changes. At

this time, there is no modem or play-

by-email option under consideration,

which is a shame since the game’s turn

structure and high playability level

make it ideal for e-mail and tourna-

ment style play (sec my “Broadsides &
Ciripeshot” column this issue).

utilitarian options are ac-

cessible with a simple click

or two of the mouse.

WARGAMINC CUSTOMS
Like all good wargames, Panzer

General allows players to cus-

tomize the game a bit. Toggles

are included for a wide variety of

things. You can play with enemy
units revealed at all times, for in-

stance, or have them hidden if

they are not currently “spotted”

by friendly forces (making air

units even more valuable). A sepa-

rate toggle either shows or hides

enemy troop movements that are

not sighted. Likewise, the entire

clement of logistics can be tog-

gled off (an important considera-

tion for people like me who loathe

supply rules!). Animated battle

displays can also be switched on

or off. The ability to temporarily

remove units from the board to

see the entire map, strategic map
oven'iews, unit information cursors, op-

tional weather, different ways to scroll

through your forces aiul many more

MATTERS OP SCALE
'file game scale is a bit

amorphous. Turns general-

ly represent one day in the

scenarios previewed (each

simulated about three

Aveeks of cam|)aigning),

and units appear to be at

about the regimeni-

brigade-division level for

ground troops, while ar-

tillery and anti-tank units

approximate regiments oi-

battalions. Air units seem

26TH PANZERS STOP FOR SMOKE BREAK German tank formations

take horrendous losses as they push towards Paris.

DESCENT ON CRETE The strategic overview shows the German

paratroopers' grandest assault, aiong with the hodge-podge of

Allied forces.

POLISHED TANKS ALL IN A ROW The unit manifest makes it simple

to find units and count bullets at a glance.

to ctivori in formaliims of about dO-fiO

plane.s, and individual cajutal ships and
groups of smaller ships abound upon
the seas.

Units are moved one
hex at a rime. Basically,

only one land or sea and

one air unit ai'e allowed to

stack in a hex, kcejjing

everything simple and
playable. Gombat general-

ly takes place between ad-

jacent units. Inlei'estingly,

a unit can conduct its at-

tack either befoi'e or after

it moves. Tliis, combined

with the fact that units can

be moved in any order de-

sired, creates many tacti-

cal i^ossibil it ies on the

game board. 'I’he need for

coordinating air, naval

and artillery strikes with

gi'ound attacks to make sure that

units advance (and fall back!) in

the ctirrect order makes employ-

ing proper tactics a vital con-

cern.

Overall, i\\NZER GENERAt.’s ele-

gant rewarding of proper com-

bined arms tactics works very

much to my satisfaction. 'Lo caj)-

lure a fortified locale, it is wise

to send in an air unit to bomb it,

lob in as much long range ar-

tillery or shore bombardment
fire as can be brought to bear,

llten assault with some good in-

fantry units. Likewise, an o|U‘n

field engagement is best han-

dled witli a bit of preparatory

bombardment followed by an ar-

mored attack.

In combat, ettch unit has an initiative

rating. The higher the initiative, the

more likely that unit will get to shoot

first when fire is exchanged, thus dam-

aging the enemy piece before it gets a

chance to return fire in that attack.

Losses reduce a unit’s nortnal 10

strength points (representing a full

strength, fully manned and etjuipped

foi'ination), and a unit that reaches zero

strength is simply eliminated.

As previously mentioned, each unit

has a supjily and ammunition rating

when that option is used. Land units in

the field can rejjlenish themselves h)'

doing nothing for a turn when not adjii-

ceni to an enemy unit, while ships must

sit in i)ort and j)lanes on one of the pre-

cious few air bases in order to gas up
and rearm. Units that are adjacent to

enemy juece.s will only be able to re-

ceive iniri.iiil supply and replacements.
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SAY. CAN YOU SEE SEELOWE England's greatest danger since the

Spanish Armada makes its way across the English Channel.

nario limits the unit and

troop types to those tlial.

were historically available.

The ability to modify your

order of battle at a cost in

time (this is because it not

only takes a turn to up-

grade/lniild new units, but

it is done in rear areas at

friendly cities and air

bases) and prestige points

is a clever gimmick. It

neatly simu-

lates a com-

mander's

economic

and political

clout, which

translates

historical insights from playing it. Be-

ing able to use all the sound military

principles and a few clever gaming
technic|ues to win is enough for me
when a wargame is this downright fun

to play. If SSI can figure out a way to

add a play-by-email feature, campaigns

from the Allied players’ sides, and a sce-

nario builder/edilor, then (hey will

know the meaning of the phrase: “To-

morrow, the world!”

Thus, rotating troops into and out of

the front lines is another element of a

successful General's concern.

DEUTSCHLAND UBER ALLES
P.tNZKR Gknerai.’s beauty, though, lies

in its campaign game. Here, a single

player can play the German side, taking

his core forces from one campaign to

the next. Units gain experience in bat-

tle (shown by five stars next to their unit

designation) and their experience di-

minishes as regular replacements are

added. Units are even supposed to earn

medals and citations from the various

campaigns they’ve fought in, giving

each of them their own “personality,”

although this particular feature was not

in the version previewed. This cam-

paign game element of linked scenarios

provides a great system for teaching

players the inilitaiT principle of Econo-

my of Force, because today’s troops

must be presened in order to live and

fight tomorrow’s battles.

Perhaps the game’s best feature is the

use of “Prestige Points.” Garnered by

capturing cities and eliminating enemy

units, these points are used as a sort of

currency for buying and upgrading

units. Instead of giving a unit normal

replacements that dilute its experience

level, you can give it “elite” replace-

ments, which costs some prestige but al-

lows you to maintain troop quality and

even create oversized (11 or more
strength point) formations.

Likewise, reinforcements can be pur-

chased and units already in the game

can be upgraded, usually to add a trans-

port element or change their primary

equipment type. Of course, each sce-

into his ability to get what

he needs from “the pow-

ers that be” so that he can

get the job done.

Panzer General has be-

gun playtesting and

should be released later

this year. Personally, I

have found this little

wargame to be truly ad-

dicting, even if I am not

basking in any great new

AIR INFERIORITY Armor “don’t mean a thing, if you ain’t got the

planes," as these British tanks find out first-hand from a flight

of Stukas.
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SURE .

YOU ^

COULD

B U T THAT'S
The Gorene Empire is at war with the Alien Alliance'. The ally you choose and
the battle strategy you devise will determine who controls the Ascalon Rift.

Choose your ally from either of opposing sides. Fly eleven different ships

loaded with weaponry. Depart for over 100 varying missions. Then switch

sides for unparalleled replayability.

Plot strategies. orchestrat.e battles, fly stealth missions, and conquer
territories, with full combat inside nebulas and asteroid fields.

Riveting hyper-realistic 3 D graphics, with fully texture mapped
r ships, on-the-fly translucency. Gouraud and Phong shading,

arid cinematic multimedia videos.

Driving music, searing sound effects and. on the

CD-ROM version, fully digitized speech delivered by

professional actors.
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TheTurnstile

OfTheSpew
Finding Profit In The Puke

In Bullfrog’s Theme Park

by Randall Black

A
n^'One \vi-io’s been to the midway

OF A COUiVIY FAIR CAN RECALL ITIE

OVERPRICED, UNWHOLESOME FOOD,

the two hour wait in line for a bor-

ing, two minute ride, and the dis-

turbing aroma of fiesh vomit in the night

air. If you remember that experience with

fondness, then Theme P/VRK is for you.

From Bullfrog, the makers of Popu-

lous, PowerMonger and Syndicate,

Theme Park offers gamers the chance to

build and manage an amusement park.

In the process, one has the singular op-

portunity to witness

the clean-up of tons

of litter and gallons

of graphically accu-

rate vomit deposit-

ed by park guests.

The game begins

with a vacant park

and the ability to in-

stall four cheap,

mechanically inferi-

or, boring rides; the

Bouncy Castle, Tree

House, Merry-go-

round and Ghost

House. The excite-

ment rating of the

rides ranges from

“bad” for the mer-

ry-go-round, to

“poor" Ibr the tree house, to a barely ade-

quate “okay” for the other two rides. The
rides also possess vaiying degrees of me-

chanical reliability, ranging from “very

bad" for the Bouncy Castle to “vciy good”

for the Ghost House. Wiien a ride breaks

down, you depend on mechanics who
rush to the scene when they’re not other-

wise occupied. With these balky, unsatisfy-

ing machines, you must lure customers to

the park to supjjort the real moneymak-
ers; your .shops and sideshows. Admission

ticket revenue also depends on the variety

and quality ofyour rides.

The initial shops and sideshows include

a Coffee Shop, Mr. Whippy Ices. Balloon

World and the Duck Shoot. For eveiy co-

mestible commodity you have the 0|)tion

of setting some parameter that will aifeci

the customers who ingest it. For example,

more sugar in Mr. Whippy Ices makes
them more addicting and increases sales.

A high level of caf-

feine at the Collee

Shop causes cus-

tomers to sprint

around the park.

Customers seem to

remain perpetual-

ly hungry and

thirsty and will pay

almost any price

for food and
drink. 'I'o keep

shops stocked, you

must pei-iodica!ly

order supplies

from a goods

menu, an annoy-

ing task that’s easi-

ly forgotten and
results in lost rev-

enues (but less litter and vomit), 'fhe real

cash cow at tlie beginning ol' rlie game is

the Duck Shoot, a mildly addicting game
of skill wliose price, odds of winning and

prize value may be carel'ully tuned to

fleece the suckers. Shrubs, trees and
fences may be installed to increase the

park’s aesthetic appeal.

BATHROOM HUMOR
d'he existence of food and beverage shops

also demands |)]acement of public facili-

ties, which at the game’s outset consist of

outhouses—disgusling, odoriferous stinc-

tures that can trigger a cascade of vomit-

ing among customers. Beginning with

loans, (I hi Railroad Tycoon, you pro-

ceed to lay out sufficient patiis, rides, toi-

lets, shops and sideshows to open a small,

seedy amusement park. Buses periodical-

ly disgorge new waves of guests, the num-
ber depending on your park’s reputation.

On opening day, customers stream in to

careen randomly around the j)ark, riding

rides, patronizing shops, and befouling

your creation with littei' and vomit.

To combat the mess, handymen must

be hired and assigned routes. Without

handymen, litter and vomit accumulate

and the park quickly becomes a gi im

place indeed. Other employees include

guards, stern figures responsible for

crowd control and ejecting lioodlums,

and costumed entertainers such as Squid

Man, Ghicken Man and Sliark Man.

Customers display their feelings about

their experiences within the jjark by way

ol' cartoon-style “thought balloons” that

tell you tlieir individual happiness level,

degree of satiety and emotional reactions

to prices and tlie presence <if litter. Wlien

a customer is moved by a particular feel-

ing, his or her head also may swell with an

oversized facial expression, telegraphing

the mood to the alert player. Because the

number of newcomers and the volume of

future business depends on the overall

happiness of ciistomers, the park’s repu-

tation rides on making customers as haj)-

py as j)ossibIe—a doomed undertaking at

the game’s outset. It turns out that cus-

supports AdLib, Gravis Ultrasound, PAS,

Roland MT32, Sound Blaster and general

MIDI sound cards

Protection: None

Designer: Bullfrog Productions Ltd.

Publisher: Electronic Arts

San Mateo, CA
(415) 571-7171
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tomcrs only are made Lruly happy by

good, exciting rides.

The only way to improve the qualit\’ of

ride.s. sideshows, landscape features and

restrooms is by investing money in the

Research DeparlmeiU. Using a Ruhe
(ioldbei'g netwcjrk ol' hydraulic valves, you

set the amount of money to devote to

each categoiy. The early discoveries are

oiu\ slight imin'ovements on the initiiil

options. The outhouse eventually is re-

placed hy the “hoggy crapper” (the

game's developers are British) and the

meager shops and sideshows are aug-

mented by Big 'Fime Fries, Pokey Cola

and the lucrative Novelty Shop. Rides

gradually imj)rove both in excitement

and reliabilit)’ as research develops the

Plane Flyei' and the Rubber Tubing (an

inner tube water ride).

As research continues, ne^v rides ap-

pear with the power to genuinely excite

and satisly customers. The bogg}' crapper

is replaced by the self-cleaning, odor-free

Super 'Foilet, (ihetip, low-profit shops are

joined by Toylaiid, Saloon and Steak

Mouse. Finally, the Roller Coaster and

the mechanical eciuivalent of ecsta.sy, 'Fhe

Dippei', arrive on the scene. Using these

machines and the pro|)er layout, the play-

er becomes capable of making The.mk

P,\RK one of the h:ipjnest places on Karth.

The simuiaiion continues to run as the

jilayer inputs commands, and the march

ol' time is merciless. The clays tick away

even inside olf-screen menus w'hen tiying

to decide what rides, goods or stall to or-

der. d'his I'cal-time interface and competi-

tion fbi' processoi' lime created retd

problems on an oldei' 38(); the mouse had

to be clicked repetttedly before a coni-

nuind would register, and the game had a

frustrtiting tendency to crash, wiping out

hours of siveat, tears and other bodily llu-

ids. 'Fhese problems disappeared on a

moi'e powerful -^86, howev-

er. Came information,

while idiuiuhinl, often is

j)resenied in ;i confusing

way; I'or extunple, iiidivicl-

uid shop pi'ofits are dis-

pltiyed in total as of their

construction, even though

prices mtiy htive changed in

the meantime, 'fhe docu-

menlation lacks detail, or-

gani/tilion tind cltii'ily.

Originally written with Bi'it-

icisms, such as “lick” for

“check mark,” (he manual

has been Ainerictinized but

in one spot now says, “while

the seconds check mark away.”

ROUGH RIDES
Tiikmi-; P.vkk contains several extraneous

.subrouiines thtil add little more than dis-

traction I'roin die main attraction. The

game begins with an irrelevant, cheesy

video sequence (hat fails to entertain. Mer-

cifully, it is sequestered in a separate pro-

gram that can be circumvented. On the

other hand, the video interlude following

bankniptcy is well-done and humorous, at

least the lii'st few times. Fxcmciatingly an-

noying, the music begs to be immediately

silenced. Occasional labor strikes and

goods negotiations are resolved with a

somewhat silly arcade sequence that inter-

rupts game flow. Oonfusing in layout, the

stock market menu .seems to offer little in-

tei'esl once the threat of takeover is elimi-

nated through the simple expedient of

purchasing all of your slock. It’s possible

lo buy a majoi'iiy in opponents’ stock and

even lake them over without actually con-

trolling (hem. Although you have the op-

tion of selling out and starting over in a

new location elsewhere, beginning again

means reluming lo a level of zero research

development and the un-

pleasant prospect of drag-

ging oneself back out of the

bogg)' crapper.

Despite these and other

pi'oblems, TiiKNir. Park has

a nund)cr of redeeming

tpialities, not the least of

which is its remarkable acl-

dicliveness. Russian peas-

ants are known to entertain

themselves with slapping

contests that go on for

hours, jicrhaps rewarded by

some kitid of endorphin

rush. Endowed with a

nut.sochislic streak and sufFicient patience

to endui e years of research, the gamer

di.scovers that Thkmk P.ark offers hours of

absorbing play. Anticipation of new re-

search advances, especially the rides, of-

fers ongoing novelty akin to that in

(hvii.i/.A’CioN. Held captive by the latest

jn'oblem or opportunity, it was quite possi-

ble to remain lixed to tlie screen Ibr more

than 12 hours without a break. Offered

the possibility of further ride develop-

ment, 1 would still be jjlaying.

'Fhe graphics are excellent, and watch-

ing the expressions of hapless customers

trapped in the mechanized nightmare of

tin early park caused me to laugh out

loud. 'Fhe sound effects are well done and

include fairly realistic retching sounds that

eventuiilly grow tedious.

Although frustrating, the game remains

interesting until all the research advances

have been discovered. Reminiscent of SiM

Ci'iv', once the ultimate Thkme Park is

constructed, replay value seems limited. In

the meantime, this sometimes funny,

sometimes frustrating game grabs the

lapels and won’t let go. Engrossing, occa-

sionally with the emphasis on gross,

'Fiiemk 1’ark simply rehises to be ignored.

ii

THE EOnORS SPEAK

THEME PARK

RATING 1/2

PROS luinny, addicting and en-

dearing. An evil mixture ofWalt Di.s-

ney, B.F. Skinner and Lf.mmin(;s.

CONS Ol'len oveivvhelmingly de-

tailed. 'Fhe interface and the confus-

ing ju'esentation of data can leave

you dizzier than after riding a 'Filt-A-

Whirl.

e
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REVIEW

Frolicking

InTFeSerf
SSI’s German Import, SERF ClTY,

Is L£MMlNGS~Cute And Wargamc-Tougb

by Robert L. Hayes, Jr.

W
Ill'N I (JOT MY COPY OP SmRP

Ci'i Y, I i'ii()ij(;in' IT WAS riip

SI RANCPS'I' (JAMK 1 HAD SPPN IN

a long rime. Il looked like

SimCppy vs. Lemmings vs.

M.U.L.K., with a loucli of Populous, a.s

interpi'eted by iiielliaiiiplietamiiic-crazed

Ciernian progi'amniers wlio lost as nuith

sleep writing the game as 1 l(jst reviewing

it. Even the box ai't is siraiige, dejneting a

bug-eyed, maul-wielding lunatic in yellow

lederhosen and a similarly daO'y inmate

carrying a pig in a

wheelbarrow. Oesjhie (or

perhaps because of) this

oddness, it is a solid win-

ner and one of the best

games this side of seri-

ous strategy gaming.

“/\]iy game with a pig in

a wheelbai'row on ihe

box is a good game,” is

my new Computer
Game Rule of Life.

Upon Ih'sl booling uj3

Spkp CriY, those with ap-

prehensions based on

ihe box an arc not soon

soothed. ’I'he inlioduc-

tory control screen is a

cluttered nighimare of

buttons, graphs, ai'rows,

pictures and text, (iai'eful reading of the

manual will make all clear, however, and

it is no great task to start conquering

worlds (oh, it's a \vorld-con(iuering game).

’I'he manual, which one suspects tvas \’en'

well-(vrilten in the original Cierman is

helpful but not veiy well organized; any

would-be resource manager (oh, it’s a re-

source-management game) will want to

read it carefully in ihe course of learning

the game. 'Lhere are several o|)lions to

SBRia City: Life Is Peudal

choose from on the control screen; you

can play on a custom world, play a sce-

nario, or play one of the six training

games. Wai'ihng to would-be strategists

(oh, it’s a strateg)' game): play the tutorial

games first. Your liei'oic reviewei', know-

ing his manly prowess was more than a

match for any wimpy game where tlie ac-

tion was performed b\’ cute cartoon char-

acters (oh, it’s a. ..never mind), blew off

the tutorial games and dug straight into

the scenarios, resulting in much loss of

pride and a

dellaied man-

ly ego. Les-

son: Play the

six tutorials.

The basic

premise of

the game is

this: you have

a castle ;ind

some subjects.

Voui‘ enemies

have ciisiles

and some sub-

jects. You
need to kill

your enemies

and coiKjuer

the world.

Very straight-

fonvard, so far. 'Lo kill your enemies, you

need knights. 1'o get knights, you need

gold and weapons. To get gold, you need

gold mines. To get weaj)ons, you need

co;tl mines, iron mines, blacksmiths,

foundries, etc. Still with me? To get the

\’arious mines, you need food to feed the

miners. To get food, you need lishei'inen,

farmers, bakei's, etc. To build the btiild-

ings for all these people, you need timbci'

and stones. To gel lumber and stones.

Sound, General MIDI, and Sound Blaster

sound cards

Protection: Documentation Check

# of Players: 1-2 (cooperative, same

computer)

Designer: Volker Wertich

Publisher: Strategic Simulations, Inc,

Sunnyvale, CA
(800) 245-4525

you need lumbeijacks, quarrymen and

sawmills. We’re almost done, so don’t de-

spair. To get the room to put all this stufl',

you need guard houses to extend the bor-

ders of your serfdom. To man your guard

houses, you need knights. The astute

reader will note that we’re back where we

started, more or less—the need for

knights. The point of all this is that your

serfdom requires a more-or-less complete

economy to function—pull out any one

aspect, and the whole thing falls to pieces.

'Phis is possibly the most realistic me-
dieval economic model ever built into a

computer game.

You start with your castle, a handful of

sei'fs (a serf can hold one of 25 jobs), a

modest slock of tools (all 12 kimds), and

I'easonable Cjuamities of the basic building

materials. V(5u tlien begin to build all the

stuff mentioned above, while prospecting

for mineral wealth, expanding the serf-

dom, fighting off incui'sions from the oth-

ei- |)layers, building the transportation

network, and all the other aspects of serf-

dom management. Lest the potential

player begin to gibber, I should hasten to

point out that after playing the tutorials

and reading the manual, all of this makes

perfect sense and is ciuite easy to do. Il is-

n’t easy lo do well, but that’s the point of

the game.

ISO-WHAT-TRIC?
'I'he woi lcl is presented in the now-stan-

dard 3-D isometric overhead view, with

the limitation being that rotation is not

possible. This can pose a problem when

Hying to build “behind” large buildings;

often you can’t see what you’re doing, or

what’s causing that roadblock. It soon be-

comes second nature to plan buildings so

that they won’t cause such problems, how-
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You’re Patton. With the right

battle plan, you can end this

war a lot quicker.

Fight the epic tank battles of

World War II Europe.

Command a single tank or an

entire division. Fight a single

battle or a decisive campaign.

As real as armored warfare

simulation can get.

RCPIAY WW II. YOUR WAY.
Circle Reader Service #f50

:r3^e Alt (U^ts-f^eservecf.

.mP^DPROSE
Anything is possible.

1 -800-879-PLAY. For IBM-PC/CompaHbies.



MEDIEVAL UNIONS Erect castles with your construction crew,

rather than laying each brick by hand yourself.

ever. 'I'here are nvo possible resolutions

Ibr the world disiilay: a .standard VGA res-

olution whieli is somewhat blocky but

sliows good detail of a small part of your

serfdom, and a trulv breathtaking SVGA
resolution which can show your whole

serfdom at a glance. I suggest playing at

the lower resolution until you know all of

the building shapes and are familiar with

what all the different types of serfs look

like, then switch to the higher resolution

and .see the big picture. The interface for

ordering your serfs about is a straightfor-

ward point and click; the only wrinkle is a

.s|)ecial click (hold down the right button

and click the left one) used to acce.ss .some

ftinclions.

The .serfs themselves are adorably cute,

fransporler serfs walk up and down the

roiicls lugging goods, or sit at intersec-

tions scratching their heads and waiting

for more cargo. Construction serfs ham-

mer away at buildings, while lumberjack

serfs chop down trees methodically. Geol-

ogists pick at the ground,

then joyfully leap into the

air and shout “yiijjjee"

when they locate a promis-

ing minertil deposit. 'I'he

knights fight with bravado,

acrobatically ducking their

opponent's blows and wail-

ing with despair when they

die. This very cuteness is

ilie major cau.se of the cog-

nitive dissonatice Seri' Ctiv

can impart; you find your-

self making serioits strate-

gic and resource

tidminisirat ion decisions

about cute little cartoon

charticters.

/Vside from the serfs, the game graphics

are excellent, especial!)' in the SVG.A

mode. Buildings are crisplv and artistical-

ly rendered, the terrain is

inoblrusive and easily iitter-

preled, and the hnilding

animations (mine elevators

working, blacksmiths

ponnding, sawmills cutting)

are smooth ;md well-done.

I'he game sounds are ex-

cellent as well, though

there were .some fairly sig-

nificant sltitic and popping

problems with my Sound-

Blaster Pro whenever too

many things were generat-

ing .sound at once. Mowev-

er, the sounds are a

convenient guide to what’s

happening on the screen,

not a necessary jjart of j)hiy, and most

players will shut them olf eventnallv in or-

der to be able to think straight.

Sere GrEr can be played

by two people at once on

the same machine, a sign of

its Knropean origin. While I

was not able to test this fea-

ture thoroughly, it seems to

work well, flead-lo-head

play is not sup|K)rted, how-

evei' you and your friend

must help control the same

serfdom tigtiinst the com-

puter opposition, d'his is

still a unic|ue way to play,

however, and I can see how
two gamers who cooperated

well would have a major ad-

vantage. .Aside from the un-

known, but large, number
of regular scenarios, the

game can generate .seven billion scenarios

of a more random nature.

THE PACE OF FEUDAL LIFE
That leads into Sere Gi biggest i)oien-

tial flaw; scenarios take ()uite a while to

pla)'. There’s nothing wi'ong with this, of

course, but the reason Icir the length of

each game is the slowness ofthe game en-

gine. I'he game runs with acceptable

speed, but within the frametvork of the

game world, things take a long time to

happen. It may take 20 oi' even .‘10 min-

utes for a large building to be const I'ucted

under good conditions, or hours (literally)

if it has been poorly jdaced or ifyour .serf-

dom has a transportation or raw materials

problem. 'I'he fact tliat you can do a great

number of things at once is helpful in

ameliorating this jn'oblem somewhiil, as is

the fact that the computer jdayers do not

immediately attack your sei fdom (at least

in the early scenarios); you can lay out

your perfect serfdom, give tlie orders to

start constructing the buildings, and go

out to dinner without wonying that your

serfdom will be torn apart before you get

back. This slowness of pace also amelio-

rates what I would otherwise consider to

be a major flaw—there is no pause con-

trol. The only way to pause- the game is to

go into the save menu and leave it there:

workable, but not elegant.

Another problem ari.ses in the militaiy

area. Gombal, or at least killing olf (he

other players, is the proffered reason for

the whole game, f-lowever, the actual

combat .setiuences themselves, despite the

cuteness of the characters involved, are

very dull and predictable. .-\ line of

knights arrives at an enemv building and
its defenders duh’ line up to liglii; the\'

smack each other for a while, then the

PLOT YOUR PROGRESS One of the friendliest graphs you’ll ever see

shows approval ratings, economics, and how you are faring versus

your enemies.

SATELLITE SERF CITY VIEW The strategic overview is only in VGA,

hut it does help in acclimating new players.
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‘Microprose has proven with

1942 that you can have it all,

when it comes to air combat

simulation, and then some.

Everyone else is going to be

playing catch-up with this one

for some time to come.”

REPLAY THE PACIFICAIR WAR.
YOUR WAY.

Anything is possible.
1 -800-879-PLAY. For IBM-PC/Compatibles & CD-ROM. Circle Reader Service #171



TINKER, EMPEROR, SOLDIER, SPY Whether cute and cuddly or wild-

eyed and frantic, all the various inhabitants are important to the

growth of your Serf City.

winner takes possession. There are no tac-

tics or options involved; you can’t attack

until you lose a certain number of knights

and then run away, it’s all or nothing.

Knights do not interfere with the civilian

population or buildings at all; warfare is

strictly military vs. militaiy, a design deci-

sion which does make for a “happier”

game (who likes ordering atrocities?) but

which further reduces the interest level of

the military part of the game. Combat
also takes a long lime and is dilFicult to

control; all you can tell the

program is how many
knights to use in attacking

a building, not where they

should come from or which

knights exactly should at-

tack.

Control of serfs is

process-based, not indi-

vidual. That is, you don’t

order a construction serf

to put up a building and a

transporter to bring him
the materials to do it; you

simply order “put a build-

ing here" and the details

are handled for you. This

works admirably for con-

struction, but not nearly so well for com-

bat. Quite often my attack orders have

resulted in wave after wave of inexperi-

enced and unhappy troops being

slaughtered by high-ranking defenders,

while the elite troops who could have

taken the building with no casualties sit

in their garrison towers.

Despite these problems. Serf Coy is a

Lcn ific game. It is challenging and enjoy-

able to lay out a well-designed serfdom,

with the proper admixture of buildings

and tasks, and absolutely fascinating to

watch it grow. While the combat portion

of the game lacks flash, it can be safely left

in the hands of the computer—just order

your attacks and wait to be notified of de-

feat or failure while paying attention to

other aspects of your serfdom. Serf Ctiy

is not for the Lemmings fan seeking an-

other adorable cartoon character game,

and in fact 1 suspect SSI will lose sales due

to people misperceiving the nature of the

game. Howe\'er, more serious gamers will

find it intriguing, enjoyable, and com-
pelling in its detail. Some games go on

the shelf and some games stay on the

hard drive; on my hard drive, Serf CriY

has found a home, if

THE EDITORS SPEAK I

SERF CITY: LIFE IS FEUDAL

RATIHC 1/2

PROS Blends a unique medieval eco-

nomic model with elegant design and

charming graphics—like leading Lem-
mings to war. Replayable.

CON Weak, hands-off combat system.

Game’s time scale makes for veiy long

games.

Cool, new ’Sim productsfrom Keyboard Commander Corps..
Congratulations, your orders came in. The Joint Chiefs have finally

come to their senses and promoted you to theater commander. You
now have control over ALL aspects of Falcon* 3.0's campaign theaters.

Introducing a new wargaming experience...
OA'I

m
$24 . 95

\iAm
Campaign Enhancement for Spectrum HoloByte’s Falcoff 3.0

how sites re-supply each other. Move
your home airbase. Set the 'victory'

and 'defeat* sites to break through

Falcon's basic scenario limitations to

achieve endless variety of campaigns!!

OTHER FEATIJUnS: Place

an ILS at any base. Set the weathers
ceiling. Set the current day & time.

Reschedule the resupply & replacement

dates and times. Set the campaign
macro and micro 'momentum'. Includes

70 page manual! And much, morel!

Only

$19.95

By Aces Aim, Inc.

^ TACTICAL TCATTJRI1.S: Add, remove or alter any F-16, Allied or Enemy
flight, including aircraft type, weapons, waypoints and actions. Add, remove or alter

ALL ground forces including types, strength, and paths. Set the 'temperament' level of

all forces and the skill of Allied or Enemy pilots. Watch as the ‘Synchronized Timing

Trace' feature retraces all flight routes to verity timing and coordination! I And morel
Thrilling instructional video tape illustrating

actual WWII aerial combat maneuvers!*
STRATEGIC FEATURES: Change the occupation, strength, capacity and
rate of growth of any site. Alter the quantity and type of specific units at any site. Alter

the site 'structure' of the theater and

Each maneuver demonstrated by pilots of the
North American Top-Gun flight school flying
vintage WWII aircraft!!

Includes simulation footage from MicroProse's
1942: The Pacific Air War highlighting how
each maneuver appears In PC simulator flight!

Step-by-step detailed lessons make you the ace!

Why "Hurry up and Wait"? Mon-Fri. TW
Call: 1-800-262-6066

Circle Reader Service #80
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Only one fleet will be left afloat in this thrilling

masterpiece from QQP. Experience the grueling

campaigns, the agony of defeat and the exhilaration

of VICTORYll! Develop cultural resources and

manage the growth of your population. Allocate

natural resources to build missile sites, radar

stations, shipbuilding facilities and SUPERSHIPS.

It is up to you to destroy your nemesis...

or end up in Davy Jones' Locker.

MODEM PLAY (A QQP Hallmark)

City EconomicS'Cultural and Industrial aspects

Campaign Play

Player History

A wide selection of ship types

Random Maps-unlimited variation

A truly challenging Al

Battles Include: Falkland Campaign, Battle of

Northcape, The Bismark-Tirpitz Connection,

Surigao Straight, Yamamoto’s Trap, etc.

Plus some "What if” Battles

A tactician’s and strategist's delight!!!

“The Grandest Fleet” computer game is

for IBM PC. It can be obtained through

your favorite retailer or call:

1 -908-788-2799

or by writing to:

QQP-495 Highway 202

Flemington, NJ 08622

Copyright 1994 Q.Q.P. All rights reserved.

IBM is a trademark of International

Business Machines.

Circle Reader Service #180



REVIEW
I

Eisenhower s

Tiiumphln
Miniature
An Impressionistic Look At D-Day, jO Years Later

by Jeff James

O
N June 6tu, 19-1'i, the largest

AMPHIBIOUS INVASION IN THE
HISTORY OE WAREARE BEGAN WITH

the Allied huidings on a handful

of beaches codc-nanied Utah,

Omaha, Gold, Juno and Sword. Lcs.s than

a year later, the victorious Allies stood

over the crumbling

ruins of Hitler’s

'third Reich, com-

pleting the costly

journey begun that

day on the Western

coast of France. The

l elease of D-Dav;

'tiiE Beginning oe

E l IE Knd by Impres-

sions Software gives

computer gamers

the opportunity to

recreate those same

harrow'ing battles,

including the fa-

mous Bulge of 1944 and the race towards

the heart ofGermany in early 1 945.

Your job in D-Day is to assume com-

plete command ol’the armed fljrces of the

Allies or Germany and see your side

through to victoiy. Yoti can play against

the comijuter or another jdayer, although

modem play is not suj)poi ted. Two types

of games are available: siandaixl and his-

torical. In the standai'd game, play begins

with a historically accurate setup of Allied

and German forces on |une 6lh, 1944.

Under the historical play option, three

scenarios are offered. “Race to Bei'lin” is

similar to the standard game, but gives

you the 0|)portunity to toy with the start-

ing conditions of the war. Using this sce-

nario, you can reduce the economic
strength of the‘/Vllies, build more German
Panzer divisions, or even move the D-Day

landings to a dilTerent location. 'File sec-

ond two campaign games, “Normandy
Breakout’’ and “Battle of the Bulge,’’

model the Allied

breakthrough

from Normandy
in July, 1944 and

Hitler’s last west-

ern offensive in

ihe Ardennes for-

est in December
1944, respectively.

Just as in the

“Race to Berlin”

scenario, starting

conditions can be

altered in these

scenarios if you
desire.

Regardless of which type of game is se-

lected, D-Day gives you a wide range of

control options. Multiple levels of com-

plexity allow you to tailor the difficulty to

youi' ability level. If you’re a wargaming

tenderfoot, an easy mode limits the strate-

gic ability of the computer and slows its

reactions, (irognards who scoff audibly at

such limp-wrisietl settings may turn on

the fog of war option for I'ealislic sighting

and troop re|M)rts. For even gi'eater difli-

ciiliy, a sujjply option allows you to per-

sonally make sure that each of your

divisions is getting beans and bullets, and

a personality feature imbues your genei'-

als with distinct personality traits. Using

this last option, gloiy-loving commanders
like General George S. Patton may take

liberties with your orders and attack when
ihe mood strikes them.

The game system used in D-Day is a re-

fined version of the one used in Impres-

sions’ The Blue & The (iiuv, wit h several

minor performance tweaks and interface

enhancements, including zones of control

and temporary unit di.sruj)iion. Daily

turns include both day and night phases,

and lake jjlace on rhi'ee .separate map lev-

els. The reinforcement screen is the high-

est level interface, and it is here th;ii you

can allocate resource points foi- the con-

struction of new planes, troops and tanks.

On the next level, die campaign map, in-

dividual divisions can be selected and

moved. Finally, the micro-miniatures lev-

el provides the highest amount of detail,

where groups of soldiers, tanks and ar-

tillery are moved about the battlefield

much like a digital version of a conven-

tional tabletop miniatures wargame.

MOVE OUT!
You’ll spend most of your lime on the

campaign map, moving units into posi-

tion to attack the enemv. Units are repre-

sented by some 14 uni(|ue counters, with

Allied units in typical wargame green and

the Germans decked out in jeldgrau. Se-

lecting and moving units is a point and

click pi'oeess: righi-cfick on the unit to se-

lect it, then left-click on its intended desti-

nation. Movement points for units vaiy as

expected with unit type, but the move-
ment rates are unusual; two points lo en-

ter jilains or roads (in most games, roads

D’DAV: The Becinninc oe the End

Price: $59.95
System: IBM

Requirements:

286 or better,

VGA graphics,

SMB hard drive

space, mouse.

Protection: None
# of Players: 1-2

(same computer)

Designer: Ed

Grabowski

Publisher: Impressions Software

Cambridge, MA
(617) 225-2042
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ONWARD TO PARIS The strategic map gives an overview of force strengths,

unit dispositions, and information on individual cities.

are assumed to provide quicker move-

ment), with proportionally higher costs

for rougher terrain. Strangely, units can-

not be given movement orders that span

across several turns. Using the current

system, players are forced to select a unit,

move the unit manually, end the turn,

then repeat the process all ovei‘ again tlie

next time around. A far more playable al-

ternative would be to have each unit re-

member lengthy movement orders from

previous turns, moving towards their ob-

jectives automatically. As it stands, playei's

may find themselves spending most of

their time laboriously selecting and mov-

ing rear echelon units towards the front,

which hardly seems an appropriate task

for a theatre commander.

After maneuvering units into position,

you may attack the enemy, initiating com-

bat by simply moving one of your units

onto an enemy unit. Any adjacent units

eligible to join the combat are added,

then you move to the micro-miniatures

.screen and enjoy a detailed dose-up view

of the conflict. As playable as the minia-

tures system is, it does become tedious af-

ter a few dozen battles. Thankfully, D-Day

offers an autoplay option that quickly re-

solves battles, along with a “QuickFight”

option that places units next to each oth-

er at the onset of battles. Even so, gamers

without vast amounts of disposable time

be warned: playing the standard cam-

paign in D-Day to its conclusion can take

a veiy long time, and you will spend most

of your time playing shepherd to a large

number of units. Fighting out battles in

the micro-miniatures system can increase

the time investment tenfold.

One unique aspect of the progi'am is a

historical events feature that will occasion-

ally a|)pear and give

you a bit of historical

background on D-

Day and the events

that followed. Ac-

companied by a pol-

ished VGA image

and a few para-

giaphs of descriptive

text, these serve to

keep you informed

of the historical

events that you’re

recreating. The D-

Day package also

bears a full bomb-
load of documentation: four well-written

manuals are shipped with the package, in-

cluding an excellent tutorial and a tersely

written oven'iew of Operation Warlord.

WHAT RED ARMY?
As polished as the D-Day j)laying interface

appears, its beauty is only skin deep. Win-

dows users familiar with the visceral, posi-

tive feedback of clicking on a button and

seeing it sink into the screen will find the

stiff operation of the D-

Day interface to be

somewhat disconcert-

ing. Another caveat

concerns the design of

the game itself. Al-

though Western Eu-

rope is the foctis of the

game, D-D,\y almost to-

tally neglects the im-

portance of the eastern

and sotithern fronts.

Designer Grabowski

did give a cursoiy nod

to the importance of

these fronts. The Allied

player is allowed to

place new divisions in

Italy after August 14th,

1994, and the standard game automatical-

ly ends on May 3rd, 1943, vs'hen the Russ-

ian Army reaches Berlin, btit these items

add little to the overall strategic picture of

the tvar.

Playing as the Germans, you can trans-

fer eveiy unit to the Western Front, leav-

ing the eastern half of the country a

ht^llow shell. The omi,ssion of even a cur-

soty strategic consideration by the Ger-

man player of the Eastern Front—such as

needing to divert a certain number of re-

source points—would have made the

game a more realistic strategic exercise.

Although the Allied landings at Nor-

mandy undoubtedly hastened the end of

World War II by opening up a two-front

land war in Europe, the vast bulk of

Hiller’s resources were thrown against the

advance of the massive Red Army from

the east.

VICTORY CONDITIONS
Shortcomings aside, D-D.•\^' does have a

great deal going for it. 'Fhe computer AI

can be particularly tough with the most re-

alistic options activated (stip])ly, fog of

war, personality options), while other op-

tions make the game accessible to novices.

If you like your games quick and decisive,

lf)ok elsewhere: D-Day reqtiires too much
of a time investment to be a casual player’s

game of choice. However, if you’d enjoy

orchestrating a perfect tank offensive at

the close-up miniature level, it’s time to

get that ticket to Cherbourg, because D-

Day should fit the bill nicely. 'Phis game is

argtiably the best Impressions micro-

miniatures release to date, and an up-

grade to the program should offer

support for modem play. With two human
players painstakingly plotting the course

of the war, the battle might continue well

beyond the 51st anniversaiy of D-Day. 4;

THE EDITORS SPEAK]

D-DAY:

THE BEGINNING OF THE END

PROS Excellent strategic design on

the whole, and a detailed minatures

combat system. Superlative documen-

tation.

CONS Clunky interface, time-con-

suming game play, and some ques-

tionable strategic design decisions (re:

Eastern Front).

HIT THE BEACHES! Allied troops storm ashore in Normandy, backed by a

huge support fleet and airpower.
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this mission successfully, then proceed on to four more scenarios: rescue

British prisoners from a jungle POW camp, destroy a subversive under-

ground nuclear installation, rescue a hijacked ocean liner, and destroy a hos-

tile nuclear weapons center deep in the desert.
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Detailed blue prints of each

mission.

T Beautifully crafted isometric

game landscapes.
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Defend
The Alamo!
The Mexicans Are Charging. Where’s

John Wayne When You Need Him?

by Alan Emrich

T
he Texas Tourism Board re-

cently DESCRIBED TEXAS AS BEINC

LIKE A “W'HOLE ‘NOTHER COUNTRY.”

This seems particularly apropos

since, long before its admission as

a state, Texas had to fight for its indepen-

dence from Mexico and, as a result, be-

came a “whole ‘nother countiy.”

In Februaiy of 1836, when railroads

were still a newfangled invention and the

professional Mexican army still dressed

and drilled much like soldiers of the

Napoleonic era of a generation before,

'fexas went into open rebellion. While

these upstart Texans had no real army of

their own, Mexico did—and a respected,

professional army at tliat. Under the mth-

less leadership of Generalissimo Antonio

Lope/ de Santa Anna, it was sent to crush

the rebellion and regain Texas for Mexico.

'Hie lirst major clash of arms was to be the

lateful siege at a tiny

fortress called The
Alamo.

In Defend the

Alamo!, an unassum-

ing little wargame
from Incredible

Simulations, the

jDlayer is put in the

role of W'illiam Bar-

ret Travis, leader ol'

the fort's desperate

defenders. With a

small garrison of

alx)ut 180 men, you

must stop the formi-

dable Mexican anny.

The Texans are indi-

vidually named, but they are formed into

squads of six men, with three-man units

manning the cannons. Key units are iden-

tified by their leader’s initial

—

‘B’ for Jim Bowie, ‘T’ for Travis

and his 18-pound cannon, and

’C’ for Davy Crockett—and

these units are particularly

deadly in both tire and melee.

In general, it seems that one

Texan is worth about eight

Mexicans in combat. It’s too

bad the 183 defenders are out-

numbered bv about 30 to 1....

. . SI

DEFEND
THE ALAMO!

Price: $29.95 +

$3.00 S&H
System: IBM
Requirements:

286-33 or

better, VGA
graphics, 1.5MB
hard drive space.

Mouse highly

recommended.

Supports Sound

Blaster and compatible sound cards.

Protection: Documentation look-up

Designers: Jeff and Greg Lapkoff

Publisher: Incredible Simulations, Inc,

7115 W, North Avenue, Suite #187
Oak Park, IL 60302
(312) 267-3808

VICTORY OR BUTR!

NO HOPE OF ESCAPE The strategic view confirms what any

Texan at heart already knows—the Mexicans have the tiny

Alamo garrison surrounded, and they are moving in for the kill.

TIME IS ON THEIR SIDE
Defend the Alamo! is played in

real-time, with the game jxius-

ing whenever a menu is ac-

cessed, Tlie time scale is 15

minutes per pulse, dropj^ing to

about 10 seconds per pulse

when the Mexicans

approach a wall or,

worse, are running

around inside the

fortress. The real-

time play can test the

patience of strategists

\\'ho favor turn-based

action, but I found

coordinating the bat-

tle to be manageable

il'I was not distracted.

(A word of caution;

due to the game’s en-

grossing play I found

myself snapping at

every interruption.

One gaming buddy
called while my walls were being scaled

and I told him the ,Mamo was lost because

of him! Of course, as a brotlier-in-gaming,

he was understanding.) The trick to con-

seiA'ing time on the game dock is to use

the strategic and tactical phases to your

best advantage, remembering that reload-

ing takes a while. Proper deployment of

troops in the fort and the liming of

ranged fire are die keys to success.

Your Texans begin by keeping watch on

Mexican movements while dispatching

tlieir three most crucial operatives—the

messengers—^who sail)’ forth seeking rein-

forcements. Among ilic four nearby towns,

one hosts a group of 100 fighting men,

while anotlier sports 30 soldiers. If the lo-

cal leaders can be persuaded to your cause,

they will add their units and gunpowder to

your defenses. Unfoitunately, it might take

three or four plea attempts before they be-

gin to move out, By the lime liiey finally
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arrive, the matter might be moot.

GUNS TO THE NORTH, GUNS TO THE SOUTH
While the Texans have more camions than the attackers, the

limited supply of gunpowder makes eveiy shot extremely pre-

cious. Firing a 2-pound cannon won’t use much powder, but

Travis’ 18-pound gun burns the stuff up veiy quickly.

The Mexicans, with no gunpowder limitations, set up their

guns several hundred yards outside the fort, blasting away at

your walls in an effort to breach them. Should a breach occur, a

massive, four-wall assault soon follows (as opposed to Santa An-

na’s normal attacks against one to three walls at a time). Wien
that occurs, your cause becomes hopeless and it’sjust a matter of

how many of the enemy you can take down with you.

'Flierefore, the battle turns upon whether or not your Texans

can take out the Mexican cannons before they breach your walls.

This can be accomplished either by counterbattery fire (during

the day—and I recommend using your 1 2-pound guns for this)

or by sorties against them at night. Silencing Mexican cannons is

a difficult but ultimately rewarding task, as they’re worth a lot of

victoiy points.

By day 1 3, ifyou can hold out that long, Santa Anna is through

wasting his time and men, and he makes his massive, coordinated

assault on the fortress even if he has not succeeded in breaching

your walls. While I’ve yet to completely hold out. I’ve had a

tremendous time going down fighting and inflicting as much
damage to the Mexicans as possible.

Points are scored for destroying enemy soldiers and cannons,

although the mles don’t indicate the exact formula for this, (It

turns out that you get one point for eveiy 1 0 Mexicans killed, and

BECOME A
GAME REVIEWER!
Receive hundreds of free games!
WE WILL SHOW YOU HOW!

YOU WILL RECEIVE;

• FULL COURSE ON BECOMING A REVIEWER
• DIRECT PHONE NUMBER FOR

TRAINING SUPPORT
• MONEY BACK GUARANTEE
• MATERIAL FOR ATTENDING THE CONSUMER
ELECTRONICS SHOW

• QUARTERLY NEWSLETTER

If you don’t receive at least 6 games In 6 months by

following our method, you will receive a full refundl

ALL FOR JUST $39.95 (PLUS $8.95 S&H)

LESS THAN THE COST OF 1 GAME

LIMITED NUMBER OF REVIEWERS
PER AREA SO CALL TODAY!

REVIEWERS OF AMERICA
1 -800-GAME- 670

We accept Visa and Mastercard. No COD'S
or send check or Money Order to:

Reviewers of America • 2226 S. 12TH St. • Philadelphia, PA 19148

CROCKETT'S LAST STAND Even the famed Tennessee Long Rifles can’t hold

forever, as Santa Anna’s finest swarm over the walls for the final time.

five for each Mexican artilleiy piece destroyed. Historically, the

defenders got an impressive score of about 175 points.) Tfie in-

cluded 32-page booklet is long on historical color while short on

specific game hints. When I mentioned this to the designers, they

quickly put together a playing tips sheet, which is now included

with every copy of the game. Still, I managed to put a plan to-

gether quickly through trial and error, burning down the neigh-

boring village of La Villita, which was providing cover for the

enemy, and manning my ramparts efficiently.

In the end, though, Santo Anna has worn me down every time

and wiped out my desperate defenders to a man. Each time,

though, I seem to be exacting a heavier toil and improving upon

the Texans’ historical performance. Defend the Admo! includes

three variations for play. The historical option provides 30 men
from the nearby town of Gonzalez to reinforce you. A “Fannin ar-

rives" option guarantees you will get the 350 men from Fort Defi-

ance, along with those from Gonzalez. Finally, a random scenario

has these two groups of men in random locations; your messen-

gers must locate them and, with luck, persuade one or both

groups tojoin you.

REMEMBER THE ALAMO!
It’s exciting to discover a new game, particularly when it comes

from a garage door, mom-and-pop wargame company, and

nothing is more exciting than to be able to recommend a

tremendously enjoyable wargame from such a company. Deflnu

THE Alamo! is just

such a game.

So practice up on

your John Wayne
imitation, don the

coon skin cap, and

get ready to jump
into the history

books for a heroic

stand. The Mexican

buglers are sound-

ing, and Santa Anna
will not accept sur-

render. 4r

DEFEND THE ALAMO

1/2

» Fast, fun, and furious little

wargame with lots of nice historical

touches. Turns a distant, textbook

history lession into an impassioned,

hands on experience.

CON Not state of the art in teims of

graphics and interface. It would have

been nice to play the Mexicans for a

change of pace.
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115+ Million WinMarIcs.
No Sweat.

Stealth 64 Graphics Accelerator
Hungry for speed? Then get the fastest.

The power of Stealth 64 will make your

graphics fly. Now the award-winning

Stealth gets even better.

CHOlGEi

stealth 64 builds on the award-winning Stealth Pro

Record-Breaking Speed
Stealth 64 is the world's fastest graphics

accelerator. Our competitors claim

otherwise. The benchmarks tell the story.

1 1 5 -i- million WinMarks, WinBench 3.1

1

43+million WinMarks, WinBench 4.0

6200+ DOS video score, PC Bench 8.0

64-bit graphics processor

S3 Vision964 graphics controller

Optimized drivers for Windows, OS/2,
NT and AutoCAD
PCI and VESA Local Bus

Sharper Image
Max resolutions, max colors, and

rock-solid refresh rates give you the best

possible images on your monitor for

DOS and Windows.

24-bit true color at 1 1 52x864

with 4MB
1 280x1 024x65K colors with 4MB
Up to 1 20Hz refresh rate

2MB VRAM upgradable to 4MB
Software color correction

Ease of Use
With Diamond's InControl Tools software,

Windows is a breeze to use. Change

resolutions, colors and refresh along with

control for cursor, DPI, DPMS and font size,

Call New
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buy, call our fax-on-demand service at

1 -800 -380-0030
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Computer Systems. Inc.
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VAaoslmo von HssseU/Arms Communications

by Tim Carter

aptain, we have a 7iew con-

tad, bearing 040, closing

fast.
”

“Identity?”

“It would appear to he a 7iew

electronic wmfare device, sir. Appears to be ca-

pable of disabling large numbers of computer

terminalsfor hours on end.”

“Take evasive action, ensign. Lock the men in

their qmiiers and disable eveiy PC on the ves-

sel.
”

“Too late, sir. The first officerjust reported that

half the crew has reported sick, while the other

half stormed ojf the ship shouting .something

about deficient missile modeling.”

A fanciful scenario, perhaps, but cer-

tainly not without a grain of truth. With

Three-Sixty’s Harpoon II threatening the

store shelves for the last few months,

more than a few gamers have tidied up

their affairs in anticipation of losing all

contact with civilization.

The long awaited sequel to Hari’OON

takes players back into the heart of mod-

ern naval warfare. The original game
broke new ground by providing players

the opportunity to simulate modern naval

conflict with an exceptional degree of so-

phistication, complexity and realism.

However, despite the large following

that Rarpoo.n had, few would argue that

the game did not suffer from a number of

serious flaws. The program was dis-

turbingly unstable, and a number of seri-

ous anomalies in the combat model led to

strategies which purists found unrealistic.

(Although I quite enjoyed sinking the en-

tire Soviet surface fleet with ASW aircraft.)

Harpoon II, therefore, has a lot to live

up to, as well as improve upon.

“SHE SAILS WELL, ADMIRAL"
The designers at Three-Sixty have com-

pletely redone the user interface for Har-

poon II. While pop-up windows remain,

the majority of functions are now icon dri-

ven, A tool bar across the top of the main

window provides almost all of the com-

mands you will need to issue in that win-

dow, while secondaiy windows each have

their own, separate toolbars.

Secondaiy windows? That’s right, gone

is the single screen view of the action. In

its place is a system

of customizable

windows that allows

players a far more

flexible and func-

tional view of the

action. For in-

stance, suppose you

are engaged in a

wide ranging air

battle with multiple

enemy groups

while simultaneous-

ly hunting an ene-

my submarine

immediately in

front of your flag-

ship. In Harpoon,

it would be necessar)' to constantly zoom

the screen in and out to view each battle,

or concentrate on one at the expense of

the other.

In Harpoon II it is possible to draw a

window around a unit on the main screen

and have this window function as a com-

pletely separate view. Each window has its

own level of magnification and may l)e or-

dered to keep one unit centered at all

times, 'lliis is particularly useful for vietv-

ing missions that require high levels of

magnilication or that take place a long

way from ihe scene of the action.

The fbi'malion editor, which may be

called up as yet another window, has

changed as well. In addition to the regu-

lar patrol zones, threat zones are now des-

ignated ibr each formation. These zones

may be tied to an outside location (i.e. an

enejny airbase), a hostile grouj), or simply

a compass heading.

The use of threat

zones makes for-

mation planning

more realistic, as

units maintain sta-

tion relative to the

expected avenues

of attack, rather

than Just points on

a compass. Howev-

er, many players

have complained
that they llnd the

formation editor

user-hostile, some

to the point where

they refuse to use

it. While I did not

find it t|uite so cumbersome, some addi-

tional work does need to be done both to

simplily it and to better document it.

Rathei' lhan slruggling with extended

and expanded memon'. Harpoon II uses

empty space on the computer's hard dri-

ve to store much of its operating informa-

tion. file result is that the game is

considerably more stable. Howevei', it still

tends to slow down when a large number

Price: $69.95

System; IBM

(Macintosh

forthcoming)

Requirements:

386 or better

(486-33

recommended),

4MB RAM,
25MB hard

drive space, mouse; supports Sound

Blaster and compatible sound cards

Protection: None

Designers: Carl C. Norman, Michael Steele

Publisher: Three-Sixty Pacific

Campbell, CA
(800) 653-1360
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of units are active at once, even on a higli

jjei'fonnance machine. Gainers with less

tlian a 486 may not wish to waste their

time.

“LOADED AND READY
TO LAUNCH, SIR”
Harpoon II also comes with netv plat-

forms, including several navies not seen

in the jjast. 'I'he Japanese

AEGIS destroyers (!) put in

a couple of appearances, as

do the units oi' several

South American counti'ies.

'Fliere is even a hypotheti-

cal US battle cruiser,

equipped with a seemingly

endless supply of 4'onia-

hawk missiles.

Speaking of endless sup-

plies, Hari’Oon II incorjjo-

rates logistical questions to

a much greater degree

than its jtredecessor. In-

flight refueling is now j)os-

sible, as is at-sea

replenishment. Unfortu-

nately, a number of fairly

significant holes remain in

the logistical model, partic-

ularh’ with respect to aircraft.

Aircrall are ready lor action 30 minutes

after landing, and may he rearmed at any

friendly airba.se. While refueling is not un-

reasonable, it seems unlikely that an air-

base in England would have stockpiles of

Phoenix missiles on hand for any F-I4s

that hapi3ened to drop in for tea. Pilot fa-

tigue, aircralt carrier arsenals, and aircraft

maintenance are not considered either.

"CAPTAIN,
WE APPEAR TO BE
GOING BACKWARDS!"
Not all of the changes in Harpoon II are

positive. Fhe new platform database is a

case in point. While the new database pro-

vides comprehensive ini'ormation on eveiy

platform available, it is consideml)!)’ more
cumbersome than the original. Simple

things like the ability to call up all of the

platl'orms available in the current scenario

arc gone. At the same time, the presenta-

tion ol' the weapons information is consid-

erably more clumsy, as now three diflerent

screens must be accessed in order to get

all ofihe perlinenl inibrmalion.

'Fhe manual is anoliier aspect of the

game that could be improved consider-

ably. In this case it is not a cjuestion of

moving backwards, as anything would be

better than the documentation of the

original Harpoon. Indeed, the manual is

a considei'ablc improvement, and is veiw

lielpftil on some j)oints. 'Fhe problem

here is really one ol' unrealized potential.

At a whopping 2a7 pages long, the

manual includes a tutorial, a rel'erence

section, and a guide to tactics and slrate-

the new interface, does not go far

enough. At the veiy least, a section on the

formation editor oiighl to have been in-

cludetl.

The relercnce section includes some
useful information, but is lacking in de-

tails. Exanq)ies anti more carefiil instruc-

tions would have made the overall

documentation a lot stronger. 'Fhe naval

^carfare guide is strong on explanations ol

how naval warfare works in general, but

could use more disaission of how this can

be applied to the game itself.

"AN INTERESTING ARRAY
OP TARGETS AWAITS US”
Harpoon II provides a new and enter-

taining set of political conilicts and strate-

gic and tactical problems. The scenarios

are no longer limited to a single strategic

map, and now range all over the world.

Only a few involve the superpowers, and

most are at least somewhat plausible po-

litically. The U.S. versus Japan and the

U.K. versus the European Common Mar-

ket are a bit farfetched, but as they are

among the more fun to play, who cares?

You can also refighl the Falklands war,

lake sides in a renewed conflict between

China and Taiwan or between North and

South Korea. While the scenarios are well

done, more than 15 might have been in-

cluded, given the price tag of the overall

package and the fact that the lirst battle-

set is expected to be shipping within the

month.

"DARN PUN SAILING”
For all of the bells and whistles, the essence

of both the old and the new FIarpqon is

the simulation of modern naval warfare.

Despite all of the changes to the interface,

H.arpoon II still feels like the oi-iginal Har-

poon. This is not to say that it plays the

same, however. Combined
with the changes to the of-

fensive and defensive

weapons models, a smarter

computei' AI means that the

scenarios are no longer the

cake walks found in Har-

poon. While the computer

is hardly invincible, it can be

relied upon to launch CAP
aircraft, to not uy too many

stupid maneuvers, and to

defend itself credibly.

Some players have com-

plained that FIarpoon II is

too hard on human players

when modeling missile

combat. Both AAW and
ASW weapons appear to be

more accurate when used

by the computer. However,

given the ridiculous case with which one

was able to sink enemy assets in Harpoon,

I don’t consider this to be a serious prol>

lem, except that it may not reflect actual

mission kill probabilities.

g)'. 4'he tutorial, while providing an amaz-

“I SHALL RETURN" Only this time, it's North Korea instead of the

Phillipines. A scenario right out of the headlines pits the U.S.

against North Korea.

ingly easy and accessible iniroduction to

1

TARGETS GALORE From digitized views of Tomahawk launches to

pop-up menus of point defenses, there is a window for every

weapons system of your battie fleet.
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why is

the video on

the computer so

JII^Y
come it's

so weird

RealMagic'“ is multimedia now! Add the

RealMagic card to your system for the

incredible realism ofsmooth screen-filling,

fiiU-morion video and 16-bit audio. MPEG
is the powerful new digital video and audio

standard that puts the “real” in RealMagic.

Enter the exciting new world of

interactive MPEG CD-ROMs including

OLD MULTIMEDIA

la
Full Mollon

Full Screen •Full Sound

movies, games, educational titles, music

videos and more. RealMagic is available

as an MPEG playback card or a complete

multimedia upgrade kit. Anything less

is history. Get RealMagic

and get real multimedia,

For tlie store near you or more Information on RealMagic, call

1
-800 -845-8086

Circle Reader Service #128

01994 Sigma Designs, Inc. The Sigma Designs' logo is a registered trademark, and RealMagic and ReelMaglc
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CLAWS BARED F-1 6D Tomcats wrangle enemies in mid-flight.

"COXS'N, ALTER COURSE
.0001 DEGREES..."

As in Harpoon, micro-management re-

mains the order of the day. For some

gamers, this is pai'adise, for others it is a

mind-numbing chore. A new mission edi-

tor in Harpoon II is supposed to alleviate

the need for micro-management by allow-

ing the player to assign units to a mission

and then let the staff assistant control the

execution. Unfortunately, the staif control

is very weak, and mission of all types are

carried out in an erratic manner, 'file

staff assistant particularly

dislikes gi'oups, splitting up

both ships and aircraft

eveiy chance it gets. This is

botli aggravating and dan-

gerous; jiiost players will,

for better or for worse, want

to keep control themselves.

"CAN YOU CONFIRM
A SUCCESSFUL
LAUNCH,
COMMANDER?"
Harpoon II is one of the

few games on the market

that can credibly claim to

be able to simulate botli

large fleet actions and very

small engagements in the same package

witliout sacrificing playability or excite-

ment at one or both levels.

A number of problems remain, includ-

ing the usual bugs, quibbles over the accu-

rac)' of some weapons models, die lack of

comprehensive logistical planning and the

clumsiness of some aspects of the interface.

According to the design team at Three-

Sixty, an upgrade which solves many of

these nagging problems is on its way,

In the end, the decision to buy this

product ought to be based upon your

overall gaming preference. H.\rpoon II is

an immensely technical treatment of a

complicated subject. It tlierefore requires

considerable effort in order to play, and

for users not familiar with the system, will

involve a lot of work. However, it I'emains

a benchmark in ici'ins of its modeling of

modern warfare. 'I'he nature of the prod-

uct ensures a tremendous amount of flexi-

bility in terms of additional scenarios and

add-on products which sliould keep grog-

nards happy for years. While it will never

be the King of Beer and Pretzels, for seri-

ous wargamers, Harpoon II truly is the

Queen of the Sea. 4r

THE EDITORS SPEAK

HARPOON II

RATINC

PROS Immensely technical, com-

plex and detailed, Harpoon II offers

lots of new platforms, scenarios and

a versatile Windows-like interface.

CONS The strong points are also

the weak points. Immensely techni-

cal, complex and detailed, the mis-

sion editor doesn’t alleviate the

need for serious micro-manage-

ment.

DSP Dual 16 Mullimcdia ^>298'! f'sl" ''olt 2000

Reader Service #6 1
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• Doom • Mulli-Dimeti- • Another Planet & • Tetris 3D

• Duke Nukem 2 slonal llieil Me with No Beer • Flight Simulotors

• Galeworld Roodwars 2000

• Halloween Harry
> Simulations of • Major Stryker • Executioners

• Lemmings
Monopoly, Una

Mystery Manor • Strotsys

• Kung Fu Louie • Spoor of Destiny
• Hockey • Hugo's Whodonit

• Jill of the Jungle • Megotron
• Wotenstein 3U • Baseball

• Rediook's Revenge • Blake Stone • Golactlx PLUS Many,
• 3D Chess • Monster Bash • Bio Menoce Many More

FRll CATAIOC INCmiNG WINDOWS. BUSINISS, UTUITISS. EDUCATION, GRAPHICS

ADULT SOFTWARE
Now you Can Have Your Own GIRLFRIEND . , ,

... a sensuous woman living in your Qomputerl
GIRLFRIEND is the fiisl VIRtUAL WOMAN, You cor wntch her, talk to her, oskmt questiom end relate to her.

Over too actual VGA photogrophs allow you to see your giilliienil os you osk her to weor cTiKerenl outfits,

and guide her inlo difterent activities. As o true ortifi'dal intelligence program GIRIFRIEND starts with a 3000

wortTvocobulory end actually grows the more you use It. She will remember your nome, your birthday, and

your likes and aislibes. GIRIFRIEND requites 7-10 MB of free spoce. We offer the ADULT VERSION conlaining

2 different girls, LISA and SUZY at a special price of only $69. (reg. price S120.)

ADULT GAMES
SeXXcapades $79 Porntnis $35 Pornpipe $35 Mozeik $35
ON SALE $49 Pornfris, Pornpipe, Mozaik - All 3 for $89

ADULT CD-ROMS
Pommonia (2 CD Set} King Dong, Sex Games, SeXXcopoctes. , . Tfie Movie,

Too Noughly To Soy No. Neonodoncer, Dreom Machine, VZinner Take All,

Seymour Butts 1 , 2, Doors or Passion, Hot Pix 3, 4 & 5, Total Fontasy, Pfwta Gollery

Our FREE CATALOG includes moiw more ADULT gomes,
movies and pictures on both DISKS and CD-ROM

AODStS/H^irOr FOREIGN ORDERS ADD S2/DISK • INPAASDTAX • MUSTSIAIEAGE0VER2I YEARS.

V/5A/MC Orders Only: 800-243- J515 Ext. 600UC / 24 HRS / 7 DAYS
FAX [2151 997-2571 » Or CK/MO toiSeXXy Software, P.O. Box 220., Depl. 600UC, Hatfield, PA 19440
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REVIEW

TanksFor
TheMemories
SSI’s Tanks! Recalls

Playable Wargames From Gaming’s Past

by Josh Bruce

O
NCE IN A VERY LONG TIME, YOU
FIND SOMETHING THAT IS

GENUINELY CODD. 'Wl-EN ifs A SOLT-

maie, you many them. WTien it’s a

restaurant, you take your friends

there. And when it is a computer game,

you play it until your mouse explodes.

Strategic Simulations’ new ^\^ARGAME

Construction Set II; Tanks! would

seem to contain all the elements that spin

a wargamer's wheels, from Nazi Panzers

and Chinese hordes to friendly fire and

limited intelligence. Machine gun com-

panies and Sher-

man tanks alike

are yours for the

taking in a limit-

less number of

scenarios from

the entire 20th

century. It’s got

all the right

pieces, but how
well does it all

come together?

Actually,

Tanks! as a title is

something of a

misnomer. While

it does have a

wealth of informa-

tion on armored

warfare, the design focuses almost as much

on infantiy-only battles. Wliile the units are

represented by the standard NATO sym-

bols or silhouettes, the graphics sport more

color and crispness than is usually the case

with wargames, with movement, range,

and attack strength being shown on the

unit display, 'riiei e are graphic representa-

tions for units firing, with corresponding

explosions when a target is destroyed.

llie audio segments are interesting, with

each unit type having its own noise for

movement. Infaniiy marches, tank treads

grind, and truck tires squeal as they go

scooting across the map. How'ever, players

wishing to play a quicker game, or let their

spouse sleep in, may turn off the audio and

miss out on the atmosphere.

POINT, CLICK...PIREI

Tanks! uses a simple point and click inter-

face with each unit equal to a platoon, and

groups of platoons organized into compa-

nies. The computer activates a company

ba.sed upon its speed and morale, leaving

you to select any pla-

toon of the active

company by simply

clicking on the unit.

You then pick a tar-

get hex and right-

click with the mouse

to move there, or

left-click to fire at die

position—an excep-

tionally simple and

efficient way of com-

manding your troops

on the battlefield.

Despite the inter-

face, Tanks! strives

to be more than just

an introductory

game. The database

alone is stunning, covering over 120 dif-

ferent weapon systems mounted on over

300 different types of vehicles and ar-

tilleiy platforms from 13 different eras of

the 20th centuiy. Each weapons system is

given an attack strength for use against

“soft” targets such as infantiy and motor-

cycles. In addition, it has a “to hit” per-

centage and an armor penetration value

for use against armored vehicles such as

tanks. There is a lot of number-cmnching

going on here, in an attempt to keep all

of the grognards happy, as well as novice

tank commanders.

SUDDENLY, A TWIG SNAPPED...
The entire game is played with hidden

units and spotting nales, currently the rage

in computer w’argames. Sending your

forces through dense woods in a blinding

blizzard in search of the Chinese Ai'my

while listening to the marching of the hid-

den enemy creates an appropriately eerie

sensation. Even the most Jaded of gamers

will be pleasantly surprised by the unpre-

dictability of play, as both armies struggle

to find each other.

The computer opponent has three dif-

ferent difficulty levels, but is pretty good

at even the average setting. Stupid moves

meet with disastrous results, as the com-

puter does not sit idly by while you search

for its forces. I will never forget the time I

sent my cocky column of Abrams tanks

straight down a road into entrenched

Iraqis, only to have it completely de-

stroyed by one Sagger missile unit. W^iile

I enjoyed being challenged by the com-

puter opponent, I wondered at the re-

sults. Even the most well-laid of ambushes

rarely achieve such a high kill ratio as in

this game. However, if you don’t mind

playing with a lot of caution and hugging

the terrain, the battles are tense and, for

the most part, well-balanced.

The handling of air power is done in a

creative fashion. Rather than becoming

bogged down in deciding the difference

in attack strength between a Sopwith

Camel and a B-52, air forces are broken

down into four generic classes: light pro-

peller, heavy propeller, light Jet and
heaN'yJet. Depending on the era and tech-

nolog)’ level of the army, air units are ei-

ther controlled by the computer, or the

player will have limited control over

supports AdLib, Gravis, PAS, Sound

Blaster, and Thunderboard sound cards

# of Players: 1-2 {same computer)

Designer: Norm Koger

Publisher: Strategic Simulations, Inc.

Sunnyvale, CA
(800) 245-4525
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IN CYBERSTRIKE.

ALL CEGINNERl Wl I LL BE

TREATED FAIRLY.

THIN DEITROYEO.
Beaten all the boxed

games? Done the arcades to

death? Try CyberStrike^ the

wild new multi-player game
on CEnie where you hop into

a two-legged CyberPod and
battle it out against other

real live humans for control

of a virtual reality city. The

action’s fast and furious. But

even if you’re new in town,

you won't get blown to

Kingdom Come. Well, not

right away at least. In fact,

CyberStrike is so easy to

(earn, you might actually

live long enough to waste
someone else first. And best

of all, it only costs three

bucks an hour.* So strap

yourself inside a Pod and
come out shooting. You've

got nothing to lose. Except

your life.

GEnie
multi-player games

100% ORGANIC OPPONENTS

SIGN UP NOW; 1. Set your modem
for half duplex {local ecno) at 300,

1200 or 2400 baud. 2. Dial toll free

1*800-638-8369. Upon connection,

enter HHH 3. At the U # = prompt,

enter JOINGENIE then press RETURN
4. At the key code prompt enter

AJJ423 5. Have a major credit

card or your checking account num-

ber ready. For more information in

the U.S. or Canada, call 1-800-

638-9636, TDD 1-800-238-9172.

'Here’s the fine print. CEnie multi-player games and support services are Sj.oo an hour in non-primetime: 6 p.m. to 8 a.m. local time Mon.-Fri., all

day Sat. and Sun. and selected holidays. There's also an 58.95 monthly subscription fee. Each month, you'll get credit for up to four hours of non- — MmUTROniCb
prime time usage. Any surcharges incurred apply to all hourly usage, including your first four hours. T;' 1 , TT\ ,

; .
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FRANCE 1940 Armored formations blitz through the Ardennes

towards Paris, little knowing that in this game, desperate French

forces await just past the next village.

jDlacement and timing of air strikes. Once

a target is chosen, the aircraft must make

an approach on the enemy unit and sur-

vive any anti-aii'craft fire. This serves to

show the importance of developing close

support tactics for aircraft, and liow mod-

ern communications have forever

changed the face ofwar.

THE OBSCURE WARS SERIES
The Tanks! random scenario designer

may bring you back to the days before

hard drives, because it recalls nothing so

much as Mi'Cii Brk;ade. Eras covered

are 1918, 1950, 1967. 1973. 1991. and a

hypothetical near-future, with the battles

taking place in either arid, temperate, or

frozeti climates. Another menu lists the

amount of habitation, roads, wilderness,

and roughness of the terrain. Finally, the

computer will ask what the average mo-

bility of the forces should be, and how

large of a force the player wants to com-

mand. Once these commands are issued,

the computer will devise a scenario

based on actual orders of battle for the

two armies you have selected in a matter

of seconds. This feature alone makes

Tanks! worth playing as it means that

limitless replay value is just a few mouse

clicks away.

Ever since Rooue began gracing the

terminals of mainframes some 15 vears

ago, a constant debate rages between con-

ventional wargamers and computer
wargamers over which format is belter.

Wliile hindsight and sales figures seem to

show that computers are the way of the

future, conventional wargamers have al-

ways had the advantage of a wealth of

topics from which to choose. 'Hiere are a

number of bi-monthly mag-

azines which include a

boardgame, as well as hav-

ing far more companies
turning out a \’ariely of ti-

tles. Let’s face it, Micro-

Prose or QQP will never

do the Siege of Malta nor

will we ever see a Great Bat-

tles of Yemen series, but

now we don’t have to wait

for the computer compa-

nies to design oui' battles.

My favorite war of the

20th ceniurv has always

been W'orld War I, but most

game designers seem con-

vinced that this era was

composed of nothing but

bi-planes and Dread-

noughts. In an attempt to rectily this situ-

ation, I sat down to design a battle based

on the Meuse-.Argonne. Creating terrain

was simple enough, as all the terrain tiles

need only be selected from a list and

placed on the map. After laying down
|)lenty of woods and trench

lines, I moved on to the

unit selection screen.

The unit selection screen

allows you to build comjxi-

nies out of any forces that

were historically available.

Again, it was a simple

process of pointing and

clicking before I had a Ger-

man Army with machine

guns and heaNy artillery be-

ing assaulted by hordes of

light American inl'aniry

supported by French 75s.

While the battle had the

right result—an eventual

.•\merican victory— it had

far too many casualties Ibr

even a W\\3 battle. 'I'he feel

is much more generic than the marketing

hype on the box would have you believe.

There is no provision for selecting indi-

vidual units, for instance—you take what

the computer gives you, trusting that it

will select appropriate units within the pa-

rameters you deline. Thus, the “realistic

orders of battle" are more than a little

suspect.

Now, I don’t expect eveiy game to be

the ultimate in realism, but when a prod-

uct claims to he the delinitive treatment of

20th-centuiv combat, there is a certain ex-

pected standard to which it should aspire.

Overall, T.\NKs! is a good game, but a co-

herent view of tank warfare is isn't. For all

the data poured into the design, it doesn't

really capture the feel of platoon/company

combat, even in a broad sense. \Vhile 1 en-

joy blasting away enemy units as much as

the next guy, the inability ol' units to re-

treat or rout is a huge drawback. Most of

the trappings ol tactical combat are includ-

ed, such as o|:)portunit\' fire, but it often

seems so incredibly lethal that you wonder

about the accuracy of the combat algo-

rithms. Surel)’, some of the time, well-

trained .soldiers (and even gi'een recruits)

7niist know to run l<)r cover.

Should gamers madly retreat I'rom

T.ANK.S? It really comes down to what they

want from a game. Much older g-ames are

no more complex or no less fun—but thev

do lack the crisp graphics and sound of

Tanks! Hardcore gamers will be disap-

pointed that all the data included doesn’t

make for much of a simulation, but those

who simply want to push around militaiy

hardware and approximate their favorite

coiillicts of this centuiy will liave the rough

approximate of a ven' good time. ^
THE EDITORS SPEAK I

WARGAME CONSTRUCTION
SET II; TANKS!

RATING

PROS Fast, easy to leant and veiy

playable. The best looking wai'game

since the V Foi' Victoiy scries.

CONS Veiy unrealistic combat me-

chanics and results. The conslniction

kit aspects are not as fiexible as one

would exjTcct from a product billed so

heavv as such.

TO THE GREEN FIELDS BEYOND In WWI scenarios, tanks provide the

crucial new element in a combined arms force poised to break the

four-year deadlock of trench warfare.

126 COMPUTER GAMING WORLD • SEPTEMBER 1994



Only Reeltlagic'" makes interactive games

look as good as your favorite TV shov/.

ReelMagic puts the power of full-screen, full-

motion, eye-popping video realism on your

PC monitor. Plus, 1 6-bit, CD-quality stereo

sound is built right in. ReelHagic is a break-

through MPEG playback card for the PC that

^adds a new and exciting dimension to inter-

active games. And now, Return to Zork, the

most popular adventure game series ever,

Sharper Audio

Smoother Video

Richer Game Play

enters the world of ReelMagic. Welcome to

the next generation of graphic adventure —

1-800-845-8086
Circle Reader Service tt206

RecIMigic it a trademark al Sigma Detigns, Inc.

featuring a cast of 23 Hollywood actors, over

an hour of spoken dialogue, a revolutionary

interface, 200 musical themes, and serious

puzzles with a sense of humor. It’s no won-

der it was voted "CD-HOti Game of the

Yeaf' by PC Entertainment and "Adventure

Game of the Yeai' by Strategy Plus and

Games Magazine. Return to Zork on the

ReelMagic board — not only sharper audio

and smoother video, but richer game play.

inFoconx. AcliVisioN
rZ^SIGMA
ZJ^DESIGNS



REVIEW

PoisedTo Strike
Scott Hamilton’s One-Man

Tigers on the Prowl Show Begins A Blit^Tour

by Terry Lee Coleman

T
he lumbering tanks moved
FORWARD, 'I'HEIR CLW'KING TREADS

PROTESTING LIKE NOISY STEEL ser-

pents navigating the rough, bro-

ken terrain. The commander
looked at his maps one last time—just
ahead was Hill #35. Determined that his

troops would attain the objective first and

hold the position until the slower infantiy

could establish an

obsen'ation post, he

brought his unit for-

ward with caution.

Yet, almost before

he had finished giv-

ing the order to

move forward, a

tremendous explo-

sion left men tum-

bling about the belly

of the tank like

seeds inside a dry

gourd. Quickly de-

termining that no

one was seriously in-

jured, the comman-
der turned to his radio operator; “Get

HQ and request an airstrike. It looks like

the Russians got here first, and we'll pay

hell getting that artilleiy off that hill by

ourselves.”

I COULD HAVE HAD AH 88
Wliile airpower may imle in the modern

era, in WWII tanks were the undisputed

masters of the battlefield. Fast for their

time, they combined awesome striking

power Tvith mobility, protected by armor

so thick they seemed like dreadnoughts

on diy land. Scott Hamilton proved he

was a designer to watch with his realistic

Point of Attack, but here his lascination

with armored units is laid bare, as Tigers

ON THE pROWi. examines the eastern front

of^V'^VII in excmciating detail.

Wliile tank games are certainly making

a comeback, this is the game for panzer

freaks. Here the emphasis is tactical, with

individual units representing companies

or sections, All the expected stars are

here, from liie behemoth Tiger of the

game’s title, to the

T34/85, the quin-

tessential Russian

tank and one of

the finest armored

vehicles in histoiy.

The tanks on your

computer screen

look pretty lame

when compared to

their historical

counterparts, how-

ever, and many
will be turned off

by the lackluster

graphics. HPS
Simulations, as a

one-man company, does not attempt to

match the graphics and sound of bigger

com]5anies (those familiar with the graph-

ics in Aide de Camp will feel right at home
here), bin one has to wonder why some

digitized sound sampling couldn’t have

been used. Still, those looking for a pretty

game are missing the point, as Hamilton

focuses on making his games the most re-

alistic on the market.

THE CDMBAT CALCULATDR
As one would expect from Scott Hamil-

ton, however, the physical modeling of

weapons systems is veiy accurate. /Vrmor

thickness and angles of penetration/de-

fiection play a crucial role in determining

combat results. Also, artilleiy baiTages in-

clude both direct and indirect fire, with

the usual rules for spotting, line of sight,

etc. Here is where Tigers begins to break

away from the pack. Wind varies, and will

invariably alfect the accuracy of fire. Tra-

jectoiy deviation is painstakingly mod-

eled, with much more feel than the “roll

the die and see if the shot scatters” that

wargames usually include. Indirect fire al-

lows smoke screens, incendiary and illu-

mination targeting, counter-batteiy fire,

and my favorite, the rolling barrage (es-

pecially when playing the Russians). Te-

dious?—not really; although those

looking for a light game are advised to

pass this one by.

That Hamilton’s design showcases

tanks is hardly surprising. 'I'he subtleties

of armored combat are brought out well

by the game system, which calculates such

varied information as range, terrain, the

relative movement rates of both the firing

and target vehicle, the problems of acqui-

sition, and the effects of suppression fire.

Once a target is acquired, you may choose

to fire either high explosive anti-tank

(HEAT) rounds against enemy armor, or

solid projectiles, depending on what the

individual unit is armed with. Penetra-

tion, angle of impact, defiection are all

quite dutifully delineated in the game,

with Hamilton even going so far as to

place the occasional physics formula for

emphasis—for those who are interested.

Hidden movement is included and re-

ally works well at this scale. Units hide in

ravines, behind slopes, and are obscured

by trees and shmbs. A nice touch is that

vehicular units may sometimes be tracked

via the dust trails they leave behind. Still,

Tigers on the Prowl
' Price:

$69.95 (plus.. ..

!, $4:'shlpp,i.ng &
‘. handling)

'

' System: IBM
; Protection;

.' Manual look-up

Requirements:

386 or better

,

processor,. VGA
r.;,graphics.;8 MB.,, .

' hard drive space, .mdu^e’.
. . ,

.

' ’

I

Designer: Scott Hamilton
. j

;
Publisher; HPS Simulations <

. Santa Clara, CA • o

(408) 554-8381
)
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UNIT ftO Pz lU DEFAULTS

MAX RANGE 1800 n
PRIMARY TYPE TANK

ENGAGE HQ'S 1ST YES
PAUSE TO ENGAGE YES
RATE OF FIRE SLON

SET FOR THIS UNIT <F1>
1 SLT FOFt ENTIRE COMPANY I

BLITZING BY THE NUMBERS For quick play, you can use the defaults or

set parameters for each formation.

even wkh all these details, inoveniciit is

i'airly simple to execute, as the computer
will ligure the best way for a unit to ma-
neuver.

This means, of course, that hills be-

come extremely important for obsena-
tion and are often the focal point for

assaults, 'ihis is where the infanuy comes
in. Tigers shines with regard to combined
arms. Though the “grunts" may have to

play .second fiddle to the tanks, they do
have a few tricks of theii' own. Flame-
throw'ers can destroy treads and panzer-

fdusts can knock out an entire unit.

Infantiy units have ihe ability to infiltrate

enemy positions, and more than one
player will grimace at die prospect of hav-

ing to u.se tanks to pry infantry out of

towns, as their ability to disperse makes
them difficult to destroy. If you like to

gamble, you may even close assault ene-

my vehicles, but if the tank sui-vives...

Airstrikes may be called in Tigeics, as

well, but you select only the general area,

and the aircraft pick the specific target

from their vantage point in flight. Similar

to artilleiy plotting, selecting a target too

close to your own troops may risk losing

forces to friendly fire, 'fhis may well be
one of die best treatments of a .sensitive

(and rarely simulated) topic in computer
wargaming. Another controversial aspect

of the game is that flames may spread
from one area to another affecting woods
or even towns where you never lii-ed a

shot. It makes you think a little before go-

ing crazy with that flame-thrower.

'file design also factors in mines, .so of-

ten ignored in wargames because US
forces aren’t exactly adept in their use (to

be kind). Kursk is therefore simulated

properly, as are many smaller battles with

an emphasis on mines, as you learn the

fine art of clearing approach lanes.

Night righting is in-

cluded and contrasts the

lethality of the weapons

with the confusion of

finding the eiiciiiy in the

darkness. Weather is an

option, and replaying a

normally sunny scenario

in a muddy cjuagmire

will cause you to refine

tactics on the fh’.

The big question is the

Al, and Hamilton’s de-

sign is Just as ihorough

here as the rest of the

game. The decisions of

the computer ojiponent

are based on sound military principles de-

rived from the designei'’s militaiy experi-

ence and, more importantly, it plays by

the same sighting rules as any liiiman, a

big plus for most gamers. Replayability,

always important in a wargame, is en-

hanced by the fact that the Al’s strategic

choices have some I'andomness factored

in to fiirceyou, ihi-ough its unpi-edictabili-

ty, to make acljustments. It may not be the

same as playing a human, but Tigeics of-

fers the best silicon opponent, along with

C.-\RR!ER.s AT W'ar 11, that I’vc secii this

year.

THE GREAT SUPPRESSION
What lifts the game even higiiei' is Hamil-

ton’s attention to “soft” factors, such as

morale and training, so often neglected

with the excuse that these factors cannot
be quantified. Your units are not automa-
tons in fiGER.s, and if you give them
ridiculous ordei's, they may not react as

you would prefer. ^Viihout going to the

extremes of SSG’s B/Vrri.Ei'RON-r series

(where it often seemed as if the game was

playing itself, with the player an inieresi

ed observer), the system forces you t

think of your units in more flesli-and

blood terms. Suicide attacks may be sue

cessful, but they are guaranteed to lowe

morale of nearb)' units. Since units ar

constantly having to deal with suppre;

sion lire, minefields and a host of otht

potentially demoralizing lare. troop qual

ty becomes the key element in play—as

should be. Units that you control indivir.

iially may even be given dillereni order

during combat, or you may move foi’ma

tions to save time, at a corresponding los

in flexibility. Actually, flexibility is th

lieai'i of the game, not only in the desigr

but in the way Tiger.s forces )’ou to thini

on your feet. Wltile any really good gam.
can achieve this, lew do it witli the I'ealisn

and insight ofTtGEics.

Ultimately, 1’igers ON 'IHE Prowl is :

demanding game, but well worth the tinn

it takes to climb the tough learning cuitc

While the iiiles are com
plex, they give compre
hensive information

rather than the medioert

documentation sadi)

prevalent in much of the

industry. If only tin

graphics of say, T.\nk.s;

could be combined with

Tigers, we would have

the best game j)ossible

for WTVII tank opera-

tions. Nevertheless,

whether you wish to have

a good gaming session,

learn about combined
ai'ins on the Eastern

Front, or simply want to

sec how a Panther would have fared

against a T34/8o, 'Figers will keep you
awake for many enjoyably long nights,

THE EDITORS SPEAK I

TIGERS ON THE PROWL

RATING it aft 1/2

PROS Incretiibly del,ailed and rcalis-

tic model of armored combat, includ-

ing hard data and “soft” factors.

Excellent documentation and cus-

tomer support.

CONS Lackluster gi-aphics and .sound

with a clilficLili inteiface. Heavy num-
ber-cnuiching will require at least a

fast 386.

HEINRICH HIMMLER, WHERE HAVE YOU GONE As can be seen from this

unit manifest of Waffen SS units at the battle of Prokhorovka, Tigers

doesn’t let controversy compromise its attention to historical detail.
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STRATEGY

The First Line
ofGalactic
Defense
Tactics And Tips Tor X-COM: UFO Defense

by Jeff James

W
ITH ITS I-IRS'I'-RATK INFANTRY

COMBAT ENGINE, INTENSE

STRATEGIC GAME, ANU SLEEK

futuristic setting, MicroProse’s

X-COM has all the markings

of an addictive gaming classic. As the

siijjreme commander of Earth’s defenses

against an alien invasion, you enjoy an in-

credible number of options. While this

flexibility is undoubtedly central to the

popularity of X-COM, it also selves as a

stumbling block for many aspiring X-

COMmanders. You’re required to simul-

taneously don the hats of a politician,

administrator, research scientist, con-

struction engineer and combat trooper,

rhis strategy guide will help you keep

these hats firmly on your head and, hope-

fully, prevent the removal of that head by

a well-placed alien plasma bolt.

A BASE WITH A VIEW
After choosing your first base site, imme-

diately add extra living quarters and stor-

age space. Follow with an alien

containment facility so you can capture

and hold live aliens for study. Buy as

many scientists as your base can liold, and

immediately get them started on re-

searching laser weapons. After you start

making some money, you should build

base defenses. Keep in mind that base de-

fenses are ineffective when a base’s com-

bined defense value is under 2500 (you

can see this figure displayed on the base

information screen), so purchase a con-

siderable amount of wea|)ons to keep

your bases safe. The ideal solution is to

have plasma base defenses teamed with a

gravity shield and a mind shielding facili-

ty to prevent aliens from finding your

base in the first place,

Wlien building new bases, tiy to posi-

tion them in areas with a high concentra-

tion of wealthy countries. North America

and Europe are obvious choices, as is a

base in Southeast Asia. Build bases on dif-

ferent continents to maximize radar cov-

erage. For example, instead of having

three bases in Europe, space your bases

an equal distance from one another in

Europe, South America and Asia. Also,

keep in mind that multiple radar stations

at a single base will improve the coverage

of your radar (i.e., 5vo long range radar

stations will double the elFectivene.ss of a

base’s long range radar coverage). It’s

also a good idea to separate research and

production facilities i'roni your radar and

interceptor facilities, Aliens tend to search

for and attack X-COi'VI ba,ses where there

have been large numbers of UFOs shot

down or where interceptors are launched.

Although you’re stuck with the basic

structural layout ol' youi' first base, you

should try some different design ideas

with newer bases. When building a new

base, try to isolate the access lift and

hangars from the rest of the

compound. For example,

locate all your hangars on

one side of the base with

the access lift connecting

the hangars and the rest of

your base. The reason, of

course, is that when aliens

attack, they enter the base

through hangars and access

lifts. By limiting the num-
ber of entry points invading

aliens have available and by

channeling the invaders to

designatecl choke points, a

small number of X-COM
soldiers can defend a base

against a much larger force.

AIRCRAFT AVALANCHE
As soon as the game begins, you should

remove and sell the Stingray missile

launchers from your interceptors and re-

place them with Avalanche missile

launchers. You’ll eventually want to equip

each of your interceptors with plasma and

laser cannons as soon as you are able to

produce them, 'fliis will extend the use-

fulness ol' your interceptor aircraft and

eliminate the need to constantly restock

cannon roimcls and missiles. While you’re

waiting for yom- researchers to develop

those new weapons, you can team up your

interceptor.s—uj3 to four at once—on one

CALM AMIDST THE CHAOS Heavy Weapons Platforms tend to make a

shambles of the playground, but they provide instant cover for

X-COM troops, and are immune to alien mind control schemes.
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1, The most highly detailed ballparks ever to be created.

Each park consists of 9 full screens.

Season Replay, Strategy Sheet, Head to Head vs.

Human & Computer, and True Modem Play with Chat Mode.

) Contains full rosters for all 1993 teams with over 40

categories of batting stats and over 30 categories of pitching

stats per player.

1 Draft module with "Computer Draft" Option, Trade

module. Team editor module and League Set Up module

including the NEW i994 Division Alignment.

1 The sharpest detailed

animation ever in a baseball

simulation, includes both

Simulation and

Arcade modes.

MICRO STORTS

* One Northgate Park • Suite 103 • Chattanooga, TN 37415

1
-800 -937-7737

Circle Reader Service 0212



Sectopod aubopsy
The robob <9 eburdily
congbrutbed uibh ooivered
amour capable oF resisbins
moab Forffia oF obboeK> In

porbiculor ptostnp uieopona.
Koufever> bhe sensing cireuibrg
seeing porbieulorly vulnerable ba
laser uteopons.

ROBOT CADAVER While weapons development should be your main

emphasis, don’t neglect research on alien lifeforms and machines,

which will yield important tactical tidbits.

UFO. 'I'o do so, have all your available

I'lgluers atiempi to intercept tlie alien

craft. As soon as your llrst interceptor en-

gages the UFO, click on ilie “standolF’

button and then niiniinize the window.

\Vait until your other interceptors engage

the UFO. tlien order them all to attack.

This tactic works especially well on large

and veiy large UFOs which tend to pack a

considerable amount of firepower.

W'lien you are finally able to start build-

ing advanced craft—such as the Inrestoi'm,

Lightning and .Avenger—be miiidlhl of

your Elcrinm consumption. I'hese craft

need Elerium for fuel, which can nsnalh’

onlv l)e found bv attacking alien bases and

larger UFO crash sites. Using convention-

al interceptors eqnipjjcd with laser and

plasma cannons is a more prudent

metliod. Although the Skyranger troop

transport is slow and has a small canving

capacity, it is very cheap and effective,

build and use the .Avenger only if you

ha\’e large resen’es of Elerium handy.

SCIENCE COES TO WAR
J'o succeed at X-(X)M, you need to con-

stantly research new alien technologies.

.At the start of the game, you should im-

mediately research the following items in

order: laser weapons, laser pistol, laser ri-

lle, lieavy laser, laser caniKJii. This line of

research will give )'ou laser rifles, which

are cheap, effective weapons that never

run out of ammunition. Lasei' cannons

can be used to replace the shell-using can-

nons on your interceptors. Once you’ve

investigated at least one UFO crash site,

you should researcli these following

items: Plasma Rifle (and C'.lip), Heavy

Plasma (and (ilip), Plasma Oannon, Alien

Alloys, Per.sonal AiTiioiir, Alien Grenades.

Researching the plasma weapons will al-

low your troopers to use the most com-

mon weapon of the enemy,

so rather than produce the

weapons yourself, your

grunts can recover them
Irom succcssfiil skirmishes

with aliens. Without per-

sonal armor, your soldiers

arc going to flie with alarui-

iiig li‘et|uency. Researcliing

alien alloys allows you li)

l)uild jjersonal armor,

which will boost vour sol-

dier’s suivival rale by a sub-

stantial margin. With

|) I a sm a wea pons, alien

grenades and personal ar-

mor, your soldiers will have

a much better chance of suiTival. Finally,

ne\’cr lei your scientists or engineers sit

idle: there arc always new research ])ro-

jects to Stan and new weapons kj build.

TONS O' FUNDS
There’s no doubt ab{)Ul it: uionc}’ makes

X-GOi\Fs beaiilifuily delineated tile-based

world go ‘round. Von recei\’e funding

from three sources: donations from mem-
ber countries, the sale <.)f cajjuircd alien

objects, and tlie sale of arms )’ou manu-

facture.

Donations From Countries: I'he ma-

jor countries of the world will continue

to fund the X-GOM project so long as

you keep their skies free of UFOs and

their cities li'ee of alien invaders. At the

end of ever)’ mouth, the program as-

signs a j)oiiu \ahie to ever)’ ticliou you

performed in ihe previous month.
You’re given a certain ainouiii ol' points

for destroying Ul''()s (the larger ilie

ship, the higher ihe point value), aiul

half that amouni I’oi' shooting them
down intact. Ultimately, (he highest

point values arc given when you shoot

down a UFO and then investigate tin

crasli site. II' you choose to shoot dowt

UFOs and not investigate crash sites

you’re missing out on roughly half ol

the total point value, plus the opporiii-

iiiiy to capture live aliens and research

new technologies. Killing aliens in tacti-

cal combat gives you points as well; cap-

turing them will give you double that

amount, in addition, invading an alien

l)ase pays oil' with a hefty poitit boost.

But conihat isn't the only way to keep

rnndiiig tuitions happy: successful re-

search will also earn a small number of

points ciich month. If yon botch things

iij)—let too many civilians gel killed in

terrorized cities, lose a i'ew to manv sol-

diers, or lose loo nutny X-(X)M craft to

hostile UFOs— the jjrogram counts

those actions as negative points. At the

end of the month, lutih jutsitive and
negative points are lol;iled ;nid )’on're

given a (jiialitative rating. Do well, and

your funding will increase. Do pooiiv,

and it nut)’ decrease—even to the point

of a country removing its I'nnding en-

tirely, withdrawing I'rom the X-COM
jjrogram, and signing n pact with the

aliens. 'Fo summarize, aggressively pur-

sue UFO contacts, investigate all UFO
crash sites, eliminate eveiy

alien base yon can find,

and continuously research

new technologies to keep

connlrics happy.

Selling The Spoils: .Af-

ter most alien encounters,

your troopers will recover

large quantities of alien

weajjonry, supplies and
corpses. lf)'ou haven’t yet

rcseiirched an alieti arti-

fact, sell olf every unit yon

stock except one: the same

goes for alien corpses.

Heavy Plasma weapons,

UFO Navigation and UFO
Power Sources all I'etch tidy sums on the

open tnarkei.

/Vrms Dealing: As a last resort, yon cati

mamiliictLire goods and sell them on the

open market. Alihongh you do gain some

cash (dr doing so, the cost of paying the

engineers to build the item, plus the cost

in material and matt-hours lost is usually

not worth the cxijonsc.

COMBAT:
KEEPING THE SQUADDIES ALIUE
Tactical Tips: The host advice litr combat

is to use llte best troops. Review each of

GUT-CHECK TIME Facing down an Etherial on its home turf will

require bravery, and a steady hand, if this rookie is to survive.
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Tech Support: (608) 836-8001

Fax: (608)836-8002

P.O. Box 55164

Madison, Wl 53705-8964

Visa & Master Card welcomed!

Hours: M-F 9am -6pm

Sat. 9am -1pm CST

CREATIVE

Game Blaster CD 16

Thu Gaum Blaster CD 16 multimedia upgrade kit

features a .Sitimd Blaster 16, a double .speed

CD-ROM drive, pair of speakers, high performance

joystick, and an incredible software bundle including

Rebel A.ssault, Return to Zork. Iron Helix. SIM City

20(K). Civilization, Silent Sendee. FI17A. Railroad

$365

CREATIVE
DlRital Edge 3X

New from Creative Labs! Along
with a triple speed CD-ROM
drive, the new Digital Edge .TX

features the Sound Blaster 16

SC.SI-2 w/ASP. Groliers Multi-

media Encyclopedia, Voice

Assisi. Text Assist, Digital

Morph, Rebel Assault. Indy .‘i(H),

The Simulation, and much morel

Triple Speed! $669

NEC
MultiSpin3Xi

this your

CD-ROM drive! Lightning fast

internal triple speed drive with

IWm.s access lime, 450KB/scc
transfer rate, and a coniinuoiis-

Dow 2.^6KB cache. Exceeds

.MPC level 2 specifications, and

is PhoioCD Multisession, and

QuickTime compliant. Switch-

able SCSl-l/SCSi-2 interface.

New Price! $414

Gchinon
CDSs.lj Double Sjieetl CDROM drive

• r--'; .

With an access time of 250ni.s.

and a double speed data transfer

rate of 300KB/scc and a 256KB
bulfer. the CDS-535 is one of

the fastest drives around! PC
Magazine Editor's Choice!

Complete Kit; $332

CD-ROM Super Buys!

Sony Media Magic Kit $145!
This muilimedia kit i.s complete with a Sony CDU33A
double speed CD-ROM drive. 8-bit interface card,

installation software and cables. Everything you need

to gel started in muilimedia is included. Each kit

comes with two free CDs including demos of the most

popular business and emcnainment software!

Mitsumi dbIspdFXOOlD $137!
The 2.5<)ms, 350KB/sec Mitsumi double-speed blows

away other CD-RO.M drives costing twice as much!

The Mitsumi comes complete with a 16-hii interface

card, installation software and cables to connect!

MULTIMEDIA HARDWARE
MM UPGRADE KITS

Garne Blaster CD 1 6 365
Edutainment CD 16 396
Discovery CD 16 299
Digital Edge 3X 669
Creative Omni CD int. 179
Creative Omni CD 3X 415
Media Vision Reno 275
MV 20(X} Fomily kit 332
MV 3000 $uper kit 395
MV 4000 Premium kit 495
MV 5000 Pro kit 695
Reveal DC230 Hm Ofc kit 239
Reveal DC240 Educ, kit 239
Reveal DC250 Enf. kit 249

Reveal DC260Eclu1. Kit 249
Sony Media Magic kit 1 45

CD-ROM DRIVES
Aztech CDA268-01Aw/kif 129
Chinon CDS 536 Internal 332
Chinon CDS 536 Int, w/klt 332
Chinon CDX 635 external 424
Chinon CDX 535 ext, w/klf 449
Creative Omni CO Int, 1 79
Creative Omni CD 3X (New!) 415
Mitsumi FXOOID dbl spd w/kit 137
NEC Multispin 3Xi internal 414
NEC Multispin 3Xe external 459
NEC Multispin 3Xp portable 379

NEC Multispin 4X Pro 909
Plextor DM3028 Internal 255
Plextor DM3028 Int. w/kit 319
Plextor DM5028 external 379
PlextorDM5018ext. w/klt 429
Plextor QUAD Speed 475
Toshiba 3401 B internol 319
Toshiba 3401E external 448
Sony CDU-33A bare drive 1 45
Sony CDU 33A w/kit & 2 CDs 145
Sony CDU-561-01 int. 259
SonyCDU-7ai1-10ext. 489

SOUND CARDS
Audio Mogiclon Plus 49
Gravis Ultrasound 115

Gravis Ultrasound
Gravis Ultrasound MAX
MV Pro Audio Studio 16

MV Pro Audio Spectrum 1

6

MV Pro Audio Spect 16 basic
MV Pro Audio Power Pak
MV Pro 3-D Korg
MV Premium 3-D SCSI-2
MV Premium 3-D MultiCD
MV Deluxe MultiCD
MV Pro Wavetdble Upgd
Sound Blaster Deluxe
Sound Blaster Pro Deluxe
Sound Blaster Pro Value Ed.
Sound Blaster 16 Bosic

Sound Bloster 16 Volue Ed.

117 Sound Blaster 16 MultiCD 135

179 Sound Blaster 16 MultiCD/ASP 159

119 Sound Blaster SCSI-2 159

97 Sound Blaster SCSI-2/ASP 199
77 Sound Blaster AWE-32 259
65 ASP upgrade Chip 52
259 Wave Blaster Cpfion 169

Hi VIDEO CAPTURE/OUTPUT
coll ADS Gome Zapper 104

coll Video Blaster SE 239
55 Video Spigot for Windovzs 199

79 Pro Movie Spectrum 129

79 Sigma Designs ReelMogIc 359
99 Reel Magic Ute (NEW!) 249
105 Coll (or speakers, SCSI controllers, motel

CD-ROM TITLES We only sell CD-ROM!
5ft 10 Pack 31
7th Guest 43
7th Guest 2:1 1th Hour 53
7th Guest/Oune 47
Aces of the Pacific 40
Aces over Europe 39
Aegis; Guardian of Fleet 48
AlrWarrlor 39
Al-^alm 41

Aladin 27
Alone In the Dark 44
Americana MPEG call

Armored Fist 41

Arthur's Teacher Trouble 36
Backrood Racers 24
Bottle Isle II 39
Beneath a Steel Sky 39
Betrayal at Krondor 23
Bloforge call

Buzz Aldrin Roe toace 42
C.l.T.Y. 2000 31

Cat Come Back, The 32
Castles II 46
CD Challenge Pack 26
CD-ROMIXl Freex 14
CD-RCMIXI Hardcase 14

CD-ROMIXl Prime 14
Chaos Continuum, The 40
Chessmoster 4000/L.D. 2 24
Clnemanlo Movie Guide '94 36
Commanchew/Mls. 18i2 57
Companions of Xanth 36
Compton's Int Encyc. Upgrd 39
Conspiracy 39
Clime Patrol 41
Crime Patrol 2 41
CrttlcotPoth 44
Curse of Enchantia 21

Daemonsgate 36
CyberRoce 29
Dark Legions ^

Dork Seed
Dorksun
Day of thoTentocle/M.M. 11

Doom II

Drocula Unleashed
Dragon's Loir

Dragon's Loir MPEG
Dragons Loir II

Drogonsphere
Dungeon Hack
Empire Dlx; Masters Ed.
Encarta Encyclopedia '94

ESPN Soccer
ESPN Baseball Tontte
ESPN Sun. Nile Footboll NFL
European Rocers
Evasive Action
Eye of Beholder Trilogy

Fl5 Strike Eagle 3
Falcon Gold
Fantasy Empires
Frontier Elite II

Gabriel Knight
Gettysburg
Goblins Quest III

Grandest Fleet

Great Naval Battles 1

Great Novoi Battles II

Gulness Disc of Records
Gunship 2000 w/Scenorlo
Harpoon II

Harvester
Harrier Assoult SVGA
Hell Cabvl.l
Horde, The
Horde, The MPEG
How to Creote Multimedia
Humans, The
Inco 2

Indy Jones Fate Atlantis

Inherit the Earth

47 IronH. .

37 Jones In the Post Lone
46 Journeymon Pro), The
46 Jump Raven
33 Jurassic Park

33

Just Grandma & Me
call Jutland
47 King's Quest V
36 King's Quest VI

26 King’s Quest VI Upgd
65 Lands of Lore
33 Loura Bow 2
43 Lownmower Man
39 Legend of Kyrandia Bk 1

24 Legend of Kyrandia Bk II

coll Lemmings Z The Tribes

49 Lesuire Suit Larry 6
44 Links

64 Lightning CD
37 Lord of the Rings MPEG
34 Lost Treasures Infocom II

43 Lost Treasures of Infocom
39 Lunicus
1 9 Mad Dog McCree
37 Mad Dog McCree 11

49 Man Enough
41 Mon Enough MPEG
34 Moster of Magic
35 MotIneeMPEG 27

41 Mayo Clinic Total Heort
46 Mechomander uun
46 Mech Worrlor II 43
21 Mego Race 32
34 Microcosm 48
22 Microsoft Golf for Windows 39

n Auction

MPC Wizard 2,0 MPEG
Multimedia Storter Pek
Myst MPC
Not, Geographic Pic. Atlas

Neurodancer MPEG
New Kid on the Block
New York MPEG
Outpost
Pogemoster
Patrician

Phantosmorgla
Photo CD Access
Photo CD Worktop
Police Qst 4;Open Seoson
Police Quest 4 MPEG
Prehistorid, Groller's

Privateer
Quantum Gate
Rebel Assoult
Ravenloft
Red Baron/AIOT.K.
Return to RIngworld
Return to Zork
Return to Zork MPEG
Robinson's Requie
Sam & Mox Hit the Road
Seowolf
Secret of Monkey Island II

Secret Weapons of Luftwffe

Sh, Holmes Con Det 3
Shadowcoster
Sid &Al’s Inc. Toons
SlmClty2000
SimCIty Enhanced
Sound Track MPEG
Space Ace MPEG
^oce Pirates

^eof of Destiny Super Pak
^Irlt of Excollbur

Sporting News MPEG
Star Control Compendium

32 Star Trek 25th Enhanced
23 Star Trek Next Generallorr 64
47 Star Wors Chess MPC
66 Storlord _
:all Starship

35 Strike C
call Stronghold
39 Syndicate Plus

call System Shock
36 T2 Chesswors
53 Terminator Rompage
12 TFX
22 Theme Park 46
46 Tony LaRussa SB 2 45

call Total Baseball 1994 Ed,
19 Total Distortion

49 U.S, Atlas 4,0

44 Ultima Under. 1 8c 2
42 UttImaVlII w/Speech Pack 49
49 Under a Killing Moon 51

41 Under a Killing Moon MPEG call

42 Video Cube
42 Video Cube Sports

call Video Cube Space MPEG 32
call Video Game Solution CO 22
37 Whof

•

45 Wing
39 Wing Commander ll Deluxe 29
44 Wing Commander ll/Utt UW 63
49 Wing Commander III

—

'

43 WolfPack
43 Wing Commander/Ultimo VI 34
43 World Atlas MPEG
45 World Clrcuft Gran Prtx

call World Cup Encyc. 1930-94 36
39 V/orld of Keen
41 World View MPEG
39 Worldview
21 Wroth of the Gods

coll X-COM
22 Zillion Sounds
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your soldier’s al)ility raiings and sack any

soldier with less than 50 braveiy or firing

accuracy points. Replace the fired soldiei's

with new recruits and repeat the process.

Soldiers with high strength ratings are

beltei' at carrying heavy weapons, while

(Uliers make belter niarksmen and scouts.

Unfortunately, the game doesn’t allow

you to view soldier stats in the equip sol-

dier screen, making i( Far too easy to

etiuip your weakest soldier with your

heaviest weapon. I'o compensate for this

design flaw, attach a one or two letter

identifier to a soldier's name to indicate

what he or she is best at, Foi' example, a

soldier strong enougli to carry heavy

weapons would have an “-H\V” attached

to iiis name; soldiers with iiigh firing ac-

curacy can be tagged tvith an “-M” for

marksman, and so on.

Avoid night missions whenever possi-

ble; wait until dawn to approach a UFO
landing or terror site. I f it absolutely, pos-

sitively has to be thei'e over night, equip

your troops with electrollares and incen-

diaiy munitions, which burst into flame

upon impact, illuminating the target area.

Before combat, make sure that eveiy sol-

dier has a primaiy weapon in one hand

and a grenade in the other.

Once combat begins, always end youi‘

soldiers’ movements in a kneeling posi-

tion and under cover. When dispersing

group of your soldiers, tliat trooper may
decide to shoot the alien—and kill your

soldiers in the process. 'I'o gel around

this, consider using up all that soldier’s

lime units before the end ofllie turn.

II' you have several rookies in your

squad, equip a few of them with aulo-can-

nons and heavy cannons loaded with high

explosive rounds. Since the aforemen-

tioned weapons have a larger area of ef-

fect lliaii standard weapons, this will offset

a rookie grunt’s poor

shooting ability and til-

low him to bag more
aliens. When choosing

shot types, aimed shots

mu)’ be effective, but they

also consume most of a

small launcher equipped witli stun bombs

to incapacitate these aliens. You’ll iieed to

interrogate three different alien tyjK‘s to

get all the information you need: an alien

officer, an alien leader, and an alien com-

mander. Most high-ranking aliens will he

found at alien bases and in the ii])jicr lev-

els ol' multi-level UFOs. ^\1iile on the loj>

ic of stunning your foe, you can also stun

any civilians you encounter during ;i city

defense mission. /Mien soldiers will iretit

ALIEN SECRETS REVEALED Eventually you will be able

alien technology and meet these insidious invaders o

from a landing craft, use the gear struts of

llie landing craft for cover, then systemat-

ically move your troopers towards cover-

ing terrain features, such as buslies, trees

and buiJdings. Remember; Troopers
standing in open terrain will DIE very

quickh'. Troopers witli a powerful area af-

fect weapon (rocket launcliers, auto/heavy

ctinnons with explosive rounds) during

opportunity fire tend to shoot first and

think hiler. If an alien appears next to a

troopers movement
points and are next to

useless when the trooper

is a rookie. Rely on snap

shots for long distances,

and auto lire for short to

mid-ranges. When mov-

ing your troopers, spread

them out in a loose skir-

mishing formation, 5-6

sptices apart. This will

minimize the cliances

that they’ll all gel killed with one well-

placed grenade, and it will also increase

their alien detection ability. Advance in

leap-frogging movements.

Move some soldiers, keep-

ing their movement cov-

ered by other soldiers with

a large reserve of time

units. Ahoays (except in the

special case of troopers with

area effect wettpons) leave

your troopers with enough

time units to perform a

snap sliot during opporiu-

nity lire.

When assaulting aliens

hunker down in tlieir
to match UFOs, a good tactic is to
n even terms.

praximiiy grenades in

front of the UFO’s entry

dot)!'. Although it may t;ike some time,

mo.sl aliens will eventually exit their craft

and trigger tlte primed grenades. If your

scjuad is equipped witli flying suits, you

can jump up to the top ol'mosi UFOs and

enter tliem via a top hatch. Dropping
through the top hatch of a UFO is also a

good method to use when attempting to

capture ;iliens alive, wliicli is essential to

linishing X-COM. The stun rod is next to

FORCED R & R Commander Dutch Donovan is almost a walking

superman, but he ended up wounded like any other poor human-oid.

Use your troops wisely, regardless of their impressive stats.

useless in this endeavor, so rely u|ion the

stunned civilitms as dead ones, so you will

gain points for keejiing lliem alive. Final-

ly, don’t woi'iy about liaving your soldiers

pick up disciirded alien weapons and otli-

er goodies during combat; tliey will auto-

matically be recovered when the combat

is over.

Messing With Your Mind: If you’re

losing battles to alien mind attacks, there

are a couple of things you can do to im-

prove your situiition. HWPs (see below)

are immune to mind control, making
them ideal i'or rooting out hidden Ethere-

al and Sectoid aliens. If you have one sol-

dier tliat is being repeatedly mind
controlled, chances are that he has a low

latent psionic ability. Sack any soldier that

is frequently mind-controlled and replace

him with a new recruit. For the ultimate

defense against mind attacks, you'll have

to capture a living Ethereal (any) or a Sec-

toid leader or commander. After you’ve

researched those living aliens you’ll be

able to build your o^vn psi-lab and iraiti

your sokliers to perform mind attacks of

their otvn. Once your soldiers are en-

rolled in a psi-lah, you’ll be able to see all

of tlieir psionic ttbilities. As with any other

ability, if a soldier is pitifully low in psion-

ic ability, he should be sacked or assigned

to a non-psionic combat team.
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Coming soon.

Quarantine

Hell

Frontier-1 3t Encounters

Bureau 13

StarCa;sader
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Tanks For Everything: One of the

most effective \\'eaj)ons in the X-COM ar-

senal is the heavy weapon platform, or

HVVP, Basically a miniature tank, an HVVP

gives you a number of advantages on the

battlefield. They noi'maliy have a lai'ge

number of movemejil points, making

them perfect for scouting out enemies,

and they’re also immune to mind control,

making tliem extremely effective weapons

against Ethereal and Sectoid aliens. The
HWP Rocket Launcher is a good first

choice, but you should replace that tank

eventually with the vastly superior hover-

tank as soon as y<xi can build it. To build

hovertanks, you must have completely re-

searched the Firestorm craft, plus plasma

weapons for the hovertank\plasma and

the blaster latincher for the

hovertank\launcher. On the downside,

FIWPs are expensive, make for large tar-

gets, and dott’t take much damage to de-

stroy (with die exception of the hovertatik

M\VPs).

Defending The Homefront: In the un-

fortunate event of an alien attack upon an

X-COM base, I'oii’ll tieed to move quickly

to destroy the alien invaders. Your best

defense is to equip your soldiers with ar-

mor beforehand and stockpile pletity of

weapons in yotir base storage. Any
weapons stored on a Skyranger, Lightning

or Avetiger transport craft will not be

available during combat, as these craft are

evacuated before any base invasion.

If you've designed your base properly,

you’ll be able to hold the aliens by secur-

ing the access points—access lifts and

hangars. Aliens invading an X-COM base

itsually cany at least one blaster launcher,

which launches devastating blaster bombs

that can decimate your entire squad in

one blow. To avoid having your squad

killed in this fashion, try biding your

troo|is behind doors during alien move-

ment, then zip out into the passageway to

lire at an)’ aliens, then dash back behind

closed doors. You may want to keep a

spare I-BVP at each base to seive as your

“eyes and ears” during a base assault. An-

other good tactic is to lay down a gauntlet

of proximity grenades in front of your ac-

cess lift and hangar entiyways, providing

a ready-made minefield (hat the aliens

must cro,ss to reach you.

IP ALL ELSE PAILS—CHEAT!
If yoti want to employ the ultimate

weapon against the alien menace, you

can use a hex editor to edit the data files

in X-COM to give you unlimited funds

invincible soldiers and other special fa

vors. I’wo of the most popular offering,

for editing X-COM saved games art

Michael Chan’s X-COM saved game hes

editing tutorial (available on many net-

works) and an X-COM saved game editoi

by a programmer who calls himself “Flat-

line.” Using either of these utilities will

give you an overpo\vering—albeit un-

sporting—weapon to use against those

bug-eyed nasties. Die-hard X-COM com-

manders may bristle at the thought of us-

ing a wimpy cheat file or hex editor to

improve their position, but cheating can

rescue the llotindering commander in a

hopeless situation. Regardless of the

means you use to finish the game, yon

should still keep an eye on the shelves of

your local solhvare shop. According to a

spoke.sperson, MicroProse is planning

not one, but two follow-up products pat-

terned after the original X-COM. So
enough of this idle banter—get out there

and save humanity!

A special thanks to Julian Gollop, High

Commander, X-COM UK Forces, for his as-

sistance with this article.
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Sotmdscapc™ by ENSONIQ. Thefirst wavetnble sound board thatgivesyon professional 16-bit sound and

compatibility with today’s hottestgame titles and multimedia applications - at a price you can afford.

ENSONIQ is a leading manufacturer of high-quality

synthesizers used by top recording artists. Now, the same

wavetable technology that drives our $3,000 keyboards is

available foryour PC.

Award-winning sounds. Our commitment to sound is unequaled. With

Soundscape, you'll hear sounds created by Grammy Award-winning

musicians, renowned orchestral players, and top studio engineers.

Maximum compatibility. Great sound doesn't matter if your board

won't work with your software, so we've made Soundscape compatible

with virtually all PC standards. Whether you're in the game room, the

classroom, orthe boardroom, Soundscape will provide unrivaled sound

quality for all your applications.

Make the right choice.

Call 1-800-942-0096for more information.

Soundscape is now available at all Electronics

Boutique and Waldensoftivare locations.

For $279 (suficicsted retail) yolijjct:

Genuine ENSONIQwavetable synthesis

16-bit sound with 32 voice polyphony

Supports the broadest range of games and

multimedia standards, including:

SoundBlaster™* AdLib™, MPU-401,

MT-32. General MIDI, MFC Level I & 2,

Windows™ 3. 1, Windows Sound System™

No host CPU overhead; no TSR's

3 CD-ROM connectors for maximum flexibility

60-day no-nonsense refund, plus a three year

limited hardware warranty

ENSDNi^
LeadingTHE World in Sound L'MOVation

'With Iho e^cepllon of the few titles that use ADPCM

® ISM ENSONIQ Corp, 155 Great Valley Parkway, Malvern PA I9355-I3735
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STRATEGY

The Play s

The Thins
Ascending The Throne In Avalon Hill’s KINGMAKER

by M. Evan Brooks

W
HILE KlNdMAKEK SPORTS A

RELATIVELY ACOURAI'E HISTOR-

ICAL MILIEU, 'mE GAME
mechanics do not reflect a

simulation of the War of tlie

Roses perse. Rather, Kingmaker recreates

tlie spirit of the period in a more impres-

sionistic fashion, emjjhasizing shifting al-

liances and loose coalitions couj)led with

randomness and luck. Victoiy is attained

tlu'ough having the last sun’iving Royal

Mcir crowned monarch ol’ Kiiglancl. The
power ol the game lies in the noble Itous-

es, much like a game of chess wherein ihe

king is essential, but is haixlly the most

powerful piece. Historically, the ^’orks

and Lancasters were more powerful in

their own right than is rellected in the

game, but this is not a game Haw as much
as an intentional design parameter.

Originally designed as a boardgame by

Andrew McNeil in 197T Kingmaker was

released in the United States by Avalon

Hill two years later, and has become a

classic of wargarning. There were some
minor differences between the earlv

British boardgame and the Avalon Hill

version, and ol course, there are minor

differences beuveen the boardgame ver-

sions and the computer game.

I’ossibly the greatest advantage of the

computer game over the boai'dgame is

the automatic movement. When a mission

is ordered to die Cincpie Ports, the com-

]juler will move the affected forces there.

No longer are you forced to stjiiint at the

map and determine where the Cinque

PoiTs ai'e located (never noted on the

map; only histoi'ictil trivialists and veteran

players knew such locations). Road move-

ment and control is similarly easy to de-

termine—in the board game version,

heated debates occurred over whetlier or

not Shrewsbtiiy controlled lluil fork in the

road.

UnecLsy lies the head that

wears a crown.

Henry IV Part 11,

Act III, Scene 1

While ultimate victory is awarded to the

player with the last sun'iving heir, the ini-

tial stages of the game generallv engen-

der a mad sci’amble for all potential

claimants. Securing a Royal Heir tends to

make you a target for the other factions,

so it is often a good strategy to let the oth-

er factions weaken themselves first.

'fhe major advantage of possessing a

crowned monarch during the game is the

abilit)’ to call parliament into se,ssion (if

no monarch is extant, or if there are nvo

rii'al crowned monarchs, then the Mar-

shal of England has this power)- d'his

power is less effective than it seems. As a

New York judge once noted, “No man's

life, liberty or pi'operty are safe while the

legislature is in session,"

.A convening of Parliament allows you

to distribute offices to I'arious nobles. To
\'our dismav, voii will often discover that

when )’ou finally have the power to call

Parliament, your

strength is such that

the distribution of of-

fices fails to signili-

canily impi'ove your

jiosition. This is ex-

acerbatetl b)' the fact

that you must distrib-

ute offices in a pro

raid method to rivals

as well.

Although a disad-

vantageous position

nut)’ be improved

FOR ENGLAND-AND ST. GEORGE A Eood starling position here, this gives
ij" n culling oi

two powerful nobles with useful titles. If this isn’t enough, you can always
ILirhament, this set

set up after the computer players.
circumstances sel-

-- dom arises. .A more
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frhere is only one...

Now you can have the adventures of

a lifetime in the award-winning multi-

player online game Legends of

Future Past for as little as $1 .80/hr!

Create your character and visit Andor, a

world created solely through artistic prose

and colored by shared imagination. Meet

the exciting and interesting people who
populate these ever-expanding lands.

Become part of the community of adventur-

ers who have found reward, riches — even

romance— in the fantastic land of the

Shattered Realms.

Live Game Masters: You'll explore a

living world where professional game

designers introduce new adventures and

lands to explore on a continuing basis.

Delve into the politics of the City-State of

Fayd, or take up a noble quest. Become a

Champion of Justice— or a Force for

Darkness, Andor itself will change around

you as you are drawn into the never ending

plot of Legends of Future Past.

Full Character Development: In

Legends, you can assume the role of any

character imaginable. Our skill-based sys-

tem will enable you to develop the persona

of your dreams. Be a powerful wizard, sly

thief or valiant knight— or even a gentle

weaver, a skilled weaponsmith ora miner.

The possibilities for profession and charac-

ter development are endless.

Advanced Interactive Fiction:

Legends was designed as a monumental

work of fantasy and artificial intelligence.

Not only will you interact with people just

like yourself— you will be in a realm that

responds to your every action. There are no

graphics, because only the power of the

English language could capture the beauty

of this world. Come play it for yourself.

Try it free!

Give the NovaLink 800 sign-up line a call

with your modem and create an account

with your valid credit card today. When

asked for a subscription code, enter

“CGW194” and you’ll receive five free

hours and immediate acce.ss!

• No special software required.

• Available via the Internet and
local access numbers.

• Toll free number customer ser-

vice and technical support.

• All adult: You must be eighteen

(18) or older.

• American Express, Visa,

MasterCard, Discover and
Diners Club.

NowaDJfffe,
INTERACTIVE NETWORKS

800-274-2814 Voice

800-937-7644 Sign-up/Info
info@novalink.com • telnet novalink.com

79 Boston Turnpike, Suite 409, Shrewsbury, MA 01545

“...A remarkably rich playground for

modem owning role-players.”

(Computer Gaming World, Aug. 1992)

“...no other game... captures the true

essence of roleplaying like this one.”

(Computer Game Review, Oct. 1992)

just aren't going to have this

fun anywhere else.
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sublie benefii of a Paiiiamentaiy cal! is

ilial il may be used to split up a rival’s

force. After the ParliamcMit is concluded,

the King’s Peace assures iliai no liostilities

will ensue between attendees lor anotlier

tui'ii, but if the locations of rivals are pro-

jntioLis, you may use llie Parliament to

call a rival noble, and then afterwards

pursue him and destroy his power after

the King’s Peace has ended,

A horse! A horse!

My kingdom for a horse.

Richard HI, Act V, Scene 4

Horses are invaluable: when you simply

must get there, the horse is the 15th cen-

tiuy equivalent of Federal Kxpress. Still,

you cannot count on always having equine

transport available, so use it only in situa-

tions that will radicallv improve your posi-

tion. Frittering horses away for mere

tactical expediency is a movement to-

wards defeat.

Let's talk of graves,

of worms, aovd epitaphs.

JJicharef II, Act III, Scene 2
\’ou have two options when you capture a

ri\’al noble: ransom or execution. When
considering a ransom, you have the op-

portunity to view a ca|Dlured noble’s assets

before deciding. Unfortunately, ransom is

a one-time demand; there are no negotia-

tions and counter-ofTers. If tlie captured

noble rejects your oiler, then the prisoner

is executed.

In terms of game jday, it is recom-

mended to set the ransom as high as pos-

sible. If it is accepted, the eneni)' noble

will be released, and the player will not

want a strong force left in his rear. If the

ransom is rejected, the prisoner’s execu-

tion will remove him as a threat. In fact,

in the mid to etid

game, with the bulk

of nobles in play, ex-

ecution may well

cause tlie same noble

(or more specifically,

his heir) to Join the

player’s faction. This

is ahistoricai, since

heirs were generally

somewhat alienated

by tlie execution of

their father and re-

luctant to Join those

I'esponsible. Discus-

sions with project

manager )im Rose

re\ ealed that Version

2.0 may well recognize the negative im-

pact of this action atid not allow the play-

er to benefit from a noble’s execution.

Once more unto the breach,

dear friends, once more.

Henry VI, Act III, Scene 1

Combat operations are more I'egulated

than is normal in the wargame genre,

'fhe odds ofvictoiy in tlie open field are:

Ratio \1ctOlT Indecisive

1:1 15% 85%
5:4 25%- 75%
3:2 40% 60%
2:1 55% 45%
3:1 70% 30%

4:1 + 85% 15%

Inclement weather can prevent even

the most jiropitious battle from occurring.

Thus, make sure to prepare contingency

maneuvers, so that a non-occurring battle

doesn’t leave your forces ripe for a fatal

riposte. Even a victorious battle can still

cause casualties among the victors. A bat-

tle in which you defeat the enemy, but

lose your strongest

noble together Avith

100 mercenaries

cannot be consid-

ered more than a

I’yri'hic victory. Do

vol over-commit

your forces (see

‘'Done Like a French-

man" below for an

appropriate re-

sponse).

Achanced combat

operations allo^v you

to “lake the field” in

tactical battles. Note

that the combat
odds table generally

favors the attacker; the same is tnie of tac-

tical combat. Generalh', the best use of

tactical combat is to form “.Assassination

Divisions." II' the enemy (bree has a pow-

erful noble whose demise would severely

weaken the opposition, choose the tactical

battle and commit all ellbrls to the assault

on that particular noble. Most other tacti-

cal maneuvers will be moot versus the

computer opponent,

Interestingly enough, siege operations

also favor the oll’cnse—only even more so

tlian open field combtil. 'fhe defender

will face an 85% chance of sun'ender, pro-

vided the attacker has enough in his force

to siege. When defending, rather than

waiting patiently for defeat within the cas-

tle walls, sally foiih into the ojjen field to

improve the odds. Remember—an inde-

cisive result is always better than an out-

right defeat.

We few, we happy few,

we betnd of brothers

For he tod2ty that sheds

his blood with me
Shedl be my brother

Henry V, Act IV, Scene 3
Use the Force! (Oops, wrong millennium.)

But do examine )’Oiir ibrees carefully. De-

cide \vhich noble will publicly Join your

faction and tvhere he will start. Since sev-

eral nobles ha\c more than one castle to

choose from, experience in recognizing

which nobles can meld together quickly is

an advantage. All nobles ai'e not created

equal. For instance, Stanley is a strong no-

ble, but one who begins in tlie Isle of

Douglas. Without a sliip, he has no
chance of becoming a serious force. Even

worse, he is often called back to the Isle of

Douglas alter it has taken numerous turns

to get him to the mainland, 'fhere are two
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EyeOIThBBeholdefl,2,3

F-117aW/F15ll

Falcon Gold

S30 FanlasyFiefdom S50

M7 FaslAltack $49

$47 FightefV7ing W9
$55 Rrefighter $33

$50 Games Plallrum $14

$42 Gateway 2 $29

$48 Gettysburg $43

$43 Giga Games Aug 93 $17

$22 Great Naval Battles 2 $42

$37 H.A.V/.C. $32

iiO Harvester $45

$35 Hetl Cab $43

$39 Horde, The $35

$35 Interactive Game Madness $26

$28 Irott Helix $36

$26 JaggedAlliance Call

$60 Jump Raver $41

$43 JurasM Park $37

Call Jutland $45

$35 Knight 01 Zenlar $44

call Lands Of Lore $43

$39 Lands 01 Lore 2 $43

$39 LawnmowerMan $41

$39 Legend Of Kyrandia $35

$41 Legend Of Kyrandia Bk 2 $40

$28 Lemmings 3 Call

$43 Lost Eden Call

$53 Lost Treasures Of Inlocom $35

$41 Lunicus $41

$53 Mad Dog II $35

$42 MadOogMcCree $35

$14 Man Enough $42

$23 Mech Commander Call

$44 Megarace $36

$27 Menzoberranzan • Ad&d Call

$37 Microcosm $48

$39 Movies On Tv & Video $28

$50 Murmurs 0! Earth $32

$50 Myst $49

$21 Nascar Racing Call

Call Novaslorm Call

$53 OutOfTheSun Call

$45 Out Of This World 2 $50

$50 Outpost $45

Wing Comm 2/Ultima Undrwrfd $31

Wollpack $36

Worid Circuit $39

WoridView $28

World War II $23

Wrath Of The Gods $44

Zorro

Call

$26

4lh Dimension Ent., aOiv, of Computer Basics, Inc., 1490 N. Hermitage Rd., Hermitage, PA 16148

Customer Service 412-962-0533, Orders normally shipped within 1 business day. Overnight shipping as low
[

as $5,00. No hidden handling charges. Air Express service: $0-99=7% minimum S5, $100 to SI 99 = 5%
,

MinimumS?, S299-$4g9=4%minimumS10.OverS500call. COD orders ok, add $5. Prices subject lo change

without notice. Adjustments gladly made within 10 days of purchase. Restocking charge may apply. Returns
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KILL ALL THE LAWYERS You don't have to be Perry Mason to issue a writ and DELAYS HAVE DANGEROUS ENDS Random events not only make Kingmaker

pull dangerous rivals away from their massed forces to Parliament. replayable, but reward the opportunistic gamer.

solutions: (1) assign a ship to Stanley and

after he is on the mainland, commit this

“Stanley Steamei’” to the Isle of Douglas,

ever ready to return Stanley as necessaiy;

(2) assign Stanley a title and a major ol-

fice. The offices ol' Marshal or Chancel-

lor of England tvill insure that he stays

on the mainland; this may not be exactly

where you want him, but such a force is

useful as a “Risk Force,” analogous lo

the Imperial German Navy’s role in

W.W.I.

Done like a Frcnchmein; turn,

atnd turn again!

Henry VI Part I,

Act III, Scene 4

Kingmaker does not i'ew;ird “perfect

play” schemes, which is a large part of its

charm. In fact, concentration and mass-

ing ol' forces simply makes a good target

lor The Black Death. There is no easy

way to avoid the utter devastation of clis-

etise, and unlike most aspects of feudal-

ism, tile plague was non-discriminatoiy

of rank or station in lile. In fact, witli the

nobility living in damp dank castles, dis-

ease was even more virulent among the

high born, but in game terms, home cas-

tles are plague-exempt, although Royal

Ckisiles are not.

But knowing that disease is an equal

opportunity device provides little conso-

lation when your last Lancastrian or

Yorkist Meir falls victim to disease, to-

gether with the bulk of your tilled nobili-

ty. 'fhere are two methods of plague

JO! BUOEM
ItflHo/CID $S6 TJiasS
igiSPstcAi'iWsr $48 Dute

Aoosstieffine $48 GiridKnioht

ADlD;Eyei!(t»Sehoil«1,2»3 $15 bd««Jws:A{anls
Bxfwuiser^DOOAa CALL

Dagonshffs 3ivC0 $25

MsisorCw
M»di Warrior II

UorTtKar.ta

fteacttuTriatf

SaCamltaf2
tlvfiiePart

llirdRe^

iisFightf

$15 Lodolfw...,.

$39 Maria:M7i9cn2

35o<CO $46 Uegaf^
$38 RnntiZffy
$34 SecrfloUiloSieyHdn]

35crCO $35 SnCtrZOOO
$16 SarWndioss

35$42CD$45

$25 Bat«S0tN«|x<«:n-l4

$19 BxfesdNspdecn-l

$28 BalesolNapcieon-2

$28 BatlesiilN«docn3

$27 Bxte$t!lN«alocn4

$26 BXIesotNapdecnS

$20 Ban«4olNapoleir6

$29 exi«so(N4(lagrv7

$29 WatgaTKCcniSeiltTT.ioti

$26 WaganaCcns-SalltTar.lsn

$21 War9aT:tCons.Sa(ll:Taik3t3

$15 Wargam»Cor$.S«lltT7ikst4

CALL WasamoCcrs-SolItTirksiS

$23 War^t Com Sol It Talks 16

$15 AI<«n:T^85
$15 EyoodheBotoUerlcrZ

$15 EyoolheBtfrciMfl

$15 InimaBiPEnttogy

$15 IMerwrUIaZ
$15 22Q

5 RebdOi^aOxiafaj^a
$15 SCOSysam
$15

$15 EscapetcmUcrslarMancr

$15 Hcrde

$15 J

X-CcmiUODe’orM

$42 WaganeCofsTuctoiSfl

X'WrgMssonliWwaPorsul $19 Wa^p
X-WrgMssofl2;B-Wng $19 WesletnFrorl

$15 lostFjesotSherlcdrHclTes

$15 Cu;olrisWo«

$15 FtedFM
$15 ShockWaro

$15 SuporVfroCwirra^

$15

$15 SEGA.» JUAfU&alaiulinos

PRICES SUBJECT TO CHANCE, DEFECTIVES REPUCED WITH SAME PRODUCT
20% RESTOCKING FEE ON RETURNED & REFUSED ITEMS
PAYMENT! CHECKS (ORDERS SHIPPED WHEN CHECK CLEARS) IMuC-'-X

MONEY ORDERS (TREATED AS CASH)
“ n • i*«

CA raildsnlt add 7.25% tilet tax / HANDLING S2 PER ORDER
SHIPPING: FREE GROUND SHIPPING WITH $100 PURCHASE, UNDER $100

PRIORITY MAIL ADD $4, 3-DAY UPS ADO $5 PER ORDER,
2ND DAY AIR ADD $7, OTHER SKIPPING TERMS ARRANGED. COO ADOS4

|WESELLALLCOMPtJrER^VIDEOEWERTWWM0^rPRODUCI^

Circle Reeder Ser\'ice #1 15

CD Light International
Bringing You 1 ,000's of CD ROM Software Titles!

See the light on educational S/W

See the light on best pricesi
Many more! Call iiow to order or for your free catalogue

1
-800 -427-6790

Milena .°s

irpe on credit cards Shipping $5.00 up lo 7Lb5, $0.5Dr1b thereafter

S/W replaced with same producl. Prices in U S doliais & are

sub/ect to change. School. Slale/City & Corporate purchase orders welcome.

Circle Reeder Service #208
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Experience erotic virtual romance with Girlfriend!

Forget limited mouse menus, canned dialog, frustrating riddles.

Enter a world of beautiful virtual women where you can ask

You won’t be battling any goons to "gel tlie

girl" - just your own inhibitions! IHxjtress your

secret fantasies using your keyboard. She'll

respond with feminine charm on your CRT or

sound card (optional). Watch her reactions in

VGA color! If you’re tired of ,sci-fi games that

you’ve mastered in 5 days, maybe it’s time to

try your hand at a "real” virtiuil woman!

No cartoons - these are

Girlfiieml Lisa (PG-13)

Tcri PG-13 $69.95. Ciiifrieiul Speaks Sound
Blaster add-on S29.95. Add S4 S&H. Ask
about adult-rated versions!

Circle reader service number |

below for more info, or call:

(800) 324-AIVR
AiV^

709 Linnro «I06. Depi CG408. Rkhimhon. TX 75081 USA (214)235-4999

.ivoidtince: dispersion

and cheating. Disper-

sion simply keeps your

forces from uniting in

a mass target for dis-

ease. Historically,

armies of this jaeriod

could not be iogistically

supported for any peri-

od of time, and condi-

tions were ripe for

disease. Therefore, keeping subordinates

in separate but manageable armies can do

much to offset the ravages of plague.

Concentration of forces should only be

done when the end move is ready. On the

other hand, dispersion does make one

more subject to defeat in detail by the op-

posing forces.

For the less ethically-inclined, the

surest way to avoid the plague is simply to

save and save often. Massing a large army

and laying waste to the opposition can be

done safely and securely. And remember,

the opponents are conijmter opponents

and tlieir memory can be erased with a

flip of a switch (i.e. they won’t tell).

Even more important than plague is

the initial draw and placement of your

forces. Since this is a purely random op-

eration, close examination of friendly

forces is a must. While anyone can be-

come Kingmaker with an outstanding

starting hand, the challenge lies in

achieving dominance when dealt from

the bottom of the deck. However, there

are some hands that are best folded.

With an atrocious starting hand, game-

play can become tedious and self-defeat-

ing. In games where you begin with

fewer than two nobles, at least one of

whom is either entitled or has the assets

to become entitled, you would be well-

advised to restart the game. Of course,

this advice is only for real Kingmakers,

who always play with advanced weather,

plague rules and five computer factions.

Now is the winter

of our discontent..

Richard lU, Act I, Scene 1

Of course, no computer game is ever

perfect. KINGMAKER did have some “un-

documented features,” most of which

have been corrected in Patch Version

1.51 (available on GEnie or Com-
puSeive). The patch oilers the following

fixes;

(1) One may now readily exit to DOS
at the beginning and end of a game;

(2) Computer nobles cannot be as-

signed olTices if they lack a title;

(3) Ships are more vulnerable to

storms at sea;

(4) When all of your nobles in play are

killed, the computer will allow you to

bring another noble into play.

But the biggest “daw” according to

most boardgaine enthusiasts (and the

review in CGIT # 120) is the lack of mul-

tiple player input, (dearly a design deci-

sion, the solitaire play of KiNCtNtAKER

may well give way to a rmilfi-player or e-

mail option in Version 2.0 (clue to be re-

leased within the next 12-18 months). I

can understand the desire of users for

multiplayer capability. At the same time,

I confess that in all the years I’ve owned

the boardgame, 1 never played a multi-

player session to the conclusion. While

the fanatics are the most vocal on-line, I

would imagine that the number of play-

ers grateful for the ability to complete

an entire game in one evening is even

greater than those ctying for multi-play-

er options.

Finally, I must make a confession. /\1-

thoLigb I have read many Shakespeare-

an plays, I had never read one of the

historical plays. Computer Kingmaker

motivated me to read ail of the plays

covering this period of English hisioiy

(Richard II. Hemy IV, Parts 1 and 11, Hen-

ry V, Henry VI, Parts /, // and 111, and

Richard III). -Any mere game that can ac-

complish this must have something go-

ing for it! 4ir

Circle Reader Service #42
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CES (continued from page 37)

alien viiiises) and Hot Snqi'S: It lNTiiR/\c-

'nvE (a sim-like flight game with a twisted

sense of humor), Ski or Die uses a l eason-

ably intriguing physics model, resembling

many detailed flight sims.

Robinson’s Requiem from ReadySoft

provides a 3-D experience in an aclion/acl-

venture format. The real-time action

game puts you in the position of a ship-

wTecked spacefarer who is stranded on a

dangerous alien planet from which he

must escape. Though it wasn’t shown at

CES, we are also aware of a unique new ac-

tion game from Bullfrog (to be distrib-

uted by EA). Called Magic Carit:!', it is a

3-D flying carpet “simulator" where the

gamer flies over three-dimensional ter-

rain and casts spells in order to escape an

evil wizard who is chasing him.

Another zany game is Caim tol Pun-

iSHMEN'r, a combination of arcade titles

from Sierra’s Al Lowe, which include

“Bill and Hillary’s White Water Adven-

ture,” a “Dan Quayle Spelling Bee,"

and Ollie North’s “Shredtris.”

Finally, we are intrigued by SSI’s

Alien Logic, lliis real-time action-role-

playing game is based on the boxed

game 1>IE Sky Reai.ms c

is being produced
boardgame designer

Chaosium alumnus), I'he game
enough action to please the most dedi-

cated platform gamer, a marvelous

real-time spellcasting system

some other surprises, too.

Sports Togs (Sports)

Dressed foi- the international stage, soc-

cer was a major story during CES
at press time, the Brazilians had Just

nailed down die World Cup. In com-

puterdom, U.S. Gold is bringing the li-

censed World Cup Soccer game to

die market, complete with the Gemian

National Soccer Team’s chosen light

song, “No Pain, No Gain," to be played

the Scoi-pions. World Cup Soccer wdl he

fairly standard treatment, howevei', com-

pared to the import from I-Motion. 'File lat-

ter’s Planet Soccer offers a true 3-D

perspective with regard to on-field action

and allows gamers to make strategic deci-

sions while playing through the entire

World Cup competition. Players are rated

for speed, technique, fitness, aggressiveness,

and ball-handling skills, all of which im-

prove with play against better competition.

Fans will love the play-calling and 15 difler-

ent formations included, as well as die view,

which includes the entire field (plus an inset

translucent map of close-ups, if desired).

Plane t Socxtr will oiler tough computer

teams, realistic goalies, FIFA mles, exacting

olliciais, and even sudden death overtime.

More to pure American tastes, three

new baseball games are currently under

development. As noted earlier, Accolade’s

FIardbai.l 4 will feature network/modem

play and dynamic statistics (adapting for

jilayer performance throughout the year)

in more than

volley to IHelr hearts’ Delight with Phfc''

Another neat

ttire IS tlie automatic highlight reel

capping league play where the highlights

are determined by the computer. Front
Pace Sporis: Baseball from Dynamix is

the logical sister game to the Previier-win-

ning Front Page Sports; Football. In

addition to using the Major League Play-

ers Association license, the game has a

data entiy option (for creating your own
teams). Another nice feature is the multi-

tude of camera options available for fol-

lowing each play. You can become a regu-

lar television director in setting up KPSB.

In addition, Stormfroni Studios is working

feverishly on 'Fony La Russa B/\seball for

3DO. Details concerning game play are

sparse, but you can expect lots of full mo-

tion video in the game.

On the gi'idiron, there looks to be plenty

of action on the way. With actual \’ideo and

color commentaiy by Al Michaels and Pal

Haden, Accolade’s All-Prg Video Foot-

ball will allow gamers to coach an NFL
All-Star giime. Rather than using standard

digitized footage from NFL telecasts,

the design team staged 60(1

actual plays using the Orlan-

do Predators of the .Arena

Football League as stand-ins

for NFL greats. Dynamix did-

n’t show any of liie expected

Front P.-\ge Sporis: Footb.-u.l

‘95 at the show.

No filmed stand-ins are re-

quired for Accolade's Breti'

Hull H(x:kea' ‘95, since video

doesn’t factor into the play.

However, the publishei' li-

censed the names and statis-

ties of 700 NHL players for
- .( .as-.., p)-oduct, and the game

also allotVs you to customize

the attributes of individual

players. Perhaps the most in-

novative aspect of the game is

hat you have more control of

than in most compui-

mes based on profes-

lonal hockey.

Betliesda’s NCA/\: Road To
The Final Four 2 offers much
more fluid animation than the

“paper doll cut-out” look of the

jflayers in the original version

and the game play is significant-

ly improved thereby. With its

emphasis on action, it is question-

able that this will entice would-be

coaches away from the excellent

stat-based text games on this sub-

ject, but it should bring would-be

onto its computer court.

International Tennis Open from
Philips Media is being developed by Info-

grammes, the leading name in computer

tennis games. Available on both CD-i and

CD-ROM, the game offers beautiful

graphics, digitized video, digitized voice

and game play that seems as tough as ever

from the French design team.

On the more sedate side, Amtex is re-

leasing Gone Imshin’, a (ishing game that
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Sprint® long-distance service just

became more valuable - up to $1 59.90**

more! Now, when you switch your

nome long-distance service to Sprint,

/ou can select any Sierra game, free!

^fter enjoying six months of high-

quality long-distance, you may qualify

For a second free Sierra game.***
Only Sprint can offer you a nation-

wide 100% digital, fiber optic network
that provides the long-distance quality

and reliability you need. Experience for

/ourself Sprint's "fiber-optic" clarity

that makes both your long-distance calls

and PC data transmissions crystal clear

and virtually error free.

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 off already low rates on calls

each month to whomever you talk to

the most, including international

calls-even if the called person is with a

competitive long-distance carrier.

The Most will also provide an

automatic 20 percent discount off all

calls to Sprint's millions of dial 1

customers, anytime and anywhere.

When the person you talk to the

most 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 from home too!

Sprint's FONCARD^“ lets you continue

to take advantage of long-distance

calling and savings even when you're

away from home. The FONCARD is free,

with cards available for 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 0164

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?

Offer valid only In the U.S. and for new Sprint customers.

Not valid for FONCARO only orders. One offer per

household. Certain restrictions apply.

Retail value of Sierra Games. Offer valid on any current

Sierra product with a retail value of S79.9S or below

To qualify for a second game, the customer must bill S20

per month in 3 of the first 6 months.

THE MOST discounts apply to in-state/intraLATA calls

only where authorized.



CHIPS&BITS
Call 800-500-4263 Fax 802-767-3382

Int’l 802-767-3033 Source 1 0099

PO Box 234 Dept 10099 Rochester, VT 05767

‘SPIDERMAN
AND VENOM:
MAXIMUM CAR-
NAGE’ Next gen-

eration Spiderman

features Marvel's

most popular he-

roes and villains,

including Captain

America, Venom,

and Carnage!

Nonstop action

spins onto the

screen with all-

new combat

moves. S54

‘JOHN MADDEN
FOOTBALL’ Fully

digitized anima-

tions, 3-D ren-

dered field and

stadium, and CD-

quality digitized

sound bring out

the best of the

3DO system.

Choose from 38

teams and over

too different plays.

Multiple camera
angles for instant

replay. 3DO S49

‘TAZ IN ESCAPE
FROM MARS’Taz

caged in a zoo on

Mars? The escape

is on! This super-

star-loaded video

game features hi-

larious appear-

ances by Looney

Tunes characters •

Wile E Coyote,

Road Runner, and

Yosemite Sam.
Cartoon quality

animation, sound

FX and gags. $52

GEN KICK & PUNCH GENESIS SPORTS GENESIS SPORTS

FREE
SHIPPING*
Place an order for an out of

stock item and recieve FREE
overnight shipping when
product becomes avaiiable.

Handling $2 per shipment.

HARDBALL '94'

Slug it out with 700

MLBPA Stars. Dig

in at the dish with

Bonds, Belle,

Mattingly, and

Kruk, Play with ma-

jor leaguers, swing-

ing for the fence of

28 bail-parks. Offers

162 game season.

'94 League/Division

Re-Alignment, and

a play editor to

change player

stats. $56

‘MEGARACE’ Ifs

the far future, and

the hottest enter-

tainment around is

Virtual World

Broadcast TV, fea-

turing head-to-head

driving combatona

virtual racetrack.

Offers 3D rendered

graphics, 30 min-

utes of video and

animations and

interactivity com-

bined with a televi-

sion look. CD $44

4 Way Play Adaptor $29

6 Button Afcad Pwr Stk $39

6 Button Control Pad 81

9

F-16 Wirelss Cntrl Pad $39

Gen MenacarTerm 2 $46

Genesis Activator $69

GEN CD 2 Sports Pk $229

GEN CD Bkup RAM Ct $44

GENCDSystm2CO $229

Genesis CDX System $399

Genesis Menacer $36

GEN RF Antenna Swtch $9

Genesis Sysim 2 core $99

Genesis Sys Sonic 2 S129

Genesis Team Playr 2 $36

Mega Mouse $32

Power Plug $34

Remote Arcade Pad $19

Remote Arcade Systm $36

SG Program Pad 2 $32

GEN ADVENTURE

3 Ninjas Kick Back CO $56

Adv Batmn S Robin CD $46

Aero the Acrobat 2 $52

Akira $52

Baby Boom CD $52

Batman & Robin $52

Berenstn Bears Camp $44

Bonkers 544

Boogerman $49

Bubsy 2 $52

Castle Wollenstein 3D $54

Daze Before Xmas $49

Death of Superman $52

Demolition Man CD $54

Dragons Lair 2 CD $52

Earthworm Jim $58

Ecco Dolptfin CD $52

Fahrenheit CD $52

Flashback CD $52

Frankenstein $52

Golden Axe 3 $56

Grt Crcs Myst wMickey $54

Hurricanes $52

Iron Helix CD $52

Izzy's Olympic Quest $52

Jurassic Park Rpag Ed $54

Lion King $59

Mega Man: Wily Wars $56

Michael Jordan: Chaos $49

Mickey Mania $56

Misadventures ot Flink $52

Myst CD $46

No Escape CD $56

Pagomaster $54

Robocop Vs Terminator $56

Scooby Doo $52

Skuljaggers Revenge $52

Snatcher CD $44

Sonic the Hedgehog 4 $59

Sparkster $44

Spidrmn:Max Carnage $54

Star Trek Next Gen QA $49

StarGate $58

Switch CD $49

Sylvester & Tweety GA $54

The Mask $52

The Shadow $56

The Tick $54

Time Cop CD $46

Tinhead $52

Tom & Jerry $52

True Lies $56

Art of Fighting MA-13 $52

Brutal $52

Claytighter $52

Double Dragon 5 $52

Dragon $56

Eternal Champs MA-13 $44

Fatal Fury 2 GA $56

Juggernts:New Breed $56

King of the Monsters 2 $54

Kung FuiLegend Contn $56

Matrix Prime $56

Mortal Kombat 2 $66

Power Instinct $52

Prime CD $56

Samurai Showdown CDS48
Street Rtr 2 Champ Ed $49

Streets of Rage 3 $59

Virtua Fighters $79

World Heroes 2 $56

GEN ROLE PLAYING

Battletech $54

Eye of Beholder CD $46

Land Stalker $56

Lord of the Rings $59

Lufia $54

Might & Magic 3 $59

Phantasy Star 4 $79

Pirates! Gold $46

Popful Mall CD $49

Romance 3 Klngdms 2 $56

Shadow Run MA-13 $49

Star Quest $49

Traysla $39

Unchrtd Watrs Nw Horiz$59

VayCD $49

$59

Contra Hard Corps

Crime Patrol CD
Drug Wars CD
Exo Squad

Fire Team Rogue

Iron HammrVirf Reality $54

Lethal Enforcers 2 CD $44

NovaStorm CD $56

Rapid Deployment CD $44

Skeleton Krew $49

Surgica! Strike CD $52

Urban Strike $52

Zero Tolerance $56

ATP Tennis GA $52

Barkley Basketball GA $49

Bass Masters Classic $56

Bill Walsh Coll Fball 95 $54

Brett Hull Hockey 95 $58

Champ Soccer CD GA $52

College Football 94 GA $52

Double Dribble $52

ESPN Baseball QA $54

ESPN Football CD GA $49

ESPN Hockey CD $56

ESPN NBA Hangtm CD $56

FIFA Inlernatnl Sccr CD$52

TNN Bass Tournament $49

Tecmo Super Bowl GA $54

Tiny Toon Advt:ACME $44

Tony LRs Ultm Bsbil 95 $54

Troy Aikman Football $59

Unnecessary Roughns $56

Vitale Basketball $52

WCW Super Brawl $49

WWFiRaw $54

World Crimp Sccr 2 GA $46

World Cp Gif Dordo CD $49

World Series Bsball GA $49

Golf Mag 36 Holes CD $52 |

GENESIS STRATEGY
GEN SIMUUTIONS

Grist Heavyweit MA-1 3 $49 1

Hardball 94 GA $56

Chopllfter 3 $52

Daytona USA $79

ESPN SpeedWorld $56

Flying Nightmares CD $44

Ground Zero Texas CD $54

Jungle Strike $49

Midnight Raiders CD $52

Nigel Mansell Indy Car $56

Qutlaw Racg Viti Realty$54

Outrunners GA $56

Pacllic Theater Ops $59

PwrModhBkrdRcrCD $44

Pwr ModliSpac Rcr CD $44

Rock & Roll Racing $49

SeaQuesI DSV $56

Skitchin' MA-13 842

Super Bike Challenge $49

Super Oft Rcad:Ba]a $52

Top Gear 2 $52

Virtua Racing GA $76

Wing Commander 2 $56

$52

Jammil!

Kick Oft 3

Links Pro Golf CD $56

MLBPA Baseball GA $52

MLBPA Grnd Sim Bsbil $54

Madden Football 94 GAS49
Marco's Magic Sccr GA $49

Mutant League Fball $38

NBABbalINBAActGA $49

NBA Jam Session CD $49

NBA Showdown GA $52

NFL Sporttik FB 95 GA $54

NFL Team Heroes $52

NHLAIISIarHockyCD $54

NHL Hockey 94 CD GA $49

PGA Tour 3;Europe GA $49

Payne Stewart Goll $54

Pebble Beach Golf GA $44

Pele Soccer 2 GA $49

Pete Sampras Tennis $52

Rei94GA $52

Slam Masters $56

$49

Aero Biz Supersonic

Animanlacs

BrainDead 13 CD
BreakThru $46

Clue CD $54

Dune CD GA $49

Family Feud $49

Generations Lost $49

Genghis Khan 2 $56

Lemmings 2:The Tribes $52

Liberty or Death GA $59

Nobng's Ambt Lrd Dkns $56

$44Panic! CD
Pinball Dreams $52

Risk $54

SimCity 2000 CD $52

Star Wars Chess CD $46

Thrd WId Wr CD MA-13 $44

Trivial Pursuit CD $54

Warrior of Rome 3 CD $54

Wheel of Fortune 2 DIx $49

WireheadCD $52

'SEPT,



FREEGAMEOFEFT
‘MORTAL KOMBAT
2' IS more than a

sequel ... its an

amazing recreation

of the original!

Fight past 7 new
characters with im-

proved graphics.

Otters 40 new spe-

cial moves, 12 new

tinishing moves,

more challenging

game play, 12

"Baballties" and 2

new hidden char-

acters. S66

‘BREATH OF FIRE’ An evil sorceress has brought com-

peting dragon dans under her diabolical spell. A young

hero and 7 warriors must awaken trom an eternal slum-

ber to battle the enemies. SS9

‘SHINING FORCE
ir A treasure

hunter takes the

magical Jewels ot

Light and Darkness

and trees the evil

Zeon.The wam'ors

otthe Shining Force

must reclaim the

jewels and deteat

evil betore the world

is plunged into eter-

nal darkness. Char-

acters develop as

the game
progresses. S64

‘FORMULA ONE
WORLD CHAM-
PIONSHIP’ It's

time to go up

against the real

pros. Race tinely

tuned machines on

the Grand Prix cir-

cuit and challenge

the real pros at

speeds over 200

MPH. You may
even come away a

champion... or just

another rookie In a

burning heap! $46

‘COLLEGE
FOOTBALL’S
NATIONAL
CHAMPIONSHIP'

The 32 tinest col-

lege teams - Michi-

gan, use, Notre

Dame, Penn
State, Texas A&M
• tear it up in

league play. Col-

lege playbooks,

rules, tight songs

and stadiums! All

the excitement of

college ball! $52

*FREE
GAME
OFFER

Buy 3 in stock Super Nintendo games and choose a

4th game from the list below. Offer subject to change

or cancellation without notice. Valid from August 1 st

through SeplemberSO th or while supplies last.

Operation Logic Bomb (SNES), Power Movers (SNES),

RedlineFI Racer(SNES),TutfEnutf (SNES), George Fore-

man Boxing (SNES), NHL Player’s Hockey ’93 (SNES).

SNES HARDWARE

Championship Joystick $56

Power Plug $34

Pro Action Replay $79

Super Link (5 Playr Lnk)$29

Super Mullitap S32

Super Nintendo Sys $139

Super Scope $54

Wireless Control Pad $42

SNES ADVENTURE

3 Ninjas Kick Back $56

Aero the Acrobat 2 $56

Akira $52

Batman:Anlmtd Series $59

Biker Mice trom Mars $52

Bonkers $58

Captain Commando SS8

Crazy Chase $52

Death of Superman $59

Demon's Crest $59

Donkey Kong Country $56

Earthworm Jim $58

Frankenstein $52

Generation 2 $54

Ghoul Patrol $52

Grt Circs Myst w/Micky $59

Haunted Holiday $58

Ignition Factor $54

Indiana Jones Gris Adv $59

Jelly Boy $54

Jurassic Park 2 $56

Knights of Round Table $56

Lion King $59

Michael Jordan:Chaos $54

Mickey Mania $56

No Escape $56

SNES ADVENTURE

Pagemaster S56

Porky Pig $54

Scooby Doo $54

SeaQuesI OSV $56

Skuljaggers Revenge $59

Sky Blazer $52

Sparkster $52

Star Trek Next Genertn 359

StarGate $62

Stone Protectors $56

Super Adventr Island 2 $58

Super Return of Jedi $62

Sylvester & Tweety $58

The Mask $54

Time Cop $56

Tom & JerryiChase On! $56

True Lies $59

Virtual Bart $57

XMEN $59

Yogi Boar $52

1
SNES SHOOTERS

Exo Squad $52

Fire Striker $52

Fire Team Rogue $59

Galactic Defenders $56

Lethal Enir w/gn MA-17 $64

Metal Morph $56

Soldier o( Fortune $56

Super Melroid $56

Super Sonic Blastmn 2 $54

Super Turrican 2 $52

Tin Star $54

View Point $54

Vortex $56

Wild Guns $54

SNES KICK & PUNCH

Art of Fighting $59

Clayfighter2 $59

Double Dragon 5 $56

Dragon $56

Fatal Fury 2 $59

Rghters History $58

King of the Monsters 2 $54

Mortal Kombat 2 $69

Peace Keepers $54

Ranma 1/2:Hard Battle $54

Samurai Showdown $59

Shien's Revenge $56

Streelfighter 2 Turbo Ed$49

Super Street Fighter 2 $66

TMNT:Tournam1 Fighlr $56

Ultimate Fighter $54

WCW Super Brawl $52

World Heroes 2 $59

IsNES ROLE PLAYING

Dragon Warrior 5 $62

DragonVIew $59

Eye ol the Beholder 2 $69

First Queen 356

Golden Empire 359

Illusion of Gaia $59

Inindo $56

King Arthur/Knight Just 359

Lulia 2 $56

Might & Magic 3 $59

Obitus $58

Runes of Virtue $59

Shadow Run $56

Ultima 7;Black Gate $64

Unchrtd Walrs Nw Horiz$59

Wizardry 5 $59

SNES SPORTS

Bass Masters Classic $54

Brett Hull Hockey 95 $59

ESPN Hockey $56

Elite Soccer $52

Hammer Lock WrestlingS54

Hoop it Upl $58

MLBPAGrnd Sim Bsblt $62

Mega Man Soccer $56

NFL Team Heroes $54

Power Pro Baseball $52

Pro Sport Hockey $54

Slam Masters $59

Soccer Shootout $56

Storing End 2 End FB $62

Super Bases Loaded 3 $62

Super Punch Out $49

Super Soccer Champ 2 $52

TNN Bass Tournament $52

Teemo Hockey $56

Tiger Mask Wrestling $56

Tiny Toon Advl:Wild Sprt$52

WWF:Raw $62

1 SNES SIMULATIONS

8 Hours $52

Carrier Aces $52

ESPN SpeedWorld $56

Full Throttle Racing $52

Michael Andrii Indy Car $59

Spectre VR $52

Star Fox $46

Street Racer $56

Top Gear 300D $56

UniRacers $54

Valkyrie $54

Wild Trax $56

SNES STRATEGY

ACME Animatn Factory $54

Animaniacs $54

BreakThru $46

Jeopardy 2 (Deluxe) $52

Metal Marines $59

Mighty Max $54

Operation Europe S62

Pachi Slot $52

Shanghai! 2 $44

SimCity 2000 $56

Warlo’s Woods $54

1

SEGA MARS 32X I

Genesis 32X System 3149

College Football $56

Doom $59

Golf Mag's 36 Grt Ho1es$56

Midnight Raiders CD $56

Star Wars Arcade $59

Super Motorcross $59

Surgical Strike CD $56

Tomcat Alley CO $58

Virtua Racing Deluxe $59

1

3DO

11th Hour $59

Claytighter 2 $46

Doom $52

Incredible Machine $52

Jurassic Park $52

Samurai Showdown $52

Star Trek Next Genertn $54

Theme Park $52

World Cp Gif Dorado $52

JAGUAR

Jaguar System $249

Barkley Basketball CD $52

Cannon Fodder $54

Doom $58

Euro Soccer Challenge $56

Theme Park $54

While Men Can't Jump $54

GAME GEAR

Akira $34

BreakThru $38

Choplitter 3 $32

GP Rider GA $27

Lion King 338

Mortal Kombat 2 $39

Sonic Triple Trouble 336

Star Trek Movie $34

True Lies $36

World Series Bsball 951 $36

NEO GEO

Neo Geo Gold Systm $569

3 Count Bout $189

Fatal Fury 2 $199

King of Monsters 2 $169

Samurai Showdown 3199

World Heroes 2 Jet $199

1

HINT BOOKS
1

Gensis Seert of Game $6

Sonic Strategy Guide $16

Turbo Grafx Secrets $10
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some 42 different

l)ridge com-
panions, as well as all

the latest bidding con-

ventions. Of course,

fans will get a

against

ia the

magic of full mo-
video in New

World Comput-
ing’s MUI.'flMKDIA

VOKVM.

looking

a bargain as-

will look

j-slone's

i; Fok
with crib-

ruin-

hearls,

wliisl,

crazv eights, bell.

31, 99, euchre.

and

n ad-

dition, Cap-

stone is

introducing an

Ul'IIMA'I'K

.Backgammon

:ame with 3-0

Meanwhile, on

chess front, Mission Studios is working

on Bobi5\’ Fi.sciikk 'Fkacuks Ciikss, anti

Software Toolworks is about to release

OllK,S,SMASTKK 4()()() CO,

Space combat games serve as

aclion/simuIation/stralegT bybritls. We
previeued Mission Studios' B.vri LECkL ts-

l•:K 3000AO in our May issue, but joining

this ejdc space gatne will be three other

hybrids. SSI’s RKNECAtti;: 'riii; B.vi'II.e eor

Jacob’s S'Car will integrate the

license from FASA attd llighi sim

graphics in SVCA resolutitm. Take Two’s

S'l Ak CRU.SAt)i:R and Interplay’s Si'ar

RiiAcii will also light to conquer ibis niche.

Looking i'or a new cballcnge in the SiM-

Cma' arena? Chilfiren will gravitate to

Maxis’ Sim'Fown, a kids' Sti\tCrrv with

Playschool-looking architecture, and jiar-

ents will ti'y to ftnd conqniLer time for

Maxis’ Tower game, StMCd'Ci’ goes vertical

in a micro-managed ;ircolog\'. In the same

\ein. Swfte International has 'I’tiK Bit;

One, a SiM(d iv-siyie simulation where \’oii

rebuild Los Angeles after a catacLsmic

earthquake. With a slightly dillerent twist,

Software Toolworks is working on MEtAt.

MARtNES EOR WtNttows, somewluit like

of the same name on the Atari ST, though

it appears to be more detailed. Another

game that looks (iimiliar is Accolade’s new

Jack Nicklxus game for Windows. It looks

even prettier than their previous games

and should gi\’e the current Micro.soi'I

(.oi.E a l)il of a skins gante. Of course, Ml-

c;R()Sort' Cot.E is tiot sitting in the club-

house, cither. 'Fhe next version from

Microsoft will olfer lots of new aesthetic

options, includitig the ability to ettsUtmize

skill pigment. FinalK. Koei is producing a

C.D-ROM game based on horse racing

called Winning Bo.se. piirportedlv a hit in

lapan.

Military Uniforms
(Strategy/wargames)
The traditional look is “itT for the strategy

and wargaming genre. Bi'idge fans will be

iniei'ested in Interplay’s Brioge Dei.u.ne II

with Omar Shai'il', a CD-ROM version ol'

their best-selling game with tutorial \ ideo

l()otage from the renowned bridge master,

and QQP's Biuik.i: Oiaaiimao, a Soi.i-

tAiRE'-S fOL RNE\’-sl}’le pi'ocltict where you

go after the best in the woi'ld, 'Fhe latter

Konami’s (Gremlin’s) U lOlMA, but with

two-plaver strategy.

('•amers looking (<ir a bit of histoiy with

their strategy gaming will have plenty of

choices. Koei's CEi.iit: 'I'At.ES: Balor ni-

Titt; F.vil Fa'E takes gamers back to the

Kmerald Isle dui'ing the days of Finn Mc-

(iool's 'Ftiatha de Damian. With a mixture

of magical, strategic and exjiloratoiy ele-

ments, yoit iiy to become the High Ruler

ol Ireland. Impressions puts gamers on

the olher island, allowing players to be-

come the ruler ol' a lief in medieval Eng-

land. Lords oe iiie Realm puts more
emphasis on the economy than on war-

fare. but as in retii life, the lord of the

manor will have to be proficient in man-

agement, diplomacy and warfare to en-

sure the welfare of his people.

Meanwhile, US Gold will publish a real-

time strategy game with a unique blend of

I'ole-jilaying, rellex-lesting action and
strategic waifare. Originally scheduled to

be published by ASCII Sofhvare. Domini .s

gives players the opportunity to blend

their reflexes and syntip.ses into a concert-

ed iitiempt to coiu|uer a I'antasy world.

Similarly, New World Computing’s Hi>

ROE.S OE Might and MAtac; unites strateg)'

and adventure elements in a new game
that suggests an S\'GA update of 'Fhe

King’.s Bouvn', an underrated game that

we enjot'ed a lot. Also, don't forget M.A.S'rER

or M.\GiC, the lu’bi'id sti'ateg)- game from

MicroProse (this month’s cover stoiy).

The colonial ei'a jirovitles the backdrop

for ibi'ee intriguing games. In early ‘95,

Impressions will release High Sea.S, a

strategy/adventure game that will allow

gamers to asstime the role of a 17tli Cen-

tuiy jU'ivateer or trader. The game fea-

tures a very intuiti\'e interface to allow

.sailing h'om port to jjori and the most im-

pressive gi'aphics yel fi-om Impressions.

Sin MiaER’s Coi.oNiz.'VrioN is an upcoming

MicroProse release that allows gamers to

builtl a New World colony from the

gri.nmd up. It uses an inlei'l'ace similar to

.Sin Meier’s Ci\'ii.i7.\tign and looks like it

will olfer the same depth of play. (See this

issue’s editorial.) Mos ing into the 18lh

Century, Avalon Hill will release a com-

puter version of their Biackbeard game
(more than “Wooden Shii’s & Iron .Men

with cards" as some ha\e called this hybrid

adventure/strateg}’ game) in 1 995.

'Fbo.se who want lo exjjcriment with AI

with enjoy two games due in 1994 and all-

ot hei‘ on the way for 1995. Sir Tech has

been showing their J.A(i(;E.i) Ai.i.iance design

l()r a cotiple of years now. btit the game al-
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rt truly great pinball game Is more than great graphics and spectacular sounds, more than the latest

arcade features like 3D ramps and three multi-ball play, more than fast ball movement and precise flip-

per control, and It's more than being able to see the whole playfleld at once so you can aim your shots.

A great pinball game has that unique quality of playability and never-

challenge that keeps you coming back for. .,/us( one more

t game and a shot at your new high scorel

'h Washington Post- "Crystal Callburn perfectly jfi

’> captures the essence of a great pinball machine." JU

W .gl t New York Times-'The realism is striking...

l
[Crystal Callburn] will be at the top of Silicon Santa's

gift list this year." ^
Inside Mac Games - "ARCADE GAME OF THE YEAR'

Computer Came Review- "Ciystal Callburn sets a new

standard. For realistic pinball on a computer, there's nothing

like this game."

Electronic Entertainment- "Crystal Callburn is simply the

best, most realistic, most challenging pinball simulation for

the Macintosh yet." (Rating: 9 out of 10)

GAMES Magazine-"You'll forget you're playing on a

’ two-dimensional computer screen... the realism is

astonishing."

r

MacUser-"tlectronic pinball's Holy Grail,"

(Rating: 4 Vr out of 5)

larger monitor, 256

colors, and 4MB BAM.

lVINDOlVS:S86orfaster

processor, Windows 3.1,

256 SVCA monitor,

4MB BAM. Supports

SoundBlaster^ and other

Windows compatible

sound cards.

(KSlllM'j

from the creative genius of littleWing™, developer of TBISTAN™ and fight Ball Deluxe™ for Macintosh.

Available from your favorite retailer or mail order catalog. Interactive DEMO on AOt^ and Compu5erve^.

StarPIay Produttions, Inc. • PO Box 21 7 • Greeley, Colorado 80632-021 7 • Tel 303.447,9562 • Fax 303.447.2739

™ Crystal Calibum and Tristan are trademarks of LittleVVing CO. LTD. Other trademarks are the property of their respective owners.
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lows )’oii U) aj)ix)im AI secret agents/nierce-

naries to (iglit alongside your player ciuir-

acters and help you meet the objectives.

Merit Software is distributing another

gcime that should sound familiar. Imagine

D.C. True’s Sii.-\DO\v President with infi-

nite replayability and enriched c\’ber-cabi-

net members, d'hen, imagine that one of

those cabinet members will definitely be-

tray you. 'I'liat's Ch’iH'.kJ UDAS, D.C. True’s

new game lo be distributed by Merit.

With regard to abstract strateg)’ games,

Accolade’s B.vi'I I.e Isle; 2200 lets you wipe

out far-future 3-1) battleships, and New
World Computing’s Zephyr lets you wipe

out far-hiture tanks. Both offer multi-play-

er campaign games with necessary re-

source management, but the foi tner is

e-mail-based while the latter is real-time.

Naturally, MicroProse is not wasting lime

ill preparing a seciuel to X-COM, as UFO
2 is already in the works, with even better

3-1) modeling and the core of the com-

bat/straiegic system intact. Unfortunately,

there are no .solid details on the setiuel lo

Dune II, Co.MMAND Sc CONQUER, which is

supposed to provide Dune; Il-like combat

in multiple theaters of war. In a similar

vein. Psygnosis has an interesting game
called 'riiEVi KE oe Dl-veh that lets gamers

command air, laud and space troops from

a geo-staiionaiy spy satellite. It looks veiy

similar to a Dune II |ierspective.

Another intei'csting non-histoiical game

is B.xri'LES IN Time, based on a board

game by Bruce Williams Zaccagnino. The
game’s premise is that the science of war is

unknown in the far future, I'cciuiring you

to fight various conflicts throughout the

ages to leai'ii youi' craft. A depai'ture from

the normal QQP game, combat occurs

xoilhiu the hex, each space blowing up into

its own tactical map. Variable rounds of

combat, camoullage units, commandos,
rangers, anti-tank weopons, numerous ar*

tilleiy, and bazookas, are but a lew of the

eclectic items which keep this game lively.

For even moi'e (lexibility, the battles may
be either I'eal-time or turn-based.

On the wai'game front, there is a great

variety of games on the way. (See P.\nzer

GeneR/U. this month on page 97). New
World’s Iron Cross is a real-time game
feattiring the Western Front, and Avalon

Hill had a working demo of Third Reiuii

for DOS, considerably changed from the

Atari ST and Amiga versions. 'Fhe game
now features more pleasing graphics and

comj)letely reworked strategic AI. Of
course, Avalon Hill’s Operation Cru.sader

for DOS should ship soon, and in the wings

is S'TAI.INGRAD, featuring both tactical and

operational ctimpaign ]3lay. FT'O: D-D.ay by

Arsenal Publishing will cover the same

front with phased movement, but will not

appear until 1995.

5'ni Fi.i'jrr is Avalon Hill’s gtime of mod-

em naval waifare. Rather than micro-man-

aging ever)’ weapons pladbnn a la Harpoon

II, or Alliance’s harpoon ciassic on CD,

you .sjjend more lime with licet maneuvers,

llie heart ol' the game lies in locating ene-

my forces. There are plenty of weapons

platforms to choose from, and the daui has

been updated and enhanced from the

award-winning board game. As for modem
land warfare. Arsenal’s TaoOps has already

been previewed in CGH^ (#I 16).

The Quality Of Pashion
So, there yoti have it—CGIF’s report on

the offerings from tlie most I'amous de-

signers and our take on what will adorn

the well-dressed computer monitor dur-

ing the coming season. Be sure to let us

know how fashionable these games are

once you gel them home. That’s really

more important than how they look at

the Slimmer Consumer F.leclronics

(Fashion) Show. W

THE ULTIMATE ROLE-PLAYING AID
Introducing The Ultimate Character Editor. This exciting new product fea-

tures 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 the 42 games listed below in boldface type. The

price forthis editor is $59.95. That's under $1 .50 per editor. Upgrades will be

available for new games as ihey are released for only $9.95 per game,

CHARACTER EDITORS • $19.95 each

Might and Magic (1 , 2, 3, 4, 5), 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, Treasures of the Savage Frontier, Sentinel Worlds I. Knights of

Legend, Secret of the Silver Blades, Curse of the Azure Bonds, Cham-
pions of Krynn, Space 1889, Drakkhen, Keys to Maramon, MegaTraveiler

(1 or 2), Keef the Thief, Escape from Hell, Ultima Underworld (1 or 2),

Twilight 2000, Gateway to the Savage Frontier, Planet’s Edge, Dark

Queen of Krynn, Prophecy of the Shadow, Dark Sun, Martian Dreams,
Realms of Arkania, Challenge of the 5 Realms, Bloodstone, Betrayal at

Krondor, Lands of Lore, Dungeon Hack, Disciples of Steel.

HINT BOOKS • $9.95 each except where noted

Might and Magic 1
,
Knights of Legend, Curse of the Azure Bonds. Champi-

ons of Krynn, Legacy of Ancients, Dark Heart of Uukrul, Wizardry (1 , 2, 3, 4,

5, Bane or Crusaders ($12.95)), Eye of the Beholder 2, Might and Magic 3

($12.95).

IBM listed, Apple and C64 versions also available.

Please add $4.00 for shipping and handling.

Open from 9 AM -9 PM every day for your convenience.

GOSSELIN COMPUTER CONSULTANTS
P.O. Box 1083 • Brighton, Ml 48116 • {313] 223-2453
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FREEFREEFREEFREEFREE
C^ETINGS BY COMPUTER
The Rrst Compulerized Greeting Card With

Animation And True Sound!!! Now you

ird lo

friends and loved ones. Greetings by

'er all

ilized

Computer allows you lo sen'd a

personalized message which will be

displayed along with the animated

computer graphics. Music and acluol voices

will ploy and sing through your computer's

standard speaker or Soundblaster card.

No special equipment b needed.

• SAVE MONEY!! REUSABLE CARD!! •

You may send personolized greeting cords lo as many friends and loved ones os you wish. Use

it over and over ogoin and you will save money over printed cards

• PERSONALIZED MESSAGES •

This disk contains an EASY TO USE message writer. You may enter up to an 6 line messoge that

will display on the screen.

• UNIQUE ANIMATED GRAPHICS - AND TRUE SOUND!!! •

A new dimension in computet technology ollows you to hear the animols talk ondsing while an animated

scene plays. Hot computer generated sounds • but TRUE SOUND as on o recording - ploys through the

standard speaker on your computer, or through a SoundUlosler card. People of all oges will enjoy ihb cord.

• AUTOMATICALLY ADJUSTS TO ANY COMPUTER •

There is no need lo be concerned with the type of computer your recipient hos - the program

will aulomalically adjust to display at the resolution of the computer it is used with.

• WHY WE ARE OFFERING GREETINGS BY
COMPUTER FREE •

Our tests have shown that over 705^ of the people who received a FREE copy of Greetings By Computer were so

thrilled with il ihni they ordered the other 2 dbks in the series • ond recommended h lo their friends. You will

receive the BIRTNDAY DISK free. The other disks are on ANNIVERSARY DISK, and a GENERAL MESSAGE DISK.

BE THE FIRST TO SEND THE MOST UNIQUE
GREETING CARD OF THE 90'S . . . GREETINGS BY COMPUTER

PERFECT FOR CHILDREN OF ALL AGES
Send $5.00 for shipping and handling to:

S Software 2880 Bergey Rd. Dept 600GX Hatfield, PA 1 9440
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my son and I love this game!!!

Great work!! Robert Sirouss, Burbank

Circle Reader Service dt 64

;:J|jJ-
Oxyd magnum!
for PC, Mac & Amiga
Sequel of the award winning Oxyd game!

Mac: 1MB RAM, color or monoc/?rome!

PC; 386 or above, 2.5 MB RAM, EGA

My daughter (U years old) and I have become "Oxyd" addicts. IVe

lonnotwaittobeginexploringlbemonyolherlevekThanksforcrealing

>uch an excellent product. R. S., Germonlown

ibis is, without question, the most impressive game I hove ever seen. I

m omoied at the audio, visual and action. George L Tanly

IVoiv/ Ihol's all I con soy about Oxyd. What an incredible gome!

One of the nicest games I have seen in a long time,

ihonks for creating such a challenging piece ofsoftware.

f 'm completely booked! The game is really slick, well designed.

Those first JO levels alone were worth paying for!

It is rare to findsuch a visually appealing, addictive andplayable game.

One ofthe most elegantgames I've played. JeffreyJondobl, Son Diego

I enjoy thisgome a great deal and so do my children and their friends.

It is just what I have been looking for II Jerome Wescott, Minneapolis

Oxyd bos to be the most artistically superb piece ofprogramming that

I have seen. From my position ofhaving completed about one third of

'he single-player levels, the landscapes have been continuously varied

yith a marvelous attention to graphic and audible detail that makes

tach new one a continuing delight. I especially appreciate how the

narble interacts in seemingly realistic but different ways when rolling

mr or bouncing against different "natural" for unnatural) substances

'ike stone, wood, swamp, freefall etc. At this point, I'm already

worrying that I'll run out of levels. Jeffrey R. Harrow

ben our 3yr old enjoys the game.

I just hod to write to tellyou how much fun I've hadplaying Oxyd. The

attention to detail - the sounds, the textures ofthe surfaces really adds

'0 the fun of the game. It invites the imagination for a ride.

Thanks also for making all of the landscapes challenging but not

mpossible. Tom Phoenix, Portland

/'m really impressed with your game, Oxyd. Congratulations on a

unique and fun product, and best luck to you all. John M. Dodd

Oxyd Credits:

Game of the Year 1 993
Mliriian /iVnWoili!

Best Brain Game 1 993

IhxWM CttTieM o/ fare

Game of the Year 1 992
(mfviei i PedogogA 06/93

Game of the Year 1 992
BispliV Compuer Club e. V., Omony

The variety of play is

literally, incredible.

Score this game a solid 10
CmKinsies 06/93

"A " rating Wow! Exquisite.

A must for your games library.

MgaWcild 06/93

Game of the Month.
MM 01/93

Top of the Charts
8m Jeasei Cciegcr/, K Barnes Ssmen edaen

Treat of the Month
i/oiilaiminilsmefnie. 12/92

Editor’s Choice
PC Gomes Osman edition, 12/92

Download free appetizers from SWC
BBS at (508) 368-7036 @ 2400-14.4k

baud or send a check to Dongleware:

1 0 levels of the Oxyd game $ 1.00

PC, Mac, Amiga, ST or NeXT.

The Oxyd Code Book $ 39.00

Take 5 demo of magnum! $ 1.00

for PC or Macintosh.

Tubular Worlds episode one $1.00
for PC or Macintosh.

Shipping & Handling $ 3.00

Some fine comments about Oxyd magnum!
/ like Oxyd magnum because it ‘s different in every landscape,

surprising, challenging, compelling and fun! Every landscape is like a

new game. It's so tricky! It drives my wife crazy. More levels and just

os good os Oxyd. Tou have challenged me! Thanks. My wife and I

like to ploy puzzles together. It 's unique. Great puzzles. It 's

aesthetically pleasing and exercises the mind. It mokes me and my

kids think and ive don't hove to punch or kill anything.

Areade A€tion
for PC, Mae & Amiga!

Download Shareware Episode One

If your dealer does not carry Oxyd, Oxyd magnum! or Tubular Worlds, call 1-800-228-6993 to order

Checks, Visa & MasterCard accepted MA residents add 5% sales tax

Dongleware Publishing 35 Howard Streets Cambridge, MA 02139 ^ (617j 497-1 130
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Smooth Moves
On The Field
How Dynamix Used yo-Ycar Old Tcchnolog)!

To Produce Breakthrough Realism In Their Sports Games

by Paul C. Schuytema

W
ii.-vi' no l’l•,Rl•ORMi•k Cau

C^Al.l.OWAV, SHORT,S'lOl’

0/7JK SmI I'll, AND WIDK

receiver James Loftoii all

have in common? They
ail ha^•e smooth moves of

one sort or anotlier, and

iheir grace has been translated into grace-

ful animation. Track down any of the De-

pression-era Max I'leisciier animated

shorts (or the tpiirky 1940 feature “Mr.

Bug Goes to Town") ;md you will see ch;ir-

aciers move with a fluidity that is rare in

today’s Saturday-morning fare. Similarh',

boot up Front Pacr Si’ORTS Foo'I'bai.i.

from Dynamix and vou'll see the silkiest

rtmningback cuts, diving tackles, anti leap-

ing receptions to be found in a sports

game. Although septirated by 50 years,

these animated characters were crettted

using a technique called rotoscoping, an

animation process pioneered by Flei.scher

in tile earliest days ol'the art.

Basically, rotoscoping is a way to cap-

ture the stibtleties of human motion in tlie

fanciful world of animation. Fleischer’s

studio in California was .set up as a roto-

scoping production facility. For an ani-

mated dance nunilier like the incredible

Minnie The Moodier routine from “Snow

White and the Seven Dwaiwes,” Ciab C'al-

loivay would come into the studio and pei'-

fonn a soft shoe behind a linen screen,

completely back-lit. A camera would film

his silhouette, and llien that film could be

viewed, frame by fraine, on a special ani-

mator’s light (able. The animator would

irse Calloway’s image as a guide for draw-

ing the niovenieni of the character. It was

a painstaking jirocess, often taking more

time than traditional animation, but to see

Cab Calloway, reborn as a rubliei'-legged

Koko the Cilown, dancing around Betty

In their Front Page Sports line of games

(Fron'I' Pact: Sports I'Ootbai.i. and B.vsi:-

BALI.), Dynamix lui'iied to the time-lion-

ored technique of I'otoscoping to craft

animations ol' unparalleled realism. Hie
art team at Dvnamix is (juick to point out

that with iradiiionar’ iinimation, stich as

that in many other sports lilies, an indi\'id-

ual fi'aine ol animation might have more

detail and graphic appeal than an individ-

ual Dynamix frame. But when those

li'ames arejoinetl together in an anima-

tion. the level of I'ealism is iiil'erior to Dy-

namix’ games. For Dvnamix, though,

choosing rotoscoj)ing as the imaging
process for gamephu’ animation was ;i

commitment to massive tiinotmts of labor-

intensive, pixe!-by-j)ixel work.

Fluid conijxiter g;inie animation may be

created in a number of ways. The most

comtnon technic|ue is to have an artist

draw the character frame by Irame. Fhe

IdcsI example of this type of animation can

be seen in LucasArts’ D.w ok thk Tkn’Pa-

ct.K. Anothei' popular technicpie is to mod-

el an image in a computer and then

animate it bv- setting "key frames” and let-

ting the comptiter handle the animation

in between (more on this in next month’s

coltmm). Some comptmies are now using

motion ti'ackers attached to a human body

to transcribe joint positions into a stream

of computer data. I bis data is then used

to tmimaie a “virtual actor" (look I'or an

itpcoming column on Origin's use of this

technology in Biot'ORtT',), Finally, an ani-

mation may be cretited by using footage of

live actors as a movement reference, which

is called rotoscoping.

IF YOU BUILD IT (RIGHT), THEY WILL COME This rotoscoped image gives a much more natural and fluid-

looking view of a catch than could be achieved with traditional animation.

Booj}, is surely worth the effort.
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/ntroducing
Two New

Interactive Games
From Trimark.

Only One
Is Guaranteed

To Bomb.

Tornado is guai’aiiteed to

blow you away.

And with a total of 72

different missions all on one

CD-ROM, there’s about as

much chance of commercial

failure as there is of a

U.S. invasion by Saddam

Hussein.

Tornado explodes with 18 different Desert Storm

missions and 54 additional missions from 3 different

European combat arenas. It’s so realistic it’s actually

used by the RAF for ground based simulator training.

Tlnimbelina, our second new game, will have

plenty of impact too. It just won’t make as much noise.

This delightful Hans Christian Andereen fair)' tale has

Artwork and Design ©1994 Trimark Inleracliva

over 17 unique charac-

ters (and voices), an

original musical score

and 4 complete songs!

We’re sure Thumbelina

will earn at least “two

thumbs up” from you.

In addition to

these exciting games,

Trimark will also be introducing two more great titles

In the near future: Blind Date: A CD-ROMance

Adventure and The Emperor's New d/of/jcs, another

delightful stoiy' by Hans Christian Andei-sen.

Pick up both of our new

games today, because even the

one that bombs will be a success. TRIMARK
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CHROMAKEY WIZARDRY After being photographed on a blue

background, this baseball player's motions are transferred directly to

computer images.

\\1icn the Dynamix team got. together

to begin work on the first I'ootball title,

several members had recently come from

the now-dead Cinemaware. where they

had experimented with rotoscoping in the

'W Si'()R'r.s line of games. The team felt

that the limitations seen in the other pro-

duct’s animations (such as a tackle in

which a running hack was standing in one

frame and l)’ing prone in the next) could

he overcome by rotoscojjing.

Mounting a Hi8 video camera atop a

cheny-picker, the team headed out to a lo-

cal gridiron to capture the footage they

needed. Sitice Front \\\gv. Si’ORI's Foot-

animates from eight dillereni angles,

the film crew had to capture eight unique

takes of each action they ret[uired. They

taped down markers on the field, set their

camera to a 28% lift, and adjusted the focal

point to optimally capture the action.

I'hen the action began. Players, suited up

in pads and helmets, ran moves hack and

forth, over and over again, until the Dy-

namix team had checked off all the moves

they needed, llten, it was hack to Dynamix

headquarters for the real work to begin.

Working with a video editing deck,

'fhomas X’anVelkinburgh, the team’s lead

artist, set up the portions olThe video he

needed. He would then caj)ture the indi-

vidual frames into a crude \’ideo image

file, matching llie final resolution of 820 x

200 pixels. Finally, using a paint program,

the Dynamix artists would paint over the

image, |hxel b\' pixel, to create a frame of

game tiniination. Special care had to be

taken h\’ the artists when working with

footage of a player running to or from the

camera; in the actual game-field, the play-

ers are all modeled at the same size (it

makes for easier player control rather

tiiaii dealing with too much perspecii\’e),

so some video images had to he collapsed

or exjnuided to fit the generic player

height.

W'hen a move was set down in anima-

tion, the artist would review the work, of-

ten nveaking things to make it look just

right. .Arms, often only a jiixel wide, would

require the most work to look realistic and

natural when moving or going for a block.

After the cleanup work, the team would

name each little animation “|)acket"

(sometimes consisting of only a pair ol'

frames, while other animations, such as a

diving tackle, might he composed of up to

1-1 frames). Naming was very important,

because it had to be clear when tissem-

hling the game animation which clip to

show foi' which game event. Be\'ond that.

the animation packets

would have to Ilow seam-

lessly together, so that a

running back could leap

for a catch, land, spin,

then sprint for an end-

zone. Often, single fi'ames

of animation were liand-

created to setwe as transi-

tions between event

animations. In Fron'I'

P.\(;i-: Sports B.vsi-:iiAi.L,

many of the animations

conclude with the player

returning to a "neutral

position,” either standing

up or with the uhic|uitous

hands-on-knees stance, 'fhis meant that

fewer transitions had to be hand-created,

.so more frame packages could be pul to-

gether to create uniciue animations to

match the gaineflow.

'fhe FPS Foo'i'B.ALt. team was very

pleased with the final results in both of

their products. Players seemed to come
iilive on the screen, so much so that the

mind’s eye would vest the image with even

more realism than was actually displayed.

Ptiirick Cook, executive producer for FPS

B.VSKHA1.L, said they have received stacks ol'

letters describing things which never ;ictu-

alh' hajjpen in the game. “People are see-

ing things thill aren’t there; the

mind’s-eye is filling in those details,” he

siiid. Some customers .swear they saw a

lineman trying to sn ip the hiill I'l'om a

running back while others claimed to wit-

ness illegal blocks and stiff-arm tackles.

SAME TEAM,
DIFFERENT BALL
Essentially the same art team was assem-

bled to work on B.tsKttAi.i.. (\\Ten I talked

with the Dynamix crew, they were literally

working around the clock to finish the

game; even with gallons of coffee pumping

through their veins, they seemed lucid

enough, and genuinely excited about the

game.) From their experiences in FI’S

FooTBAi.t., they learned \oiumes about ro-

toscoping and applied that knowledge to

the baseball pr()jeci. First, instead ol' film-

ing on an actual field, where the back-

ground is an image which must he cut out

in a pixel-hy-pixel o]}er;ttion, they rented a

warehouse and painted an entire corner of

it in "photo matte blue” so the background

was electronically “invisible.” They also put

yellow tape on the player’s main joints, the

knees, shoes and wrists, to make the posi-

tions more clearly delined when the image

was trtmslated into \'GA resolution. Finally,

they captured the images directly into the

computer. 'Fhis eliminated a middle step

and allowed the work to pi'oceed directly

to the artists’ work on each frame.

In B.A.si-:BAi.t., as well as in the upcoming

Football ‘95, the player can position the

camera anywhere on the play-lield. ^Vhile

this might seem to mandate a large num-
ber of animation angles, they still only

shot footage from eight tingles. “When
you see it,” explained Cook, “with the

field lines converging the way they should,

then )'()ur eye is fooled; it looks completely

natural.” Keejjing the animation tightly

controlled was a prime logistical issue.

Each Fron t P.agl Si’ORTS gtime features

thousands of frames of animation that are

stored in coinpi'essed form, "streamed” off

the hard dri\ e. and uncompressed as the

game plays.

For Patrick Cook, the technology of

video ctiptures and other computer imag-

ing lechni(|ues truly enhances the realism

of the animation, hut he feels (hat artists

are still the fulcrum on which all of a

game’s art balances. “You still need the

skilled artist to push it out to where it

needs to be.”

For Front P,-\(;e Sborts Baslball, the

an crew will feel like they’ve done theii'

job if a customer says, “Wow, those look

like real phu’ers!” I asked the Dynamix
team if there were any animations which

stood out for them. They hemmed and

hawed for a few seconds, throwing out

such animations as a collision at home
plate, or leaping up to catch a hall, hut af-

ter a jxuise, there was ;i unilateral re-

sponse: “the coil.” This is the animation

when an outfielder loses a high fl)' hall in

the sun and I'ecoils at the last moment to

avoid being snuicked in the face by the

hail. “It’s \en- cool,” the)' enthused.W
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ISEOm GAMES
'OMPLETE& VIRUS FREE;

VITH THE ORIGINAL BOX.

’OCUMENTATIONAND

<ISKS

iSAHACKSUB 8

rHGUEST-CDROM 32

•TRAIN 19

-TRAIN CONST SET 9

TAG. 15

10TANKKILLERVER1.5 14

0C MON. NIGHT FOOTBALL 5

CES OF THE PACIFIC 21

CESOFTHEPAC-MISSION 13

CES OVER EUROPE 29

OV OF WILLIE BEAMISH 16

IROUEL 21

IR WARRIOR SVGA 23

LL AMERICAN COLLEGE FB 9

LONE IN THE DARK 19

LONE IN THE DARK-CD ROM 34

LONE IN THE DARK 2 28

LTEREDOESTINV 16

MA20N 6

MERICAN GLADIATORS 10

NCIENT ART OF WAR-SEA 8

NCIENT ART OF WAR-SKY 9

RCHON ULTRA 29

RENA;ELOER SCROLLS 32

SHES OF EMPIRE 26

AT. 4

17 FLYING FORTRESS 15

ALANCE OF THE PUNET 9

AnLE CHESS-WIN 14

AHLE CHESS 4GQO 18

AnLEHAWKSl942 5

ATTLESOFOESTINY 16

ETRAYALATKRONOOR 29

ICYCLE POKER 14

IROSOFPREY 19

LOODWYCH 7

LUE FORCE: NEXT OF KIN 25

0 JACKSON BASEBALL 5

RAIN BUSTER 6

UZZALORIN RACE SPACE 28

ARRIER COMMAND 5

ARRIERSATWAR2 32

ASTLE OF DR BRAI-VGA 17

ASTLES 9

ASTIES2 19

ENTURIONDEF. ROME 5

HALLENGEOF5REALMS 16

HAM0ER SCI MUTANT P 12

USH OF STEEL 29

OASTER 9

ODE NAME: ICE MAN 5

OHORT2 15

OMMANDHQ 6

OMPANIONOFXANTH 27

ONFLICT 4

ONQUERED KINGDOMS 25

ONQUESTSOFCAMELOT 5

ONQUESTS OF LONGBOW 9

ORPORATION 5

OVERTACTION 5

RIME CITY 13

RIME WAVE 9

RISIS IN THE KREMLIN 11

RITICALPATH-CDROM 28

URSE OF AZURE BONDS 9

URSEOFENCHANTIA 21

YBER RACE 22

Y8ER SPACE-CO ROM 32

'•GENERATION 15

lAEMONSGATE 23

lAEMONSGATE-CO ROM 22

'AGGER OF AMONRA 18

lARK CENTURY 18

lARKLANDS 9

lAY OF THE TENTACLE 26

lAY OF THE TENT,-CO ROM 29

lAY OF THE VIPER 7

lUNE 9

)UNE2 28

lUNGEON HACK 29

ARTHRISE 4

COQUEST-VGA 15

ELFISH 23

ELITE PLUS 6

EYE OF BEHOLDER 3-CD ROM 32

EYE OF THE BEHOLDER 9

EYE OF THE BEHOLDER 2 15

F-117ASTEALTHFIGHTER 14

FI 5 STRIKE EAGLE 2 9

F15STRIKEEAGLE3 24

F19STALTH FIGHTER 6

FALCON 3.0 28

FALCON 3.0 -FIGHTING TIGER16

FALCON AT 9

FLAMES OF FREEDOM 6

FOUfiCRTYSOFTRAZERE 9

FREDDY PHARKAS FRONTIER 19

JACK NICKLAUS SIGNATURE 19

JACKNICKLAUSUNLIMGOLF13

JAMES BOND STEALTH A 7

JETFIGHTER2.0 22

JIM CONNORS PRO TENNIS 13

JOE MONTANA FOOTBALL 12

JOURNEYMN PRJCT-CD ROM 26

KASPAROV'S GAMBIT 29

KGB 11

KILLING CLOUD 4

KING'S QUEST 4 -EGA 13

KING'S QUEST 5 -VGA 15

KING'S QUEST 6 -CD ROM 15

KING'S QUEST 6 -VGA 15

KINGDOMS OF GERMANY 26

KNIGHTS OF THE SKY 12

UBRYRTH OFTIME-CD ROM 29

UFFER UTILITIES 12

UNDSOFLORE 22

USER SQUAD 7

LAST DINO EGG -CD ROM 24

LEGACY: REALM OFTERROfl 24

LEGEND OF FAERGHAIL 12

MICROSOFT ARCADE -WIN 15

MIDWINTER 5

MIG-29 FULCRUM 14

MIGHTS MAGIC 4 CLOUDS 25

MIGHTS MAGIC 5 OARKSlOE 29

MITSMAGiWORLD-CDROM 39

MIKE DITKA FOOTBALL 7

MIXED UP FAIRY TALES 16

ML FOOTBALL 2 8

MONKEY ISLAND -CO ROM 22

MONOPLY DELUXE 19

MONOPOLY 8

MONOPOLY DELUXE -WIN 19

MORPHMAN-CDROM 21

NASCAR CHALLENGE 16

NFL94FOOTBALL 19

NFL COACHES CLUB 25

NFL FOOTBALL 5

NFL PRO LEAGUE FB '93 12

NFL PRO LEAGUE FB 91 5

NFL PRO LEAGUE FB 92 9

NFL VIDEO FOOTBALL 10

NHL HOCKEY 29

REX NEBULAR COS GEN BEN 19

RING WORLD 19

RISEOFTHEDRAGON-VGA 15

ROAD TO THE FINAL FOUR 19

ROaOSPORT-WIN 21

ROME PATHWAY TO POWER 19

SARGON4 5

SAVAGE EMPIRE 14

SCRABBLE 9

SEAL TEAM 28

SECRET OF SILVER aUOES 5

SECRET WEAPONS-AOOONS 8

SECRET WEAR LUFT-CO ROM 16

SECRET WEAP LUFTWAFFE 19

SENTINAL WORLDS 1 3

SEVEN CITIES OF GOLD 22

SHADOW CASTER 17

SHADOW OF YSERBIUS 19

SHADOW SORCERER 6

SHAOOWGATE-WIN 19

SHADOWLANDS 13

SHERLOCK HOLMES-CD ROM 22

SHUTTLE 12
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We want yow current used games

1-800-377-8578
coll for authorization btfore shifting or

FAX list iorturrwt ijuolu lo 605-334-8766

In Canada, call 605-339-2060

WESElLUSiDGAMiS
All games ore tested & IBM disks virus checked

m ait In original bai vitli original doEununtallon

Coll for current title availibility

WEAKEflONLV iWtKfflA
'^5^; VISA/MaslerCord/Discom

Money Orders/Cashiers Check

Most items shipped some doy. S5 UF^/S9 2nd Day Air

coJf lot inItmelioA on Conedien t/n^e/ils

GAMER'S GOLD • 1008 W. 41st Street •Sioux Foils • South Dakota • S710S

Got Something To Soli?
Follow these Easy Steps

2. OAMIK'S 90LD will quofe iHe current bu/ing

prices 8i issue on authorization number for your shipment,

Games will not be accepted without an authorization no.

Price quotes ore good for 1 4 days.
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oulside of box. Moil lo OAMtK'M OOLO Sove your
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shipment without your numberl

4. if you would like to use your money or credit lo purchase

gomes, include a 'wish list* of titles you ore interested in.

5. Your check will usually be mailed within 10-14 working

days ol receiving your gomes. Some “wish list* game

credits may lake slightly longer to fill.

Gamas will be checked for viruses & completeness.

Gomes must be complete with oil disks, printed materials,

& in original box. Incomplete games will be returned at

your expense.

FRONT PAGE FOOTBALL 12

FRONT PAGE FOOTBALL PRO 29

FUTURE WARS 5

GATEWAY 11

GATEWAY 2 • CO ROM 22

GATEWAY 2: HOMEWORLD 24

GEEKWAD CD 21

GLOBAL CONQUEST 9

GLOBAL DOMINATION 24

G08LIIINS1-VGA 9

GODFATHER 9

GOLD RUSH 6

GRAIL QUEST 9

GREENS 22

GUNSHIP 2000 -VGA 17

GUNSHIP 2000 VGA-CO ROM 24

GUY SPY 10

HAND OF FATE 21

HARDBALL 3 16

HARDBALL 3 PLAYERS DISK 6

HBALL 3: DIAMOND COLL 29

HARPOON 7

HARRIER ASSAULT 19

HEART OF CHINA -VGA 9

HEIMDALL 4

HEIRS TO THE THRONE 21

HELL CAB -WIN -CD ROM 29

HEROES OF THE 357TH 11

HIRED GUNS 16

HOUND OF SHADOW 8

HOVERFORCE 16

INCA 14

INCA -CO 15

INOY JONES FATE OF ATLAN 19

IRON HELIX -CD ROM 32

JACK NICKLAUS GREATEST 15

LEGEND OF KYRANOIA 15

LEG. OF KYRANDIA-CD ROM 24

LEISURE SUIT URRY 5 19

LETHAL TENDER 9

LEXICROSS 9

LIGHTSPEEO 4

LINE IN THE SAND 9

LINKS GOLF IS

LOOM 9

LOOM-CDROM 16

LOST ADMIRAL 13

LOST FILES SHER HOLMES 19

LOSTINTIME 16

LOST IN TIME 14

LOST IN TIME -CD IS

MADDEN FOOTBALL 1 5

MADDEN FOOTBALL 2 12

MAELSTROM 19

MAGIC CANDLE 2 5

MAGIC CANDLE 3 5

MAN ENOUGH -CD ROM 19

MANHOLE -CD ROM 23

MANHUNTERSF 5

MANTIS EXP, FIGHTER -VGA 11

MARIO ANDRETTI RACING 11

MARTIAN DREAMS 10

MARTIAN MEMORANDUM 13

MASTER OF ORION 34

MAX. OKL OVER THE EDGE 17

MAXIMUM OVERKILL 27

MAX. OVERKILL MISSION 1 12

MEAN STREETS 5

MEGATRAVELLER 1 4

MEGATflAVELLER 2 7

METAL & LACE 23

MICHAEL JORDAN FLT SIM 14

NlGHTSHin 9

NO GREATER GLORY 18

NOSUNGA'S AMBITION 12

NOVA 9- VGA B

OBITUS 9

OUT OF THIS WORLD 16

OVERLORD 6

PACIFIC ISLANDS 17

PATRIOT 8

PATTON STRIKES BACK 7

PERFECT GENERAL 19

PERFECT GENERAL SCEN 8

PERFECT GENERAL TRIL 32

PLANET'S EDGE 12

PLAYMAKER FOOTBALL 6

POLICE QUEST3- VGA 16

POOL OF RADIANCE 9

POWERMONGER 12

PRO LEAGUE FB '93 19

PRO TENNIS 10

PROPHECY OF THE SHADOW 4

DUARTERPOLE 16

QUEST FOR GLORY 4 29

RAILROAD TYCOON 11

RAVENLOFT 34

REALMS 7

REALMS OF ARKANIA 18

REBEL ASSAULT -CO ROM 35

RED BARON -VGA 15

RED BARON MIS BUILDER 12

REO CRYSTAL 21

RED STORM RISING 6

RETOFPHANTOM-CDflOM 29

RETURN OF THE PHANTOM 14

RETURN TO ZORK 29

RETURN TO ZORK- CD ROM 35

SILENT SERVICE 2 9

SIM ANT 16

SIM CITY 17

SIM CITY 2000 29

SIM CITY TERRAIN 10

SIM EARTH 13

SIM LIFE -WIN 22

SIPNEED 6

SKATE OR DIE 3

SORCERIAN 6

SPACE QUEST 1- VGA 10

SPACE QUEST 4 -CD ROM 22

SPACE QUEST 4 -VGA 15

SPACE QUEST 5 -VGA 19

SPACEWRECKED 9

SPEAR OF DESTINY 23

SPECIAL FORCES 18

SPELLCASTING 101 13

SPELLCASTINGEOI 19

SPELLCASTING 301 24

SPELLCASTING PRTYPK-CO 29

SPELLCRFT:ASP£CTOFVAL IS

SPELLJAMMERPIRATES 13

STAR TREK 25TH ANN. 15

STAR TREK: JUDGEMENT 22

STAR WARS CHESS 24

STELUR 7 9

STORMOVIK 6

STRATEGO 19

STREET FIGHTER 2 22

STRIKE ACES 9

STRIKE COMMANDER 24

STRIKE COM SPEECH 5

STRIKE SQUAD 21

STRONGHOLD 24

STUNT DRIVER 10

STUNT ISUNO 16

STUNTS 10

SUBWAR 2050 24

SUMMONING 9

SUPER TETRIS 17

SWORD OF THE SAMURAI 8

SYNDICATE 18

TAKE-A-BRK CROSSWORDS 14

TANGLED TALES 9

TANK 13

TEGEL'S MERCENARIES 5

TERMINATOR 9

TERMINATOR 2: CHESS 29

TERMINATOR 2029 19

TERMINATOR 2029: OPER 16

TERMINATOR: RAMPAGE 21

TEST DRIVE 3 19

TETRIS 10

THE P.ROPHECY 10

THEIR FINEST HOUR 9

THEIR FINEST HOUR 12

THIRD COURIER 4

THUNDERSTRIKE 9

TINIES 8

TOM UNDRY FOOTBALL 11

TONYLARUSSA2ALyNL 8

T0NYLARUSSA2FANT 9

TONYURUSSAULTBB 5

TONYLARUUSA2'92 6

TORNADO 28

TREASURES SAV FRONTIER 9

TV SPORTS FOOTBALL 8

TWILIGHT 2000 -VGA 16

ULTIMA 5-WARRIORS OES 16

ULTIMA 6 -FALSE PROPHET 11

ULTIMA 7 -BUCK GATE 26

ULTIMA7F0RGE0FVIRTUE 10

ULTIMA 7.5 SERPENT ISLE 27

ULTIMA 8 SPEECH PACK 10

ULTIMA 6: PAGAN -CD ROM 39

ULTIMA 8:PAG0N 38

ULTIMA UNDERWORLD 1 16

ULTIMA UNDERWORLD 2 28

ULTRABOTS 21

UMS2 5

LMS 2: DESERT STORM 5

UMS 2: PUNET EDITOR 5

UNNECESSARY ROUGHNESS 29

V VICTORY: UTAH BEACH 9

V VICTORY: VELIKIYEL 9

VAXINE 9

VEIL OF DARKNESS 16

VENGEANCE OF EXCALIBUR 5

VEHE 9

VISIONS OF ARERMATH 7

WALLS OF ROME 21

WAYNE GRETZKY HOCKEY 9

WEAVER BASEBALL 2 5

WELLTRIS 10

WHEN TWO WORLDS WAR 23

WHERE IN WLD DLX-CD ROM 29

WING COM/ULT6-CO ROM 19

WING COMMANDER 1 9

WING COM 1 DELUXE 16

WING COMMANDER 2 16

WING COM 2 OP 1 OR 2 IS

WING COM 2 SPEECH 5

WING COM ACADEMY 18

WING COM MISS 1 OR 2 5

WIZARDRY 6-COSMlC FORGE 12

WIZARDRY 7-CRUSADERS 22

WONDERLAND 8

WORLD CIRCUIT 21

WORLD TOUR TENNIS 13

WORLD WAR 2: BATTLES 19

WW2: AIR FORCE COMMA 21

X-WING 29

YEAGER'S AOV FLIGHT 4

Prices & avallebiliti/ subject to

change. Call Toll Frn for current

titles and those not listed-we've

got lots morel AJI Used Games

are complete & virus free with

original box, documentation &

disks. System compabbility is not

guaranleed. All sales are final-

defective games replaced with

same lllle. Free shipping (Regular

Ground) In the continental USA

on orders over $150.

t<Buy6f

Circle Reader Service #68



a
Call yoliy Accouitt Representative, Marci Yamagnchi, at (jtef.) zSj-jooo

xjjfor injonnation on how you can advertise your game, product or service

in the economical MARKETPLACE section.

Do you know v/hat PBM (Play-By-Mail) gaming is? II you don’t,

we can help you e<pIore the world of PBM gaming. Paper

Mayhem Mas been leading the way lor over 10 years by

i inlorming people about PBM gaming. Articles, reviews,

;

biographies, PBM game & company ratings and more till each

issue.

1 Paper Mayhem has been improving with the ever expanding

• hobby of PBM gaming since 1983. Each bimonthly issue brings

i
you the latest on PBM news.

;
So why delay and missout onall thelun?

PAPER MAYHEM
Dept CG, 1518 Adams St.

; Ottawa, IL 61350-4770

I US Subscriptions: Single issue $5.00

1 year $24.00 - 2 year $42.00
I FOREIGN SUBSCRIPTIONS: Please Inquire lor rates.

Reader Service ffWI

MaslerCardIVisa

1-800-545-6172

(afler 5 p.m.)

“Powerful programs of growth and adventure”

MAGIC MIRROR I ... a toolbox for your mind. E. Kinnie, PhD.,

Clinical Psychologist, $39.95.

MAGIC MIRROR II . . . experiences for your mind, $39.95.

THREE GATES . , . skryeing, awareness shifting, I Ching and
runes, $39.95.

MERLIN ... an apprenticeship, $29.95.

PHOENIX FIRE . . . high-tech Ouija Board, $39.95.

MAGIC MOUNTAIN . . . weird adventure, male and female
versions, not for children, $39.95.

Blue Valley, 29 Shepard SI., Walton, NY 13856

Reader Service ff48

Reader Sendee ff45 Reader Sendee #50

SSI's Out of Print Wargames Are Back For Only $15!!!

B-24 Mech Brigade Star Command
Baltic of Antietam Rebel Charge Stellar Crusade

Battles of Napoleon Red Lightning Storm Across Europe

Conflict: Middle East Second Front Wargame Construction Set

Gettysburg Shiloh; Grant's Trial Warship

Kampfgruppe Sons of Liberty Western Front

Scenario Disks for SSI's Battles of Napoleon for $10

Scenario Disks for SSI's Wargame Construction Set 11: Tanks! for $15

Our hours are 8:00 am to 5:00 pm PST M-F
We accept Visa, M/C, Checks, Money Orders

To order or request a free catalog contact:

Novastar Game Co, • P,0. Box 1813 • Rocklin, CA 95677 • (916)624-7113

TRANSLATION AND LOCALIZATION
OF COMPUTER- AND VIDEO GAMES

PHONE; 303-678-1770

FAX; 303-678-1066

CIS; 73233,742

Reader Sendee #2

1

5

FREE Software!

FREE Hardware!
Become a Beta Tester! It's easy! Companies

can't alTord to pay employees to play games all

day in search ol' programming errors. They need

you to test their newest games and hardware.

You can keep what you lest Free! [•nr a

complete information package on becoming a

Beta Tester send $9.95 + S3.95 S/l l to:

A ecu Entcrprise.s

l‘0 Box 336

Saint Marys, GA
31558

Reader Service #2 1

9

Reader Service #52
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Copyright 1994, ORIGIN Systems, Inc. Origin, Ultima and Wing Commander are registered trademarks of ORIGIN Systems, Inc. Privateer and Strike Commander are

idemarks of ORIGIN Systems, Inc. Electronic Arts Is a registered trademark of Electronic Arts. 300 Is a trademark of the 3D0 Company. Intel Is a trademark of Intel

jrporation. Windows is a trademark of Microsoft Corporation. Sega Is a trademark of Sega Enterprises, Ltd.

Circle Reader Service #220

in Systems
You may already know us from titles such as: Ultima®, Wing
Commander®, Strike Commander”, and Privateer”. However,

you may not knoyv that we are currently building hard-core flight

sims, interactive, movies, and programming tools too. We are

always seeking skilled and creative individuals to help build our

software worlds. Our demands are simple — you must
demonstrate that you are uniquely qualified to build cool games!

Programming
We build primarily MS-DOS games. We seek especially PC
C/C++ and Intel” assembly programmers. However, we also

need people with general skill in areas such as: graphics, audio,

CD-ROM, and Windows". Experience with 3D0”, Sega"', or

other specialized game systems is also useful. We look

primarily for enthilsiastic individuals who share our spirit of

Innovative hacking! Send resumes including past experience.

Demos are especially welcome.

Artists

We need individuals who are excellent creative artists first, and

computer users second. Especially valuable is' experience with

human and architectural forms, conceptual design, animation,

and fantasy or sci-fi artwork. Previous experience with a 3D
modeler such as SDStudio” or Alias” is a plus, but not required.

Please send resumes including a portfolio of past work,

traditional and computer. i

Designers
We seek preative writers and game designers who have a

diversity of experience. Avid game playing is a must. Knowledge

of our existing product lines, particularly the Ultima and
.Commander series, is advantageous. Creative writing, artistic

experience, and a knack for technology, especially

programming, are the ideal skills. Send a resume with past

experience. We would also like to see other useful information

such as an analysis of your favorite or least favorite games and

how you might have designed them differently.



ADVERTISER
INFO. # COMPANY PHONE PAGE

205 4th Dimension

Entertainment

(800) 258-0533 143

206 Activision
* 127

42 AIVR Corporation (800) 324-AIVR 145

43 Apogee Software (800) GAM-E123 21

44 Avalon Hill (800) 999-3222 94

45 Bare Bones Software (800) 638-1123 158

47 Bethesda (800) 677-0700 38, 39

48 Blue Valley (800)545-6172 158

50 Cape Cod Connection (800) 548-2908 158

207 Capstone Software (800) 468-7226 63

51 Capstone Software (800) 468-7226 169

52 CCB Enterprise (508) 548-2908 158

208 CD Light International (800) 427-6790 144

190 CH Products (619) 598-2518 83

209 Chips & Bits (800) 699-4263 67

200 Chips & Bits (800) 699-4263 148-149

54 Chips & Bits (800) 699-4263 52-61

56 Computer Express (800) 228-7449 70-75

131 Creative Labs (800) 998-5227 167

229 Diamond Computers * 117

61 Direct Wave (800) 882-8108 122

132 Domark (800) 695-GAME
1

43

63, 64, 66 Dongleware (617) 497-1130 153

136 Empire Software (800)216-9706 85

191 Ensoniq (800) 942-0096 139
*

Epic Mega Games (800) 972-7434 27

141 Falcon Northwest (800) 258-6778 11

65 FormGen Corporation (800) 263-2390 C2

67 G.E. Information Systems (800)638-8369 125

68 Gamer's Gold (800) 377-8578 157

187 Gametek * 137

228 Gametek *
34. 35

69 Gosselin Computer

Consultants

(313) 229-2453 152

•*

HPS Simulations (408) 554-8381 82

71 id Software (800) IDGAMES C3

77 Impressions (617) 225-0848 7

78 Impressions (617)225-0848 9

210 Inner Circle

Technologies, Inc.

(800) 274-2814 141

79 Intellimedia Sports (800) 886-4956 119

166 Interface Dynamics (603) 569-4638 90

175 Interplay (714)553-6678 65

80 Keyboard Commander
Corporation

(800) 262-6066 108

211 Lead Pursuit, Inc.
* 68

*
LucasArts Entertainment (800) STA-WARS 44

86 Megatech (800) 258-MEGA 69

88 Merit Software (800) 238-4277 129

212 Micro Sports, Inc. (800) 937-7737 133

89 Microforum (416) 656-6406 177

214 MicroLeague (800) 334-6572 113

213 MicroLeague (800) 334-6572 123

160 COMPUTER GAMING WORLD • SEPTEMBER 1994

Company and
Phone index
INFO. # COMPANY PHONE PAGE

150 MicroProse (800) 879-play 105

171 MIcroProse (800) 879-play 107

93, 96 Mission Control (800) 999-7995 164, 165

215 MK Translation (303) 678-1770 158

216 Momby (800) 636-6629 171

94 Multimedia Specialists (800) 233-0010 135

151 New World Computing (800) 325-8898 31

217 New World Computing (800) 325-8898 40

152 New World Computing (800) 325-8898 111

218 NovaLogic (818) 774-0812 29

219 Novastar Game Company (916) 624-7113 158

97 Ocean of America (408)954-0201 79

220 Origin Systems (800) 2454525 159

99 Origin Systems (800) 245-4525 C4

101 Paper Mayhem (815) 433-2047 158

153 Papyrus (800) 874-4607 87

102 Paramount Interactive (415)813-8040 131

195 Philips CD-i
* 32

196 Philips CD-i
*

33

180 Quantum Quality

Products

(908) 788-2799 109

119 REM Software (313) 457-1161 138
*

Reviewers of America
* 116

160 S Software (800) 243-1515 122
* S Software (800) 243-1515 152

107 Sideline Software (800) 888-9273 138

181 Sierra (800) 757-7707 1

98 Sierra (800) 757-7707 16

ill Sierra (800) 757-7707 17

222 Sierra (800) 757-7707 89

223 Sierra (800) 757-7707 93

120 Sierra (800) 757-7707 2,3
*

Sierra (800) 757-7707 Insert

164 Sierra Direct (800) 795-5979 147

128 Sigma Design (800) 845-8086 121

115 Spectrum Electronics (800) 983-4321 144

109 Spectrum Holobyte (800) 695-GAME 45

224 Spectrum Holobyte (800) 695-GAME 76

230 Starlight Electronics
* 96

225 StarPlay Productions, Inc. (303) 447-9562 151
*

Strategic Simulations,

Incorporated

(800) 2454525 47

*
Strategic Simulations

Incorporated

(800) 245-4525 49

*
Strategic Simulations

Incorporated

(800) 245-4525 51

184 Take 2 Interactive Sw.
*

100, 101

161 Thrustmaster, Inc, (503) 639-3200 91

185 ThunderSeat Technologles(800) 8-THUNDER 50

117 Titan Games (800) 247-5447 99

226 TRIMARK Interactive
* 155

227 Virtual Vegas Incorporated
*

115

* Please see advertisement for contact information.
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FREE PRODUCT INFORMATION
IT'S AS EASY AS 1,2,3

1 . fill in yojr name and addiess and cdeck oft

yojf answers to Itie seven research questions.

2. Circle the numbers on the card that correspond to

the ads or articles you'd like more information about

3. The literature will be mailed to you Irom

the advertiser (ree ot charge.

CIRCLE FOR FREE INFORMATION Void after December 31, 1994

001 002

026 027

051 052

076 077

005 006 007

030 031 032

055 056 057

080 081 082

105 106 107

130 131 132

155 156 157

180 181 182

205 206 207

230 231 232

255 256 257

280 281 282

305 306 307

330 331 332

355 356 357

380 381 382

008 009

033 034

058 059

083 084

108 109

133 134

158 159

183 184

208 209

233 234

258 259

283 284

308 309

333 334

358 359

383 384

illortthit 5.HS"

010 on 012

035 036 037

060 061 062

085 086 087

110 111 112

135 136 137

160 161 162

185 186 187

210 211 212

235 236 237

260 261 262

285 286 287

310 311 312

335 336 337

360 361 362

385 386 387

computer games?

013 014

038 039

063 064

088 089

113 114

138 139

163 164

188 189

213 214

238 239

263 264

288 289

313 314

338 339

363 364

388 389

015 016

040 041

065 066

090 091

115 116

140 141

165 166

190 191

215 216

240 241

265 266

290 291

315 316

340 341

365 366

390 391

017 018 019

042 043 044

067 068 069

092 093 094

117 118 119

142 143 144

167 168 169

192 193 194

217 218 219

242 243 244

267 268 269

292 293 294

317 318 319

342 343 344

367 368 369

392 393 394

020 021 022

045 046 047

070 071 072

095 096 097

120 121 122

145 146 147

170 171 172

195 196 197

220 221 222

245 246 247

270 271 272

295 296 297

320 321 322

345 346 347

370 371 372

395 396 397

023 024 025

048 049 050

073 074 075

098 099 100

123 124 125

148 149 150

173 174 175

198 199 200

223 224 225

248 249 250

273 274 275

298 299 300

323 324 325

348 349 350

373 374 375

398 399 400

05. None

04, DO/rce every two lo three m

05, nonce every tour to sixmo

06, Once a year

IsSSri ! 04.QComouler store chain

05.0 Direct from vendor

06. Mail order

3 . It Intel, wlial level? (Check one ontyl

Ot.OPowerPC

02. Pentium (586)

03.0 486

04, 0386
05.0 286

youQw
;D-R0M? (Check one only)

Ot.OOwn
02- Plan 10 buy (6 months)

7. Whil Is your (and others in household) Uvorile hiipe

ol game? (Check one m each column;

Yoursell Other 1 Other 2

01.

DStrategy

02.

aWar/Military

03. Role Playing

Name

1
’

CGW9r94-4

^ 1

Title

i . ; . :

Telephone

1

Company Name

1
:

'

.

1

Address

1 _l
City

1 ^

State Zip

1

Please send me a one-year {12-issue) subscription to Compiiler Gaming World lor S27.94 (U.S. price);

all other countries add $1 1 00 tor additional postage.

In a Hurry? Fax This Card To: 609-829-0692



l-KbE F*HUDUUT INFORMATIONGAMirXlG WORLD
IT’S AS EASY AS 1,2,3

CIRCLE FOR FREE INFORMATION

I f'lll iryoir name ant) adfliess and check off

your answers to Ifie seven research questions.

2 Circle the numhets on Ihe card Ihaf correspond lo

the ads or articles you d like mote inlormalion about.

3 The literature will be mailed to you from

the advertiser free of charge.

Void after December 31, 1994

001 002 003 004 005 006 007 008 009 010 Oil 012 013 014 015 016 017 018 019 020 021 022 023 024 025
026 027 028 029 030 031 032 033 034 035 036 037 038 039 040 041 042 043 044 045 046 047 048 049 050
051 052 053 054 055 056 057 058 059 060 061 062 063 064 065 066 067 068 069 070 071 072 073 074 075
076 077 078 079 080 081 082 083 084 085 086 087 088 089 090 091 092 093 094 095 096 097 098 099 100
101 102 103 104 105 106 107 108 109 110 111 112 113 114 115 116 117 118 119 120 121 122 123 124 125
126 127 128 129 130 131 132 133 134 135 136 137 138 139 140 141 142 143 144 145 146 147 148 149 150
151 152 153 154 155 156 157 158 159 160 161 162 163 164 165 166 167 168 169 170 171 172 173 174 175

176 177 178 179 180 181 182 183 184 185 186 187 188 189 190 191 192 193 194 195 196 197 198 199 200
201 202 203 204 205 206 207 208 209 210 211 212 213 214 215 216 217 218 219 220 221 222 223 224 225
226 227 228 229 230 231 232 233 234 235 236 237 238 239 240 241 242 243 244 245 246 247 248 249 250
251 252 253 254 255 256 257 258 259 260 261 262 263 264 265 266 267 268 269 270 271 272 273 274 275
276 277 278 279 280 281 282 283 284 285 286 287 288 289 290 291 292 293 294 295 296 297 298 299 300
301 302 303 304 305 306 307 308 309 310 311 312 313 314 315 316 317 318 319 320 321 322 323 324 325
326 327 328 329 330 331 332 333 334 335 336 337 338 339 340 341 342 343 344 345 346 347 348 349 350
351 352 353 354 355 356 357 358 359 360 361 362 363 364 365 366 367 368 369 370 371 372 373 374 375
376 377 378 379 380 381 382 383 384 385 386 387 388 389 390 391 392 393 394 395 396 397 398 399 400

01 .
:

02 .'
03.;

2. Comp

lalis Ihe hlDliesI level of ed

j completed? (Check one on

I
Some high school or less

t compatible (Intel stenda

(Check all th

01, IB"-'
02, 0 M;

03. Amiga

04. Dedicated game machine

05. None

3. It Inlet, whet level? (Check one only)

01.

DPowerPC

02.

DPenlium (586)

03. 0486
04,0386
05,0286

4. Do you own (er plan to huy in neil 6 monlhs)

a CD-ROM? (Check one onV)

01.

fjOwn

02, Plan lo buy (6 months)

5. How ollen do you usually buy computer games?
(Check one only)

01.

DOnceaweek

02. Once every two to inree weeks

03. Once a month

04. Once every two to three months

05. Once every four lo si* monlhs

06. Once a year

6. Where are you most likely to purchase games?
(Check all that apply)

01. Independent computer store 04. Computer store chain

02. Consumer electronic store 05. Direct from vendor

03. Mass merchandising store 06. Mail order

ol game? (Check on

01.0 Strategy

02.

nWar/Militaty

03. Role Raying

04. Brain Teasers

05. Card

06. Sport

07. AcliotVArcade

08. Educational

09. Adventure

Name CGW 9/94-

Title Telephone

Company Name

Address

City State Zip

Please send me.i one-year (12-issue) subscription to Computer Gaming World forS27.94 (U.S. price);

all other countries add S1 1.00 lor additional postage.

In a Hurry? Fax This Card To: 609*829*0692

FOR QUICKER RESPONSE

FAX TO

(609) 829-0692^4^ NO POSTAGE
NECESSARY
IF MAILED
IN THE

UNITED STATES

BUSINESS REPLY MAIL
FIRST ClASS MAIL PERMIT NO. 433 RIVERTON, NJ

POSTAGE WILL BE PAID BY ADDRESSEE

CaHiPUTER
GAMIIVG WORLD
P.O. BOX 10126

RIVERTON, NJ 08076-8626
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ADVERTISER
Came and

Product index
INFO. # PRODUCT COMPANY PAGE

171 1942 MicroProse 107

150 Across the Rhine MIcroProse 105

43 Action Games Apogee Software 21

98 Alien Legacy Sierra 16

218 Armored Fist NovaLogic 29

ill Battlebugs Sierra 17

213 Blood Bowl MicroLeague 123

96 Catalogue Mission Control 165

115 Computer and Video

Hardware and Software

Spectrum Electronics 144

51 Corridor 7 CD-ROM Capstone Software 169

79 Cowboy Casino Intellimedia Sports 119

220 Create Worlds Origin Systems 159

225 Crystal Caiiburn Pinball StarPlay Productions

Incorporated

151

67 Cyberstrike G.E. Info. Systems 125

Cyclones Strategic Simulations,

Incorporated

47

* DarkSun:Wake of the

Ravager

Strategic Simulations,

Incorporated

49

47 DeltaV Bethesda 38, 39

71 Doom id Software C3

136 Dream Web Empire Software 85

50 Electronic Shopping
Mall BBS

Cape Cod Connection 158

217 Empire Masters New World Computing 40

Epic Pinball Epic Mega Games 27

80 Falcon & MIG
Commander

Keyboard Commander
Corporation

108

109 Falcon Gold Spectrum Holobyte 45

141 Falcon MACH V Falcon Northwest 11
*

Front Page Sports:

Baseball

Sierra Insert

131 Gamebiaster Creative Labs 167

117 Games for Titan Titan Games 99

42 Girlfriend A!VR Corporation 145

180 Grandest Fleet Quantum Quality

Products

109

*
Greetings By Computer S Software 152

48 Growth and Adventure Sw.Blue Valley 158

88 Harvester Merit Software 129

152 Heroes of Might

and Magic

New World Computing 111

209 Interactive Entertainment Chips & Bits 67

226 Interactive Games TRIMARK Interactive 155

211 Joyswitch Lead Pursuit, Inc. 68

86 Knights of Xentar Megatech 69

210 Legends of Future Past Inner Circle

Technologies, Inc.

141

195 Util Divil Philips CD-i 32

196 Util Divil Philips CD-i 33

181 Lode Runner Sierra 1

222 Lode Runner Sierra 89

132 Lords of Midnight Domark 43

77 Lords of the Realm Impressions 7

78 Lords of the Realm Impressions 9

93 Mail Order Mission Control 164

61 Mail Order Peripherals Direct Wave 122

205 Mail Order Products 4th Dimension
Entertainment

143

52 Mail Order Products CCB Enterprise 158

INFO. # PRODUCT COMPANY PAGE

208 Mail Order Products CD Light International 144

54 Mail Order Products Chips & Bits 52-61

56 Mail Order Products Computer Express 70-75

69 Mail Order Products Gosselin Computer
Consultants

152.

216 Mail Order Products Mom by 171

94 Mail Order Products Multimedia Specialists 135

107 Mail Order Products Sideline Software 138

230 Mail Order Products Starlight Electronics 96

68 Mail Order Software Gamer’s Gold 157

160 Mail Order Software S Software 122

223 Metaltech Sierra 93

89 Music Game, Virtual Microforum

Escape, 24 Hr. Assistance

177

153 NASCAR Papyrus 87

190 New Family Ad CH Products 83

44 Operation Crusader Avalon Hill 94

64 Oxyd Dongleware 153

63 Oxyd magnum! Dongleware 153

187 PC Promo Gametek 137

120 Phastasmagoria Sierra 2,3

101 Play By Mail Magazine Paper Mayhem 158

45 Pre-owned Software Bare Bones Software 158

212 Pro League Baseball Micro Sports, Inc. 133

228 Quarantine Gametek i34, 35

128 Real Magic Sigma Design 121

206 Return to Zork Activision 127
* Reviewers Information Reviewers of America 116

214 Sabre Team MicroLeague 113

SkyRealms of Jorune:

Alien Logic

Strategic Simulations

Incorporated

51

191 SoundScape Ensoniq 139

65 Spear of Destiny

Mission Disks

FormGen Corporation C2

164 Sprint Sierra Direct 147

184 Star Crusader Take 2 Interactive 100, 101
Software

102 Star Trek; Deep Space 9 Paramount Interactive 131

Star Wars Screen

Entertainment

LucasArts Entertainment 44

229 Stealth 64 Diamond Computers 117

97 TFX Ocean of America 79

119 The Infinity Machine REM Software 138

161 ThrustMaster Controls ThrustMaster, Inc. 91

166 Thrustmaster Support

Brackets

Interface Dynamics 90

185 ThunderSeat
Technologies

ThunderSeat

Technologies

50

*•

Tigers on the Prowi HPS Simulations 82

215 Translation Service MK Translation 158

66 Tubular Worlds Dongleware 153

200 Video Games Chips & Bits 148-149

227 Virtual Vegas Virtual Vegas Inc. 115

219 Wargames Novastar Game Co. 158

224 Wild Blue Yonder Spectrum Holobyte 76

99 Wings of Glory Origin Systems C4

151 Zephyr New World Computing 31

175 Zombie Dinos CD ROM Interplay 65

207 Zorro

* Please see advertisement

Capstone Software

for contact information

63
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(800) 999-7995

COI^XROl.
FREE SHIPPING!

ON ALL U.S. ORDERS OVER $50.

VIA UPS GROUND VmHCOUPON.

PIXIS INTERACTIVE TRY US..Y0U'LL LIKE US!

VIRTUAL VIXENS
your friend from the evil

Crystal, who has imprisoned him in a VR
Pleasure World. Yon must get past three

beautiful women before you can reach

Crystal, and solve the mystcr>' of her

strange, exotic existence. A Virtual Reality

science fiaion adventure with 3D a

SALEM!
CD ROM $54.

and graphics combined with hi^ oual-

ity live morion video and a virtual reali.st:

inrcrfoce.Reqnircs; 4R6, SVGA. 8 MB Ram.

NEURODANCER
Use your computer and I

VidFone to obtain enough I

credits to view the exoti

Neurodancers who roam the I

computer networks in search of I

willing viewers. Featuring 3D I

animation, interactive game- I

play, and live motion video. I

Requires: 486. SVGA. 4 MB of

Hard Disk, 8 Mb RAM.

NEURODflNCERH ^

NEW MACHINE
THE DREAM MACHII
The most innovative CD e

Navigate through a 3D w
where your ultimate fants

come alive. The Dream Mach
beautiful hostess will lead yoi

an interactive journey thre

your imagination. The only

that adapts to your choices

e. Joan Rivers and Cl

CD ROM $54. SAL!

I IBM DISK GAMES
1842PaGffloAlrWar 62

Aces of the Deep 43

Aces Over Europe 43

Across the Rhine 47

AD&D Genie's Curse 46
AD&O Fantasy Empire 40
AD&D Ravenloft 60

Air Warrior 37

Allen Legacy 42

MonelntheDark2 37

Armored Rst 46

Beneath A Steel Shy 40

Betrayal at Krondor 43

Carriers at War 2

CMIlzation

Clash of Steel

Cobra Mission

Comanche Bundle
Comanche MO 2
Corridor 7

Cyber 00
0-Day
Darkleglons
Dark Sun
DeltaV
Detroit

Dragon’s Lair 3
der Scrolls The Arena 43
Empire Deluxe Windows 37
F-16 Hornet 36
Falcon 3.0 60
Faloon3.0MU29 37
Fatly Bear Bli^Surp 36
Fatw Bear’s Fun Pack 24

"leldsi"'ReIdbofQloi>
FIFA Intern. Soccer
Reet Defender F-14

Right Light

Right SIm Toolkit

Forgotten Castle

Formula One xr

Front Page Football Pro 47

Frontlerutte 2 40

22

Gabriel Knight 38

Goblins 3 27

Grandest Reel 39
Great Naval Battles 2 47

Hannibal 32
Harpoon 2 46

Harpoon2#2WE8TPAC 30
Harpoon 2 Scenario

Inca 2

Incredible Toons
Indy Car Exp Pk1:

ln(vCarExpPk2

Inherit the I

Isle ofthe Dead
Jorune Allen Logic

Kasparov's Gambit
King Maker
Kingdoms of Qermaiv
Lands of Lore
UnksSSePro
Unks Belfry

inlsBrcUnks InnlsBrook 22
Unks Pebble Beach 29

Master of Orion 46

Meadowlark Bridge 52
MeohWarrior2^k1 22

MeohWarrior2 47
Metal and Lace Ljp^de 6
Microsoft RI^ 6.0 48
New York Scenery Disk 34
Operation Crusader 47

Pacific Strike 60
Pacific Strike Speech 22Pacific Strike Speech 22
Paris Scenery Disk 34
Power Gams Bundle 2 32
Power Poker Windows 40
Privateer 46
Privateer Righteous Rre 26

Privateer Speech Pack 22
Pro League Baseball 40
Putt Pun to the Moon 36

Pun Putt Joins Parade 33

Putt Putt’s Fun Pack 26
gwrierpole
..Jly

Return to Zork

COMMANCHE CD SS2 METAL & LACE S34

CD ROM $49

THE UROTSDKIDDJI
|

GDLLECTIDN
All Intense blend ofl
Exoticism and Horror. The I

E

crfcct collection is a hybrid
|

oxecl sec containing 5 discs. I

Birth of the Overfiend. Curse I

of the Overfiend, Final I

Inferno, Legend of the "

Demon Womb and Battle at tlic Shinju Skyscrap

I.imitttl .Supply! 5 CD ROM SET Only $9!

San Franolsco Disk 24

Scrabble Deluxe 29
SerfCtty Life la Feudal 40

Shadowcaster 20

Sim City 2000 43
S[mClty2000MD1 IB

SImotty Classic Graphics 18

Simon the Sorcerer 34
SSN-21 Seawoir 46

Star Reach 37

Star TrekJudge Rights 37

Star Trek Next Gen 37

Strip Poker Professional 34
Strip Disks 1-13 each
Stronghold

rVfers:SubW
Syndicate

^dlcateAm Revolt

^latern Shock

TFX
The Blue end The Gray 43
The Dig 43

The Merchant Prince - 40
Theme Park 38

Third Reich 37

TleR^iter 48

Timeout Sports Baseball 27

UUma VHI Pagan 52

UltlmaVIII Speech Pack 22

Unlimited Adventures 37

VIotoryatSea 46

Victory Pak 47

Warlords 2 43
Warlords II Seen Build 57

Washington Scenery 34
WC 2 & Speech Pak 27

Wing Command Armada 48
Wli^ of Glory 60
WWllBattlss Paoltio 37

XCom 46

X-WIng 39
X-WIngMDIImperial 22

X-WIngM02BWng 22

ORDER LINE (20l)78}-3600 • EAX US YOUR ORDER! (201)783-369

ACM Game Card

Right Oontrol Pro

Right Control System

Right Stick

Right Stick Pro

Formula T1

Rudder Pedals

Virtual Pilot 69

Weapons Control Mark 2 96

m

iiOBHi

Sound Blaster 18 Basic 119

Sound Blaster 16 MGS 124

Sound Blaster SCSI 136

Sound Galaxy NX Pro 16 129

Sound Maohlne 68

Ultrasound 129

Voice Blaster 69

Wave Blaster 183

7th Guest 2 The 11th HourB9
AoeaoftheDeep H
AD&D Al Genie's Curse 42

AD&D Dungeon Hack 40

/U)&D Fantasy Empires 46

AD&D Ravenloft 64

A^ Guardian of Reet 63

Air Warrior 29

Alone In the Dark 62

Armored Rst 46

ArUc Baron 30

Astrology Source

Backroad Racer

Battlechess Enhanced 29

Betrayal at Krondor 29

Bible Llbraiy

36

Blood Net

Daemonsgate

Dark Legions

Dark Sun

DarkSeed

Draoula Unleashed

Dragon’s Lair

Rngera for Windows 30

Right Ught Plus 32

Right 81m Toolkit 67

Global Explorer BB

Great Naval Battlea 2 46

Kell Cab 63

lnoa2 29

Interplay's Collection 38

Labyrinth ofUme 52

L^dsofLore 43

Learn Ry Rehing 19

Lord of the Rings 47

Lost In Time 46

MayoCIInlo 43

Mayo Clinlo Total Heart 40

Meohamander 47

MM2 Day of the Tentacle 50

Myst 62

Paotflo Strike 62

Putt Putt Goes to Moon 47

Putt Putt Joins Parade 39

Rebel Assault 62

Sam & Max 42

Scooter's Ma^o Cast)

I Deluxe

81m City

Small Blue Planet

Software Vault Emerc

Software Vault Game
Software Vault Gold

Software Vault Ptatin

Software Vault WIndo

Spaoe Hulk

Star Trek 26th

StreetAtlas USA

Strike Commander
Syndicate

TFX

Complete Ultima VII Bi

The Horde

The Journeyman ProJi

Thame Park

Tony LaRusaa 2

Under a Killing Moon
Who Shot Johnny Rooli

Wing Command &Utt i

Wing Commander 2 Db

Wing Commander Dtx

WolfPaok

World ofXeen

Wrath ofthe Gods
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DS UM BBElilBD
IHTEMGTIVE

0! Sexual Positions ioril 3^

Idult Movie Aimanac S9

tdventuresofSeymore A9

idventures Seymore PtZ 69

luttmin's Vacation 29

[ondoCuties M)

liqltai Dancing 39

iirty Debutantes S9

)oors of Passion ti9

iotWire High Society Hag S9

..A. Strippers ti9

daddam'sfamiiy *t9

dassive Melons 39

iiqhtWatch k9

dlghtwatchZ ^9

iehiofftiStea ^
lirgins h9

Buy 10 ^
Get I FREE!

'

good only towards AduK (D Ronu

ftff disc equal to lowest price paid

(LIP6HlULexpirei9/]im

ADULT GIFTS

3D Darlings

3DDreamGirls

Adult Palate Vol. 2

Amateur Models

Amateur Models 2

American Girls

American Girls2

Asian ladies

Asian Palate

Biker Babes

BlondeBombshells

Busty &abes2

Combined fantasies

Double Play I

GirisInVim

Girls ofJ.Stephen Nicks

GirlsonGirls

High Volume Nudes

NotNunks

More Northern Delights

Northern Delights

MOVIES

39 A Pussy Called Wanda 29

39 Amorous Asian Girls 39

39 Art Of Picking Up Girls 19

29 Bestofinfemo 29

39 Best of Vivid 29

39 Betrayal 29

39 Bikini Beach lA

kh Blonde justice 29

29 Busting Out k9

39 (afeflesh 29

39 College Girls 39

Ml Coven 29

Vi CurseoftbeCatwomen 29

29 DebbieDoesOailas 39

Zk Deception k9

2k Giris of Hard! Gras 19

29 Hidden Obsessions 29

39 HouseofDreams 39

39 HMtetrf Sleeping IkauUfO?

69 Immortal Desires 29

kk Insatiable 29

^ Kama Sutra 29

ft
.
legend k 29

kk Legends ofPom II 29

39 Milk. 29

^kO^.MIndShadows : »
:
4k i^'^M^gwe of.0rie«t •; 39

New Wave Hookers 29

New Wave Hookers II 29

NightTrips 29

Princess of Persia 39

Racquei Released 39

Secrets 29

Sex 29

SteamyWindows 29

Super Models Go Wild 29

TheBarlowAffair 29

Traci I Love You 29

Wicked 29

Wicked Whispers 39

f0urTopi0Pic7$^j
The Dream Machine

Virtual Vixens

HightwatchZ

NeuroDancer

Adventures ofSeymore

Raquel Released

Dirty Debutantes

Blonde justice

ScissorsN'Stones

Hot Wire Magaiine

QIANT PYRAMIDS? MEDIEVAL CASTLES? ROMAN
COLISEUMS?

HUM, WAIT UNTIL

*CD SPECIALS
7th Guest 29

101 Games 24

Arthur’s Teach Trouble 29

Gompton’e Interact 94 49

Critical Path

Dark Seed

Dune

Encarta94

F-16 Strike Eagle

Gabriel Knight

Groller’sB.O

Gunehlp2000

IrohHelbc

JustGrefHinia& Me
CJuaatJI-

29

29

29

79
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FREE!
ADULT SAMPLER
With any Adult CD order over 199.

Clip G Hail expires 9/3l/9k (31k. value]

WANT A

SAMPLE?
Interactive Adult Cd's by:

New Machine Publishing

Pixis Interactive

Vivid Interactive

SILforOne TwoforSZ^

ALL THREE FOR $29.

FREE SHIPPING
On All US Orders over $50 via OPS Ground

Simply send in coupon with your order!

Offer expires 09/31/94

Would You i

Like To

Receive Our I

Adult CD
I

Catalog?

Simply (ircle Reader Service #96

G We'ii Rush One Out To You

!

Sign card stating you are over 21.

bhIwi
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UNDER THE HOOD

Get Your Virtual

Front End Aligned
CCW’s Technical Editor Returns

From CES With A StiffNeck

by Mike Weksler

Ij)st in the maze ofVR technology? Does “vir-

tual reality” leave you virtually flat? Well, helj)

is on the xuay, as our resident tecliwarmr re-

turns from CES, sporting the latest VR helmets

and wielding the newest vhiual loeapomy.

^’R helmets were everywhere at this

summer’s CES in Chicago, yet most

proved to be merely head mounted low-

res displays, without head-tracking capa-

bility. The technical nod at this point goes

to Forte, who has been showing the VFX I

,

a head-tracking VR helmet, for the past

few CES shows. E\'en though it’s the best

we’ve seen, it still reminds us of two Sony

Watchman 'FV^s hung in front of your face,

but only oR'ering a low res image, A bit

much, perhaps, for the $1000 price tag.

Forte’s Doom demo was disconcerting,

since my head didn’t move independently

of my view. I found myself spinning like a

top, scanning for nasties, while using a

“virtual joystick” to move fonvard and
backward. I can only imagine using this at

home, a whirling deiwish flailing around

the living room knocking over lamps, try-

ing to maintain balance like a tightrojjc

walker.

The Flight Unlimi ted demo from

Looking Glass Technologies (see the

sneak preview in this issue) actually used

the headset lor looking around in the vir-

tual world and cockpit, but movement was

all controlled by the joystick. This demo
showed that VR headsets are more suited

for moving your head around to see what’s

going on than for controlling movement.

Flight simulations such as 1942 P.vciric;

Air WAr from MicroProse and the forth-

coming plethora of DooM-like games that

allow separate head movement from body

movement are pei'lectly suited for adapta-

tion for VR headsets. In short, three

things need to happen before VR becomes

a reality: higher resolution, lower price,

and more support from game companies.

Other cool hardware included the new'

'Fhrustmaster F16 FLCS (light controller.

Modeled after the leal FI 6 stick, this baby

has more knobs and switches than a UNI-
VAC, all of which arc programmable with

the Mark II Weapons Control System. A
new Thrustmastei' Weapons Control Sys-

tem (the Mark III?) is on the horizon.

Building on the fealtii'es of the Mark II, the

new controller looks as though it tvas lifted

straight fi'om a fighter cockpit. The chees)’-

looking buttons on the Mark II have been

replaced with realistic looking, feeling, and

moving knobs and switches. Sometime in

the future, Thrustmasler may release their

golf controller, w'hich will let you haul off

and w'hack a real ball into a net from a tee,

or hit their hanging ball-on-a-string. A de-

^'ice hooked up to your computer will then

give you clubhead angle, speed, etc., and it

will be compatible with a special version of

Access’ Lines 386 Pro.

Gravis’ new Phoenix game controller of-

fers a built-in joystick, a pseudo-mouse

and lots of pi'ogrammable buttons. The
interface is a snap to use and the device

should certainty helj) clear your desk of

that keyboard, mouse, and joystick.

SpaceTech showed off their highly in-

novative hand-held Spaceball for action

games. It has a strain-gauge ball which in-

terprets forces exerted on it into the ap-

propriate character movements, llie grip

portion has plenty of buttons to play with,

hut it’s a bit awkward to get the hang of at

first. STD, known for theii' high end video

game hardware, showed off their new PC
Optix, which uses a frictionless optical

sensor, providing fast feedback. Requiring

less calibration than mechanical joysticks.

it can be used as either a digital or analog

joystick with the flick of a switch.

In the sounds categoiy, 3D audio is go-

ing to do to your ears w'hat the stereo-

scope did for your eyes. The SRS-licensecl

3D audio products from Nu Reality run

benveen your PC’s sound card and speak-

ers. The result is a surrouncl-sound-like

held that seems to come from all over the

room, even though it emanates from just

two speakers. Nu Reality’s product, Vivid-

3D Studio, has controls for spatial width

and virtual center-channel depth. Unfor-

tunately, the SRS effect—a process ap-

plied to the signal— is lost when
headphones are used. Headphone junkies

might want to check out the UltraSound

Max from Gravis, In addition to being

General MIDI-compaiible with TSR utility

to access the 128 General MIDI patches,

the card uses the Focal Point 3D audio sys-

tem, which tvorks with headphones only.

From lo^v-res headsets, to new controls

and immersive audio products, we’re get-

ting closer to home VR for computer
games than ever before! For more infonna-

lion on these products, call the following:

Forte (716)427-8595

'fhrustmaster (503) 639-3200

(604)431-5020

(508) 970-0330

(410) 785-5661

(714)442-1080

Gravis

SpaceTech

S'fD

Nu Reality

Why don’t you share your technical ad-

ventures with your fellow CGW readers

who may have the same problems? Send

your questions, cool hacks, and tips to Un-
der The Hood, c/o Computer Gaming
World, 130 Chapairal Ct. Suite 260, Ana-

heim Hills, CA 92808, or at any of our

email addresses (Internet: 76703.622

©CompuServe.com). ^
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THE PLANET’S HOTTEST HARDWARE
MEETS THE PLANET'S COOLEST SOFTWARE.
INTRODUCING GAME BLASTER CD 16.

^ lA All the leaders of the gaming universe

have joined forces. And now theyVe coming

EI^dB3 to get you. No other game experience can

prepare you for what's waiting inside the new

Game Blaster CD'” 16 multimedia upgrade kit.*

You get a Sound Blastcr^'^ 16-bit sound card and

speakers that make all your games sound

terrifyingly real. A

double-speed CD-

R-OM, so all your

games run faster. An

FX-2000 joystick, so you can hone your reflexes.

Not to mention the most outrageous games in the

cosmos, like Rebel Assault, Sim City 2000, Return

to Zork, Iron Helix, F-II7A Stealth Fighter, Silent

Service II, Civilization, Railroad Tycoon, and The

New Grolier Multimedia Encyclopedia. Of course,

.ill your games will sound better because they’re made

to be played on Sound Blaster. The question is, can

you handle it? Want more info or the name of a

Creative Labs dealer?

creAtiv:
Call 1-800-998-5227.

•SuggoJed Pn« 5549.95. C J994 Cimii« Tri;hnoIi)g}' Ij.l Cumc

i-52’7 iir HW-I’S-W-pCX). Imcnu.tii.i.il in,pur.

Circle Reader Service ffl3]

. f.5-77.U)2.4,? IV\X, 6S-773-a45.!

.



NOW PLAYING

These Just In
Here are our quick takes on games that arrived just before press time.

You can be sure that the more prominent titles will be given a full review in the next issue.

nUEH ARCADE
Oul of ihe noise of Street Figihtr

clones and concern over violence in video

games conies this collection of non-vio-

lent arcade games for die youngest joy-

stick waggler in the house. The look oi

the six games is decidedly cute, low-tech,

and approachable. Game play is simple,

wiiii instructions included to let you cap-

ture Stink Snakes, clean up nasty fungi,

or get those Klutsy Quasars under con-

trol. Of all the six games included, Ner-

DOIDS olfers the most arcade challenge,

but none of these arc going to give car-

tridge veterans any sleepless nights. In

keeping with the non-violent theme,

nothing dies in any of the games. Alien

Arcade might be a good choice for the

youngsters, as long as it doesn't take away

any of Dad’s Doom time. Mac, S'49.95.

Circle Reader Seiwice # 1.

Lvxenberg SomvAiU':, Inc. 254 Fern

St., West Harteord CF, 06119, (203)

236-1993

THE BIG ONE
Many Southern Cialifornians live with

anxiety over The big One, the large mag-

nitude earthquake that seismologists have

been predicting for years. Troubled Ange-

lenos might find it therapeutic to take the

Big One into their own hands with this

product. After determining the size of the

earthquake and its location along one of

many major i'ault lines, you must handle

the afrer-eflects of the tiuake. As the Super

Mayor of the Southland and chief organiz-

er of disaster relief, you will have plenty of

fires to put out, riots l.o quell, power to re-

store and freeways to I'eopen. A Windows

game I'eminiscenl of the tlisaster scenarios

in SimCity, The Big One is a detailed sim-

ulation developed with the aid of several

goveniment agencies who were consulted

to determine their effectiveness in the face

of such a disaster. Although the game is

trivially simple to win (getting re-elected

after a week’s worth of clean up), its fasci-

nation comes li'om sending out the ambu-

lances, calling in the national guard,

setting up field hospitals, all in the face of

gas and power outages, /\s the death loll

and amount of damage fluctuates, so does

your popularity in the polls. If you decide

to check out The Bk; One, do us a favor

and restore the power to Anaheim Hills as

soon as possible. IBM, Windows, S49.95.

Circle Reader Sen'ice # 2

Sw'i'TE Internationai., Ltd., Stone Mii.i.

OfI'Tce Park, 722 Yorki.yn Road, Hockessin

DE, 19707,(302)234-1740

BLUES BROTHERS
Anyone familiar with the characters cre-

ated by Dan Akroyd and jolm Belushi foi'

Saturday Night Live would man'el that they

could be contained on just one floppy

disk. Our musical heroes are reduced to

jumping, climbing and scrolling around a

variety of screens in faii'ly mundane ar-

cade fashion. 'I'he j)ioi j)iays lip-seiwice to

the pair’s musical heritage, as Jake and Kl-

wood must find lost notes in order to es-

cape from an evil jukebox. While the

characters look the pait, right down to the

dai'k sunglasses, this is the only mark to

distinguish this game from so many other

arcade exercises. All of which is a shame.

becau.se this product could have included

voice bits from (he Blues Brothers rou-

tines, as well as some of (he group’s real

hits, rather than the lame remixes found

here. If you’re missing tiie brothers Jake

and Klwood, check out the Nickelodeon

SNL reruns or rent their movie. IBM.

S44.99. Circle Reader Sen’ice # 3

Titus Software, 20432 Corisco St..

Cii.ATSwoRTii CA, 91311, (818)709-3692

CORRIDOR 7
Recipe for a Capstone Cocktail: License

W()I.I'ENS'I'E!N-3D engine from id and mix

ideas from Termin..v[()R R.ampa(;e: shake

thoroughly. Add an “aliens overrunning

the secret desert compound” motif for 11a-

vor; mix well, fiven loj^ped off with an

olive, the taste may be loo diy foi- many, as

the result is yet another “find the key, un-

lock the door, see what’s left to explore”

maze game. While C^orridor 7 has atle-

(luate music, cool enough sound, and the

recpusile funky weaponry, the colorful
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More Players. More Li^v^ls. \tor| Weajibns. More Enemies,

The lnvasioltvlfe^»0n CD-RO/

Technology licensed from

ID SOFTWARE, creators of

WOLFENSTEIN™ 3D

Alien Invasion
For IPX Networks: Up To 12+ Players

Now available on disk and August 7 on IBM CD-ROM. To order call: (305) 591-5900 • (800) 468-7226 • BBS (305) 471-8962

Software Creations BBS (508) 365-2359, 2400 Baud • (508) 368-7139, U.S. Robotics • (508) 365-9352, 14.4-28.0K
Wolfenstcin is a Iradcmark of ID Soflwarc. All Ri)>hls Reserved. Corridor 7: Alien Invasion and Capslone arc trademarks of IntraCorp, Inc. All other Irademarks aiknowled);ed.

Circle Reader Service #5f



NOW PUIYINC

baddiesjusi don'i seem lo evoke the terror

of Doom or the camp ol'Woi.r 3D. Despite

theii' ferocious looks, most crealures bile

tile dust if you so much as tickle them with

the provided Taser. Nevertheless, there

are clever innovations within the 30 (loors,

including a tiny level map, land mines,

and the ability to scan for invisible ene-

mies and hidden lasers in infra-red visor

mode. CoRiunoK 7 will work on a slower

machine (386SX) and is fairly entertain-

ing—a nice aliei'iiative for those whose

systems are not quite up to Doom, A CID

version is promised tliat will contain even

more levels. IBM, 549.95. Circle Reader

Service # 4.

Capstone, 7200 Ad'F 19 Street, Suite

500, Miami, I'L 33126 (305) 591-5900

C-NETIX
Lonely is the life in space; but here it's

realh isolated. You play the part of a .scien-

tist and last survivor of the human race,

spared from a deadly virus only because

you inhabit a space station in orbit. Your

job is to reconstruct mankind from scratch

through genetic engineering. Making

)
our task a bit more daunting is the geno-

cidal plague, tvhich has a bad habit of

causing mutations—undesirable, to say

the least. For those who can’t wait to ma-

nipulate DNA, there is a “Genetics Crash-

Course" primer included. Unveiling the

secrets of the double helix will I'equire a

lot ofwork, as you must tediotisly compare

strands of genetic code, symbol by symbol.

Additionally, the human genot)pes are

the only ones allowed. You could not, for

instance, create a race of humanoids with

cat eyes, as in Cordwainer Smith’s classic

Norsirilia series ol science-fiction stories.

While useful for understanding the com-

plex science of genetics, the lack of flexi-

bility in the design makes this moi'e of a

puzzle to be solved, rather than a I'e-

pkn able learning experience. A \Vindows

version and a Mac version with enhanced

graphics are in the oiling. Mac, $59.95.

Circle Reader Seivicc # 5.

ISM, Inc. 2103 Harmony ]V()oi)s

Road, Ownings Miles, MD 21117, (410)

560-0973

LEISURE SUIT LARRY 6 CD
“Hi, I’m Lai'iv. Lariv Liiffer. Wanna see

my hard di'ive? I’n'c got these great-look-

ing gals on there that talk just like mil

women. 4'hey’ll lease you, tell you stories,

and make you feel things you’ve never felt

before—all kinds of secret exotic, erotic

thrills (handctilfs included). Don't worry,

you won’t see anything you wouldn’t see

on late night television (unless yoti find

one of the hidden ‘Easter eggs’), but

thanks to my ‘digital ditherings,' the nine

girls you’ll meet are more beautiful and
realistic thtm ever (if you’ve got a VESA
driver, otherwise you hafta look at their

perfect tans in low-res VGA). I’ve won two

free weeks at the La Costa Lotia resort ho-

tel, and if you can’t get lucky here, buddy,

you’re worse than me. But beware! Like

my friend .Al .says, this is the ‘longest and

hardest Utny yet.’ If you’re not a sea.sonecl

scrounge wizard, you may not get far.

With the babes, that is. See you in the

penthouse.” IBM CD-ROM. $69.95. Cir-

cle Reader Seivice # 6

Sierra On-Line, Inc., P.O. Box 485,

CoarsegowCA, 93614, (800) 757-7707

OUTPOST
For all the science-fiction extravaganzas

of the past few years, a huge void remains

in the “hard" science fiction genre. Out-
post set out to address this lack using

NAS.A research data as its base. In the

game’s fiction, Earth is destroyed by a

renegade meteor, leaving the remnants of

humanity to colonize the stars. Planetaiy

exploration and colonization is depicted

with some of the most beautiful 3-D art-

work yet seen in a computer game. Robot-

ics, terraforming, hydrogen I'amscoops,

and suspended animation (the long sleep)

are but a few of the classic SF themes ex-

plored. In fact, at times this game almost

looks as if Stanley Kubrick’s classic film

2001: A Sjmee Odyssey had been updated,

Unlike its distinguished film predecessor,

however, Ou'iTOST lacked a good director.

The documentation in particular leaves a

lot to be desired—especially damning
since the Olficial Sti'ateg)' Guide appeared

some two months before the game’s re-

lease, anti was wi'itten by the game’s de-

signer. One has to wonder why there isn’t

a decent tutorial included, and why the

use oi’function keys is kept secret. If NASA
had been ibis confused, Neil Armstimng’s

famous slej) would have been into the

void. Despite all the data plugged into this

package, potential stellar explorers may
want to do a bit more research before

liflolf, lest they crash and hum on le-en-

tiy. MFC CD-ROM, $69.95. Clircle Reader

Seivice # 7

Sierra On-Line, Inc., P.O. Box 485,

Coarsegold CA, 93614, (800) 757-7707

PRO LEAGUE BASEBALL
'fhis latest pitch from the computer

baseball mound is delivered by those vet-

eran switch-hitlers at Micro Sports, and,

like most sports products, features olficial

major league licensing. A nice touch is

that the league set-up module contains the

new (and controversial) 1994 Division

alignment. Realizing that baseball is the

ultimate statistical sport, the designers

have thrown in an enc)'clopedic array of

player information, all of which can be

printed out for your own baseball archives.

The usual drafl/ti'ade options are includ-

ed, bill a wily human general manager can

170 COMPUTER GAMING WORLD • SEPTEMBER 1994



y New Lowest Prices CD ROM Titles y

lOPacCDTlIJesVol. 1 27

1001 Utililies 10

20th Century Video Almanac 21

3D Dinosaur Adventure 21

7th Guest 25

9

Digit Sp Code Directory 27

9000 Sounds/Sound File Shrwr 21

Adv. of Willy Beamish 16

Aesop's Fables 19

Aircraft Encyclopedia 29

All Music Guide 49

Amazing Urtiverse 49
America Alive 19

American Vista Adas 25

Aniamisl San Diego 21oo 17

Arctic Baron 29

Art Appeal Vol. 1: Business 19

ArtAppealV2;Gov1&lnd 19

Art Appeal Vol. 3: Education 19

Arthur's TeacherTrouUe 19

Audubon Birds 13

Audubon Mammals 19

Backroad Racers 29

Barney Bear Goes To School IS

Barney Bear Goes to Space 15

Beauty and the Beast 16

Best Business 25

Beyond the Planet Earth 36

Bibies and Religion 1

1

Blue Force 36
Brain Drain 11

Bugs Bunny 11

Business 500 19

Business Assistant 10

Business Master 19

Busy Town 36

C Users Group Library 23
Caricaturas 10

Carmen San Diego Delux 19

Chaos Continum 19

Chessmasler 3000 IS

Chessmaster 4000 19

Classic Cartoons 10

City 2000 34

Clip Art Conuicopta 19

Clip Art Heaven 16

Clip Art Heaven 2 22
Clip Art Warehouse 10

Color Magic 25

Colossal Cookbook 10

Companion - OS/2 19

Complete Bookshop 12

Composer Quest 24
Compton's Inter Ency 94 39

Compton's New Gentry Ency, 19

Computer Reference Library 11

ComputerTutor 19

Computer Works 18

Conan the Cimmerian 26
Conspiracy 25
Consumer Information 35

Cookbook Heaven 15

Coral Draw 3.0 59

Corel -Auto racing 19

Corel -Aviation 19

Corel • Bridges 22

Corel • California Park 22
Corel - Carribean 19

Corel -Coast 19

Corel • Deserts 19

Corel -Reids 19

Corel • Fireworks 19

Corel - FllghiJet 19

Corel - Flowers 19

Corel - Foods 19

Corel - Fruits & Vegetables 19

Corel -Japan 19

Corel • N. American Wildlife 19

Corel -People 19

Corel - Residential Interiors 19

Corel - Rural Africa 19

Corel -Sunrise, Sunset 19

Corel - Swimming 19

Corel -The Artie 19

Corel - Underwater Reefs 19

Corel • Waterfalls

Corel - Wild Animals

Corel - Wildlife Babies

Corel -VWVII Aircraft

Corel Art Show 4
Critical Path

Current Shareware Jan 1994

Cyber Race
Database Made Easy
Day of The Tentacle

Deathstar Arcade Battles

Desktop Bookshop
Desktop Publishers Drm Dsk
Destination Mars
Dictionaries & Languages
Dinosaurs, Midtimedia Ency.

Dinosaur Safari

Dinosaur/Space Adventure

Direct Phone
Dracula Unleashed

Dragons Lair

Dr. Fonts for Windows I

Dr. Games - Dos
Dr. Games II - Dos
Dr. Games I Expert Windows
Dr. Music Lab

Dr. O/S 2 Gold I

Dr. Shareware 2

Dr. Ts Sing-A-Long

Dr. Windows 2
Dune
Ecoquest
Education Master

Electronic Home Library

Enearta 1994

Encyclopedia of Sound
Eric the Unready

Everywhere USA Travel Gd
Exploring Ancient Architect

Eye of the Beholder III

F-1S Strike Eagle III

Family Doctor 3rd Edition

Family Education Coll. 2.0

Fantasia Fonts & Sounds
Fatty Bear's Birthday srprs

Fatty Bear’s Fun Pack
Right Simulator Tool Kit

Font Elegance

Fonts Platinum

Food Analyst

Fractal Exstasy

Free Phone
Full Bloom
Futura Games
Gabriel Knight/SIns of Fathe

Game Master 3rd Edition

Games Platinum Windows
Gardening

Gifs Galaxy

Global Explorer

Godzilla

Graphic Textiles

Grollers Ency. '93 V. 6

Guinness Disc of Records 93

Gunshlp2000
Gus Goes to Cybertown
Hacker Chronicles

Ham Radio

HamcallOct 1993

Hard Day's Night

Hobbes OS/2 Archives

Home Medical Advisor Pro

Home Remedies
Home & Office Platinum

Horde, The
House of Games
House of Games 2
Humans
Images of NASA Collection

In the Company of Whales
INCA 1

Indiana JonesfFate of Atlantis)

Information USA
Interactive Storytime Vol. 1

19 Irtteractive Storytime Vol. 2
19 Irrteractive Stor^me Vol. 3

19 Iron Helix

19 JFK Assassination

19 Jokes & Pranks

29 Jones In the Fast Lane
23 Journeyman Project

22 Jurasic Park (Game)

12 Jurassic Park Screen Saver

25 Just Grandma & Me
10 Jutland

IS Kid's Zoo & Undersea Adv.

29 King's Quest V
21 King's QuestVI

10 Kodak Photo Access CD
21 Language of the Worid
15 Lawnmower Man
25 Learn to Speak English 3.0

89 Learn to Speak French 3.0

29 Learn to Speak Spanish 3.0

39 Learning Adventure

15 Learning Heaven
15 Legend of Kyrandia

15 Library of the Future

15 Lifestyle Rich & Fms ckbk

15 Loom
15 Lord of The Rings

15 MacMilllan Dictionary for Child

16 Mad Dog Mcree
15 Magic Death

25 Mario Is Missing Delicte

25 Mario Is Missing/ Worid Atlas

16 Mario's Early YearsI

21 Mayo Clinic (Family Health)

67 Megarace
10 Microsoft Bookshelf 93
39 Microsoft Bookshelf 94

39 Microsoft Dinosaurs

39 Microsoft Enearta 94

25 Microsoft Golf

19 Microsoft works 2.0

19 Mixed Up Mother Goose
19 Monarch Notes

19 Monkey Island

19 Morphman
18 Mother of All Cliparl

56 MPC Wizard

12 MYST
12 National Geogrphic Mammals
29 National Parks of America
33 New View of Space
25 Newsweek Interactive

23 Night Owl 11

12 Nomad
25 North American Fax Book
15 North American Indians

12 Oceans Below

10 Officer's Book Case
16 Our Solar System
65 Parenting

10 PC Karaoke

19 PCUbrary
39 PCSIG13
19 Peter and the Wolf

19 Phoenix 4.0

15 Porky Pig

27 Precision Mapping

10 Print Shop Ensemble CD
45 Privateer

19 Programmer's ROM
15 Project Guttenburg Ckbk
45 Publish - Itl Dos Vol. 2.0

18 Publisher's Paradise

12 Publishers Platinum Vol. 1

48 Publisher's Power House
11 Putt Putt Fun Pack

IS Putt Putt Goes to the Moon
29 Putt Putt Joins the Parade

20 QRZ Ham Radio

39 Return to the Moon
19 Return to Zork

25 Scooters Magic Castle

45 Secret Weapons of Luftwaffe

19 Select Phone

19 Shareware Explorer 52

19 Shareware Heaven 15

25 Shareware Heaven 2 19

43 Shareware Overload Trio 24
9 Shareware Studio 3 17

IS Shriek HIms Cnsultg Dtctv 2 26
25 Slilent Service II 25
49Simtel2.0 17

IS Sleeping Beauty 17

19 Small Blue Planet 49

25 So Much Modem Madness 19

25 So Much Shareware 4 17

10 Softwre Vault Games Coll 12

19 Software Vault Gold Collect 12

15 Software Vault Windows 12

24 Solar Heaven 14

45 Sound Sensations 10

59 Space Quest 4;RogerWilco 15

59 Space Shuttle 19

59 Sports Best 18

9 Sprt Ulus Sports Almanac94 19

15 StarWarChess 19

30 Stellar 7 15

29 Straight from Heaven 17

29 Street Atlas USA Ver. 2.0 88

14 Super Arcade Collection 16

27 Super Programmer 15

19 Supergames for Vl^ndows 2 14

19 Technotools 10

15 Three Stooges 10

19 Time Almanac 19

19 Timelapse 22
19 Too ManyTypefonts 10

18 Toolworks Refemce Library 17

25 Tortoise & The Hare 36
38 Total Baseball 1994 14

57 Undersea Adventure 21

35 US Atlas V. 4 19

67 US Civics FedI CitiznshpTxt 25

27 US History 19

29 USA Stale Faetbook 29

12

USA Tours 24

45 USA Wars: Civil War 28

17 USA Wars: Korea 28

29 USA Wars: Vietnam 28

12 USA Wars: Worid War II 26

12 Utilities Platinum 13

45 Video Cube; Space 19

19 Wave Pool, The 13

37 Where in Wrd Is Carmn SD 35

18 Who Killed Sam Rupert? 18

28 \Afin Platinum 12

19 V18ndoware 10

35 V\8ndows 1994 29

29 Wing Commander 2 Delux 29

27 Wing Commander/ Ultima 22
19 Wolfenstein 3D/A]lens Gold 15

29 Wodd Atlas V. 4 19

10 Worid of Flight 28
19 Worid Traveller 10

18 Worid Vista Allas 25

19 Wrath of the Demon 19

25
^5 AdiJt

17 XX 101 Sex Positions #1 29
10 XX 101 Sex Positions #2 29

79 XX 3-D Darlings 33

75 XX 3-D Dream Girls 29

56 XX Adult Dirty Lti Cartoons 35

29 XX Adult Picture Ubrary 19

19 XX After Dark Trilogy 19

14 XX Amateur Model 22
20 XX Amateur Models #2 33

15 XX AmateurVideoforWin 19

19 XX American Girts 29
16 XX American Pie 29
18 XX Amorous Aslan Girls 32

18 Animated Fantasies Vol. 1 34

15 Animated Fantasies Vol. 2 34

19 XX Aslan Ladies 39

25 XX Best of Vivid 29

33 XX Beverly Hillbllles 29

15

169

XX Beverty Hill 90296 29
XX Blond Justice 19

XX Bodacious Beauties 29

XX Busty Babes Vol. 2 29

Buttman's Euro. Vacation 39

XX Collectible 19

XX College Girts 35

XX Condo Cuties 29

XX Debbie Does Dallas 29

XX Deception 29

XX Deep Throat 29
XX Deep Throat Girts 23

XX Digital Dreams 23

XX Digital Dreams S2 23

XX Digital seduction 26

XX Doors of Passion 29

XX Dream Girl 29

XX Erotica 33

XX Eurotica 29

XX Exotic Girts 3 in 1 24

XX FanUsles 35

XX FAOVOL.2 29
XX FAD VOL. 3 29

XX Fisherman's Wife 29

XX Frat Girl of Double D 27
XX Girl's of Mardi Gras 38

XX Girl's of Risque 34

XX Glamour Girls «1 29
XX Heiki's Girts Exposed 29

XX Hidden Obsessions 25

XX Hot Bodies 29

XX Hot Peppers' 38

House of Sleeping Beauty 38

XX Insatiable 25

XX LA Strippers 29

XX LATraviata 19

XX Legends ef Pom V 2 25

XX Local GIris V. 2 (3 In 1} 22

XX Lookers 25

XX Massive Melons 29

XX Model's Memoirs 29

More Northern Delights 33

XX MyRrstTime 29

XX Mystique of the Orient 29

XX Neuro Dancer 45

XX NIghtwatch 39

XX Northern Delights 32

XX One-NIne-Hunctied 35

XX Paradise Club 49

XX Pinch of Pepper 29

XX Pom Mania 2 Disc 45

XX Princess of Persia 29

XX Priority Male 19

XX Private Collection 40

XX Ralnwomen 37

XX Raquel Released 29

XX RImfire Pacific Video 19

XX Scissors & Stones 48

XX Sex Games 35

XX Sexxcapades 35

Symr Butts Deep insd Shn 25

S^r Butts in Paraefise 25

S^r Butts Is Blown Away 25
S^r Brtts & Honeymners 25

XX Sizzle 29

XX Southern Beauties 29

XX Storm Vol. 1 29

XX Storm Vol. 2 29

XX Storm Vol. 3 29

XX Super Models Go Wild 34

XX Super Smutware 22

XX Super Stars of Pom 24

XX Sweet Dreams 29

XX T&AtotheMaxx 19

XX Touch Me. Feel Me 27

XX Toys Not Boys 19

XX Traci, I Love You 28

XX Tropical Giris 3 In 1 26

XX Virtual Vixens 45

XX Wicked Whispers #1 36

XX Women of Venus 22
XX X-Rated Bloopers 26

Toll Free Order Line: 1 -800-636-6629 Ext. 101

Do'wnload Detail Description or Placing Order via our BBS 24 Hours Everyday!

BBS Lines: (818) 842-2873 (909) 464-2750

Free UPS Ground shipping in U. S.

on purchase 3 or more titles.

MOMBY INC. DBA/ Cou^iuSIioppiug Net

Info: 909-613-1815 Fax:909-613-1817

3811 Sdiaefer Ave., Suite C, Cliino, CA 91710

UPS Ground siiipptug $5 per order. Eiqircss shipping available iqjcn request. Additioual flipping

charge will apply. Please call fcff detail. Price and availability subject to change without notice. All

return titles subject to 20% restocking charges. Defective title exchanges with same title only. Mcney

order same as cash. California residents add 7.75% sales tax. Personal diccks held 4 weeks. All

rctimi diccks will assess a $25 service diargc. Visa and Mastercard accepted.

Business Hours; Mc*i - Fri 8-6 PST Alta- hoius. please place order by fax or call our BBS.

Circle Reader Service #216



NOW PLAYING

usually cut belter deals ilian the AI own-

ei's. The gi'aphic look is inipi'oved over re-

cent Micro Sports products, most

noticeable in the great looking ballparks.

Add modem play to this product’s scout-

ing report and you’ve got a game that just

might make it to 'I'he Show. lliM, $49.95.

Tircle Reader Sen'ice # 9

Micro Sports, Inc., Oni: Northgatf.

Park, Suite 103, Chattanooga TN, 37415,

(800)937-7737

SPACESHIP WARLOCK
Hearken, space rangers, to a tale from

CD-ROM galaxies past. Now Windows
users may tour die cosmos where only Mac

gamers could venture before. In this MFC
version of Reactor’s first release, you must

set out in search of planet Eaith, which has

been hidden awa)' in deep space liy the evil

Kroll, conquerors of all humanity. Docu-

mentation is scanty fuel indeed for die in-

trepid adventurer, Inii the interface is so

simjile, even a humanoid could figure it

out. All actions, whether fighting alien

thugs, procuring stolen credit, or exploring

tlie labvrindiine tunnels of a Kroll base, are

eflected b)’ a mere mouse click (the latest in

futuristic technolog)’). Conversations are

typed in Galactic Infoconi Standard—an

ancient method of coiiiniunication, so be

waiy of the dreaded text parser translation

symlrome. llie SVG.A graphics are packed

into “wide screen” format and have a

strong Blade Runner feel with decent anima-

tion (for such primitive 20th-centuiy ef-

fects), provided you run the game on a

fairly fast machine. A good upgi'ade of an

older Mac title, this shoiildn’l be left to rot

in the lime capsule. Mac/MPC, .$57.95. Cir-

cle Reader Seivice # 10

Reactor, Inc. 445 IT/c.s-/' Erie, Chicago

IL, 60610, (312) 573-0800

SENSIBLE SOCCER
This month’s entry in the Soccer

Sweepstakes comes with a belter pedigree

than most. A best-seller in Europe, its ac-

cejiiance on American shores will hinge

largely on value perceinioii. Sure, the

USA team is available, but the package

I'eatiires only eight teams in all, hardly al-

lowing fans to replay significant World

Cup rivalries (although Brazil is avail-

able). The joystick controls are much bet-

ter than most imports, although the

ability to alfect shot irajectoiy after strik-

ing the ball takes this game into Arcade

Never-Never Land. Managing as|}ects re-

ceive more emphasis than in (he typical

arcade soccer game, and you may select

players as well as set up youi‘ own olfen-

sive and defensive formations. A good
enough cartridge port, it unfortunately

fails to take advantage of the home com-

putei'’s capabilities in any significant way,

graphically or othenvise. Amiga, IBM,

$19.95. Circle Reader Sei-vice # 1

1

Davidson & Associates, Inc., 19840 Pi-

oneer Ave., Torrance, CA 90503, (800)

556-6141

SURGEON 3: THE BRAIN
No time lor those med school classes on

neurosurgery? No need to worry—one

weekend with this little package and you’ll

be calling craniums like a pro. .Sukgkon 3:

Tnr Brain is an unpretentious educational

program that is as dilFicult to master as it is

visually spartan. Despite coloring-book

gi'aphics, this program will have your own

brain squirming within minutes. Don’t

even think about going to the operating

room until you’ve studied the medical

Journals in the hospital’s library. Then
you’ll be able to diagnose the patient by or-

dering the correct lab studies—after all, it

wouldn’t do to lose the patient before the

opei'ation. Success in surgery depends on

many factors, including operating on the

correct hemisphere, careful use of the drill,

and being able to handle a variety of com-

plications. The staff will help you in the

lower dilliciilty levels, but make one wrong

move and your patient’s not only olf to the

morgue, you’re staring at a letter from the

bereaved family’s attorney. There’s a life

under your knife, and the EKG is showing

cardiac arrhythmia. Wliat shall we do, doc-

tor? Doctor? Mac, $59.95. Circle Reader

Sen'ice# 12

ISM, iNC., P.O. Box 247, Phoenix MD
21131, (410) 560-0973

TIE FIGHTER
The Rebel Alliance is teetering on the

brink of dissolution, awaiting only our fi-

nal stroke. A Tie Fighter awaits you,

young pilot—go forth and destroy the

rabble that has dared to deiy us. If you

succeed in your dangerous missions, you

will have (he gratitude of the Empire, and

perhaps, a glimpse of the glory of the

Dark Side of the Force. You know that

you cannot resist—the seductive graphics,

the Gouraud-shaded ships, reach out to

you; the digitized sounds, the banshee

scream of your TIE Fighter, rush from

one speaker to the other. Grasp the joy-

stick and feel the Force flow through the

computer system, the fighter moving al-

most effortlessly from your touch. Let

your haired for the rebels be your
strength. We will train you in the training

grounds and the virtual combat chamber,

and then you shall lead the Empire to a

new era of greatness in 50 missions, inter-

spersed willi cinematic cut screens to tell

your story; Choose your fighter frtim one

of six craft and be gone. ..and don’t both-

er to return if you fail! IBM, $63.95. Cir-

cle Reader Service # 13

Lucasarts Entertainment, P.O. Box
10307, San Raeael, CA, 94912, (800)

782-3394
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Welcome to the Cooperstown ot Computer Games.

Here, raised upon pedestals, you’ll find the games that broke the records,

established the benchmarks, and held gamers in delighted trances for hours untold.

The Bard's Tale (Electronic Arts, 1985)

Battle Chess (Interplay Productions, Inc., 1988)

Chessmaster (The Software Toolworks, 1986)

Civilization (MicroProse, Inc., 1991)

Dungeon Master (FTL Software, 1987)

Earl Weaver Baseball (Electronic Arts, 1986)

Empire (Interstel, 1978)

r-19 Stealth Fighter (MicroProse, Inc., 1988)

Gettysburg: The Turning Point (SSI. 1986)

Gunship (MicroProse, Inc., 1989)

Harpoon (Three-Sixty Pacific, 1989)

Kampfgruppe (Strategic Simulations, Inc., 1985)

King's Quest V (Sierra On-Line, Inc., 1990)

M-1 Tank Platoon (MicroProse, Inc., 1989)

Mech Brigade (Strategic Simulations, Inc., 1985)

Might & Magic (New World Computing, 1986)

M.U.L.E. (Electronic Arts, 1983)

Pirates (MicroProse, Inc,, 1987)

Railroad Tycoon (MicroProse, Inc., 1990)

Red Baron (Dynamix, 1990)

SimCity (Maxis, 1987)

Starflight (Electronic Arts, 1986)

The Secret of Monkey Island (LucasArts, 1990)

Their Finest Hour (LucasArts, 1989)

Ultima 111 (Origin Systems, Inc., 1983)

Ultima IV (Origin Systems, Inc., 1985)

Ultima VI (Origin Systems, Inc., 1990)

War in Russia (Strategic Simulations, Inc., 1984)

Wasteland (Interplay Productions, Inc., 1986)

Wing Commander (Origin Systems, Inc., 1991)

Wizardry (Sir-Tech Software, 1981)

ZoRK (Infocom, 1981)

SID MEIER'S CIVILIZATION
MICROPROSE, 1991

T’hough we liave only anecdotal evi-

dence to support us, we would guess

riiat more hours iiave been invested in

conquering the worlds of Cimlization

than in any other computer game in

the hobby’s histoty. Economics, explo-

ration, military strategy and diplomacy

are all elegantly bound together in this mag7iim opus of

world conquest games. Designer Sid Meier has long been

synonymous witli great game play, but in this design Meier

truly out-did himself, creating an experience conducive to

a vicious case of what we call “game lock”—that over-

whelming stale of mind where you are glued to your key-

board, promising yoiirsell that you’ll play “just one more

turn, one more turn, one more...” The upcoming Cdlo-

NiZA’noN will use the basic design of CiviiJZA'noN, but will

focus in on a specific historical period.

DUNGEON MASTER
FTL SOFTWARE, 198T

If you set aside Ui.tima IV, you would

have trouble finding a game that had

more influence on role playing games

than Dungeon Master. Originally re-

leased in 1 987 on the Atari ST, Dungeon
Master’s trend-setting graphics moved
away from the “windowed” screen look,

and its realistic sound effects created a ten ific adventuring

atmosphere. The game instantly became a showcase title

for the Atari and Amiga machines. 'Tliougli in many ways it

was a typical hack n’ slasli dungeon romp, it introduced

many subtle twists to the mechanics of role playing, many

of which have been eniulaled by other games over the

years. The only blemish on this game’s iiistoiy is that it

look ELL over two years to complete the IBM conversion

of the game, by which time many other games bad adopt-

ed and improved upon its innovations. Fans of the game

will want to keep an eye out for a sequel coming tliis Fall

from Inteiplay Froduciions.

ClVlLlMnON
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AEGIS Patch: Kliniiiiates llie

Electronic Book ci'asli.

-i/28/94.

Air Warrior VI. 13 Update: Netv

exeaite flle.s, fixes several

problems. ‘Vl/94

Bane of the Cosmic Forge Patch:

Replacement lile ibr |)layers

who get a divide overdotv

when starting ihc game.

8/23/94

Battles oi the South Pacitic Up-

grade: Latest paicii ibr QQP’s
\WII naval straieg\’ ciame.

a/24/94

Cactus League Pro Basketball

Update: Corrects slats of 70-71

season disk. (5/23/94

Chessmasler 4000 Turbo v1 .04:

Newest upgrade for Solhvare

Toolworks’ chess progi'am.

6/28/94

Comanche Joystick Drivers:

Adds Flighlsiick Pro support.

5/24/94

Command Adventures Starship

Patch: The latest llxes for

Merit Soihvare's Sci-h game.
5/19/94

Companions of Xanth Points List:

Complete point totals (or

Legend’s adventure

game.5/25/94

Detroit Upgrade; fixes include

finances, the December crash

and the 255-worker bug.

5/31/94

Diamond Dreams Upgrade: Fixes

all knowti bugs, and features

gi'eatly improved Af for com-
puter manager strategies.

3/29/94

Empire Deluxe VI. 1 Mac: Ltitest

version of New World's strate-

gy' game for Nfac gamers, fix-

es include cleaning up PBM
play. 6/1/94

Falcon 1.02 Mac Upgrade: Fixes

sound problems on Mac /Ws.

3/20/94

Fleet Defender VI .2 Upgrade:

Ltitesi version of MicroProse

flight sim, with 41 new fea-

tures. 5/17/94

Computer game programs have grown so massive and the number of hardware config-

urations has become so huge that incompatibiiities and giitches are frustratingly com-

mon. Patches for buggy programs have become the fastest fix.

These patches can be downioaded from ZiffHet, both on Com-

puServe and on Prodigy, except where indicated. On CompuServe,

go to Computer Gaming Worid's own Forum, GO GAMEWORLD, Library 2. The Patch File.

To sign up, caii (800) 848-8990.

On Prodigy, jump "ZiffNet” and Search by Titie for the patches listed here.

Or, Search by Category to browse the entire games library.

These patches can also be downloaded from other on-line services, from software

publishers' BBSs, or directly from the publisher. We urge publishers to keep us in-

formed of the latest patches for their games. Red indicates new files.

Global Domination Update; Fixes

modem play bugs. 6/23/94

Gobliins CD-ROM Patch: Fixes

soimd card and CD-ROM
driver problems. 3/1/94

Great Naval Battles vl.l Up-

grade; Several corrections list-

ed in readme lile. 6/24/94

The Horde Vl.l Revision; Now
supports Media Vision Pro

.Aiiclio sound cards. Fixes

lockups on .some Sony drives,

ad Knights not disappear-dc;

ing after .snowb; 1 hits, and
afso slows down the end cred-

its. 4/28/94

IndyCar Racing VI .04 Intema-

tional: DillereiU patches for

owners of IndyCar Spanish,

Italian, German or French

language versions. 5/19/94

IndyCar Racing Patch: Improves
A1 and cleans up tracks.

6/23/94.

IndyCar Racing Modem Patch;

Cleans tip dilFiculties with

modem play, and fixes

scrolling menus for steering

devices with no y-axis. 4/7/94

Jutland Vl.l Upgrade: Allows

non-penctrating shells, adds
more graphics, runs

smooinei', and most signifi-

cantly, includes time com-
pression. 3/30/94.

Jutland Patch: The game will

now recognize different

sound card addresses, rather

than just the default 220 ad-

dress, 5/3/94

Kingmaker V1.51 Upgrade: Lat-

est version of Avalon Mill’s

strategy' game^viih many fix-

es. 5/25/94

Lands Of Lore CD-ROM VI .22

Upgrade: Fixes lockup prob-

lems oil fast machines, allows

retrieval of Dawn’s key and al-

lows use ofWavehlaster/

Souiidblaster 16 combo.
3/7/94

Lands of Lore Floppy VI .23 Up-

grade: Fixes “Dawn’s Key"
jii'oblem and Pentium lock-

ups when choosing a charac-

lei-. 4/28/94

Lucky's Casino Update: Latest

version ofQQP game.
5/19/94

Megarace vl.l Upgrade: Solves

Sound Blaster dilficullies.

(5/28/94

Merchant Prince Update:

Newest version of QQP’s
strategy game. 3/1 1/94

MicroProse Sound Drivers: New
AdLib sound drivers for many
older games which had prob-

lems running with 486 and
Pentium machines. 4/7/94

1942 Pacific Air War: Fixes all

knoivn hugs, sjiecifically those

affectingjoystick control.

6/4/94

Pacific Strike VI. 19: Contains

9 fixes for Origin’s new flight

sim. 5/27/94

Police Quest 4 Patch: Fixes all

known problems and speeds

up restoration of saved
games. Disk version only.

4/5/94

Prophecy Patch: Solves gi aph-

ics problems with faster sys-

tems. 6/15/94

Rally Vl.l Upgrade: FixesJoy-
stick calibration and other

problems. 3/24/94

Ravenloft 1.1 Upgrade: Latest

version from SSI, floppy and
CD-ROM. 4/29/94

Red Baron Patch: Configura-

tion fix Ibr IBM only. 3/29/94

Seawolf Patch: Alio^vs 16-bit

Sound Blaster sound effects

and music. 3/30/94

Shanghai II VI .05 Update

(Mac); Fixes tournament
crash bug. 3/24/94

Sierra Sound Patches: A variety

of fixes and drivers for Sound
Blaster, Gravis Ultra Sound
and General Midi users, for a

number of older Sierra

games. 5/19/94

Sufawar 2050 V2.D2 Update;

CoiTCCts cursor drift, time

and date pi-oblem. 4/28/94

Tigers on the Prowl V 1.1: Fixes

the mortar problem, among
others. 5/28/94

Tony La Russa Baseball 2 Patch:

Fixes stadium lockups. 5/3/94

Ultima 8 Patch: Fixes AdLib
problem with some machines.

4/15/94

Victory At Sea VI .01 Upgrade;

Corrects numerous problems
with the initial release.

3/14/94

Warlords II Update: Latest ver-

sion, for those who don’t have

the consii'uciion kit. 6/17/94.

X-Wing Enhancement: This

TSR allows use of extra

Tlmistmtister buttons. 6/2/94.
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Microforum Presents:

ATTENTION
DEAIERSI

FOR A COMPLETE CATALOOUE PLEASE CALL (416)656-6406

VlrlFol Etiap*
An absolute must for all computer users!

Incredible animation will lake you into a

relaxing virtual world! Select your own
virtual animation and music to help escape
everyday stress & worries (music selec-

tion includes “Barcelona Nmhts” by
Ottmar Liebert which has sold over
500,000 copies). This CD also includes

“Super Natural” 3D photographs which
you can view with newly developed 3D
glasses enclosed! Also the latest in fractal

animation and a live video personal trainer

to guide you through specific exercises

designed to tone your body to fight every-

day stress.
'“
4^95

G.O.R.G.

Experience the adventure of a lifetime and
venture into the dark threatening planets

of the G.O.R.G. galaxy. These games
specifically designed for CD-ROM will

keep you playing for hours. Includes an
extensive cofiection ofsound effects, ani-

mation, incredible graphics and over 35
planets to explore.

‘"

4^95
Get into the Microforum
Multimedia Program! With over 20
fabulous titles to choose from, these
will prove to be hot new items
among your customers.

The VideoGame Solution CD

This CD-ROM includes easy to follow
instructions to use hints and tips on
how to .solve the most popular games
on the market! Also included are spe-

cial editors which allows a player to

have an unlimited number of lives and
makes each game more exciting.

-J995

SUPER ARCADE GAMES
The ultimate CD for video games.
Hundreds of the very best arcade style

games with incredible graphics, su^r
sound effects and fast action! All

games are easy to install and are care-

fully selected in this limited collec-

tor’s CD-ROM edition! Most games
can b(! run directlv from the CDl

"29 95

The Ultimate Trivia CD

Take the Ultimate Trivia Challenge
and lest your knowledge. The
Ultimate Trivia is the most advanced,
challenging and exciting trivia game
you’ll ever play. This advanced multi-

media trivia game includes live video
questions, incredible sound effects,

breath-taking photography and hun-
dreds ofTrivia Questionsl

'“4995

ATTENTION
PROGRAMMERS

DO YOU HAVE A SOFTWARE PROGRAM SUITABLE FOR CD-ROM? MICROFORUM IS LOOKING TO ADD TO
ITS INTERNATIONALLY DISTRIBUTED CD-ROM COUEaiON. FOR MORE INFO. PLEASE CALL (416)656-6406

1 Woodboreugfi Ave. TorontOi CanadSi Tel: (416)6S6-6406 Fax: (416)656-6368

SOLD AT BETTER COMPUTER STORES EVERYWHERE!
TO ORDER DIRECT CALL TOLL FREE 1-S00-465-2323



Chateau La
Rumour
by Baron Philiippe Masson Gallo

Temecula is more iliaii an old Calilbrnia

town where gangs of train and stage rob-

bers used to hide out. Sure, it has its Old

Town section of historical buildings and

antique stores, but it is also the home of a

boutique wine industry and a popular

gathering area for classic car buffs. In fact,

ittvasjust such a convoy of '56, '57 and '59

Fords that awakened me from a lazy after-

noon nap just as I was having this well'd

dream about Software Toolworks'

Meg.-^raci: 2. It seems I had been hired to

host the competition in the sequel and,

complete with bag, become the man
eveiyone loves to hate. A lot of our read-

ers thought the original Megarace was loo

simplistic. This time the game will feature

dynamic tracks with hazards like open-

ing/shutting gates, enemies that fire at

you, and improved artificial personalities

to compete against.

I suddenly realized that I was going to

have to race the clock, myself. I was sup-

posed to meet an industiy source for lunch

in an open-air cafe. I raced upstairs to the

shower at a pace akin to the chase scenes

on the old Benny Hill television show. It

made me think about another British hu-

morist—science fantasy writer Terry

Pratchett. Pratchett’s DisaoorM series of hu-

morous novels is coming to tlie computer

courtesy of Psygnosis. I had seen some of

the animation for that game and became

convinced it could become this year’s Day

or THE Tentacle in terms of quality ani-

mation and delightful humor. Of course, I

reminded myself, it would have to compete

with MediaVision’s off-the-wall X-Duck
2000 to garner top comedic honors,

Airiving at the restaurant, a loud crack

rang out, and a man who seemed to be

waiting for a table crouched and whirled

around looking for unseen assailants.

Guessing him to be my out-of-place Holly-

wood connection, I neared and said, "Just

some poppers. They're set to go off ran-

domly in the \'incyards to scare birds away

from the grapes. You must be J.T." He
smiled and handed me a large manila en-

velope detailing MGM/UA’s Blown Away
for PC and Macintosh CD-ROM. The
game picks up at the end of the movie,

and the players have to use knowledge, in-

tuition and speed as opposed to guns and

violence to defeat a disciple of the movie’s

villain, Gaerity.

We ordered our meals and began to talk

of other studios entering the computer

game industi-)'. He hadn’t been aware of

Trimark Interactive’s new CD adventure.

Blind D.ate. He grimaced as I quoted the

press release reference to a CD-ROMantic
adventure, but he thought the idea of sur-

viving a blind date fraught with disaster by

being witty and inventive was an intriguing

idea for a computer game. He also didn’t

know that Pepe Moreno, the designer of

Time-Wamer’s HellC.ab, has signed to do

an adventure game for MediaVision. I

couldn’t tell him much about Moreno’s

new product except that it is supposed to

be called Rivers or Dautm and will use ma-

nipulable video, “That’s good,” he re-

sponded, “we can use some games where

the video is more interactive. I get tired of

watching movies on my computer screen.”

“WTiat I’d really like to do,” he said, gaz-

ing aa'oss the vineyard-covered hillsides of

the valley, “is destroy L.A. so that evei')'-

where could be this beautiful.” His abrupt

shift in demeanoi' was alarming. I quickly

glanced about to see if anyone else had

heard him.

“^VeU,” I ventured, “you could in’ to keep

people from destroying LA. in FormGen’s

upcoming Rise oe the Tread game. It’s 3-

D action that uses digitized actors and lots

of explosive effects. I guess you could even

be an evil Triad member and tiy to destroy

L.A. in the head-to-head action mode.”

He looked at me in startled confusion.

“Did I say, L.A.? 1 meant EA.” He said it

with such conviction that I didn't know
how to take him.

I was starting to get worried. I pacified

him by sharing that Electronic Arts had

just signed a deal with Europe’s Delpliine

Software. It appears that Delphine has

taken their 3-D technology yet another

step fuither than On' of this World and

Alone in i'he Dark, The fiction may
change from the somewhat juvenile sioiy

in the European version, but the technolo-

gy is impressive.

Suddenly, two male nurses appeared,

one on either side of my source. “Can’t let

you out for a moment, can we Johnny?”

Before I could sa}’ an)'tliing, they began to

haul him away. One of the nurses turned

to me and apologized, “Sony, he went a

little Q'azy editing Tim Burton’s rushes for

Beetlejuice 2, He’ll be okay if we can just

keep him away from you media types.”

“But the rumor?" I asked, “Is it real?”

“It’s real,” he replied, “as real as any-

thing you could steal from a Hollywood

mailroom.”
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FROM THE CREATORS OF THE AWARD-WINNING WOLFENSTEIN 3-D^

SOFTWARE

Order the entire DOOM trilogy for $40.00

or get episode one, Knee-Deep in the

Dead’" for the cost of shipping and
handiing. Or downioad episode one
from Software Creations™ BBS.

(508) 368-4137 @ 2400-14.4K baud
Canadian customers call 1-800-661-7383.

Requires a 386DX PC compatible or better: hard disk drive; VGA graphics; 4 Megabytes of memory. A 486 is

recommended. Multiplayer options require a network which uses the IPX protocol, a modem, or serial link. Digitized

sound effects require a 100% Sound Blaster™ compatible card, Gravis Ultra Sound™, or Pro Audio Spectrum™- 16.

DOOM is a trademark of id Software, ©1993. Other trademarks are the property of their respective companies.
Circle Reader Service 1171

“The graphics are superb, with
lighting effects and art that could
only come from dark and
demented minds.”
Computer Gaming World

“You want action? You want
gunplay? You want gore?
...DOOM has it all."

PC Entertainment

DOOM is a lightning-tast virtual reality adventure where
you're the toughest space trooper ever to suck vacuum.
Scientists stationed on a far-off moonbase have opened
a gateway to Hell, releasing a monster-infested holocaust

upon the universe. You're the last marine remaining on
the base after the invasion. Your mission is to survive!

• Four-player combat over network
• Two-player action over modem
• Incredibly detailed 3-D world
• Blood-curdling stereo sound effects

• Hair raising demonic denizens of Hell

• Awesome foe-fraggin' weapons

WAi\T TO Bli! A HERO?
GO TO HELL!

“...if you have saliva, prepare to
drool now.''''...an absolute must-
have for PC action fans.”

Games



SKIM THE CLOEDS, BEST A FEW BALLOONS AAV

DOGFIGHT lOEB WAY THBOEGH Tli GREAT WAR.

An Electronic Arts' Company

daring

End All Wars.

British and

cavering the strengths

weaknesses of your different

plones os well as those of

the enemy. Earn the respect

of both sides as you secure

your piece in the

aces!

Available at a software retailer near you, or call 1 '800-245-4525 for MC/Visa/Discover orders.

Circle Reader Service #99

• 4-channel digital sound

gives you the roar of dog-

fighting the way WWI
pilots heard It.

• Instant mission generator

lets you fly against any

combinotion of enemies

you choose.

• Refined game engine gener-

ates realistic clouds, trees

and increosed plane detail.

Actual screens may vary.


