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The world is doomed . .

.

unless you can change
its fate!

Features

Over 30 gigantic levels!

More high-tech weapons than

any other 3D game!

Enemies digitized from real

video!

Eye-poppin' graphics!

Rockin' soundtrack & digital

sound efforts!

Head-to-head modem matches!

Violence level adjustment!

And . .
.
you can blow up almoit

EVERYTHIMG!

^Wi|»9oing down easy! A]
decided th^d pPI;
They've planned bprf
detonate by remote
shore transmitter. TicI

It's up to you!

ad is precious^
"" ph ace I

But^d
cult, I

sii't^ominq fasfeP^gH
all over the maitiland thdfWjl

ntrol unless you can kill their orf-
. tick . . . tick. Bombs away?

Face a mix of magic and munitions! Battle to save the
lives of millions while yours hangs in the balance!
Brutal - - you bet! But an ace doesn't play by the rules
when the world is at stake!

INCORPORATED

Powered by an advanced 3D engine with capabilities
never before seen on the PC, Rise of the Triad: Dark War
delivers ultra-realism and smooth speedy graphics
that'll blow you away!

FormGen, Inc. 7641 E. Gray Rd., Scottsdale, AZ, 85260
(800) 263-2390 < (905) 857-4141

Available on disk and CD.
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SANDERS CONVERTS FOR TWO IN

FOOTBALL PRO ’95

Expressing excitement about the

addition of 2-point conversions and

kickoffs from the 30-yard line, running

back Barry Sanders said today to watch

for “higher scoring games, more risk-

taking and plenty of bone-cninching

action!’ The hottest action will be wher-

ever the nation’s best, Fooihall Pro '95

is played. Winner of Computer Gaming

World’s Best Sports Simulation award

in both ‘93 and ‘94, this best-seller is set

for another goal-to-goal run. In addition

to the rule changes, the game kicks off

with exciting new features. Players will be

able to use existing team lineups or build

their own league from scratch starting

with a common player draft pool. A

new fast simulation mode will generate

complete game statistics before you can

make it to the refrigerator and back.

See plenty of

bone-crunching

bits as players

spin, flip and

dive in 2-poini

conversion

attempts.

imm'sCHAMPSmmcHFORmiE
In a move that surprised everyone,

last year’s winners were taken over

by a complete unknown. Amidst the

nationwide uproar, analysis said it

was only to be expected in a game

like Football Pro '95 where anyone

can become a coach. Coaches decide

play-calling logic for over 2,500 play

situations depending on what down

it is, yardage, score, lime-remaining

or other play conditions. What’s more,

with 3,000 stock plays on the floppy

version (over 10,000 on the CD) and

a powerful play editor, there’s plenty

for a coach to draw on. The secret

to winning is a good strategy, a great

team and a whole lot of luck—just

like the real game.

Front Page Sports’ exclusive Camera Angle Management System {CAMS'") lets you

review playsfrom all angles. New 3-D stadiums bring the crowd into the game.

Fim miMRomsmmcBf
With the first game just hours away, coaches announced their final 53-man rosters. For

some, it was an easy choice. New Football Pro ‘95 starts you out with all the 1994/95 lineups

and lets you put up to 6 players on injured reserve. Many coaches admitted, though, that

the inclusion of these NFLPA players and their latest statistics made last-minute trades

inevitable. At press time, rumors were flying of a trade involving several top quarterbacks.

Reserve—or renew'—your 50-yard-line seats to the

game that sets the standard for football action. Football

Pro '95 makes it first and goal for the entire season!

(Available on CD and floppy disk for IBM PCs and

compatibles.) Upgrades are available for registered

owners of Football Pro. See your local retailer for

details, or call 1-800-757-7707 and ask for D860.

Oiridiny licensed hj' llie Nalional Fooibill Leegue Pleieis AssocUtion
'X aid0 are Radenartisot. or licensed li. Sierra On line. Inc.

•IW* Sierra Oa-fiie, Inc. All rights teaerr-ed. SIERRA*
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Experience the most heartwarminoiy humorous cinematic adventure ever. Creator

Roberta Williams presents the SEVENTH chapter in the best-selling computer adventure

series of all TIME: King's Quest" VII: The Princeless Bride. Join Princess Rosella and

her mother Valanice as they battle the evil enchantress Malicia for the survival of

THE MAGICAL REALM OF ElDRITCH. DON'T MISS THIS BREATHTAKINGLY BEAUTIFUL EPIC ADVENTURE

for the WHOLE FAMILY. FOR YOUR COPY, SEE YOUR LOCAL DEALER OR CALL: 1 800-757-7707.

m/&
//

D ig<)4 Sierra On-Lirie, inc.
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The classic returns

COMPUTER

36
Virtual Reality

GAMING WORLD
NOVEMBER 1994

Seeking out new

Star Trek games

FEATURES
32 LUCASARTS’ NEW REBEL It’s hard to tell ifCGW’s
Johnny Wilson is dizzy from the exhaust, the thrill ol' the ride,

or just the intense, darkly humorous world of Full Tmroitle.

Check out our Sneak Preview of LucasArts' new adventure,

filled with tough men, beautiful women, a murder mystery,

and the toughest motorbikes ever to grace a PC screen.

36 VIRTUALLY REAL The seductive voice of virtual reality

promises many things. Louis Brill shows us what’s real and
what’s not about virtual reality.

46 WHERE NO PC HAS GONE BEFORE Charles Ardai

explores strange new worlds with a variety oi Star Trek

entertainment |)roducis sure to make any Trekker “game
long and jjrosper.”

AD VE NTU RE/
ROLE-PLAYING
57 PETRA’S PUNCH CGIF’s guest enchantress summons
those most irascible of conjured creatures, game designers,

and instructs tliem in the virtues of siruclure, interesting

ciiaraciers, siotyline and above all, fun.

60 SCORPIA’S TALE Lost in Hoboken? Our super-heroine

lias the cure Ibr rabid sheep, limburger bombs, or whatever
slings and arrows assail your party of mutant misllts.

68 PREVIEW! DEATH GATE Weis and Hickman's fantasy

novels travel to the silicon dimension, lea^’ing Johnny
^\’ilson to ponder the diil'erences in this Sneak Previe^\• ol

Legend's latest adventure.

72 BENEATH A STEEL SKY Charles Ardai finds that this

pungent British dish from Virgin lingers on the adventure

gaming jialale, iielped l)y a large dash of humour.

80 ROBINSON’S REOUIEIVl According to Marlin Cirulis,

Cb'usoe would have exliausted his supply of save games in

this science fiction adventure.

ACTION
86 STRATEGY! DARK LEGIONS Bard Martin Cirulis spins a

talc of bygone days, when fantastical armies clashed in

horrific battles, and Water F.lementals tried in vain to

quench tlie llames of Demons.

98 DOOM 2 Chris Lombardi shoots, blasts, and chai^sa^\•s

iiis ways tlirougli the toughest levels in id Software’s dark,

demented and addictive sequel.

104 DOOM TOOS Every shoot-em'-up game aspires to he

Doom wlicn it grows up. Chris Lombardi surveys the clones

to see wliich of them are stuck in gameplay puberty.

1 1 6 STAR CRUSADER Beset by ]5olygonall)' incorrect alien

ships, jelf James fights tlirougli a deep galactic plotline.

120 DELTA V Mark ('Jarkson relives the i7«r IFc/r.v trench

run in Btihesda’s new jo)’stick jammer.

124 LODERUNNER lake a Broachvay revival of an old

fa\’orite, this reju\’enated classic leaves Paul Schuytema filled

with nostalgia and guilty pleasures.



SPORTS
138 ULTIMATE FOOTBALL Despite its need for ultimate

hardware, Teny Coleman finds that this MicroProse game
carries the of pigskin with pride.

146 PREVIEW! FRONT PAGE SPORTS FOOTBALL PRO ‘95

Although -Still in training camp, Teny Coleman’s scouting

report shows Dynamix is set for another championship run.

156 SOCCER GAME ROUNDUP Former pro Lawrence
Norman rates the latest group ofWorld Cup contenders.

160 INTERNATIONAL TENNIS OPEN Teny Coleman seiwes

up the latest from Philips’ line of sport games.

164 FRONT PAGE SPORTS BASEBALL George Jones gets

down in the dirt to caiclt the Dynamix fastball release.

170 'ROUND THE BASES Jim Gindin finds that four text-

based baseball simulations still earn their base liits the old-

fashioned statistical way.

SIMULATION
177 BOGEY’S BAR & GRILL Tom “KC” Basham feels the

pull of'ToRNADo’s roll inertia, as he speculates on why this

realistic sim from Trimark is under-rated.

180 PREVIEW! US NAVY FIGHTERS Mike “Moondawg”
Weksler (lies the SVGA skies to get the scoop on this

detailed EA (light sim.

1 86 STRATEGIC FALCON Tom Basham edits his (light

group, changes the weather, and promotes himself to

theatre General in Fai.con 3.0.

1 90 STRATEGY! 1 942: PACIFIC AIR WAR The sun sets

on the Japanese, as Michael Rymaszewski shows pilots how
to ride the Pacific winds to victoiy.

STRATEGY/WARCAMES
203 BROADSIDES & GRIPESHOT Alan Emrich has an

identity crisis, but comes out with his wargame pride intact,

206 IRON CROSS Josh Bruce kicks sand on New World’s

new game of “toy soldiers in the dirt.”

210 STRATEGY! TIGERS ON THE PROWL Gregoiy Smith

builds a solid dei'ense in HPS’ tactical wargame.

216 LORDS OF THE REALM Impressions’ latest |Duts

Johnny Wilson in a man elous medieval mood.

222 BATTLE BUGS Robert Hayes finds there’s more to this

stralcg)' game than meets the antennae.

226 SABRE TEAM Crisp graphics lure JeffJames into

MicroLeague's tactical world, but not even his expert team

can save the design from its own schizophrenia.

230 STRATEGY! GENGHIS KHAN 2 Josh Bnice and ferry

Coleman plot tlie conquest of all Eurasia.

236 STRATEGY! HARPOON 2 In our second installment,

'I'om Basham olfers counseling to misguided missiles.

242 STRATEGY! X-COM Robert Mayer looks at alien

eradication fi om a squaddie point of view.

Cover Inset Art from the Star fleet Aaidemy G(nne couiiesy ofInterplay Productions,

Inc., Artist Scott Everts. Star Trek photo courtesy ofParamount Pictures.

DEPARTMENTS
12 FROM THE PUBLISHER Love, llonor & Upgrade

14 EDITORIAL The Rise OfSiliwood

16 INTERFACE The Gamers Have Their Say

22 READ. ME The Latest Buzz, Whir, .Mid Click

252 OPPONENTS WANTED Personal Ads For Gamers

254 SHAREWARE SHOWCASE New Shareware Action

258 HEX, BUGS, ROCK ‘N ROLL People, Progiams, PCs

264 UNDER THE HOOD Hardware Tips

272 ADVERTISER INDEX Where To Find Games

274 NOW PLAYING What’s On The Shelves?

283 HALL OF FAME All-Time Great Games

284 THE TOP 100 Readers Rate The Top Games

286 PATCHES Game Files To Kill Bugs Dead

288 THE RUMOR BAG Ipso Flatfool Hardboilum
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Awesome 3D bonus stages

tilled with treasures.

Remember the Tortoise and the

Hare? Well, it’s 3,000 years later

and they’re at it again. This

time it’s a fight for the galaxy

and the love of a beautiful

princess.

|azz lackrabbit is high-speed

action through and through

with 4-button |oystick support,

gorgeous graphics, cartoon-

quality animation sequences

and awesome digital sound-

effects and music,

if you only play one platform

game this year, make sure that

it’s jazz lackrabbit!

All six episodes are only $39

Including a 36 page color

manual which includes the

hilarious )azz comic book.

Tons of enemies, power-ups

and loot Secrets galorel

TRY THE SHAREWARE VERSIONS TODAY!

On CompuServe GO EPIC and visit the Epic Forum

or call Exec-PC BBS at (414) 789-4360 or on the

Internet ftp them from the /msdos/games/Epic

directory at ftp.uml.edu.

“Plays like a dream” rated

as high as 94%i



shareware games of the year” PC GAMER

ONEMUSTFAtL

an attempt to defeat diverse

enemies with unique

personalities.

Features multi-channel, metal-

crushing sound effects and

heart-pounding digital music.

One Must Fall 2097 is only $39.

Or, get the game, the massive

OMF Strategy Guide and a cool

color poster for only $49.

Pilot giant 90ft robots that

fight with the kind of “feel”

you’ve been waiting for in PC

combat games.

Play head-to-head against your

friends or fight your way
through increasingly difficult

tournaments. Use your

winnings to upgrade, trade

robots and purchase training in

Please add $4 s&h. Visa, Mastercard and checks accepted. MO residents

add 5% sales tax. Every order includes a bonus shareware game. Inquiries?

call us at 301-983-9771. In UK/Europe call us at +44 (0)1767-260903.

To order call

Epic MegaGames

1 -800-972-7434

11 robots with over 120

frames of 3D animation per

robot! Supports dual joysticks

for head-to-head action.

Kick ro-butt with awesome

special moves and combos.

5 incredible arenas with

both traps and tools.

Win cash to upgrade robots,

get training & buy new moves

Epic MegaGames Inc. • 3204 Tower Oaks Blvd #410 • Rockville MD 20852

Run out of cash! and your

repairs are over!



AVAILABLE FOR IBWl PC & COMPATIBLES and PC CD-ROM

Dawn Patrol is a true flight simulation with the
emphasis firmly on pilot control and 'seat of the pants'

skill. Climb into the cockpit and prepare for the
aeronautical experience of a lifetime.

©
S!

©
»!

©

Take the controls of one of 15 period aircraft including the Sopwith
Camel, SPAD 7, and the Red Baron's Fokker Triplane.

Leading Edge Technology provides fully Image Napped
fe aircraft and landscapes.

640x400 SV'O/l mode gives 4 times the resolution of standard
VGA flight sims.

A myriad of viewing perspectives (View Matrix) including interior

• cockpit, multiple external and unique ordnance view.

Over 150 missions to accomplish ranging from traditional dogfighting

to balloon busting, each with full mission brieling and embedded
hypertext.

64 pilot biographies allow you to create your ou'n characters
from Rookie to Flying Ace.

© Experience a complete account of the 1914-18 'War of the Skies' and
battle for either side of the conflict.M Over 30 original anecdotes, speeches and wise words from

^nS Commanders and pilots of the era. *

® The 1914-18 team spirit amongst the airmen is fuiihcr emphasised
through a number of authentic wartime ditties.

'

A full range of realistic sound effects accompanied by Tchaikovsky's
1 "Capriccio llalien" add the final touch of authenticity.

Air WarThe

Forget all other flight sims. Dawn Patrol tests your flying skills
to the full against the real pioneer Aces of air combat.

Dogfighting will never
be the same again!

EMPIRE INTERACTIVE ENTERTAINMENT, 1322D WISTERIA DRIVE, BAY N-2, GERMANTOWN, MD 20B74 VOICE: (3D1) 916 9302 FAX: (30M 916 0437
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Prom the Publisher

Do You Promise to Love,

Honor, and Upgrade?
by Russell SIpe

A
S we wade through tlic more llian 10,000 responses we re-

ceived from our recent reader siuvey, we are learning a

lot about CGI'Ls I'eaders. Most of it is boring statistical in-

formation that would only excite publishers and sociolo-

gists. But once in a while some data scrolled by these eyes

that made me stop atic! say, imagine that!

For example the marital status of CGIF readers proved to re-

\'eal some interesting suitistics: 50% single, 45% maiTied, 5% di-

vorced. Now the average CGIV reader is 29.92 years old and is

97% male. Well, I guess I should say 97% of our readers are 100%
male. Does that sound better? What is so interesting about these

numbers? It’s the way in which the divorced readers break down
(no pun intended).

For example CGW readers owning more than 20 computer
games were nearly twice as likely to be divorced than those that

owned less than 20 games. I guess that shouldn’t .surpi'ise us.

Flowever, there was )w differenci’ in the divorce rate among those

that played more than 10 hours per week and those that played

less than 10 hours per week. 'Fhat’s curious. Our technical editor

offered up a quack thcoty that this was attributable to what he

called the Config.Sys Syndrome, 'fhe more memoiy management

hassles and conliguraiion conflicts a gamer has to deal with, the

more likely he will be divorced. It’s not a matter of how long you
play, it’s a matter of how long it takes you to get the game running

and how frustrated you become.

Others fell it was an economic thing. Divorced guys have more
money on their hands than married guys. But why don’t they play

games more? Are Friday nights date nights instead of gaming
nights? Are girlfriends not as tolerant of gaming as wives?

It really gets interesting when you look at the divorce statis-

tics by game type. 'I'hose who consider themselves primarily

simulation and wargamers are nearly twice as likely to be di-

vorced than those that think of themselves as adventure and
strategy gamers. The statistics show that age and sex do not
play a role in this difference. The combined average age of
sim/wargamers is 31.5 while the combined average age of ad-

venlure/strategy gamers is 30.5. The number ofwomen respon-

dents was too small to alfect any of the ratios. It just seems that

the sim guys and wargamers had more diniculty holding onto

their wives. So to all of you lovers of X-^Vl^’G, which CGW re-

cently moved into the action game caiegoiy, rejoice—we may
have saved your marriage! W
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Rants & Raves

Will "Siliwood"

Learn From The Past?
byJohnnyL. Wilson

I

often hear the same question asked in

different ways. Folks in the computer

gaming biz ask if 1 tliink the Molly-

wood studios and new multimedia

companies (combined, sometimes

called “Siliwood”) can “make it,” and

folks outside the industry want to

know what dilTerences I see now that the

him industiy has become a player in inter-

active entertainment. My answers to both

groups are generally pessimistic. Unfortu-

nately, I’m becoming increasingly con-

vinced that my pessimism is appropriate.

I constantly study both industries for in-

sights and comparisons that may help me
understand what is happening and likely

to happen in the future. Here are some

interesting parallels between Holl)'wood in

the ‘30s and computerdom in the ‘90s.

i. Paying 'Hie Piper: In the ‘20s, Holly-

wood overleverageci itself. By the ‘30s, as

John Izod recounts in Hollywood and tlm Box

Office: 1895-1986, “”1110 industiy had moi'e

than merely the old profit motive to diive it:

it had massive debts to I'epay, both of caj)ital

and interest on the loans it had taken to fi-

nance theaU'e purchases and the installation

of sound systems.” The creative personnel

at the studios lost more and more control to

the financial personnel. Tlie industiy creat-

ed a netv economy of production b)' taking

stock approaches to stoiytelling. Tliis is one

reason why you can look at production

styles, stoiy genres, and a roster of actors/ac-

tresses and know which studio made a film

from that era, even without seeing the cred-

its. Recycling of sets, costumes, lighting

schemes and editing techniques (Can you

spell “multimedia?”) combined Avith formu-

laic production as a hallmark ofthe ‘30s.

In the ‘90s, software publishers have

leveraged their companies to investors,

and publishers have been acquired by

huge media corporations. VVliat is the re-

sult? Financial considerations override

creative considerations and, as a result, we

hear, “It will ship before the end of the

quarter, regardless of whether it’s done or

not.” Publishers seem less willing to take

creative risks on niche genres or experi-

mental forms of storytelling. Instead,

there is an attempt to standardize produc-

tion and create an assembly line of cre-

atives to stock the products with rendered

images and video footage that give almost

eveiy product a bit of sameness.

2. The ‘30s featured studio specializa-

tion. Warners equaled gangster movies

and social drama. Paramount meant ro-

mantic comedies. MCuVI was known for

costume dramas. Rej)ublic meant serials

and westerns. Universal meant horror

films. Columbia made its living on west-

erns and its reputation oti high class films

like those by Frank Capra.

'Foday’s software companies often spe-

cialize. LucasArts, Sierra and Legend are

best-known as gra|)hic adventure houses.

Spectrum HoloByte, MicroProse and Dy-

namix are primarily known as siinulaiion

companies. Interplay and Origin built

their reputations on role-playing games.

3. The ‘30s pi'oduciion economies re-

quired more adviuice |Dlanning in tenns of

stoiyboarding and pre-production, as does

the ‘90s computer game. It means less flexi-

bility for artists and design teams, however.

4. To reach a “broader audience,” ‘30s

film characterization was reduced to a

more melodramatic level. Characters could

not be loo intellectual or radical and their

|)ersonalilies had to be simple with clear-

cut loyalties. In 'OOs game development,

characters tend to be bland and no anti-

heroes need ap|dy. Also, the number of

character choices available in games have

been largely reduced to save on produc-

tion (read art) costs and to simplify user in-

put (mass market interface design).

5.

B movie producers appeared in the

‘30s t(t handle the burgeoning double fea-

ture mai'ket. Small aifiliated labels with lim-

ited resources and lots of imports are

emerging to handle the growing demand

for jjroducls to j)ro\’ide stock rotation (and

quick revenue) while major products slip.

fi. Merchandising characters took hold

with Walt Disney in the ‘30s (Disney

made a third of its net jjrofit, $300,000 in

one year, during the ‘30s). Almost eveiy

software publisher has at letisl one prod-

uct where it is maintaining merchandising

rights for its characters.

7. There was a call to cen.sorship in the

‘30s. Cagney and Robinson became FBI

agents instead of mob leaders. Mae West’s

career faltered due to sexual constraints.

Utiless the content rating system (RSAC)

works, we can expect programmed bland-

ness in lliture computer games, as well.

'Fhe parallels between the ‘30s and the

‘90s may not be perfectlv illustrated, but

they should provoke thought from both

publishers and consumers. Do we want the

same stylized formulae? Do we want the

same basic genres out of the same publish-

ers? Do we )usL want product to ship or do

we want it to be good? Siliwood had better

figure out the ans'wers or it's liable to expe-

rience the same problems that Holhwood

experienced in the 1 930s. ^

4'he iconic ratings symbolize the fol-

lowing editorial verdicts:

***** Potential Benchmark
* * * * Excellent Came With

Limitations

* * * Average - Mainly For

Genre Fiuluisiasts

* * Weak - Has Significant

Problems

* Abysmal
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Scope out the terrain.

Slew your turret *

Lock on target

Andbiace ^rselffora tire

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 T-80 tank turning its ^
turret toward you. ^w jg^ot the Jfl
time to hesita^AgBli^^d load^^H
FIRE! !

'^^unter startlingly realistic pre-

^i^missions or construct your

owi^ Dig trenches, lay mines,

even plant trees.

Choose American M1A2 Abrams
main battle tanks, Bradley

IFV's equipped with'thermal

sights, Russian 1-80 tanks, or

BMP.APd's equipped withjrnage

lintensifiers. . _

* '

Forge ahead on the digital

battlefield of the future in

this modern tank

simulation from
NovaLogic

'

(the creators

of Comanche
' , WolfPack

and Ultrabots ).

I Engage your enemy in accurate

battle environments where you
(encounter 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

Circle Reader Service d218
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LETTERS FROM CGW READERS

DISCIPLINE
OFSTEEL
This is ill fesponse tu llic iiivi-

lalioii to those who liavt.' lin-

ished the game Oistill’l-Ks ok

S'l'KEL by Megasoft Enlertain-

ment, to connnoiil oti it. I

ihiiik Peira Schlinik’s I'cview in

your July, 199-1 issue was loo

critical. The game has a num-
ber of good points and it pro-

vides a welcome cliange to the

I'eceru emphasis on gi'aphics

at tile expense ofchai'acler de-

velopment and complexity.

I play almost all computer
RPGs, although I lose interest

in many of them before finish-

ing them. Discii-lls ok Sikki.

was an exception. Combat in

this game is the most balanced

I have seen. Magic: users do
not become ovei'whehningly

powerful and the gtune stic-

ccecls in making minor spells

such as magic tirinor impor-

tant. Character development

involves some geiuiine irade-

olTs, as it should. Assigning ex-

perience points as they are

received, instead of waiting for

arrival at some location latei-,

is a nice touch.

There were several fetitures

of the game that should lie im-

jiroved. The most signilictini is

that, although the game is

nun-linear, dcjiarting from
the “script” has some unlbrtti-

nate consec|uences. For exam-

jile, by the lime 1 received

(juests to “kill the ogre at the

crossroads and return the re-

mains,” or “kill the knight that

has been troubling travelers

and bring me his body,” those

unfortunates had long been

dispatched and their bodies

decomposed. Substitute ogres

and death knights wouldn’t

do, so the possibility ol' getting

more cjuests from that rtilcr

seemed dim. The only thing I

could see to do in such cases

was to knock off the ruler in

cjuestion, since one has to uni-

f)’ the land ;nul ihei'c is a time

limit. Unfortunately, having

done that sets np another

problem. If you gel a ciuesl to

“deliver X to the I'uler of Y"

and )’on are already in control

ofA’ by dint of htn ing deposed

its former monarch, there is

no means to fulfill that re-

quest. So, you must assassintite

'FI-fAT ruler, and on and on.

Finally, luiving been forced

by circumsliuice to knock off

evety ruler and regent in the

land (not ni)’ favorite occupa-

tion: 1 like mucking about in

dungeons and doing heroic

quests), 1 was ready lor the big

invasion—which didn’t arrh'e,

At thtii poini, I called the com-

pany (who responded right

away and were \er\' heljDftil)

tviili the (jueslion, “Mow do
\’oti know when )'oti’ve won
this thing?” 'Fhe answer was,

“Yoti’ll know, but iiy the dtin-

geon in the .N'W corner, and

be ready for a long light.

1 wenl there

ttround for a

while and iheit

left to lake a

break (one of

the piiriy mem-
bers was dead).

Outside, a mes-

senger tirrived,

said the inva-

sion was hei'e,

do something,

and 1 found
mysell' (short

one part)'

member) in the

end game. 'Fhis

consisted of 10

waves of bad-

dies, one after

the other. My
two suiTivors of

ail this were
congi-aiukited

olfered the opportu-

plodded

and 1 was (

nily to .sa\’e.

1 may actually replay this

game and follow ihe pre-

scrihed order. It would give

me the opporttmiiy to iiy to

develop some cliaraciers dif-

ferenil)’, and see how the

g;nne might develop without

having to kill off all m)’ f riends

among the ruling classes.

As ytair reviewer said, this

giime lakes a long time to

play. But we are paying for en-

tertainment, and if we can gel

it i'or Sl/hour instead ol'

So/lunir. why not?

If a sequel is planned. 1

hope Megasoft imjjroves die

gi'aphics and adds some of the

(ealures tluit Scorpia advocates

such as less |•eli;mce on imre
combat. I’d also like lo .see ex-

perience for wearing ai'inor or

casting .spells as well for killing

things, and more variety in ar-

chitecture (the castles all had
the same interior arrange-

ment). But Ibi' those of us who
Rl’Gs instead of adventures or

ai'cade emtilalors, 1 )is(:ii‘ 1 .k.s ok

S'KEEL is a welcome j)roducl.

Tom Sciance

Hocki'.ssiu, DE

Your Idler is (ni I'xample of Ihc.

jmn'isi’ reason we. invited those

who had Ihe patience lo finish

Di.san.Es of Steei. to respond.

.T.v Petra Schliinh indicated, she

had spent more than 50 hours in

the game and xeas jar from fin-

ished. The major detraction which

kept her from finishing the game

was the exces.dvely repetitive na-

ture of some, of the tasks. If the

game is exce.s.swely repetitive, then

SI per hour may not he a bargain

compared to S5 per hour offresh

exploration. You sugge.sl that it is

a bargain, and that is why we in-

vited other comments.

Finally, we commend you for

fni.shing the game and herewith

dub thee. Sir Thomas, Knight of
Steel. Go ye forth in f/ttev/ ofgreat,

non-repetitive gameplay.

D001VC,D00AI,
DOOM,DOOM!
One more DOOM spin-off

and I’ll lock up my IBM, shred

The 5th Wave By Rich Tennant

' we SHCOLP HAVE '[HI?, FIXED IN VfeRacN 2
"
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"if you want to go all out for games, the

Faleon is the best bet tor your money."

•Computer Gaming World

If this guy owned a MACH V, he'd still be here.
riphir..- more computer power. Smooth-';! « . -iic

;ver'/ second. If yc.i:r computer is doing anything less. yv-L.

niin fiont you. and your shotgun .'.•um'! nut .. .’ont if

-''p- dfimanding, ^ust wait until you sue tomoit' '
-''

'

Slow moving, "choppy" graphics cost lives.

. .;ir ill. - yuu^ oonipuitsrs. They were specificnily d" ,

brutal amounts ot CPU power, unreal hare riiuk ti'anr.;;:: a.i'iO al! of :he mulhinedia

r’'!'/ nc\/e :c- add yoL:".;;:!t. Sure, Ihey'it: u; oat for sp-^aiclshecis. v^tord proces.sing. i-nri

••••, dij li'ud.. '/'/iter; ynii're ready for something more. V’- ie.-;dy for n fvi.ACH '>'

The MACH V-S1,995
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 megabyte hard disk

Each MACH V system comes standard with our VESA Local Bus graphics and hard disk controllers, 1 .2 & 1 .4 megabyte floppy drives, mini-tower 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.

THE FALCON MACH V: THE ULTIMATE GAMING MACHINE™

Optional 15" monitor shown

FALCON NORTHWEST
COMPUTER SYSTEMS
263 South Bayshore Dr, Coos Bay, OR 97420

Ph: (50.3) 269-0775 Fax:(503) 267-2575

To Order Call:

1 -800-258-6778

VISA & MasterCard Accepted

Financing Available On Approved Credit.

Circle Reader Service 0141

See us at Fall COMDEX!
Booth #M7658



iny game boxes, douse gaso-

line on my printer, and sleej)

soundly that night using my
Atari 2()()() as a pillow....

Tim Royal

Renton, WA

The fire depaiiment has been j)iil

on alert. 'They'll be needed ajier

yon read ihis issue's feature on

'DOOM-alikes.

BEA$PORT!
With all the sports games hav-

ing all the statistics available,

why ha.sn’i any publisher in-

cluded liiiance managemeni.
Think about it, a I'ooiball

game also including

buyiiig/maintaining stadiums,

player conii'acts, revenue li-om

tickets/merchandise, etc. They
should make it an all-out sim-

ulation.

Anonymous

Gainesville, TL

Prior to leaving Electronic Aiis,

Trip Hawkins dreamed of making

such a game. Unjbrtunalely, for

people like Hawkins, yourself and

CGW’s sports-loving editors, the

video game modelfar .fanis games

(lots of action) has been much
more lucrative for EA. Actually,

unle.ss you are an EA stockholder,

I guess it's only been unfortunate

far you and me. Tm sure Hawkins

liked those cartridge game profits.

RANTS

&

REVISIONISM
John Wilson, in his September

“Rants and Raves” column,
seems to have forgotten (hat

the primary purpose of a

game is to entertain. Comput-
er games routinely engage in

drastic alterations, simplillca-

tions, and omissions of histoiy.

R,Mi.k(Mi) Tycoon omitted
Chinese labor and union
strife. In SimCiiy, the mayoi- is

an absolute dictator who c:m

blithely btilldoze residential

neighborhoods and churches

with a mere click of the

mouse, and build the Golden

Gate bridge in weeks inste.'id

of decades. In Sid Mi-:ii;r’.s Ci\'-

ii.i/AriON, Abi'aham Lincoln is

immortal, phalanxes can sink

battleshij)s, and religious

strife, arguably the single mosi

important factor in the histoiy

of international relations, is to-

tally omitted. And yet, CGW
gave those games its highest

praise, placing all of them in

ils Hall ol'l'ame!

It is hypocritical of CGIT to

criticize Sid Meikr’s C()I.{)N 17.\-

iiON in the same issue in

ivhich it effusively praises Sin

Mkikr’s Cn’ii.izATioN, CGW
used to know that coinpuler

games shouldn’t be held to the

same standards of historical

accuracy as a textbook.

Ken Frihkin

Redwood City, CA

Is it hypocritical? The .same John-

ny Wilson that wrote the “Rants

and Rave.s” column had an entire

chapter in The SimCity Plan-

ning Commission Handbook
(Osborne-McGraru Hill, 1990)

which talked about the realities

that were not simulated (along

with .some elaborate workarounds

that would enable gamers to .see

how much had been abstracted)

and he also ijuestioned certain his-

torical abstractions in Sid Meier’s

Civilization or Rome on G-IOR

a nay (Prima. 1992). Do these

citations .seem hypocritical? Differ-

ent games have different levels of

perspective and dijferent levels of

abstraction. Their success or fail-

ure will always depend on the

merit of their gameplay, but that

doesn’t mean that we shouldn’t

consider their historical/factual

underpinning, as well.

Even if certain historical/real

aspects have to be abstracted for

the sake ofgameplay, the designers

have a responsibility to acknowl-

edge, tip their hat to, or clarify

those conditions which they have

abstracted. When it comes to or-

ders oj battle and dominant prac-

tices, they should be addressed in

some way and not ignored became

they are inconvenient. We agree

that a game should be balanced

enough to play well, hut the

lessons of histoiy .should not be to-

tally glossed over. We fear that

there is a tendency, of late, to do

Ju.st that. Here’s another, wordier,

take:

Your theses in “Revisionist

Com[Miter Games” are very

well-taken. Computer games
become nothing less than
.schlock entertainment (at best)

or broadsides of projjagantla

for the current and unthink-

ing orthodoxy (in this case,

the “Pi'ogressive”) if, for the

siike of Political Correctness,

they strip I'ealism from histori-

cal recreations. There is no
point in prccsenting any simu-

lation or world-envelopment

relen’ing to WWII Germany
without presenting Nazism in

all its symbology, nay, without

including the imagery which

ensorcelled those desperate

and gullible Germans of the

time into surrendering them-

selves mit ganzem Willen to

I litler’s blandishments.

Ciorrectly and most correct-

ly, you call to our attention

that the sins of the past are

not eradicated by repression,

that in fact {a la Freud and Au-

gu.stine), they become all the

more fascinating for having

become forbidden iVuit. Only
critical confrontation can clari-

fy such iitrocities as occurred

in the 19-10’s and can tutor

those of us who tvish to

achieve huinanit}’ and reccm-

ciliatioii iiow best to strive to

resist such temptations again,

in ourselves, as well as in

others.

II, therefore, a computer
game should truly aspire to

become a work of art, it must

fiillill both the recreative and
the didactive functions inher-

ent in all serious aesthetic pro-

duclions: like any mature
elli)!! ofldepiction] and litera-

ture, it must present horrible

conflicts with all their nasty

details (within the scope of II-

naiicial and technical compe-
tence, of course); and, taking

the second step—^which mere
legislation, even the supposecl-

h’ well-meaning legislation of

the Nazi-banning German Re-

public cannot achieve—it must

show that although evil is evil,

evil can be sublated through

the agencies of wisdom, per-

ception, and understanding
(this the wise counsel of that

wisest of Germans, G.W.F.
Hegel).

Gotnputer games catmot be

expected to jjei-fect these ex-

alted goals, bur in a country

tvhere Free Speech is a Consti-

tutionally guaranteed right,

game |)ublishers deseiwe our

contempt when, having sur-

rendered to the zealous cru-

sades of the currently

vociferous {political orthodoxy

of the l.eft, they censor the

hisDrically accurate represen-

tations that have been gener-

ated by the conscientious

ell'orts of their own creative

staff.

Gilbert L. Brahms

Richmond, CA

Whew! We couldn’t have said it

better ourselves.

REVOKiTlNa
DEVELOPMENT
Chime developers need to stop

catering to action-philes and
go back to the days of truly

immersive role-playing games
such as \Fiz.-\rdrv tmd pre\'i-

otis Ui.riM.-xs, games more
worthy of the label “virtual re-

ality” than an)thing in present

times.

Paul Dinvey

Alhambra, CA

Here, here! We definitely feel that

more thought should be put into

the game world and the stoiy than

is currently being done in most

role-playing games. However,

we’re also veiy careful with the

term “virtual reality,'’ which, in

the words of the inventor of the

term, Jaron Uinicr, “is so abused

it .should seek asylum J'rom a relief

agency.” In contrast with many
advertising and marketing people

of software companies, we like, to

resewe the term for simulated en-

vironments where one is fully im-

mersed in the experience, usually

by means of a head-mounted dis-

play. See our ]'Rfeature in this is-

sue for the “virtual” stoiy.
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Lode Tlie Door.
SwallowTkeK^.
3DO On Tlie PC.

? 1 1 y o 11 ’ c seen
nnn ‘

3 DO™ on a TV, you

ain’t seen nothing

yet. Introducing 3D0

Blaster™ - the ultimate

game platform for your

PC. 3DO realism and gameplay on a single expansion card. ^ Now you can experience thousands of col-

ors, 64-million pixels per second animation and full-motion video on your high-resolution PC monitor.

Without taxing the power of your PC. ^ A 32-bit RISC chip and twin graphics

processors do all the work. Along with a Digital Signal Processor (DSP) that supplies

CD-qualicy stereo (requires a 386/20 or higher PC, Creative Labs CR-563 CD-ROM

drive, Soundblaster™ with CD-Audio connector and speakers). I ? I
Included with 3DO included arc wsnd-

Blaster are two of the hottest 100+ and growing 3DO titles. In SHOCK WAVE"': IheSci & SHOCK wavE'^

Fi Movie Experience, you’ll defeat alien hordes by flying combat missions over photo-real-

istic locations from LA. to the Amazon. 20+ minutes of Hollpvood-style video is woven

into the action.
|

5
,

In Gridders™ you'll join Zack

and his cybernetic dog, Fidex™, as they outsmart the killer Gridders to

Icam the terrible secret hidden in the depths of a factor^'. Hie deeper you

go, the more complex the intemetions become.
|
?

i

So what are you waiting for? Call 1-800-3 3 I- 1 3 71,ext.

501 to order your 3DO Blaster today. Or for more information or the dealer nearesr you, call

us at i-800-998-5227. But remember, you need sleep. And food. CREATIVE
And at least once a week, go outside for some fresh air. creativeuabs.inc.
Suc«-»icJ ivuil price; US. imiuirick: Cncaiivc I.iK l-SOO-WS-iJi? or !-40S-438-<iliOO. lnu-iiiitionj| iiiqiimfs: Cirjiivc Tcchnolo^^ LuC Singapoir. I HL 65-77i-0’3! F/\X 55-771-0)5 3. Sound Blisicr, 300

' ' ' ' ' ’ c/- .. .
•!• r . .1 .. r . j *11 _.t. J J.. ._ J — I..... .— — . ..r -t.-;- holders ^Cbpvntiht 1994 CrwiisT Iwlinolog*' Ijit All rcMrcTil

To Order, Call 1-800-331-1371. And Try Not To Scream.

Cin lr Ro.uli'r Service #5i



ITS 1999

better processcrr;''2MB RAM, HD 3.5" Floppy, Hard Drive, VS^i Carffi
Monitor, Mouse, SoundBlaster Pro or compatible sound card.
CD-ROM coming sooni

lUnl The Avalon Hill Game Company
DIVISION OF MONARCH AVALON, INC '

I 4517 Harford Rd • Baltimore, Md 21214 • Voice: (4 10) 254-9200; Fax: (4 107:254-099

1

aisra 5th Fleet carrnot be found locally, please CALL TOLL FREE (800) 999-3222 and ask for
l™WiB Dept. CGIV 11.



.,aml tfm llmskm is Back

!

Zhirinovsky has seized the reins of power in the Kremlin,

and he’s got his eye on warm-water ports and rich oil

deposits in the Persian Gulf and Indian Oceans. While

the K/rov cruises toward Bahrain, and Typhoons prowl

the Gulf, where is the United States?

The 5th FLEET has arrived! You’re in command of a U.S.

Navy task force, with a full range of hardware at your

command. Nimitz-c\ass carriers, with their Tomcats and
Hornets. Ticonderoga-c\ass cruisers, searching the seas

and skies with powerful radar. F-1 17A Stealth Fighters

and P-3 Orions support you from land.

hiiiKistgQ^tmd.for

fd Thfajj^and screens.

5th FLEET gives yo'u'o new. englne-“a newnea!
Modern Naval warfare. Hi-res graptiics give you crisp,'^

Play against a wily computer opponent at varfable levels

of aggression and difficulty, “hot-seat” a friend on the

same computer, or play via E-Mail.

Whichever way you play the game, you’ll agree
thatr5/h FLEIEr splashes the competition!

As a fleet commander, you’ve got better things to worry about than the

endless details of running a ship. Don’t worry—your computer will handle the

non-essential work, leaving you to worry about strategy and command.
If you’re good enough, the sea lanes remain open, the Russians don’t get their

client states, and America’s interests are served. Fail, and your ships are sunk,

lalong with the future of the free world. f

Circle Reader Service il234



THE LATEST NEWS FROM THE OAMINO WORLD

Random House
Buys Into
Legend’s Story
Book And Game Publisher Unite To Make Beautiful Stories Together

LEGENDARY MERGER The Random House acquisition might mean

starring roles in computer games for more than just our scaly friend.

Random House,

Inc., monolithic

publisher of sci-

ence fiction and
fantasy novels, has

announced its in-

tention to make a

minority invest-

ment in Legend
Entertainment.

The two companies

wish 10 intensify

the synergy estab-

lished between

them when Legend

published games
based on Frederick

l^uhl’s Gateimy and
I’iers Anthony’s Xmith books,

and develop integrated plans

for future titles, according to

Bob Bates, president ol’ Leg-

end.

Bates believes the partner-

ship is ideal for the two com-

panies, as Random House is

interested in maximizing
profits from its published

properties and Legend has

been successful at adapting

those works for computer
games. Random House of-

fers tremendous
opportunities for

access to sucli

high-calibre au-

thors as Anne
McCaffrey, Jack
Chalker, Terry
Brooks and Alan

Dean Foster.

Owen Lock, edi-

tor at Ballantine

Books and the

original editor ol'

Pohl’s Catexoay

and Antltony’s

Xuntli books, is ex-

pected to continue

to act as

liaison/catalyst betw'eeii llie

two companies. Mike Verdu

and Bob Bales will stay in

place as Legend’s executive

core. Legend’s overall strate-

g)' is not expected to change.

As Bales explained, “'Fite

goal is simply to make it jdos-

sible to do more of the right

titles and, ol' course, ilie op-

portunities for cross-promo-

tion are tremendous.”

Bates said tlie Random
House deal would not pi-e-

clude Legend from pursuing

other literary j^roperties.

When asked if the Random
House deal would ojjen up
other genres, such as mys-

tery, to Legend, Bates

replied, “The future is wide

open and we have discussed

all kinds of publishing possi-

bilities, but have decided to

focus in the near-term on the

strengths of science fiction

and fantasy.” As yet, there

are no announced plans for

games using Random House
properties.

—Johnny Wilson

So You Wanna, BeAGame Programmer?
750-page Tome Explains Intermediate Game Programming Techniques

Prospective filmmakers have the USC
film school and the American Film Insti-

mte. For US Navy fighter pilots, there’s

the Pensacola lligln school. But where

can computer game programmers learn

their trade? The only formal training

available consists of computer science

courses at universities—^which aren’t ex-

actly structured for computer games.

With the only dues coming I'l'om obscure

books steeped in assembly language, you

could almost wish for a game-progi'am-

niing genie in a silicon lamp.

Those with a degi-ee of programming
experience may have their wish gi'antcd.

Trich ofilw Game Programming Gurus is an

ambitious attempt to condense real-world

computer game development techniques
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Renders'
PLAYING LATELY?
Here are the games tiiat your fellow players are

blowing the most time with. Let us know which game
you’ve been playing the most by writing the name of

)()ur current addiction in the “Playing Ivaiely?" blank

TOPIO
of the CfjlP'rop 100 ballot (page 257). Results for CGIV#122, September 1994

10 Alien Legacy (Sierra)

“X-COM is the I

best strategy game

to come along for

years. I tliink it

should be consid-

ered for the coveted

CCiW Hall of Fame.’’

Notable Quotes
Wit, wisdom and caustic quips

from gaming’s harshest critics

and play?

K. Miller Windsor, CT

Mklwel Tang Napewille, IL

“Not being much of a strateg)' fan, 1 took a

gamble with X-COM. I wish I w'ould be so

lucky w'ith the lotteiy.”

Mind Controlled Minion Buffalo, NY

“Too many great games, too little time. Can

1 get a time anesior peripheral that will plug

“I waited months for

Outpost, then re-

turned it after a w^eek.

Sieri“a needs to look to

Maxis next rime it tries a game of this type.

And nice try on the manual, guys.”

Brad Eng-Kohn, New York, NY

“Let’s not put Outpost in the grave yet.

There’s quite a game in there.. .when it is fi-

nally FINISHED! I hope the programmers

and game designs are listening.”

Doug Borgo Rochester, NY

Until now, this kind of knowl-

into 750 pages. Tiie writing

cast is impressive, with 31)

graphics engine guru .\ndre

LaMoth. Se,-\wo[.!‘ designer

and sound driver alchemisi

John Ratcliff, comj)uter

graphics mage Denise Tyler,

and C++ raycasting engine

maestro Mark Seniinatore.

The book as.sumes that the

reader has some C program-

ming experience and expo-

sure lo assembly language.

Although this puts the book

at the intermediate lo ad-

vanced level oi' game hacker,

an enthused beginner could

still garner basic concepts

without being overwhelmed

by pages of assembly lan-

guage listings,

Most books of this sort fo-

cus on 31) programming in

C++. “Gurus” deals with the

*/.-^TsK.'K!OFTHF.

_Game'
Programming
OURUS

techniques for creating action

games, but also oifers itself as

a serious primer for develop-

ing any game. 'Htis most tiior-

ougli work covers all the

essentials from hardware to

sound programming, AI to

3D sprites, and even high-end

graphics engines that employ

raycasting (the techniques

used for creating games like

\V’ol]'knstein-3D and
DOOM). The bundled CD-
ROM comes loaded with

source code that ties into each

chapter’s lesson.

For S45, roughly the price

ol' a game, the reader will ob-

tain real-world computer
game programming skills.

edge, a must for the game
programmer’s library', w'ould

have uiken up an entire book-

shelf. If it doesn’t seiwe as a

cutting-edge guide, it will

surely find its place as an in-

dispensable reference. Tncks of

the Game Programming Gurus—
S44.95 from SAM’S ITiblish-

ing, (800)428-5331.

— Mike Weksler
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The End Of Sound Card

Installation Hassles?
New Mediatrix Sound Card Leaves Hardware Jumpers Behind

A new 1 6-bi(. sound card Irom

Quebec, Canada, may relieve

many a hardware ctrnliguration

lieaciacho. The Aunio'nux Pro

from Mediatrix features

wavetable synthesis, installs in

an ISA slot, and, after a brief

software conliguration, plays

Sound Blaster/SB Pro-compati-

ble sound and ()PL4 General

MlDI-comi^atible music. In a

departure from often-frustrat-

ing sound card installation,

thei’e are no physical jumpers

on (he card that have to be con-

[igiircd to a user’s macliine. All

hardware coniiguration is done

with the conligunitioii soltware,

and only two lines are added to

the AUTOEXEC,BAT file. Best

of all, liie.se commands set up

the card without invoking TSR
(terminate and stay resident)

programs, which take up the

same lower nicmoiy g-ames of-

ten need lo nm. llie Ai Dio iTtiX

Pro uses drivers that reside on

chips and download to a micro-

controller.

Musician George “Fat Man”

Sanger, famous for his many
game .soundtracks (WiNt; CoM-

MANOICR, Till' SKVENTU GUKS'1',

Seawole, among many oth-

ers), has tested the card at his

labs to ensure that its imple-

mentation of General MIDI
wavetable synthesis will play

music the way composers in-

tend it to sound. The card

passed the test and became

the first sound card to receive

the “Fat Seal” of approval.

In a preliminaiy test in the

CGW Lab, we fotind the .sound

card to live up to its promise.

The only difliculiy we experi-

enced with the Aunirt’ritix Pro

was with I^Ei. Maoic. venions of

Return to Zork and I'liE

Horde tliat failed to play sound

or music. Still, this is a small ob-

stacle when compared to the

motintain of incompatibility,

memory management, and

configuration hassles normally

faced by no\'ice iisei's.

'Ihe At'DiaiRix Pro is now be-

ing .shipped with drivel's for Win-

dows, Windows NT and OS/2,

and later editions should include

drivers for Chicago, Windows

Ml’ f()r Power PC and Next Step

for Intel processors. With a

MIDI-connc*ctor cable kit, lots of

bundled software, and digital au-

dio capable of handling 16-bit

48KhZ sound, the AuDiOTRix

Pro delivers General MIDI- and

Sound Blaster Pro-compatibility

both liasslc-fi'ee and at a reason-

able price. Watch next mondi for

a more detailed look at the Au-

dioirix Pro in our December
Sound Card suivey. For more in-

formation, call Mediatrix at

(819) 829-8749.

—Mike W^eksler

Hollywood In Spades
Poker-Faced Stars Play Their Cards In New CD-ROM Poker Game

Sf)on giimers will be able to

fake .some celebs for all they’re

worth in a game of high-stakes

poker. New World Comput-

ing’s new CD-ROM gtune, Mui,-

TIMEDtA CE[.l'.HRriT POKER, will

feature flill-inolion video pcrlbr-

mances Irom Jonathan Frakes

(Star 'Frck; Fhe Next Genera-

tion), Morgtin Fairchild (Flamin-

go Road) and Joe Piscopo

(Saturday Night Live).

Players may choose from a

number of different poker

gtunes, and ojJt to pla)' one, two

or all of the stars. Accordinjj to

New W^orld, die celebrities en-

gage players in a battle of wits

and try to distract them with

slapsdck corned)' and sex apj^eal.

New World’s Scott McDaniel

says, “MUI.'I'IMEDIA CELEItRl'fV

FULL-SCREEN FLUSH Try to bluff stars

in Multimedia Celebrity Poker.

PoKEit incoiporates die newest

video technology, so players

can tnily interact with the stars.

This is going to be the most

outrageous poker gtime on the

market.” llie game is expected

to be relea.sed in November.

As an aside, McDaniel men-

tioned tliat Joe Piscopo, who
had never played a computer

game, was so impressed by

what he .saw that he ordered a

high-end multimedia computer

with the help of the New World

stair and submitted some ideas

for a gtime stairitig liiniself

ESriMATEO RELEASE OAIES BASED DK THE LATEST

IHFOnMAIlQR FROM SAME DEVELOPERS

KAME OF GAME. COMPANY RELEASE DATE

IITH HOUR Virgin 1/95

1830 Avalon Hill 1/95

BATTLEDROME Oynamix 12/94

BEYOND SQUAO LEAOER Avalon Hilil/95

BIOFORGE Origin 12/94

CELTIC TALES Koei 11/94

COLONIZATION MicroProse ....-.11/94

COMMAND & CONQUER Virgin ... .2/95

CYCLONES SSI 11/94

CYBERIA Interplay 12/94

DARK FORCES LucasArfs 11/94

DESCENT Interplay 11/94

DUNGEON MASTER 11 Interplay , .12/94

ELDER SCROLLS: Daggerfall 2/95

FLIGHT COMMANDER Avalon Hill .11/94

FPS: FOOTBALL ‘95 12/94

FULLTHROHLE LucasArts 2/95

HARDBALL 4 Accolade 11/94

HARVESTER Merit 11/94

HEROESOFM&MNewWorld ...11/94

HIGH SEAS TRADER Impressions .11/94

INCA III Sierra 12/94

INCREDIBLE MACHINE 2 Oynamix 1 1/94

JORUNE: ALIEN LOGIC SSI 11/94

KINGS QUEST VII Sierra 11/94

LEMMINGS 3 Psygnosis 12/94

LOST EDEN Virgin 1/95

MENZOBERRANZANSSI 11/94

MM CELEBRITY POKER New World 11/94

NASCAR RACING Papyrus 11/94

PANZER GENERAL SSI 11/94

PHANTASMAGORIA Sierra 2/95

RENEGADE SSI 12/94

STALINGRAD Avalon Hiil 11/94

STAR REACH Interplay 11/94

STAR TREK: TNG Spectrum 11/94

STONEKEEP Interplay 11/94

THIRD REICH Avalon Hill 11/94

US NAVY FIGHTERS EA 11/94

WARCRAFT Blizzard 11/94

WING COMMANDER 3 Origin ....11/94

WINGS OF GLORY Origin 11/94
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Features

20 thrilling new levels!

Realistic, detailed VGA
graphics!

Auto-mapper that helps you

move through levels!

Heart-stopping hazards!

New enemies with cloaking

and morphing abilities!

Awesome weapons arsenal!

Dramatic, heart-racing sound-

track and digital sound

effects!

Gen
INCORPORATED

Intake $toHe;

j||^

. . . tops the original

W^enstein™.

.

PC Review

Welcome to the 22nd century! The future is here in the form of Dr. Goldfire,

a brilliant bio-scientist whose ghoulish genetic research has spawned a bat-

tle-thirsty horde of military mutants. Poised for attack, they await his com-

mand to unravel the universel Only you, as Blake Stone, the galaxy’s most

intrepid aggptr can-faifilttate Goldfire’s secret fortress on a remote pianet

and kick these creeps out of the cosmos! (

Powered by an advanced, fast version of the 3D engine originaiiy used in

{^iknstein 3D'", this game has the fast, fluid graphics you love and ultra-

rbalism that will keep you spellbound!

The reviewers are already in orbit over Bloke Stone:

"Did you like Wolfenstein 3-D '

? If you did, you'll love Blake Stone." -PCM Magazine

"There's more of just about everything . . . Plenty to keep you on the edge of your seat!"

-Electronic Entertainment

"The first-person viewpoint and smooth movement will have yau peering sideways inta the

monitor to see if there's another monster around the corner." -PC Magazine

Get ready to launch the new galactic mission that wiii make or break Blake

. . . Planet Strike

FormGen, Inc. 7641 E. Gray Rd, Scottsdale, AZ, 85260

(800) 263-2390 • (905) 857-4141

Available on disk and CD.

Wollenstein 3D is a trademark ol id SoHware. Plonet Strike was not developed or produced by id Software.

Circle Reader Service #57



Short takes on games undergoing beta testing

and soon to be released.

Metal Marines

T
he introductory cartoon

and background set-up of

Software Toolworks’

Mi'I'm. Marines strateg)' game
has a distinct Japanime bent to

it, as do the hilarious angiy

threats from tlie computer-

controlled opponents. Even

the missiles Hying from win-

dow to window have a decid-

edly anime flavor in this

fast-playing strateg)' game.

'I'he game setting is the far

futtire and the world has been

balkanized into small inde-

pendent islands because of

the ultimate weapons: anti-

matter missiles. You must

make your island safe for the

inhabitants by annihilating

yoLii' opponent’s base. To do

so, you’ll have to build-up

your offensive capability via a

point and dick interface that

looks light out of Maxis’ SiM-

CriY oi' Gremlin’s U'l opia.

As the game begins, your

island can be .seen in one win-

dow and your o])ponent’s is-

land in another. Initially, you

see no military/industrial in-

stallations on your opponent’s

island until launching your

first missile as blindly as if you

were playing B.a'ITI.eship.

Then, each missile “sends

back” reconnaissance infor-

mation so that you can “see”

where the enemy’s installa-

tions are located. You’ll want

to take out your opponent’s

anti-missile installations first

to reduce the likelihood of

your missiles being shot

clown, Alter that, hitting vital

targets will be a breeze, and

you'll get those delightful

messages where the villainous

opposition cries, “You’ll never

get away with this!”

Projected release: November

Relentless

-D action

blends with

puzzle-solving

in this unicjue new

action/adventitre

game from Eu-

rope’s Delphine

Software. You
jblay the role of a

Quetch, one of

four races on a

relatively new planet on the

peripheiy of the galaxy. Each

race is an intriguing animated

being that looks roughly like

a computer-controlled mari-

onette bobbing about the

screen,

'fhe Quetclies are an op-

pressed race, and your char-

acter is the one who is going

to have to gathei' together

bits ol' arcane magic in order

to rescue the beautiful

|)rincess, Sendell, and defeat

the evil Dr. EtinErock. To do

so, you’ll have to escape from

an insane asylum (a beautiful

tiled environment that looks

a lot like some of the

ciiyscajjes in SvNt)ic:.-vi'E) and

navigate across sev-

eral continents tis-

ing the foni' means

of encountei' at

your disposal: Noi'-

mal, Atliletic, Ag-

gressive, and
Sneaky. If you en-

counter a person
while you are in

Normal mode, )’ou

will usually initiate conversa-

tion; in Aggressive mode,
you will end up fighiing; in

Normal mode, you will usti-

ally manipulate a lever or

push a button; in Athletic

mode, you might iiy to jiini])

over it. So, tt large part of the

game is solving the puzzle of

which mode is most benefi-

cial in a given circumstance.

Electronic Arts will publish

RELEN'rt-E.ss in the United

States.

Projected release: November

Hod] ‘n’ Podj

S
teve Meret/ky, prolific

creator ol' adventure

games (Siu’KRHERo

LE/UiUE OE IIOltOKKN), IS tiy-

ing .something a little bit dif-

ferent in his next design.

PIODj ‘n’ Ponj is structured

like a traditional board game
with an aclventtire game mo-

tif, but with several dozen
subgames. The game’s twin

characters, Modj tntcl Podj,

are in a race to rescue two

princes.ses, Mish and Mosh,

lost somewhere in

the land of Po-

Poree. Two play-

ers can compete
with one another

on this (jtiest, or

one player can

pla)’ Modj and the

computer Podj.

The pla)'ers roll

the digital equi\’alent of dice

and move arotind a beautiful

Super VCiA maj), set up

something like a fantasy (.ian-

dyland.

’Ehe subganies are mostly

traditional brainleasers, puz-

zles, and games, but with a

Meretzky nvist. For instance,

the old Battleship game resur-

faces as Baillelish, played with

seafood in the place of ships

against an octopus opponent

that sounds like Mae West.

There are cr)'ptograms, rid-

dles, arcade games, grajdiic

puzzles, card games and more

along the road to victoiy, most

of them tweaked, bent, and

twisted in .some strange Meret-

zkian way. A narrator de-

scribes the successes, failures,

and misliaps ihttt befall the

characters, and each game
screen is filled with “Easter

Eggs,” making the game .seem

like an adult version of Gr.\NU-

MA And Me. Hop] ‘n’ Poiti has

a little bit of eveiything, and is

anything but uninteresting.

Projected release: November
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Advertisement

Coming October 15. 1994

^^Wacky Wheels'. A fun, action-packed 3D racing game
you can play alone or against friends via modem!”

hat's right,..nothing beats the

excitement of playing against

other human racers. You really /ee/

the thrill of racing when you blast

by your opponent, slam their car

into a water trap, and beat them by

a hair to the finish line. It's so fun.

you'll hate to finish!

Two players can compete on the

same computer (split-screen mode)

or on separate computers using

modems to race each other or battle

in one of the six Comm-baf''^' zones

that are included.

The wild kingdom of racing!

You can play any of eight wacky

animals in Wacky Wheels. Each

animal has its own colorful antics,

animations, including a

panda.

mode allows two players

to race on the same computer.

You get 15 original race tracks

After you select your wacky race

character, you get to select any

of fifteen unique race tracks (30

if you have the Upgrade
Edition). Each track has a dis-

tinctive winning strategy. It’s up

to you to figure out the best way
to race each one.

There arc three classes of

tracks, from novice to expert, as

well as two racing car speeds.

All tracks have special obsta-

cles and dangers: Water traps

(you can race underwater!), lava

lakes, jump ramps, posts, turbo

lanes, ice, oil slicks, bushes, and

many other hazards.

Wacky weapons help you win!

But what you’re not expecting is

the hedgehogs! Grab all the track-

populated hedgehogs you can and

hurl them like baseballs at the

other racers to send them spinning

out of control - giving you time

to pass'em by. Other weapons to

collect include bombs, oil slicks,

and flame balls.

High-speed racing action

Apogee games are action-packed,

and Wacky Wheels is a perfect

example. From start to finish you

get edge-of-your-seat excitement

and action. When playing, you’ll

grit your teeth, lean your body into

the corners and scream “EAT
MAGMA!” as you launch a hedge-

hog that sends the racer in front of

you spinning into the lava!

Speed across a narrow bridge to avoid the

bubbling lava!

Once you play Wacky Wheels, you just can't

stop. Ask yourself: Is that a bad thing?

You get all the winning features

• High-speed, 3D point-of-view racing!

• Large variety of race tracks.

• 16 songs^with multi-channel digital

sound effects, with native suppoil for

the GUS, PAS-16, Sound Ciuivas, SB
l&Pro, WaveBlasKr. tind General MIDI.

• Two-player, head-to-head modes

via modem connection, serial link;

or at the same computer.

• Time trial mode allows you to go for

a record time on^ each track.

• ReraoteRidicule™ feature ^allows

you to send a funny, distracting

message to your opponent during

modem matches.
^

Try Apogee’s games for FREE
Anyone with'a modem can call the

huge Software Creations BBS, and

download Apogee’s games for free!

The BBS numbers to call:

508-365-2359 @ 2400 baud

508-368-7036 @ 9600-14.4k v.32bis

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

Or, to order directly from
Apogee, call 1 -800-APOGEE1

.

Price: $24.95 plus shipping.
(Ask about our Upgrade Edition.)

If you’re looking for genuine

action games with boundless energy

and playability, look into

Apogee. As our slogan says,

“Apogee means Action!”

Circle Reader Service 1143



Sta,rWars Saves Your Screen
WhileYour Brain Is Far, FarAway
A iriie )ecti knigtit must re-

sist ihe evil Kiiiperor and de-

stroy his Impei'ial Windows
screen savers before its Hying

logos scrambles the brain, llie

rebellion will be better seiwed

by smuggling a copy of

L,ucasArts’ new Siar Wars
Sctti’iKN EntI'RTAinmknt aboiu'd

your Milleniujii PC.

Beliiting the size and detail

of (ieorge Lucas’ far away

galaxy, this Screen En’ieri'.ain-

MENT pack is probably the

biggest screen saver ever re-

lea.sed. Fourteen modules with

almost 10 megabytes of gi-aph-

ics and stjund will lure new re-

cruits to the Rebellion. When
your brain drifts off into far

away galaxies, the screen fol-

lows suit with scenes such as the

Multiplayer gaming, a sleep-

ing giant in com|)urer enter-

tainment, has received a wake

up call from Sirius Software

and their Came Ck)NNEcriON

software. G.uie CoNNEcrrtON is

a game-link program that al-

lows users to p!a)' multiplayer

games via a local BBS. The
software provides a routing

mechanism that allo\vs gamers

to call into a BBS using Ihe

M-AJor BBS software and play

games without taxing the re-

sources of the host BBS. The
number of people allowed to

play in a single game is limited

only by the gtime and the num-

ber of phone lines in the BBS.

now-clichc X-Wing trench run

on the Death Star,

You can watch Man Solo and

Chewie making the jump to

iightspeed Ifoni ihe controls of

the Millenium Falcxjn. Or write

your own text in the scrolling

type receding into the stars ;it

the beginning of etich movie

(“Imperial scum caught tainper-

SCREEN SAVER WARS LticasArts

tights back at the Imperial

Windows screen savers.

The software currently sup-

ports lour-player DooNt, eight-

player Si'ECi'RE VR, six-player

EMt’iRE Deluxe, four-player

Gi.OBAi, CoNQUi-s’E, ill addition

to supporting 30 iwo-player

games, including Falcon 3.0,

Grande-S'E Fi.eki', and lNnvC,AR

R.ac:in(;. 'Flie Game Connec-

tion software cuirenily sells for

.§199, but the price will in-

crease as support for new
games is added.

For more inibnnatioii on

Game CoNNEcnoN or to find a

BBS using The Major BBS
software, call Sirius Software

at: Voice (307) 237-0()(55. BBS

(307) 237-2112.

ing with this control system will

be entombed in Gazfluvian

hogspitfor 1,000 years...”).

Sound elfects and digitized

audio are included in the pack-

age, enabling our favorite dark

helmeted one to menacingly in-

tone, “I ha\'e decided to termi-

nate your hard drive. Refonnal

will commence immediaieh'.”

There are blueprints of

Concjuesl, exploration, mag-

ic, annihilation—if you can’t

get enough of this at work,

we’ve got a game for j'ou. .Mas-

ter OF Magic, brought to you

by the people who created

Master of Orion (SimTex

Software), not only looks a lot

like Cmlizahon, it offers simi-

lar pos.sibiliiies for world ex-

pansion, with battles decided

as much by magic as by sw'ord-

play. If our cover story on

MOM in the .September issue

left your ciysUi! balls blue, )’ou

can download a j^layable demo
ofMOM from the MicroProse

libmjty on CompuSen'e. Head
to the Game Publishers li F(j-

runi [GO GAMBPUB] to llnd

the MOMDEM.ZIP Hie in Li-

brary 2 (MicroProse). Follow

the prompts for installation.

Would you prefer tackling

something a little more viscer-

al? While waiting for the ‘9.5

version of Front Page Sfor'IS

Football Pro, you can .stay

sharp by joining an on-line

Imperial battleships, as well as

biographical readouts of your

favorite bizarre creatures f'rom

the Mos Eisely Cantina.

If the droids you’re looking

for carry llamethrowers and

cycle around your desktop

sliooting at Jatvas, call the

Rebel .Alliance at 1 (800)

STAR WARS and order vour

own cojty for §35.95.

league. The most unique
league we’ve seen is on GEnie,

which runs similar to a fantasy

football league, including a

drafi of NTL players.

llie action etich Aveek comes

not from actual NFL results,

i)ut from each league owner’s

cftaching decisions. Over 40

oHensive and defensive game
jjlans allow you to employ an

aggressive pa.ssing attack, or

blitz tlie opj30sing quaiterback

into oblivion. Tlie commission-

er then has the EPS Fctanui.L

l^RO program play all the

games, using the submitted

coaching profiles, and publish-

es the re.sulLs both on-line and

A'ia e-imiil, complete with up-

dates on injuries and free

agents. Ownership of FPS
Footb.u.i. is not necessary to

play—unless, like any good
coach, you want your team to

practice during the week. To
check into a league, tiy catego-

ry 37 in Scorpia’s (iarnes

RoiincrFable on GEnie.

Connection Established
New Software Allows Gamers To Play Network

Games—Without A Network

Master Of Magic Summons Gamers;

Pass, Run & Punt in GEnie's Football League
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Smart parents have
an answer for everything.

Smarter parents help
their kids find the answers.

VleW, Son
,
I’Ke

reason daddies

Cari't hove bab'Cs

is because sonieone

has to drive momrn'es

to the hospital.^

do 1 have to go to the doctor?*’ “Wliat happens to thefood I eat?” Next time your kids ask you
q^uestioiis like these, we have the answer - What Is a Bellybutton? Memorable characters, colorful

animations and health based learning activities make this story book format CD-ROM come to life.

See your favorite software retailer or call (800) 432-1332, Dept. 190.

0 1994 IVl PjDi'SNng Inc. Time^jlB is 3 legislcred imflema/kol Tms. Inc.. U.S A. ts 8 legisteiea maik si Micrcsufl Cofowalon. Macniosn u a regrsicicd iiadsinark of Acpis ComDuier Inc.

V/

ONE WRONG
TURN AND
YOU COULD
BE LUNCH.

Introducing AnnaTommy - an incredible CD-ROM learning adventure that teaches your kids

all about the human body as they navigate through it. Part of the Mayo Clinic Learning Series.

See your favorite software retailer or call (800) 432-1332, Dept. 190. V/



“... may well be the game that establishes the new
tormula in CRPG’s.”

—Johnny Wilson, Computer Gaming World

“TES: Arena surpasses all other role playing games
in depth and realism! A must buy for RPG fans!”

—Russ Ceccola, Electronic Games Magazine

“...a must-have, huge role playing adventure.

TES:Arena is the best RPG of the Year.”

—Strategy Plus Magazine



f'au-f'i.r-

...They're a Way of Life

i 'rr' f ^ 1370 Piccard Drive • Rockville, MD 20850
^ Tel. 301 926-8300 • Fax. 301 926-8010

'
For ViSA/l^asterCard Orders Call 1 800 670-0700

'

Hints Call 1 900 88-HINTS

The Elder Scrolls: Arena™, Delta V™ and Bethesda Softworks are trademarks of Media Technology Limited.

Copyright © 1993-1994 Media Technology Limited. All Rights Reserved. All pictures shown are actual IBM screens.

0/< /(' liv.ickT Scnlco ff-10

“there is nothing out there on the market that com-

pares ... or even comes close”

—EdDille, Electronic Games

“One of the best flight sims I have ever seen.”

—Steve Honeywell, Computer Game Review
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Hawg Heaverf"\
Behind The Screens OfLucasArts’ F^.l. TflR^l-^E

by Johnny L. Wilson X ?

B
asicali.v. n ’s thk
(,;()()I.E.SI‘ GAME
EVER,” SAYS GAME
designer Tim
Schafer. “Tliat’s

pretty mucli the

synopsis.” Schafer

dances nimbly on the saber's edge of

self-deprecating humor, his eyes sparkle

with enough mischief to make you sus-

pect tliey’ve been enlianced by Cieorge

Lucas’ nearby special elTecis mavens.

'I'he grinning prtjjecl leader’s hands toy

with one of San Francisco’s own ‘‘Flying

Camel” yo-yos as he tlii'ows machine
gun-paced htirbs, supplements the game
animation with verbal sound elTects that

would liave made Mel Blanc proud, and

deftly convinces eveiyone around lliat he

loves what he does.

Of coiu'se, Schafei' might occasionally

want to do something else with liis lime.

Fie did seem a little envious when a fi'iend

got back fi-om a leiigtliy cross-countn’ mo-

torc)’cle trip and began to regale him with

Hunter Thompson-like tales of incidents

along the road and encounters Aviih other

bikers. So, he decided to do his own biker

story by concocting it weird recipe that

uses familiar ingredients {liebel IVilhoul A
Cause, Bronson’s Pc.ojHe, Exioy IVhicli Way
But I.oosc, The ;md Ronle 66) wliile

containing .some of the bent angles we’ve

come to expect from Schafer since he

teamed with Dave Grossniiin and Ron
Gilbert on the LeChugk’s Re\'EN(;e: Se-

CREf OE Mo^KE^ l.siANi) II tmd with Gross-

man on D.av of tme 'fEX'r.AGi.E. In Fl'i.i,

Tiiroi'I'i.e, Scliafer gets full range to ex-

plore the darker side of his liiimo]- and

even create puzzles that satirize the entire

genre of graphic adventures in order to

bite the hand that feeds him. Spiinkle in

some new artistic technit]ue,s with some

new and modified technology, and yoti

should got a recipe tliat doesn't seem like

li-adilional LucasArts’ liire.

Full 'I'HRO'rri.E puts you in the role of

Ben, a biker on a mission: a mission to

clear his name {lie’s been framed foi- min-

der), to find it mysterious woman (not

onl)' is she better looking than a “one-

armed man.” but she has an interesting

past, as well) and reach the heavenly ex-

haust fumes of the hajjpily ethyl after.

You start out in a dum|ister and your lirsl

series of tasks is to get out of the trash, re-

cover your keys, and hop on your bike in

ortler to become the avenging Hell’s An-

gel you need to become. Fach simple puz-

zle is designed to familiarize you with the

interface. The interface is similar to the

pop-up interface used in Sam Max, but

all of the iconic commands tii'e placed on

an oversized bikei' gang medallion. 'Flie

medallion interface pops up on the

screen so you don’t have to click/sort

through the series of options like I'ou tlo

in the earlier game.

As in any graphic adventure game,

you’ll be rec|uired to u.se your brain to get

Ben out of sci'apes, but sometimes yoti'll

be able to use Ben’s brawn to get out of

olhei' tight situations. Even so, the design

team hasn’t forgotten that many ol'us who
play graphic adventures do not like reilex-

based jmzzles. So, as in the insult-fencing

in the original Secret oe Monkey Islanii,

they have added a tactical element to the

“combat” and, just to make it that much
more interesting, that tactical element is

often displayed in 3-D perspective with

camera angles you aren’t used to seeing in

a Luca.s.-\rts graphic adventure.

DARK SPEED
Ben’s world is a bleak, llituristic setting. Al-

though the backgrounds and dark settings

would suggest a post-holocaust world, both

ai'lists and designers insist that there has

been no disaster, no series of wars that has

led to this gmng)' future. Rather, they were

attempting to portray an unspecific fu-

ture—sometime when entropy would have

caused much of the planet’s inli'astructure
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to decay and economic circumstances

would have caused a polarization behveen

tlie wealthy and ihe ordinary. Indeed,

Lead Artist Peter (ilian introduced a visual

cue that mils all the way through the prod-

uct—the “have”s have hovercraft and the

‘‘have-nol”s liave wlieeled vehicles.

^’et, for all of its darkne.ss, the artwoi'k

is both lush and stunning. The sjjecial el-

fecis are more impressive and there

seems to be more visual variety in the

game. Why? I’here are four reasons: 1)

the dark palette makes it easier to do

more animation: ‘i) tiie use of cinematic

clo.se-ups and cut-scenes allow foi' moi'e

backgroiinrls and less detailed “rooms”

than earlier games; 3) the addition of;!-!)

vehicles to 2-1) scenes provides for. addi-

tional variety; and -1) the use ol' a modi-

fied RtBEL A.ss.-\i;t.i' engine provides

inodilied pacing and a lirst-person jier-

sjiective.

’I'he use of the dark palette allows the

artists to use hard lighting and long shad-

ows. I'his automatically limits the palette

ill terms of color which, in turn, simpiilies

color matchiiig/contrast issues. Instead,

the animators, led by Lead Animator I^ir-

iT Aiiern, can concentrate on the motion

and simple dichotomy beUveen light and

(lark rather than dealing with all the in-

betweens. As a result, the dark palette

gives the screen a more gritty, realistic

look and, as an added bonus, saves time in

animating movement .setiiiences.

Using cinematic close-ups and cut-

scenes originated out of the team’s desire

to empliasize both characterization and

action. Close-ups and cinematic camera

angles enable the artists to bring out

more emotion and feeling in the charac-

ters, giving the product more of a graph-

ic novel than cartoon feel. Ironically, the

use of cinematic cuts and angles has

meant less gross animation work for tlie

;irtists than in the older

products, since many of

the animated set|uences

of old were merely func-

tional set-j)ieces to get

the character I'rom one

room to another. Now,

yon can adjust the inter-

face so that an arrow

points olf-screen in the

direction you wish Ben

to travel and, with one

click, Ben telepoi'is into

the next scene. Tliat

one feature may speed

gameplay considerably.

A BRUTE, HIS BIKE AND HIS BROAD

A dark game with a dark subject

matter, Fun Throhle looks more like a

graphic novel than an animated

adventure game. Cinematic close-ups

and cut-scenes dramatize Ben's

leather-clad quest.

Gamers will like the new approach to

transitioning between screens because it

speeds play; the artists like it because

they are spending less time on gross ani-

mation and more lime on fine animation.

“Now,” says .Ahern, “e\’ery action has a

reason.”

The only downside to the addition of so

many new angles and cut-scenes is that

the work had to be planned out further in

advance with gi'ealer detail. The key

frame sroi')’boaicls that show key anima-

tion cels from each major junctui'e in the

stoiT ha\e become roughh’ the thickness

of liiree or four large encyclopedia vol-

umes, and there is less room for making

changes “on the lly.”

Also, the emphasis on action has called

for more medium shot btickgi'ounds than

usual. Instead of walking from j)lace to

jdace. Ben zooms through the world on

his molorcTcle. To make that convincing,

he has to blast past more than a few in-

triguing backgrounds. Hence,

there are less “rooms” with

lots of active objects and more

“I'ooms” \\'ith one linear active

area lor Ben to pass through.

Speaking of |danning out

animation in advance, 3-D /\n-

imator Da\’e N allone says, “809f' of anima-

ti<m is thinking about the shot and know-

ing what yoti want to do beloi'e you

execute it.” It's a good tiling Vallone, an

alumnus ol' traditional cartoon animation

at several independent studios, believes

that the major task of an animator is cere-

bral since he has been challenged with the

monumental task of creating 3-I) vehicles

that blend into 2-D backgrounds. Tliar

may not sound tough, but it is a delinite

challenge. 2-D art uses tricky little tech-

niques in perspectiie in order to liiol ^ou

into thinking that a traditional picture is

three-dimensional. 3-D softivare tools

model their subject matter from a true

three-dimensional perspective. So, some-

times Vallone has to trick the 3-D model

into coni'orming to the 2-D parameters.

There are several ways Vallone can do

this. First, (he dark palette and use of

shadow is as advantageous for his anima-

tion as it is I’or Ahern’s animators. In one
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Second, VaMonc
takes the backgrounds

crafted by llie two-di-

mensional artists and

creates tlirec-dimen-

sional models of light

sources so that he can

get the lighting just

right when 1^-1) vehi-

cles flash across the

scene. In the dramatic

“Cave Fish" scene,

where a rival motorcy-

cle gang crashes sev-

eral bikes in a cave,

\’allone set up three

dilTerent angled spotlights biised on the

ligliling in the background. Then, he ran

wire-framed models of the rival gang’s

bikes through the scene and niatle nota-

tions as to the lighting effects. Then, he

figured out the plnsics for the pivot

points oi' the hikes as they crashed and

ran the light lest tigain. Finally, he ren-

dered the entire scene, only allowing the

vehicles to become two-dimensional agitin

in time for Ahern’s S]3eci;il effects anima-

tors to paint the crashes in Dki.uxk P.mn i

Animator.

REBEL ASPHALT
One of the biggest new looks in FlJl.l.

I'liRO'i’i'i.i': will come through the use of

Vince Lee's A.ssai i.t game engine

to handle some {)f the lirst-person ticlion

BORN TO BE WIRED Conforming 3-D wire-framed art to a 2-0 background

was one of the biggest challenges in creating Full Throhle. The designers

used physics to determine where the 3-D bikes and their pieces would

land when they crashed.

aged to overcome the logistics of integrat-

ing the nvo jDrograins, though, and all will

seem seamless to the gamer.

Using the RKitKi. .Assati.t engine has

also caused some inleresluig problems in

the art depariineiU. 'I'he original engine

was intended to be as |)hoio-realislic as

possible. File game world of Fui.i.

TiiRcrri'i.i-: is a graphic novel-style envi-

ronment. The concept was to use Peter

Chan’s drawings as texture maps to phice

over the 3-D hillsides in the Ri-atta. A.s-

SAi.'i.a' program. 'Fhey were even tihle to

enhance the look of the action by adding

a parallaxing sky and ojjlimizing the data

Ilow for double-speed CD-ROM access.

Yet, wheti the programmers siai'led

getting 15-20 K tM clata per frame of ;mi-

mation, a new danger ajjpeared—over-

scenes. The interesting challenge in-

vtjlved in using this game engine along-

side the venerable, but always evolving,

SCUMM (Story Creation Utility for Mani-

;\C'. Mansion) graphic ad\’eniiire engine is

that Lead Programmer Stephen Shaw
and his compairiol Mark (irowley must be

able to get one program to shut down

\vhile the other one works, and then get

the former to start hack up with all of the

|.)revious inliirmaiion. Fhal’s harder than

it sounds bectiuse both jjrograms have

llieir own calls to the processor and

means of handling data. Fortnnateh', the

Rtaua. Assai'I.i se(|uences are discreet and

that progrtmi can com])ietely shut down

after those setjtiences are completed. The
SCUMM engine is able to multi-task, so it

ciiii essentially free/e with all of its vai'i-

able states in iheir location while the

Rf.uki. Assai'I.I' engine allocates its own

memory locations. The team hits man-

scene, he is able to trans/bi'in a 3-D Ben

and his bike fi'om 3-D to 2-D as the hiker

moves from a shadowed environment to a

lighted environment. In the light, 3-1)

Ben’s arms would have to move rettlislical-

iy and elongate 1(3 animate his moving of

the handlebars. The extra animation of

his bodv movements would have been veiy

time-consuming ;md was unnecessary to

the .scene. Instead, the eye is fooled h)’ the

transition from dark to light tint! the

gamer will be leli with the impression that

Ben and bike actiially are three-dimen-

sional all the w;iy through the scene.

rendering. When the terrain starts looking

too realistic, the coherency of the entire

g;nne world begins to unravel. Since the

goal ol' the team is to create, as Shaw ob-

seiwes, “one lliiid intenictive ex])erience’’

in spite of the mixlui'e of technologies, ihe

artists occasionallv have to tell the pro-

grammers to limit the resolution oti the

RcHia. .Aj-S.AL’l.’i-styie setiuences.

MADE LOUD
TO BE PLAYED LOUD
Another new element in Full Turoiti.i:

that will enhtmee your enjtn’ineni ofihe

game is the effort in sound design. 'Faking

;t page out oI'Sk)vvalker Sound’s pkiybook

(where the digital division of LucasFilm

managed to create the dinosaur sounds

I'ovJarassic Park with strange combinations

of existing aninnil sounds and hi-tech

sound tricks), (ilint Btijiikitin has used his

talent to make the sounds in FULl.TiiROi-

rLF something really special. Not onl\’ did

Bajakian take digital sound samples of

monster Flarleys on location, but all mo-

torcycles in the gatne have signature

sounds. 'Fhiil isn’t the end of the si(3ry,

however. For one hawg, he enhanced the

motor’s natural roar with a lion’s roar. For

another bike, he look it sound effect oi'

bees in a jar, sped uj) the bees' buzzing

and mixed in a dentist’s drill on top. For

iinother, he took the hee sound, slowed it

tlown and mixed in a ch;iin going over a

chiiin link fence.

Prior to Clint’s elforls, most sound t;f-

fecis for LucasArts' games came off

archi\'e CDs of cartoon sound elfects or

mereh’ out of the LucasFilm archives.

Now, with sound design, LtiCitsArts’ giiines

may well hitve a unitjue new sound signa-

ture that will set them iiparl from other

computer games.

COOL BIKES,
COOL SOUND, COOL STORY
As Tim Schafer would say, “That's pretty

much the synopsis.’’ Me was kidding. 'Fhe

gitme's plot is intriciUely interwoven, the

look is different from any previous Lii-

casArls game, the technology is heller

than ever, ;md even the sound is dislinc-

live. Full Tiiroiti.l could veiy well be

the interactive grttphic novel that many of

us have longed to play, just remember, it’s

a dark game with a dark palette and a

dark subject matter. Play it in the chirk to

make sure you see all the detail and gel

the maximum impact. It might not be

“the coolest game ever,” hut it mighi be in

the running. ^
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There Goes the Neighborhood.

Build Mankind's Future In Space

B
oom. Earth is destroyed by a

cotostrophic event, and you're re-

sponsible for rebuilding civilization on

another planet. Lucky you. Where you go

and if you survive is up to you - there's a

galaxy of possibilities.

Based on NASA research in planetary

science, robotics, terraforming, and

interstellar spacecraft design, Outpost places

you in control of the most comprehensive

strategy simulation ever developed for the

PC. No kidding. From the colonization

See your local retailer or coll 1-800'757*7707

Circle Reader Service #111

starship to the robominers and monorail

systems you'll use on the planet surface,

Outpost's photo-realism and 3-D rendered

animation are unprecedented.

Develop agriculture, mining and manu-

facturing to survive, and then invest in

research and recreation facilities to make life

more comfortable for your colonists -

hopefully they'll be around long enough to

enjoy it. Because, in the end, the decisions

you make will determine the destiny of

mankind.





The

Cybertron

from

Ihe

Slraylif’ht

Corporation

BY LOUIS M. BRILL

there is some

reality to

virtual reality.

I

magine stepping through the looking glass of your

computer monitor and into your favorite game
world. No longei' are you a flight sim fan, viewing

your woi'ld through an awkward set of keyboard

commands and viewing modes: now, you are a

fighter pilot who can track a bogey by tui'iiing your

head, No longer are you a puppet master in a role-

playing game, controlling your avatar’s movements

from a god-like jjerspective in die sk)': now, you are the

avatar, walking through a game world and meeting

odier character.s face to face. No longer do you play

golf by using an arcane series of mouse clicks; now, you

are on the i'ainvay, and you siving the club.

Tliis is the promise of virtual reality—the o|iportu-

nity to wrap your senses in technolog)' and become

completely immersed in a computer generated envi-

ronment. This promise has been hanging in i'ront of

gamers' noses since the late 1980s when die concept

and immense possibilities of this new technolog)' be-

gan circulating among the technologically awai'e. But

while the concept ofVR has spawned several movies,

shelves of books, and lots of talk, the technology re-

quired for a tme VR experience has remained in the

hands of research gi'oups and pioneers. 'Hiis is due in

large part to technical issues: the bark of VR’s

promise was simply much greater than the bytes avail-

able to pull it off.

Of course, as is technolog)'’s wont, it has been im-

proving. VR pioneers are slowly ironing out difficul-

lies and the technology is becoming cheaper to

create. Now, at the end of 1994, we find ourselves on

the ci'est of the first wave of VR technology that you

and I can actually touch. This holiday season will find

several VR helmets on the shelves of your local com-

puter hardware store, and a virtual reality theme park

may be under construction at your local shopping

mall.

VR CAME DESIGN
VR games are taking on many different forms in this

open and vaguely defined territoiy. 'fhe types of gam-

ing experiences range anywhere from tried and true

shoot-em-ups and virtual variations on capture the

Hag, to exploratoiy experiences that put you in a hang
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glider or on die back, of a dragon. No mai-

ler wliat form diey lake, VR games all have

a few core elements in common ihai dislin-

giiisli them from iraditioiial 2-0 conijiuier

games. VR gaming is “immersive” in dial il

totally involves the player visually, eiiher

wilh a VR helmet or a large cockjiil that

envelopes the player. VR games also typi-

cally have multiple players simultaneously

involved within a single game. In some cas-

es, VR games allow plai’ers to collaborate

wilh computer “agents” that talk and ad-

vise participants on their gaming tech-

nitjues.

Gilman Louie, CEO and foiindei' of

Spectrum HoloByte, notes the clear dis-

tinctions between conventional computer

gaming and that of a VR vintage, "A lot of

peoj)le think VR games are just 3-1) com-

puter games—they really aren’t! A good

\’R experience is a combination of envi-

ronment, hardware and software. In \'R,

we're creating environments, not just sto-

ries, so here VR entertainment demands a

dilferent structure, one of oifering an ex-

perience, not a narration, 'riuis we as

game designers are not Just scripting sto-

ries, but building computer generated

worlds with rules of action. Once complet-

ed, we put |jeople in these worlds and al-

low them to interact.”

While it is evident to all "N^R game de-

signers that immersion and interactivity

are key elements of a good \'R exjjeri-

ence, tiiere is much current experimenta-

tion with regard to the balance of the uvo

(juantities. On one extreme of this bal-

ance, you have the traditional com|xiter

game, which has a high degree of interac-

tivity, As you participate in a computer

game you move yoursell'and other things

around or shoot at other objects, changing

the environment as a re.sult, but it is (.lone

more in the form of an indirect jjarticipa-

(ion where players watch the results of

(heir actions

from a dis-

tance. 'I'here’s

lots of interac-

tion, but uo

deej) sense of

participation.

On the other

hand, a person

could be totally

immersed with-

in an event and

not encounter

anv interaction

within the envi-

ronment at all.

Such is the case with current leisure-ride

simulators, (l-)isney’s Star 'fours, l()r exam-

ple) where riders have a very convincing

sense of moving through an environment,

but only as passive obsen'ers with no ccaitrol

(n'er their situation.

Ultimately, tlie answer to the tjuestion

oi “Interactivity vs. Immersion” will de-

pend upon wbaUeach game design is Hy-

ing to accomplish, fhe current crop olA’R

games fall eveiywbere along the interactiv-

ity/immersion spectrum, and one would

expect that the truly successful \'R games

of the future will strike a harmonious bal-

ance between the two.

ON LOCATION WITH VR
While VR in the home is the I'anlasy of

many computer gamers,, home VR teeb-

nolog)’ is coming along very slowly, 'fhe

best bet for those who wain a tjiialiiv \'R

experience in the next \’ear is to visit an

arcade, bar, or Locati<m Ba.sed Entertain-

ment center (LBE) featuring a \’R iittrac-

lion.

Genenilly located in a suburban commu-

nity, an LBE center tyjhcally oilers such di-

versions as bowling alleys, miniature golf

courses and batting cages. It is also ustially

accompanied by a cafe, bar, or restaurant,

and a gathering place or lobby for its par-

ticipants to collect together before or after

their gaming experience, ’fhe dvnaniics of

a conventional LBE are more than

])erfect for a VR game, and al-

most even' major \’R enter-

tainment pla)'cr including

Virtual World Enter-

tainment, Magic
Edge, Virtuality,

Fighter Town.
Edison Brothers

Mall Entertain-

ment, and Iw-

erks

Entertainment, are Iniilding VR attractions

at LBE centers.

These \’R companies have taken to the

LBE concept for many reasons, not tlie

least of wliich are financial. In virtual reali-

ty attractions, j)layers find themselves

dealing wilh a slew of cyberwear accou-

trements, including a head-mounted dis-

play (HMD) atid Joysticks, or, if it is a

cock])it-based experience, various control

boards, iliroiiles, and several viewing

screens. Obviously, the price of such hard-

ware would be prohibitive, to say the least,

if someone wanted the same experience at

home, 'fhe l-BE environment also allows

these companies to have a dedicated sup-

port stair that briefs participants on game
play and equipment use, and generally

ensures that players have a good time.

Furthermore, the VR companies can en-

hance the VR experience by designing

their lobbies and playing areas such that

they look like a movie set. Flight simulator

LBEs, like Magic Edge or Fighter Town,

have the look and feel of an Air Force

training center, for cxtimple, and fantasy-

oriented \'irtual World Entertainment de-

scribes their look as “Jules Vern meets

Blade Runner.” Here Victorian drawing

rooms are down the hall I’rom VR cockpits

which act as j^orlals to other world adven-

tures. 'fhus wilh special gaming equip-

ment and visually themed lobbies, VR
companies can turn their sites into excit-

ing digital theme parks.

Location based VR attractions are defi-

nitely the wave of VR’s short term future,

with Ml atti'actions being installed into

shopping malls, movie multiplexes, theme

parks, and anywhere else people gather to

have some fun. Currently, cockpit-based

VR simulators seem to be the front-runner

attraction, althongh donning HMD cyber-

wear with a handheld Joystick offers a bit

more cumbersome, though more immer-

sive experience. Clockpit or HMD, players

are definitely dancing in the digital dp-

main wiiiiin some of the following elec-

tronic pla^'grounds.

Strapped into a device

that would have thrilled the

Marquis De Sade (left), users of

Evans and Sutherland’s Virtual Hang

Glider steer their soaring spirits

through a futuristic L.A. (right).
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VIRTUALITY ENTERTAINMENT
With over 400 systems worldwide, Virtuali-

t\’ F.iiieriainment's brand of VR attraction

is definitely the most peiwasive. Virtuality,

which calls their product by the same
name, oilers both sit-down and stand-up

play stations. In each version players don a

Visette—a slim, lightweight FIMD viewing

goggle which visually portrays any one of

10 different VR games, including shoot-

em-ups (ZoNt; HtiNTitR), aircraft simulator.s

(Ki.YiNt; Acks) and fantasy adventures (Lh;-

KNt) Qui'^ri'). Interaction in these games is

through <1 joystick which acts as a weapon

or steering device in the virtual world.

Mrtualiiy’s Li-ctiND Qutib'r is a D&D-like

adventure played otit rhrotigh a Virtualit)’

HMD environment. Players take on the

forms and personas of either a wizard, elf,

dwarf, or human wanior and, armed with

swords, daggers and axes, pit their skills

against skeletons, goblins and wraiths.

Fighting against injtistices, players are chal-

lenged to Ifee a beautiful princess and save

tlie world from demonic creatures. Game
play is on many continuing levels, so finish-

ing one level of the game does not necessar-

ily metui the game is over. Like D&D,
LKca;Ni) Ql'l'-S'i' has its following who gadier

together at regular inteiTals.

ALTERNATE WORLDS
TECHNOLOGY
Allerntite W’orlcls Technolog)- is the cretttor

of fully immersive HMD systems (both

stand-up ;md sit-down) known as the Reali-

t\ Rocket. According to John Persaud,

AWn^s director ol' marketing, “we think VR
is grooving by the interest we’re seeing in

the technology and how thtit’s reflecting in

our increased sales. It's obviously a good

part of the fiiture of out-ol-home enterttiin-

ment and part of the next step of game in-

voh’ement that arcade players are looking

for." Ctirreitlly A\VT offers three VR
games, W()i.ri';NS'iiaN-VR, based on id Soft-

ware's WOLl'E.NS'lEIN 3D, Blvke Stone,

based on Apogee’s ^Vf)LlE.\'SrE[N copy-cat,

and GviiER'iVu;.

EVANS & SUTHERLAND
Fonner defense contractor Evans Sc Stilher-

hind oilers participants the Vir'itjai. Hano
Gi-IDER, giving them a chance to climb into

a lutng glider frame while resting in a body

su|)j')ort that carries the player parallel to

the ground. Phiyers see their visual land-

scape by peering into a viewing scope in

front of them. Launched into an urban

landscaj)e ol' skyscrapers, monorails and

freeways, players grasp the hang glider’s

glide bar and, by watching the view-

ing scope, gingerly navigate

through aerial alle)Avays flying,

lloating, nr chasing loop-the-loops

in the friendly cyber skies of a Ilittir-

islic Los Angeles. Although built as a

prototype, it was so well received by

theme park ;md arcade owner/oper-

ators that Evans Sc Sutherland is

considering the transformation of

their prototyjjc into an equivalent

theme-park ready VR attraction.

CYBERMIND
San Francisco’s CyberMind is dedi-

ctiled to new interactive and virtual

reality eiuertaimnent attractions,

and has built LBE centers in San

Diego, GA, Atlanta, GA, Toronto,

ON, and two sites in San Francisco.

GuiTcntly CiyberMind presents Vir-

ttiality as their major attraction, but

as other competitive VR games be-

come tivailiible, they will appear at

various CyberMind sites.

Eric Lewis, president and co-founder of

(CyberMind sees virtual reality entertain-

ment as much, much more than just an ar-

cade titiraciion. “We are pioneering

concejUs in developing immersive enter-

tainment as an ‘experience’ related attrac-

tion. As such, we present it in a high-end,

focused entertainment center where atten-

dees can be properly acquainted Aviih a VR

...eEEEeEEe...
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VWE has a future-

/ industrial setting for their

one-man BattieTech cockpits (left),

while Iwerks’ Loch Ness Expedition is

designed for a cooperative group

experience (right).

situation. 'I'his means an introduction as to

liow to use VR gear, and at the N'eiy letisl, a

pre-show briellng on how to participate

wiiliin a VR attraction. And, ol’cour.se, cre-

ating ever)' opportunity for them to liave a

quality VR entertainment experience.”

Lewis has found ongoing attendance of

his various LBE centers to be in direct

proportion to people’s tvillingness to ac-

cept computer entertainment as a valid

form oi |day. Ultimately managing VR tit-

traclions is about getting audiences used

to it as a form of entertainment and learn-

ing liow to have fun doing it. Me has

found that in urban areas people tend to

more easily adopt to VR games. In more

rural areas there is a greater amotini ol'

computer and VR education necessaiy be-

Ibre the players will accept virtual reality

as a form of entertainment and fun.

VIRTUAL WORLD
ENTERTAINMENT
Virtual World Entertainment of Chicago,

IL is the oldest and most successful LBE
operation in the world. Begun in the

Spring of 1990 with their first site in

Chicago, VWE is rocketing along as its au-

dience and empire of centers continues to

grow. Over one million tickets have been

sold from their nine currently active VR
centei'S. Between the centers operating in

Chicago, Walnut Creek (CA), San Diego,

Houston, Las Vegas, and Japan, \A\'E now

maintains a Heel of over 232 pods. By

year’s end, three additional centers will

open in Dallas, Pasadena and Boston.

\^WE’s feattire attraction is B/Vrn.KTEcai,

a multi-player ‘mech shoot out based

upon EASA’s B.-vitleTech game universe.

Players jump into ‘mech cockpits ouidtted

with fooipedals,

Joystick and sev-

eral panels of re-

alistic switches

and buttons that

have real func-

tion during play.

Bati'LeTecii has

been |)layed in

Chicago for a lew

years now, but

several new loca-

tions have

opened up acrtiss

the U.S. No mat-

ter \\’here (he lo-

cation, it seems

that i^layer en-

thusiasm is uni-

versal. as

summarized by \AVE San Diego promo-

tions manager Paul Tierney: “'fhe lines

around the block here at our site bode

well for a great future. We already have a

few die-hard pilots who have gone on over

100 missions.” VWE has recently added

another game to its repertoire, Ri:t) Pt.\N-

E'l'. Another cockpit-based game, Red

Planet is a demolition derby set at a Mar-

tian mining colony, and it seems to be

gathering almost as much interest as B.a’T-

ti.eTec.h. Certainly, players are carefully

choosing which game tfjey would rather

play hrst.

Gaming options are diverse, and include

team play where two groups ol four go at

each other, intramural league play-olfs be-

iweeii centers, and free-for-alls where any-

thing goes. There are even competitions

between centers across the globe, a Virtual

World Cup. The best United States players

compete with their Japanese counterjxirts

for the title of International Grand Master.

The title of the first championship was won

by a |apanese player who had played 400

games to hone his skills.

W'hat kind of “life span” does \^VE-think

its games will have? Company co-founder

[ordan Weisrnan replies, “it is too early to

tell because the games are still in full

play, blit generally games that

represent sporting

metaphors

[Ba'I'ILeTech—hunt-

ing and Red
Pl.ane'T

—

car rac-

ing] will probably

have longer life

spans than ex-

plorational-type

games. E\’en so.

we expect by 1995 to have otir own first ex-

plorational game in some of our centers.”

MAGIC EDGE
In another take-off on cockpil-basecl \’R.

Magic Edge, Inc. has cretited an LBE cen-

ter to house a VR ciickpit ihat moves
al)out to player commands, fhe cockpit is

named Hornet X-21, an 17A-18 jet simula-

tor incorporating tin enclosed cockpit,

communications gear, apjrropi-iate throt-

tle and weapons control Joysticks, and a

windshield almost as big as that of a small

car. The cab is a motion platform with

three axes of motion: ])itch, roll and yatv.

As participants engage the ihroitle, the

cab physically moves in corresponding

wa)’s.

The combat zone is a comjjuter-genei-

ated landscape that is pnqecied to the

cockpit’s large viewing screen, Via a head-

phone and microphone, players commu-

nicate with a control lower that guides

each player in their brief, but engaging

aerial mission—usually an encounter with

one or two enemy targets. Once they have

completed a mission, the pilots are guided

back to their aiiTield for a landing and re-

ttirn to base.

KINNEY AERO
Kinney Aero’s Fighter Town in Hike For-

est, CA is another popular LBE operation

where participants become involved with

fixed and motion-based intei'active lliglit

simtilators and undergo continuous train-

ing in Jet operations. Enthtisiastic wtinna-

be flyers are provided with a choice of 10

different Jet planes to explore the wild blue

yonder, including the F-Ill, F-l()4, F-lb

and F-14. Fightertown’s success can be

charted in the same direction as their air-

craft on take-off—up, up. ujx Since open-

ing their doors in june of 1992

membership has .steadily increased, and

their simulators are tised at nearly 10091^

capacity with an estimated repeat play aS'

high as 65%-70%. Attendance was consis-

tent enough that, within a

year of opening,

Idghterlown

moved to

a big-

ger
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Ikcility and expanded ihe number of jet

trainers fruni four to ten aircraft witli the

inclusion of added realism by placing sev-

eral simulators on motion-based platforms.

IWERKS ENTERTAINMENT
In Iwerks EnteHainment’s ViRmAt. AnvtLN-

'i'URi'S: 'riii: Locii Nt-ss ExPEornoN, play-

ers become involved with egg rustlers and

evil alligators, each intent on stealing

Loch Ness eggs. The adventtire’s theme

directs players to find and protect

“Nessie’s” eggs by capturing them for re-

planting in a safer part of the lake. Partici-

pation involves a high-tech simulated

submersible vehicle with a 3-D video dis-

play screen offering a six player cockpit-

like environment. To participate, each

crew member dons a pair of 3-D glasses

transforming the virtual world into a

three-dimensional landscape of images

chat seem amazingly real. Players operate

specialized workstations either controlling

ihe submersible’s periscope or robot arms,

or driving the sub through an underwater

seascape. Already there are at least two

planned VR installations with the first at

Nauticus, The National Maritime Cenietv

in Norfolk, VA and the other to be placed

in Koxwoods Casino in Ledyart, CT.”^^

CREVSTONE TECHNOLOGY
Most of the first VR gan^bfferings have

been crtide imitations of^’cade shoot-ern-

ups, but now VR gar^ designers are be-

ginning to create a new level of VR
attractions tha^ore closely match the en-

teriaimneiu interests of a much bigger au-

dience, ^^i^uuding women, older adults,

and (jimilies. “There is a large population

of.-aitdiences equally attracted by explo-

j'ational adventures, as others are by com-

maiive game experience,” says Dave
Klaugh, communications director for

GreyStone Technolog)', a former creator

of militaty simulators and now designer of

enierlaininent landscapes.

In the interest of showcasing a total VR
encounter, GreyStone developed The
Pi'ER/VNonoN Experience. Tlie experience

is a combination of how participants get to

visit that world and what they see when

they gel there, 'fhe virtual world portrays

a hor.seshoe-shaped canyon with a water-

fall creating a river that flows arouncl an

island of rock-like spires with a castle on

lop. Participants enter this world by climb-

ing onto the back of a pteranodon which

is actually a fiberglass replica of this pre-

historic Hying reptile. The pteranodon

faces a wide screen video rear-projection

system (using three

screens: a center screen

and one on each side) and

on top of its body is a sad-

dle and a set of reins.

Climbing into the saddle,

participants carefully grasp

the reins and, as their ad-

venture begins, the bird’s

head appears in the front

screen cawing and screech-

ing as it Hies over waterfall,

river and canyon escarp-

ments. \Vith the pteran-

odon’s head continuously

bobbing and wings flap-

ping, participants are able to control its

direction and height byrieaning into the

saddle and pulling^ the reins to navi-

gate. ^
d'he RrER/\NqpoN Experience was llrst

presented aLthe prestigious SIGGIGXPH

computer. gi'aphics show in the summer of

‘93, where just about eveiy person who Hew

it walked away impressed with the experi-

ence, says Kiugh. “Essentially, people seem

)to really like flying around in non-threaten-

ing, explorational environments. We were

pleased enough with the public’s reaction

to our Pi ER-VNoucN Experience that we are

improving upon it to a point that we expect

it will eventually appear as an attraction in

a suitable entertainment location.”

THE VIRTUAL CLUBHOUSE
While VR game content may have its en-

tertainment roots in arcade attractiems and

certainly has taken more than a couple of

frames from Disney’s TRON, VR enter-

tainment is actually very far removed from

arcades and is much closer in gaming and

social dynamics to tennis or bowling. Virtu-
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WHERE THE VIRTUAL THINGS ARE

Emm
CYBERHINO, One Embarcadero Center, Lobby Level, San

Francisco, CA, (415) 693-0861, (Virtuality center)

MAGIC EDGE, INC., 1625 Shoreline Blvd., Mountain

View, CA 94041, (415) 254-5500, (Motion-based cab

simulators]

FIGHTER TOWN, 8 Hammond /Suite 100, Irvine, CA

92718, (714) 855-8802, (Static and motion cab simula-

tors)

VIRTUAL WORLD ENT, 1375 N. Main Street, Walnut

Creek, CA 94596, (510) 988-0700, (BattleTech, Red

Planet)

7510 Harzard Center Drive # 211, San Diego. CA, (619)

294-9200, (BattleTech.Red Planet)

CV6ERMIND, Belmont Park, 3136A Mission Blivd., Mis-

sion Beach, CA 92109, (619) 488-1957, (Virtuality center)

lilililliM

Disney World, Pleasure Island, Lake Bueno Vista, FL,

(Cybertron)

CYBERMIND, Gwinnett Place Mall, 2100 Pleasant Hill

Road, Duluth, GA 30136

VIRTUAL WORLD ENTERTAINMENT. North Pier Festival

Market, 435 East Illinois # 334, Chicago. IL 60611,

(312) 836-5977. (BattleTech, Red Planet)

VIRTUALITY, North Pier, 435 East Illinois . Chicago. IL

60611, (312) 527-3002, (Virtuality center)f
TECHNO GAMES, 8190 Beechmount Avenue, Cincinnati,

OH, (513) 474-6770, (CyberTron)

TIME OUT ON THE COURT, 640 Forest Fair Drive, Cincin-

nati, OH 45240, (513) 671-8008, (Virtuality center)

VIRTUAL WORLD OUTPOST. Memorial City Mall, Exhila-

rama, 303 Memorial City Mall, Houston, TX 77024, (713)

827-0381, (BattleTech, Red Planet)

9330 N. Central Expressway # 105, Dallas, TX 75231,

(214) 265-9664 (BattleTech, Red Planet)

DAVE & BUSTER’S, 6010 Richmond Avenue, Houston, TX

77057,(713 ) 952-2233, (Virtuality center)

I'JhMFflTl

NAUTICUS, THE MARITIME MUSEUM. 1 Waterside Drive.

Norfolk, VA 23514, (804) 664-1000, (Iwerks Entertain-

ment; Virtual Adventures),

al World EiUertainnienl

founder Jordan Weisnian.

whose initial \'’R game, B.vr-

n.rTrcn, has been comiiui-

ally attended for more than

tlii'ee years, attributes as

much of his company’s .suc-

cess to player enlhiisiasni as

he does to game content,

“'fhe background fantasy

helps to attract players, but

ultimately it’s a social situa-

tion of people getting lo-

getiier and Iniving a good

time. It's not unlike a tennis

court ^vhere the Ixisic facili-

ties of net, racket :ind ball

are jjrovided, and then it’s u]) to the play-

ers to make tlie tennis game hapjjen as

tliey can. So tiie success of B,-vi')'LETt;cii is

that it oilers limitless replay as long as

tliei'c are people to challenge."

As T.HF.s are being designed and estab-

lished as nuijor urban attractions, they are

taking on the presence of an cnlerlain-

menf I'acility not unlike a movie iheatei'

wiili a renewable attraction periodically re-

leased eitlier on a seasonal basis oi' when

attendance drops. Over time players can

look forward to establi,shed LBEs offering

any number of game choices from single

play to intramural competitions as more

advanced players seek out their coimier-

parts from other teams or LIU', centers.

Already VWE has set the pace by begin-

ning these competitive challenges between

all their centers throughout the United

Slates and Jajian.

VR COMES HOME
As much as virtual reality is trying to estab-

lished itself as a public recreation, it also

seeks inroads into that most private and

m{)St wealthy of entertainment landscapes:

the living room. Home YR is certainly tlie

most talked about and desired, but least

dcvcloj)ed VR arena to date. Home \'R,

once successfully launched, could easily

compete with television, music, lioard

games, and whatever else people do

for living room fun. Home VR’s

emergence is dependent
upon three primaiy fac-

tors; iifl'ordable hard-

ware components, a

lai'ge libraiy ofVR
e.xperiences, and

an interested

public.

As yet, home
\'R is not seen

as a rejjlacemem for television or electron-

ic games as much as it is seen as a niclie

market of computer enthusiasts who enjoy

wearing an HMD for full game immer-

sion, As virtual reality becomes pail of the

living room scene, its presence is expected

to emerge via two formats: a closed loop

(UD-ROM access) and a connected loop

(modem access). The closed loop is clisliii-

guished by the fact that mucti ol the

ecjuipmenl required to create a practical

VR entertainment system is already in

place via pre-existing home computer and

UO-ROM gaming systems. Missing are the

final components of an alT'ordable HMD
and complementaiT position tracking sys-

tem to help participants navigate through

a virtual landscape. Computers and CD-
ROM players exist in the millions, and

certainly the emergence of a (jiiality low

cost H.MD unit will go a long ways in

lannciiing a successful home VR market.

The home HMD is an elusive VR pe-

ripheral device subject to slringenl

price/performance pressure. The high

costs come in with complicated and ex-

j^ensive electro-optics devices needed for

lieacl tracking and image display, A paral-

lel comparison is to review tlie emergence

of camcorder products where the price

jioint for home consumer models I'anged

li'om .?500-S1000 and “prosumer” models

from S15()0-S3000 (and up!). With HMDs
there is a wide selection of prosumer mod-

els ranging from .'SSOOO-SOOOO per single

unit and in the home consumer I'aiige,

lliere has been nothing as yet.

The history of liome HMDs to dale in-

cludes an abortive attempt by SECA to de-

sign a unit as an add-on jicrijiberal to

ilieir existing electronic gaming et|uip-

ineni. Slated for Christmas, 1993 the

SECA unit was pulled for further engi-

neering and improved game compatibility

with a new release date for Fall. 1994. Tlie

cniTeiitword says that it has been put on a

long-tenn back burner. On the horizon,

there are several HMDs coming this

Christmas, the most interest-

ing of which is

Forte Tech-

nologies’

VEX-1.

I'hLs

Greystone wants to

get people out of the house

and into The Pteranodon Experience

(left), while Forte hopes to bring the

technology home with their VFX-1

head mounted display (right).

a2 COMPUTER GAMING WORLD • NOVEMBER 1994



unit was recently introduced at inlerME-

DIA ‘94, in San Jose, CA, and presenied in

conjunction willi Knowledge Adventure’s

CD-ROM products Si’KiU) and Tiik Dis-

coverers, whicii will be rolled out tliis tall

as a bundled package.

'I'he initial VFX-1 is slated to be FC
compatible, and already there are at least

30 solbvare developers including Origin,

Inter|)lay, New World Computing and

Looking Glass all preparing or revising

CD-ROM games to be compatible with the

VFX- 1 HMD. The VFX- 1 ,
which was tested

by the author, was I'ound to be comfortable

and light-weight, with an easily accessit)Ie

HMD viewscreen complete with a fliji-Lij}

viewer design. Unfortunately, the quality of

the visual display is just not up to snuif,

and may not be worth the rather still' ask-

ing piice of SI,000.

Another consideration for home VR is

the “connected loop” where perhaps the

single most important component for a

home VR system would be a modem. With

a modem, the home user literally hits the

world at their fingertips in creating access

to expanded home VR opportunities. For

one thing, home users could dial up via a

conference connection, creating a situa-

tion allowing several people to piiriicipale

in a simultaneous VR encounter. Another

possibility would be a dial-up to an I.BF'

where a player could become locked on

board an existing LBE-VR game and par-

ticipate witliin the virtual world along with

on-site participants. Of course, your 9600

baud modem couldn’t quite handle the

amount of data needed foi' a VR experi-

ence, so we probably won’t have remote

VR until we have fiber optic cables run-

ning into our homes.

The emergence of the home VR market-

place is not expected to occur all at once,

but rather become a market that will grow

in spurts as more VR compatible software

and HMD units appear at consumer price

points. Home VR, like other consumer

product developments, depends upon

compatible software for its specialized

viewing equipment, which in turn cannot

be necessarily built until the jiroper hard-

ware is in place. This is the classic “the

chicken or the egg?” dilemma and, as con-

fusing as it is, this is the basis of how home
VR will most likely come about.

\Vith software in place, the impetus is on

HMD manufacturers to create practical

home VR viewing goggles of a comparable

quality. An ideal home HMD should be af-

fordable ($200-3300), low weight (look and

feel like fancy' Ray Bans), maintain good to

excellent image resolution,

and have multi-user capa-

bilities. With a tremendous

existing base of home com-

puters coupled with an

equally massive number of

CD-ROM attachments, and

a veiy large existing group

of computer game players,

home VR may be a lot clos-

er to living room entertain-

ment than people imagine.

'Fhe keys to virtual reali-

ty’s future are improved

technology, more photo-

realistic computer graphic

imagery, and certainly

more compelling games to

play. Game design will al-

ways be the challenge, and

certainly the first VR entertainment “killer

ap" will go a long way in building VR en-

tertainment as a mass market. As much as

VR is an interactive and immersive experi-

ence, so is it a social one, and ultimately

the single most important component to

successive VR attractions will be network

set-ups allowing many people to simulta-

neously play the same game, both from

their homes as well as from local LBE cen-

ters. Ultimatel)’, physical location won’t

matter, as players will be able to log into

common cyber playgrounds and have a

virtually good time—and that’s for real!

Louis M. Brill consults and xoriles about

high-tech media systems (or theme park and en-

tertainment applications. He is also uniting a

hook on the hisloty ofjilm exhibition. Hr
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Click forward to the year 2063 tick where you've become a jaded tick nihilistic data thief named Sol Cutter tick with a

neural implant jack in your neck tick and one day while downloading corporate secrets tick into the software inside your

skull tick you also contract a nasty little tick computer virus called BurniCycle tici which is basically

gonna corrode your brain tick like battery acid in two hours unless you can i^k outwit and outshoot

relentless enemy agents tick find Doc the only guy who may know how to save you tick thenmake

peace with your personal demons tick and somehow God help you tick locate the party responsible

tick in this cold harsh neon-lit world tick before you bite the oh what a bummer tick yourtime'sup
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|he Stai’ Trek game I really

want to play has not been

wiitten yet. This is lai^ely

because holodecks haven’t
T
I been invented yet.

Let’s face it: tinlil there's a gtinie that can literally plop you

douii ill (laptain Kirk’s coiniiiand chair (or maybe Picu'd’s, it

IcKiks more comfiiHable), no Star Trek game will be completely

sali,sryiiig. I, for one, am less interested in playing Sttu' Trek tJian

in li\’ing it. I want to feel the deck pkmks oFtJie Enieipiise shiver

under die stresses of VVaip 9 accelenitioii. I want to hold die

compact weight ol a communicator in my hand and hear it

chitp as I Hip open its lid. 1 want to deliver a Vulctui neck pincli.

! want to open an o\ eiiiead bin full ofciuadro-tndcale tuid loose

a torrent ol'tribbles upon my head. Somehow, seeing tribbles

pile up inside a monitoi' just isn’t the stuiie.

Unlbritmaicly, short of landing a role in the new series

(“Star Trek: Voyager," sclieduled to hit I'V screens next

year), I don’t see how I’ll have a chance to have any of these

experiences in I'eal lile; and unless we are blessed with a sud-

den c|tianrtmi leap (itmard in virtual reality technology, I

wouldn’t count on experiencing them in a simulation either,

at least not any time Loo soon. Under the circumstances, Star

Trek conijiuler games oiler the best alternative.

Luckily for connoisseurs, Slai'd'rek is in the midst of an un-

piecedented lenaissance. Not only is there a new dVek film

debuting at the box oflice and a pair of'IV series in produc-

tion (plus another jiair cycling through what one imagines

will be eternal re-runs), btit more than half a dozen new

pieces of Star Trek-ielaied softwaie have eithei' just shown up

at, or are on their way to, yoiii' neighborhood computer store.

Even more exciting, the tpialily of these titles is consistently

high, something that has not always been tme of Star Trek

games in the past. Whatever the reason—better teclinolog)’,

designers who know their source material and believe in be-

ing faithful to it, good luck—this year’s crop oflers both ar-

dent and ca.sual trekkers a richer haiv'est than any they've had

to look fonvard to in the past quarter centniy.
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by Charles Ardai

ALL OUR YESTERDAYS
"Jlie first Star Trek games, jjrogTammed in the 1970s,

were veiy simple aHairs: graphically bland exercises in

navigation and coml^at set against the backdrojj of a grid

[liat was meant to stand in for outer space. In some you

got to choose between playing a Federation ship or a Klin-

gon ship; in others you had no say in the matter. Some of-

fered gravitational threats, sucli as black holes, for added

intrigue. Most just offered an inexhaustible supply of ene-

my ships to battle, 'fhere were no frills; the computers

these games ran on didn’t have enough memoiy for frills.

Star 'Irek games entered the second phase of their de-

velopment a decade later when two pop-culture phe-

nomena happetied to coincide; the release of Star Trek:

The Motiim Picture in 1979 and the videogame boom of

the early 1 980s. In 1 982 GCE came out with a Star Trek

cartridge for the Vectrex, their vector-graphics home
videogame system. As in the earlier Trek games the

theme was combat, but this time it was combat viewed

from a first-person perspective rather than from over-

head, in part, one assumes, because of the impact of the

trench scene in “Star Wars” {which around the same time

became a popular vector-graphics arcade game in its

own right) and in part because of the success of Atari’s

seminal first-person space combat game, Star Rmders.

To spice things up, GCE threw in space stations for

“power link refueling” and allowed players to avoid plas-

ma bolts from attacking Klingons by throwing up As'I'ER-

oiDS-style shields, but there was no stoiy to speak of and

veiy little other than the logo splayed across the bottom

of the screen to indicate to players that they were visiting

the Star Trek universe. Nevertheless, the game was well

received, getting kudos from most reviewers.

In 1985, Simon & Schuster tried a different ap-

proach: they hired award-winning science fiction novelist

Diane Duane to pen the script for a text-only adventure

game called The Kobayashi Aueerna'iwe. Duane delib-

erately steered the game away from combat, positing an

alternative test for Starfleet trainees to replace the

Kobayashi Maru combat simulator shown at the begin-

ning of “Star Trek II.” Instead of rescuing a ship under

attack, cadets would have to track down a ship that had

vanished, the U.S.S. Robert A. Heinlein.
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Il wasn’t one oi' Dunne’s l)est yarns, bill

lierwrilingwas as good as evei', wliicli is to

say signilicanily better tlian the writing in

any Star Trek game before oi‘ since.

Unfortunately, few peojjle got to read

much of it because the game’s iiileiiace,

which involved spawning sejxirate text

windows for each person in a room, was

impossible to (igiire out. Undei' your con-

trol, the normally resourceful Chiptain

Kirk kejjt bumping into walls, stumbling

over his tongue, and getting lost on bis

own ship. Most pltiyers gave up before

ever (inding the ti'ansporter I'oom; some

never even made it oil tiie bridge.

The experiment had sun'iciently en-

couraging results, however, that Simon &
Schuster held onto tlie Star 'I'rek license

and released four more titles over the next

four years: 'rut; l’ROMi:i'iit;.-\N Proi-nkcy,

about the Enterprise crew almost starving

to death when their (bod replicators go on

the blink; Firs t Con iac.'I', about Kirk rac-

ing the Kliitgons to make contact with a

newly discovered alien sjDecies; Till; Rkim'.i.

Un'I\'i;rsk, about mutinous F'ederatioii

crews inysterijxisly allying themselves with

the Klingons after passing through an un-

usual region of space; and 'I'm: 'Fiun.sini-

UM (ht.M.i.F.NGK, the first-ever Next

Generation game, in tvhich a beardless

Will Riker has to investigate incidents of

terrorism on a Ixickwater jilanet. None of

these games were especially good; al-

though the interfaces improved and bit by

bit graphics crept in, Diane Duane did not

return for any of tlie later games and the

level of writing plummeted.

.-\ few years passed during Avhich the

only new release was Mindscape’s fair-to-

middling collection of action games based

on “Star 'ITek 'I'hen. almost witltout

warning, the modern era dawned: in 1992

Interplay (714- o.a^-bbb.a) released S'I AR

rRi;R: 25Tii Annivi;r.s.\r\' and Berkeley

Systems (510-540-

5535), makers of

AiTi-.R Dark, re-

leased Star Trek:

'I'liE SciREEN Saver,

Both titles captured

players’ nostalgia

for the original se-

ries, both were

smart and funny,

both were extreme-

ly well designed

—

I’M TIRED OF TALKING Although normally the diplomatic sort, the

Enterprise crew is sometimes forced to resolve situations at phaser

point in Spectrum HoloByte's A Final Unity.

and both promptly sliot to the top of the

sales charts.

Is it any wonder then that two years later

we are faced with a deluge of Star Trek soft-

ware, including new entries from both In-

terplay and Berkeley? Not really. Wliat is

something of a surprise i.s that after so long

a hisioiy during which excellence was tlie

exception rather than the rule, the new ti-

tles live up to—and in some cases exceed—
the standard set two years ago.

THE DOOMSDAY MACHINE
'file most eagerly awaited of all the new

games, and probably the iiest, is Spectrum

HoloByte’s (510-522-2584) Next Genera-

tion game, .A Fin'ai. Um'ii'. Teriy Coleman

]ireviewed it in detail in our Ajiril issue,

and the basic game hasn’t changed much
since then. The plot is still intricate, the

map is still huge, and the graphics are still

good enough to make you wonder, occa-

sionally, ivhetber you are watching a

I’ideotapc instead of a computer game.

Since April, though, there have been a

couple oi' new developments. For one.

Spectrum has refined much of the ttnima-

lion, jiariicularlv in close-ups of the char-

ticters, to make the resemblances even

stronger. (Previously. Data and Picard

looked more like wax museum elHgies of

Patrick Stewart and Brent Spiner tlian like

the actors themselves.) For another, S|iec-

irum has inked deals with all the primaiy

actors in the series—Stewart, Spiner,

Jonathan F'rakes, Marina Sirtis, Gates Mc-

Fadden, l.eVar Burton, Michael Dorn,

and Migel Barrett—to lend their voices to

the game, The recordings weren't (Inished

when we ivent to press, hut the snatches we

heard bode well. Unlike the cast members

from the original series, whose deliveiy on

the CD-ROM edition of In-

terplay’s 25th ANNIVER.S.-VRV

game was somewhat Oat

and unenthusiastic, the

Next Generatitm cast gave

Spectrum a set of rousing

performances, snapping

their lines out with all the

vigor and urgency the cri-

sis-laden script demands.
“1 was worried because ol'

the size of the script,’’ says

Mathias Genser, the game’s

lead designer and Executive

Producer, who estimates

that the game will take

around 75 hours to com-

plete. “Patrick Stewart’s

script is about two-and-a-

quarter inches thick, several hundred

pages. His is the largest, but eveiyone else’s

is pretty large, too, But it went veiy well.

One of the wonderllil things is that they are

all really fresh from the show. When we

started, I felt like I needed to direct, but

then when they delivered their lines so well,

I felt guilty about not having to do any-

tiling..."

With 75 hours to fill up, it is inevitable

that A Finai. Uniit contains more than

one stoiy. At its core are two interlocked

quests: the search for a set of legendaiy

Gariclian scrolls, the existence of which

could provoke social unrest on Garid, and

the subseqtient search for the even moi'e

legendary Chodak “Unity Device,” a

mammoth doomsday machine capable of

creating or destroying entire solar sys-

tems. Along the way, the player will stum-

ble onto subplots featuring Romtilans,

Ferengi, and at least one Vulcan (no, not

lhal one), plus several new alien races,

'Fherc are roughly 10,000 loctitions in

the game’s universe—'2,000 stars, each

with an average of five planets and moons,

plus a smattering of starbases— :it least

half of which the player could conceivably

travel to. Five ol the planets are the sites

of major away team missions that nnfiild
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in coineniionat aclvniKiire game {ashion.

Numei'ous others host hrieler encounters.

“The way l.hai I approached it when I

slarled out,” says denser, who is currently

sketching out l)olh a se(|uel to A Finai.

Uniiv and a game based on the new
movie, Slar Trek: Gcnemtious. "was that I

looked at the series and asked what most

j)eople’s expectations are of what Star

Trek is all about. Se\’cral ihing.s were ob\ i-

oiis; it's not a shool-’em-up, for example.

So what we set out to create was a l)ig sus-

pense/mystery story, where you arc ex-

ploring and figuring

things out. And saving

all ol humanity, saving

the Federtition, saving

the galaxy. I mean, why

not?”

To make sure that

fans’ expectations are

met, the designer.s lav-

ished a lot of care on de-

tails. “We are veiy happy

with Ficard’s shirt lug,”

denser says, “and tlu; lit-

tle Worf face ctune out

\’eiy nicely.” Miciiael and

Denise Okuda, graphic

designers and oflicial his-

torians ofThe Next den-

eration, consulted on the

look and feel of the game, and a stoiy edi-

tor frt)m the series was brought on to edit

the scrij)t “for dialogue and content.” Moav

the final product hangs together remains to

be .seen; though the game should be in the

stores bv the time \’ou read this, Spectnmi

was still putting the linishing touches on it

as of this tvriting. |uflging by what we have

seen .so l;ir, though, A FiNAi, UNtiy seems

certain to be the most I'aithful Sttir 'I'rek

gtime, in look and s])ii'il. produced to date.

ARENA
One of the nice features in A Fin.al Uni-

is the animated ship’s tour that intro-

duces pla\’ers to the major (iinctiraial areas

on the Enterprise: the bridge, the trans-

porter room, the holodeck, and so fortli.

’['he ‘l-D animation is smooth and the idea

of walking around the Knrerprise, peeking

here and there, is enormouslv ajjpealing.

Mowever, as good as the animation is, it is

still animation rather than \ideo: and

though the tour does take you to .several ol'

the places one would most want to see, )’ou

have veiy little control over where you go

and what you look at once you get there.

Foi' those who would like a fully inter;ic-

tive video tour of the Enterprise, this sea-

son’s soi'twai'c of choice will be the Nl-:xi'

(h;Nt:R.vii()N lM't;R.-w.'ii\'t; Tr.ciixicAi, M.w-

I'At, (Vom Simon & Schuster (2l2-()98-

71 14). Due to be released first for the

Macintosh, the program uses y\pple’s latest

QuickTime teclmolog)' to stitch togethei'

some 1.5, ()()() photos shot on the sets at

Paramount Studios into more than a dozen

nearlv .seamle.ss interactise \'ideo segments.

There is no game attached to the tour and

onlv a whilf ol'a sioiyline (’"Whi are liillow-

ing a suiTcy probe on a lour of the ship,”

chief tlesigner Peter Mackey summai'izes).

HOW MUCH IS THAT ALIEN IN THE WINDOW? The plot of Judgment Rites offers

more intrigtiing puzzles than its predecessor, and should he even more

interesting when Interplay finishes adding the cast member’s voices.

but within the constraints of iheii' assign-

ment—^which was to create a computer edi-

tion of the be.st-.selting Simon ib Schuster

book—the designers have done a thor-

ough, and thoroughly satisiying. Job.

"The thing that’s wrong with a book,”

says S^’S’s Keith Flalper, “is that it’s a

book. I want to jDut }'oti in the liction.” De-

signer Mackey echoes the .sentiment; "yVll

of the (U)s [based on books] to dale are

real!)' jiisl a book on the screen. This is a

new \\’av ol' con\'e)'ing the inl'oi'mation to

people. Instead of a traditional database

with line drawings, we were intrigued by

the idea of using a location a.s a metaphor

for conveying a stoiy.”

\Vh)’ did they choose the technical man-

ual as iheii' starting point? “The technical

manual is like the Trek bible,” Mackey

says, “the lechnolog)' base for the whole

thing. .-Xiid we were able to put much
more in the TD than there is in ihe book.

For example, if \ou are in Engineering

\'ou can click on the impulse engine dis-

j)lay and see it in more detail ihan anyone

ever has belore.” 4'he nbit[uiious Mike

Okuda wrote some (and vetted ail) of the

disk’s new material, including behiiid-lhe-

.sceiies tidbits about various props and sets

and the slmoting ol the series.

In what way is the di.se interacli\'e? In ad-

dition to beirig able to choose which of 14

locations you would like to explore—besides

Engineering, you can prowl through Sick-

bay, ITn Foivvarcl, Picard’s ready room, the

ship’s exterior—^)'ou gel to click on hotspots

witliin each .screen to acti\'ale mini-aniin;i-

tions. “'Filings that would logically move do

move,” sa)’s Mackey, “especiallv in terms of

looking inside things.” So if you have always

Tvondered what Dr. (irusher keeps inside

her medical cabinets, this will be your

chance to (ind out.

Ambient sounds and music add al-

mo.sjThere and texture to the lour, and

voice-overs b)’ jonaihan ITakes as Riker

and Majel Harrell as the shijj’s comput-

er complete the package.

Assuming that this title is a success,

tvhich it can hardlv not be, what’s next

for Simon & Schuster Interactive? Well,

fur one thing, they hold the license to

produce soflwai'e based oji Voyager.

“We are considering ideas for othei'

Star 'Frek products,” admits Macke)',

who works for Iinerg)'. the firm .Si^-S con-

tracted to pul the Interactive 'Fechnical

Manual together. “But I coultln'l tell you

about those.”

llaljTer is a bit more foi'lhcoming.

“’Flunk Klingon,” he .says, mystei'iously.

A PIECE OP THE ACTION
Not to be outdone by its \’ariou.s li-

censees, Ikiramounl has started its own in-

ieracli\'e media division, and to no one’s

surprise, one of its inaugural ventures is its

own Stai' 'Fi'ek game, ba.sed on the only li-

cense lel'i. Deep Space Nine.

“The Mnnl” plants players in the mid-

dle of a murtler investigation—Duridio

Lot, a Bolian archaeologist, is f()un(l dead

in a back room at Quark’s not ten minutes

into the game—and the implications of

the crime are far-reaching. Not only does

Constable Odo ha\'e an obligation to re-

store order to the station and to see justice

done, but he has to gel to the heart oi two

separate plots, one Ferengi and one Bajo-

ran, and nab a thief who has made oll'wiih

a device of exli'aoi'dinaiy deslructix'c po-

tential. (Mavbe it’s the Unit)' Device,

stolen from Sjx'cli'nm HoloB\’te’s game...)

In an interesting twist, you do not pUu'

Odo, nor any of the other familiar charac-

ters from the 'FV series. Instead, you

choose one ol' four "guest stars”: a female

Federation officer, ncAvly assigned to the

station; a male Bajoi'an who knew Majoi'

Kira back in their Resistance da)’s; a male
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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 playfield at once so you can aim your shots.

A great pinball game has that unique quality of playability and never-

ending challenge that keeps you coming back for.. .just one more

game and a shot at your new high score!

Washington Post- "Crystal Caliburn perfectly

captures the essence of a great pinball machine."

New York Times-"The realism is striking...

[Crystal Caliburn] will be at the top of Silicon Santa's

gift list this year."

Inside Mac Carnes - "ARCADE CAME OF THE YEAR"

Computer Game Review- "Crystal Caliburn sets a new

standard. For realistic pinball on a computer, there's nothing

like this game."

Electronic Entertainment- "Crystal Caliburn 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,"

MacUser-"[iectronic pinball's Holy Grail."

(Rating: 4 '/rout of 5)

CrystalCaliburn
from the creative genius of LittieWing™, developer of TKISTAN™ and light Ball Deluxe™ for Macintosh.

Available from your favorite retailer or mail order catalog. Interactive DIMO on AOL^

NOW AVAILABLE FOR WINDOWS!

srsnimctimmHTS:

MACINTOSH: 13 "or

larger monitor, 2S6

colon, and 4MB BAM.

WmOWS: 386 or faster

processor, Windows 3.1,

2S6 SVGA monitor,

4MB BAM. Supports

SoundBlaster^ and other

Windows compatible

sound cards.
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pit)’ that it doesn’t really work; llie liici is

tlial it's too liard to ligtire out liow to use

the personality wheel or Just what its eC-

fecls are, except in (he most obvious cases.

Also, since in all other rcsjjccts the game is

:i normal adventure game, it is awrully

easy to forget that the personality wheel,

which is tucked away in tin unlabeled cor-

ner of the screen, even exists.

On the (Jlher hand, il you do forget

about the personalit)’ wheel, the game is

tjtiite good. Especially good are the sets

(though they are currentlv loo hriglitly

colored—Paramount promises to tweak

the palette before releasing the gatne “to

less of a technical achievement than the

Interactive Technical Manual hut still an

attractive, well-scripted, atid thought-jjro-

voking game.

With all ol'ihe work remaining to he

done of Deej) vSjjace ‘J, it seems that Para-

mount’s original fall relea.se date was a hit

amhitijMis, Look for the game sometime in

the spring oI'’95.

IT'rengi on a hush-hush mis-

sion to heist some valuable

trinket; or a female Klingon,

out to restore her tarnished

honor.

Where in the station you en-

ter the game depends on which

character you select. Lt. Delgtido

starts in Ops, where she is

hrieled by Sisko, Kira, and Dax;

(iamidan, the Klingoti, starts in

Quark's, fenditig off the ouner’s

lascivious advances. Bixtur, tiie Ferengi, and

Sain Mart', the Bajoran, start in the station’s

labyrinthine uinnel.s, where they would a)>

pear to have all the privacy in the world to

htitcli their plots—^were it not for the fact

that they start the game in adjacent tunnels

to each other. "Ihe gatne's plotting is clever,

setting up lots of tense encoutiters and j)ii-

ting each character against the others iti a

tightly wound dance ofdeception.

The bulk of the game consists of con-

versations with the various characters you

meet, and it is in this context that the

game utiveils its main gimmick, As you

wander aroutid questioning people and

gathering itildrmaiion, you have to select

“postures’’ from a “personality wheel”

which allows you to adjust the way you

come across in a conversation. Choose (he

right balance hetweeti :ippe;iritig “Bold"

and appearing “C'autious", between “(airi-

ous[ity]” and “Circumspect[ion]''. ;ind be-

tween seeming “Greedy” and seeming

“Generous”, and you will win your inter-

locutors over. Strike the wrong balances

and you’ll get nowhere. lust what the right

htilances are change according to who you

are and who you are speaking to, of

course, as do your motives and goals.

The gimmick is interesting, so it is a

WHO AM I TODAY? While you can't oortray a series character In Deep Space

9, playing a Klingon is still quite different from a Ferengi—especially

when talking to station security.

[better] capture the gothic, sinister nature

of the station”) and the dittlogue, wliich

hits exactly the right note for each charac-

ter. Quark’s exasperation with liis dimwit-

ted relatives and snide asides to Odo. Dr.

Bashir’s breatliless wonder, Sisko’s re-

strained but loaded manner of speaking

—

all ofthe.se are captured perlecih’.

'Ihe effect sliould he even stronger once

audio is added; the ‘jnx'-alpha” version I

played was silent. Paramount tells

us that not only will the iinal game

contain the Deep Space 9 theme

music and sound ellecls, hut that

in keeping with the latest trend, a

number of Deep Sluice 9 cast

members, including /Vrmin

Shimennan (Quark), .Avov Brooks

(Sisko), and Rene Auherjonois

(Odo), will he performing their

characters’ lines.

.Also still to he added are several

pir//le sequences and a horde of

non-player characters to lill the

currently nnderpoi)ulined hall-

ways of the slalion. Once this woi’k

is done, a fresh look at (he game
will be in order. For now, it looks

to he a solid elLn'i, le.ss impressive

a game than “A Final Unitv” and

THE MENAGERIE
What’s left on the slate I'or us to consid-

er? Plenty. As 1 mentioned earlier, both

Interpla)’ and Berkeley have new Star

'Frck titles hilling the stores. Sound
Source Unlimited (S()()-cS77-4778)

is offering a pair of new “.Audio-

Glips” collections. Bitstream wants

to sell you Slar'Frek “Font Packs.”

And the MCS Group (605-344-

6775) has Lrauslerred all three vol-

umes of (iiti';r.N!iKit(;’.s (tUidk to

S' l AR ’Fri;k Coi.Li'.ci'iBi.ES to CD-
ROM.

First thing’s (irsi: Interplay re-

cently wra|}ped up production on

tlie CD-R(^M edition of their .sec-

ond Star 'I'rek title. Judgment
Ritus. Similar to the first game iti

most regards,
I

i iXiMKvr Rrrus pre-

sents eight “ejMsodes” in the style

of, and starring the characters from, the

original series. 'Flic CiD-ROM edition is

scheduled to feature the voices of all the

original cast members (just as the CD-
ROM version of S tar Trek; 25'ni .An-

Ni\'ER.SAR\' did), which should be even more

exciting this lime around since in juix;-

.MK.M Rn E.s characters other than Kirk,

Spock, and McCoy get to jiarticijrate in

landing parties, which is where the stories

WHERE NO MAGNIFYING GLASS HAS GONE BEFORE The fine

print on this plaque from The Star Trek Interactive Technical

Manual reveals that Michael Okuda and Gene Roddenberry

are still alive and well in the 25th century.
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Trimark

Interact!

TRIMARK

The critically acclaimed flight simulator from Digital integration-

available for the first time on CD-ROM from Trimark Interactive.

At a price which puts other flight sims into a tailspin. Featuring

the Operation Desert Storm scenario—your choice to finish the

job Stormin’ Norman started. Fly into the Eye of fhe Storm.

CD
ROM

Available now at selected Theaters of War everywhere.
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lend 10 unibki. So lliis Lime Cicorgc Takci

slioiilcl have more to say than “Shields itjj,

captain” and “Impulse power, sir.”

Berkeley Systems, the lirm bchintl ihe

exiremely popular and clever Star 'J'rck

screen saver, is lioping lo make lightning

strike twice by releasing a similar j^ackage

based on The Next Generation. Everyone

remembers the laliing tribbles Crom the

lirsi screen saver, but that was just one ol'

many scenes; there were also burrowing

hortas, ttying brain cells, spaceships ga-

lore, and more sketches of planets, hard-

ware, and other arcana I’rom the series

than anyone could really want.

My favorite gag from the origiiuil had

Sp(x;k .strolling onto llie so'een and obliterat-

ing your windows with his phaser; the Next

Cieneration edition promises to offer a similar

encounter with Lt. VVorf (wiiose skill with

w'eaponry, alter all, exceeds even Spock’s)

and—perhaps to offset the violence—a coun-

seling session witli Deanna dVoi, Plus space-

shijts giilore, and more sketches of planets,

hardware, and tircana fi'om the series than

anyone could really want.

II that’s not enough, Berkeley is also of-

fering S'i'.VR Trkk Screen Posiers, a collec-

tion of 35 stills from the movies that can be

used as a screen saver or as Windows back-

ground art, and S iv\RD.-vrE, a versioit ol'

their Kxpresso calendar/scheduler/addrcss

book package that will feature Next Gener-

ation-inspired layouts and graphics,

Sotind Source Unlimited, the lirm that

even Berkeley recommends to its customers

as the best source of Star Trek audio collec-

tions, has two new compilations of sound

bites to add to its already substantial cata-

logue. Virtual Data, cuirenily only available

on the Mac, is a handsome package lealur-

ing a mix of sound effects from The Next

Generation and custom recordings, made
expressly li^r Sound Source, of Brent Spin-

er ill character as Data. S'I'ar Trek: The
Movies, currently only available for Win-

dows systems, offers sound elfects and dia-

logue from the first six features.

rhe idea behind these and earlier jiack-

ages (which include The Fi\.\l Ero.n iier,

The Loc.ical GoLLEcnox, Excot.iN'i'ER Ar
I'ARi’oiN'i', and 'I’liE Bls'I'oe Bom ^\’oRl.Ds)

is not merely to listen to the clips, [)ui afsij

lo assign them to play wlien events such as

disk ejection or system shutdown occur,

d'liis works better with some clips than with

others; one know's what to do with Kii'k

saying “Disengage this computer now',” but

it is less clear w'hat one is supjjosed to do

w’ith “Your .species has gi'eat curiosity.” It is

also unclear why the editors who jiicked

the clips have .such a fascination with the

episode “Spock’s Brain”— 1 don’t .see wh)’

it is necessaiy lo include all of “What have

you done with Spock’s hrain?”, “\Vhere is

Spock’s hrain?”, and “i-lis brain is gone” in

one package.

But no matter. 1 have no doubt that

hard-core trekkers will be detighled to have

their computers .say “Welcome aboard” in

Patrick Stewait’s commanding tones when

they enter Window's and “Von are dis-

missed” when they leave. Or vice ver.sa, if

they reallv want to confu.se people.

Another potenlialh' handy tool for con-

fusing the masses is Bitstream's pair of

PostScript font packs, Li’i. Bi ts S'ExrTrek

and Li’i. Bits St,\r Trek; The Next Gen-

I'RAiioN. Each contains six fonts derived

from the lA-' .series for use in w'orcl pi'oces-

sors and other applications, which means

that not only can you produce cool,

Staiileet-style letters lo mail lo your lo

your favorite actors (“Dear Mr. Shatner,

please send me an autograph and a lock

of your hair”), but you can also print out

documents that they look like they come

from the Paramount hacklot. Ifyou’re Hy-

ing to pass olf your treatment for the pilot

episode ofVoyageras the real thing, don’t

you think you'll have belter luck if it’s

j)rinted out in “Star Trek Next” thiin il’ it

is in i lelvetica or Gourier? .All I ;isk is tlitit

von leave mv name out of il when Para-

mount catches up w’iih you.

Finally, for those of us who still (jwii our

Mego “Phaser Battle Game” ;ind occtisional-

ly wake up in the middle of the night w’on-

dering w'hat w'e could get. I’or it, there is

(iREENtiERCi’S GUIDE 'I'O S'i'AR Tri;K Ck)t.-

l.Et:ntii.KS, which can iin.swer that cjuestion

and many, many more like it. Ever ask )’our-

.self how' much it would cost lo buy a com-

plete set of Star 'Frek trading cards? Green-

berg knows. How many jigsaw puzzles did

H-Ci 'Foys release between 1974 and 1976?

Greenberg knows. How many issues w'ere

there oi'the “Star Trek Po.ster Book”?

Greenherg has the answer. Alxait tlie only

cjuestion the software doesn’t answer is who
the hell Greenberg is—1 checked the cedits

in the .scani documentation and there w'as

naiy a Cireenberg in sight.

A few other caveats: the database is only

as current as Star 'Frek V; installing the

software successfully can be tricky: the

package incorrectly says it reejuires ‘AVin-

dows version 3.2 or higher”: tiud for one-

sixth the price you can buy the Official

Price Chiide to Star 'ITek and Star Wars

Collectibles in jxiperback. Of course, then

you w'ouldn’l gel the color photos or the

cross-referencing features of the computer

version. A'our call.

THAT WHICH SURVIVES
When fans in the 1970s w'ore buttons

.saying “.Star 'Frek Lives,” they didn’t know

how' right they w'ere

—

or, looking at it an-

other way, how wrong.

Star 'Frek w'as less

alive then, by far, than

il is today. There are

more Star Trek prod-

ucts available now', in-

cluding games, than

at any otlier point in

history. And there is

no sign that the flood

is about to let up in

the near lliture.

How about the far

future? Will the turn

of the millennium

bring me face-to-face

with my ultimate sim-

ulation, the Star 'Frek game of my
dreams? I'he cynical side of me says no;

but the side of me that loves Star 'Frek,

and has repeatedly been astonished by the

rate at whicli technology improves, says

‘A\Ty not?”

Of at lea.st this much 1 am confident: if

there ever are virtual reality games at all,

there will be Star 'Frek virtual reality games.

How'ever much gaming technolog)' im-

proves, Star 'Frek will be there to take advan-

tage of il. And w'ho knows? Maybe one day

W'e will not only have holodecks to run such

g-ames but also starships to put them in.

Just a salutary thought to hold in the

back of your mind as you explore these

latest evocations of the final frontier.

KLINGONS MAKE BAD NEIGHBORS While the story is interesting in Star

Trek: 25th Anniversary, those with joystick phobia beware—the combat

scenes can't be turned off.
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CONIM

THEMES

Within the Citj^'Limits^

eyoncl the Boun'claries of

esire^
NOCTROPOLIS. It glitters before

you, witli menace and allure. Does the

Succubus bend to you in tenderness or

Will you escape the corrupt

T longings of the surgically

, sadistic Master Macabre? Can

you keep the Sovereign of

darkness from the light?

Come into the city. And enter

a nightmare only consummate



Star Trail offers you cveiy'thlng you’ve been missing in a true fantasy

I
role-playing experience... a ricli and intricate world... detailed

characters... an epic quest fraught with danger...

The world ofMania returns with incredihle sound, speech and music,

si)ectacular graphics... and an experience you won't forget!

TooTempting to Resist?
• Graphically detailed automap with

zaam, move and edit capabilities

• Fully editable diary autamatically

records game events

• Brilliant graphics, stunning

cinematics, incredible sound effects

and digital speech

• Fully animated, phased-time,

isometric 3D combat with improved

auto combat system

“3D scrolling amiiiatioiis and massive improvements on both the graphics and sound

fronts now complement a game engine which the designers have redesigned in detail,

responding to virtually every criticism levied against [Blade ofDestinyj.”

~ Siralegy Plus, September 1 994

S “Fans ofSir-tech’s Realms ofArkania series: Rejoice!”
W

>Jn i Ji

'

p ? - Electronic Entertainment, September 1994

To order visit year lord retaSer

or caB 1-800-447-1230

Smooth-scrolling 3D movement

intelligent keyword dialogue system

Print option for diary

and character info

2 levels of difficulty

provide a challenge

for novice and Jul'i '

jL.a;

experienced players ChiwSF-

[tiat «( Aikorio® Ii a rejlittrid trscItBaHt of Jfi-ioih Sohvtoro, Inc Roolmt ol tlrknlo it nenofecliuid

lirftiitnl ndof Bhiiio by S!r-tiili frea Attic {nloftcuiB*nh foalosy Prodoctlms uii Schmidt Spfol * Friholt.
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We Must
Have Structure!

What^ /-/.-i.S'

ScnitriA BEEN

GIVEN THE

lioorf Has she

^ finally suc-

cunihed to an

Ultimate Had
Guy? Fallen -oictim

to an adventure ^ame

trap? No, no. Scorpio is

taking a little breather to alpimbeiize her adventuring

maps, take a Jew ofher useless +3 broadswords to the

Salvation Army, and sandblast the floor of the Crue

cage. She'll be back ne.xt month with her Sling cleaner

and sharper than ex'er.

In the meantime, please welcome our guest colum-

nist for the month, a recent addition to the CGW re-

viewing staff, and another woman who knows her luay

around the dungeon—Petra Schhmk (applaud, noxo).

I linppen to be ol’ German descent and, l)eing

alllicted with a heavy dose of German genes, I

get a little obsessed with structure at times.

Okay, I get obsessive about it a lot. So, inspired

by the paucity of good role-playing games re-

The grapevine of the spirit world is a'buzz with talk of a newly discov-

ered realm in Ultima 8: Pagan. Apparently, a wayward Avatar stumbled

upon a forgotten valley created thousands of years ago by the Titans of

Earth and Water. This new region is accessible by any Avatar who pur-

chases The Lost Vale add-on disk from Origin Systems. Like the Silver

Seed add-on for Ultima VII, The Lost Vale will give Avatars a few new

quests, monsters, and magic items, in addition to allowing them to

pump up their stats to demi-god-like proportions. The rumor mill is not

clear on whether or not the new quests will involve any running-jump-

ing-dying-a-iot puzzles, but all oracles indicate that the probability is

slim. The disk is available from Origin or your local purveyor of adven-

turing goods for $29.99.

leased in the last year, I spent some lime com-

posing a list of rules (notice I did nor say “guide-

lines;” that word is loo sloppy) Ibr computer

role-playing game designers.

Rule Number I: In the arena ol computer

role-playing games, bigger is not necessarily bet-

ter. I realize 1 am stating something comjjletely

obvious here, but this concept seems to be elud-

ing game designers. In my opinion, the ideal

game should lake somewhere between iwo to

seven days of rull-lime gameplay to finish. Any-

thing less, and the gamer feels robbed; anything

more and the gamer may get bored or discour-

aged. This makes sense when you llhnk about

the sorts of things that tend to make games
longer; no automaps; huge worlds that often

have little internal variety; endless numbers of

NPCs, most of whom exhibit similar conversa-

tion styles; overly diil'icult battles that you have

to restart many times until you succeed; lots of

niggling details to wrestle with; expecting an un-

usual amount of coordination from your aver-

age computer aililete; and so on.

Rule Number 2: Automaps are almost de

rigueur now. The only games

for which it is excusable not

to include an automapping

feature are ones in which the

worlds can be easily mapped
with graph paper; that is,

those games in which move-

ment is via the old one-

square-per-step system.

Games that do not use this

simple geometiy retjuire au-

toniaps. It is too frustrating

to have to remember the rel-

ative locations of a large

number of places in a huge

game world, or worse, to

have to hand map a world

with a complex geogi'aphy

(especially for those of us

A FRUSTRATED

GAMER LAYS DOWN

SOME HARD AND

FAST RULES FOR

ROLE-PLAYING

GAME DESIGNERS

by Petra Schlunk
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who kepi i'ailing our eleineiUaiy scliool

an classes).

Rule Number 3: Workls should he

smaller, hut more iiUeresliug ihaii llie)'

aix- now! We do not need games wiiii

hundreds of towns and (housands of

“people.” While in some ways such a

lai’ge size promotes an illusion of reali-

ty, it also promotes repeliliveness and

a corresponding ennui. Instead, why
no! try building fewer towns and loca-

tions, constructing fewer people, hui

adding more complexity and variety to

what is there.

Rule Number 4: If there is a pari ol a

game (hat recjuires more than live ai-

lempls by an average gamei' to complete

or to get past, then (hat part is probably

loo diflicull and should Idc eliminaled,

changed, made optional or (here should

be another way around the problem.

This categoiy includes battles against ex-

cessi\’elv tough monsters and areas where

loo much coordination (hand-eye) is re-

tjuired. There are enougli games that test

oui' i'rustraiion toleiunce in these areas. II'

we were intei'estecl in this soi'l oi' thing,

we would go play one

oflhose games.

Rule Number 5:

Make most details and

romps through fields

ol' statistics optional!

There are role-players

who love numbers and

who cait happily spend

hours planning how to

develojD a character.

But I’or each of them,

there are many more

who would prefer not

to bother with this!

The same rule applies

to “realistic” aspects of

these games (feeding,

I'csting, hunting, fixing weapons and ar-

mor. etc.), (io ahead and put in these re-

alistic touches, just make them optional.

This gi\’es detail-oriented players tlie

tilings they like, yet leax’es more sioiy-ori-

enied folk a way to enjoy the game as

well.

Rule Number 6: If ihei’e is an aspect

of the game that requires one to fritter

away game lime or to j^erl'firm an action

repeatedly to move on with the game, it

should be removed or a shortcut o('-

fered! i have liad quite enough of games

diu'ing which I can have dinner while

my characters either heal or wail Ibr

stoi'es to open. /Vfter all, it is not as if I

am going to continue exploring with a

half-dead party or as if I will skip any-

titing that might be important! Honest-

h', I have never understood (he

fascination with specific business hours

for stores or taverns in computer role-

playing games. What is a necessity for

most businesses in real life is just not in-

teresting or fun in a game setting. Simi-

larly, if I have to spend large quantities

of time repeating something to get it

“right,” I do not gel enthusiastic and

think, “Gee, how retilislic!” I get bored,

frustrated and irritated.

WHY PANTASV MATTERS
Well. I have one nu)re area that I want to

discuss. Rules do not really apply here

(did I say that?!), but. if 1 were to make a

rule it would be this; spend a little more

time on the story. A role-plaving game
should be a magical interlude. It should

transport us to another world and make

it easy for us to forget our own world for

a lime. The more beaulifiil or interesting

the stoiy is. the more “realistic” touches

the game has, llie more we can get in-

volved. These realistic touches do not

have to be (and should not be) repetitive

or intrinsicallv boring things that our

characters do. Instead, they might be the

ways in wliich Nl’Cis interact with us or in

how the game world evolves separately

from us and how it chtinges when we do

things. The touches may he in how we af-

fect the NPCis we meet, by our reputa-

tion, actions and words, instead ol'

increasing the number of otheiwise simi-

lar places and NPCis in a game, realistic

features may be incoiponited by increas-

ing the richness ol detail within fewer

places and by porlriiying fewer NPCs in

greater detail.

Realism might even extend to Iiaving

our characters grow old and retire with

succeeding generations of characters go-

ing on new ciuesis, as in D.vrrl.ands:

maybe, as in Ttti-: Ei.DKR SfiROi.i.s, the

world could offer limitless opportunities

for character building and acliievement.

However it is done, the best games lake

us outside ol our own worlds. This does

not happen the same way for every

game or for eveiy gamer, but we are all

open to the ptnver of nuance and we
have a desire to make a difference

somehow. The more we can do this in

the game world, the more we may feel

one with it. 'i'he illusion of reality should

be born I'rom the structure of the game
world, not from its size, not from count-

less or repetitive details, not from frus-

trations.

GAMERS JUST
WANNA HAVE PUN
Finally, we should not forget the most

critical thing of all; games should be

fun! That is really the reason for this ob-

noxiously authoritarian article. Too

many <jf the games I’ve

played recently have, in

my opinion, lel't out the

fun. 1 don’t think this was

intentional. Instead, I

think that the designers

meant to make games
that were more interest-

ing, realistic, and fun

than previous games had

been, but somehow
failed. The rules 1 listed

so blithely here are an ai-

temjH on my part to

identify both why 1 think

they failed and what I

think works and does not

work in computer role-

playing games.

It falls onto all of our shoulders, those

of us who love this genre of games, to de-

termine what we real!)’ want from role-

playing. We need to figure out what we
do and do not like, and why. Then we

must ask for it. After all, the designers

can only work I'rom their own instincts

and experience and from our feedback.

While we will not all agree on which fe;i-

tures an “ideal” computer role-playing

game should have, as long as we clearly

state our prel'erences, the game design

community will at least have a direction

tf) follow. Let’s give them something posi-

tive to think about,

''fnMJhe.-iiryctute-.of.ihe .game ,,w

ynoHfom ii$ iize.'iroi from counfleiroi'r

'^'Tep'efifive defgih, nof from frusirdiioRT"
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GAME HINTS

Hobokens
Heroes
Scorpia Tours The Atlantic Seaboard With The SUPERHERO LEAGUE OF HOBOKEN

A
lihli, F;ill is ill ihe air, al last! I

tlioiighl. that liot, ganieless summer
would never end. Now, of course, we

have to hope that the cool weather will

bring with it a lot of cool games to play.

Or al least a few. 'I'hings are a litile des-

perate around hei'e at the moment. /Vnd

when the situation is de.sperate, heroic

measures are needed!

So you always wanted to be a super-

hero, hull? Running around in a skin-

tight costume, showing off a beautiful

bod, doing amazing things like eating

spic)’ foods without distress or refolding

road maps in the blink of an eye. Oh,

and maybe saving the world a few rimes

in the process. Well, Legend Entertain-

ment's Superhero Llvc.ue ok Hoboken

gives you the chance to accomplish all

those maiTcls and more.

Yes, in the role of Crimson Tape, fear-

less leader of the Hoboken Superhero

League, you get to perform all sorts of

good deeds, and stop the nefarious Dr.

Entropy at the same time! In fact, that’s

pretty much what it’s all about; foiling

Dr. E’s evil schemes before they come to

foul fruition. So let’s get on with the show

before it’s too late!

The game is divided up into seven

parts. In the first six, you do live missions

apiece, each segment ending with the he-

roes wrecking one of Dr. E’s insidious

plots. You have to do the other four mis-

sions lirst (usually in any order) to get all

the things you need to reach Entropy.

The seventh segment is the big show-

down with Dr. E.

Who you have in your party, aside

from the Crimson Tape, is up to you

most of the time. There are occasions

when you will need a specific hero in the

grouj) for a jjarticular problem. However,

you can return to the SHL headquarters

any time to droj) one person olf and take

on another temporarily. .Also, keep in

mind that you can strip the stay-at-homes

of their equipment.

One reason you may want to keep the

same heroes in the party is the “mil

marker.” This is a special award present-

ed by the Commissioner of Superhei'o

Leagues to any character that reaches

one million experience points. It’s a nifty

award that stops all physical damage to

the hero during the first round of com-

bat. Should the hero manage to reach the

exalted two million point plateau, he gets

a second marker, so that he is protected

for the first two rounds of combat.

WTiile the heroes will be using weapons

most of the time in combat, super powers

are important. The best ones to have for

combat are Increase Cholesterol, Induce

Rust, Put Animals to Sleep, and Induce

Root Rot. Some heroes come with these

as a primaiy or secondaiy power; other

heroes can acquire these powers by

drinking isotopes.

It isn’t necessaiy to bring a secondaiy

power up to 100%; even 40-60% can do

wonders against the opposition. 1 found

it best to spread the isotope-gained pow-

ers around the party so that most of the

members had two or three useful abili-

ties. Don’t be in too much of a huny to

guzzle those isotopes, though; remember

that new heroes show uj3 eveiy new' seg-

ment, and you may want some of them in

the gi'oup with extra abilities.

PART 1: WHAT'S YOUR SIGN?
Okay, it’s time to save .the w'orld again!

After choosing your party and taking

anything useful from the cabinet, head

upstairs and listen to the chatterbox. Be

sure to do that al the start of eveiy new
segment. Sometimes you w'ill get valuable

information or clues on where to go.

Next, of course, you turn on Matilda ibr

a list of the missions to be completed.

Now' you can begin exploring the big,

bad world (or what’s left of it). Bad is the

w'ord for it, all light. There’s a limburger

cheese bomb sitting in the middle of the

Jersey City market, and East Orange is

overrun by rabid sheep (no, there’s too

many even for Captain Excitement to

handle). These aren’t any trouble at all,

however, once you spend some money in

the right place.

Newark is nasty, with plenty of tough

lights, so take your time here (you may
have to go back to HQ once or twice to

renew’ supplies for sleeping out). Fortu-

nately, it’s also small, so finding the hot

pejipers won’t take too long. ^Vhat to do

then is, w'ell, rather obvious (heh).

likewise the temple with the computer

malfunction. Sometimes, ya just gotta be

destructive, superhero or not. .After that,

it’s time to visit Dr. E (you’ve got every-

thing you need by now', right?). One
thing’s for sure, this guy is no Felix

Unger. What a mess! You can handle it,

though, and before long. Entropy’s

scheme to change all the road signs w'ill

be histoiy.

PART 2: HOLY PIGEOH POOP!
So the old guy in Hackensack w'on’t give

you the formula for silly putty. Well, we

can’t have this valuable recipe lost to the

world, but not to worry. I’m sure that

somew'here in your w'anderings you’ll

come across something suitable to help

change his mind again.

Helping out the Scranton Superhero

League is a little different. Sure, you

found w’hat you need practically at your

feet, but can you use it? Probably not; you

guys are all the same (hehe). 1 don’t read

those kinds ol magazines myself

That warlord who’s causing trouble can

make a lot of it if you don’t stop him. Of
course, you carefully read the description

when you entered the room, so you know

about the special properties of his
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new day in

role-playing: The sequel to

SSI’s mega-hit Shattered Lands

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

DMtK SUN " game world — to battle

the minions of the mighty Dragon

of Ur Draxa! 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!

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

TO ORDER: Vi.sit your retailer or call:

1-800-245-4525 with Visa or MasterCard

(U.S. 8i Canada only, please).

tfad«mafks owned by and used under license from TSR, inc.. Lake Geneva, Wl,

U.Sift. TSR. me. ':>f994 Sirategic Simulations. Inc. All rlghls reserved.



beloved loiipee, right? Hea\y metal, and

all that. 'I'iie solution to this one is some-

thing of a bust, )'Ou might say.

’riieii there’s the guacamole situation.

Can’t get any guacamole while the work-

ers are on strike. that nasty manage-

ment, using a 98W light bulb wlien the

coniraet calls for 100 watt bulbs. For

shame! No wonder the workers are strik-

ing, Maybe you can light up their life ti

bit ;md get them back on the job.

I,{)oks like it’s just about time to lake

on l)r. E again. This time it’s worse;

he’s training bombardier

pigeons (anyone who lives

in New York understands

the horrible implications

of this scheme). Maybe
you noticed that the stuff

you picked up along the

way won’t help with this.

Quite so. There’s some-

thing you need to buy (al-

ways check those

pawnbrokers), and some-

thing you need I’rom HQ.
If you don’t have that lit-

tle item yet, pay a visit to

the museum on the lower

level, and look at every-

thing carefully. Once
again, good triumphs over evil!

PART 3: RATS! BIG ONES!
Now this one starts ofF tricky. The key to

the Washington museum is in the storage

cabinet, but if (like me) you have a lot of

junk stored there, you might not notice it

right away. So page down to the bottom

of the list and take the key.

The stud' in the museum you can letive

Ibr another lime. Just notice the unfaded

circular spot on the carpet, which is all

you need to do here for now. Then it’s olf

to beautiful downtown Piscataway to look

into a little coriiiption and bribeiy. 'llie

view will be better if vou can’t be seen.

Now, what about those poor, irradiated

l()lks in Mineola, huh? Gotta help them

out somehow. No, they aren’t willing to

move, either. But no doubt someone,

somewhere, is selling something that will

do the job.

Somehow, we haven’t gotten much fur-

ther in solving the museum theft. Maybe

you didn’t pay attention to the chatterbox

(his morning? Look around that area,

and who knows what you might ("ind?

(Well, I know, but I’m not telling; some

things you just gotta do for yourselll)

So, have you been to Philadelphia

yet? I'here’s a poor little kitty trapjDed

under the Liberty Bell. Actually, a

poor little man-eating tiger. No doubt

it wouldn’t mind being released, but

it’s confused and upset and likeh' to

take an arm oi'f if you aren’t careful.

Personally, I Ibund this one funnv. .A

real gas, in fact.

Wow, is it time to beat on Dr. Entropy

again already? Sure looks that way, Vou

have all the tokens to gel into Belmont

Park, where he’s crossbreeding rats atici

horses. Now that’s vicious stulll What ti)

HAY FEVER BLUES A couple of Ragweeds, the nastiest nasties in

the game, try to pollinate the SLH. Time to ramp up on the Root

Rot superpower.

do, what to do? ^Vhistle tvhile he works?

No, 1 don’t think that tvill help here.

What's really needed is sign language to

communicate with the horses, \'oila! An-

other vile scheme down the tubes. Good
work, gang!

: MY PAVORITE MARTIN
With a feeling of cleja \at, you rush oil' to

help the Flushing Superhero League. This

bunch is having a small problem with big

mice. Really big mice (hmmph, some he-

mes!). This one is so simple to do, though,

that it hardly needs mentioning.

'Fhen there’s more deja vu as you re-

turn to Philly, to rescue King Midas and

poke around under the city, thanks to a

recent earlhc]uake. Sure is nasty down

there. Just keep going until the place is

cleaned out and you have what you

c.nne for.

New York, New York, it’s a water-

logged town. Fortunately, there are still

some dry spots micUown and downtown.

Sj)eaking of which, better hustle over to

'rimes Square and liiid out what the prob-

lem is there. Hmm, someone stole the lii-

inous New Year’s Eve Ball, eh? From the

description, sounds like he might be a

baseball fan, which gives you only one

pcKSsible place to check.

And when you get there, \’()u learn the

details of Dr. E’s latest extravaganza, a

jdot so unspeakable. I say about it only

this; if nothing else, it nets Steve Merei-

zky the "Chutzpah of The A'ear Award.’’

However, you’re here for something else

at the moment. Check out that stii'e care-

fully. Unlike most, it isn’t made of steel.

Now it’s lime to help Princeton beat

Yale. A cpiick trip to New Haven is in or-

der, along with a lot of eavesciroj)ping.

Don’t be afraid to be pushy in this in-

stance. While in New Haven, exjdore it

thoroughly.

It’s just about time for Dr. F. again, but

you may be lacking an important ingredi-

ent of the solution. If so, you’ll want to

slop olf in Poughkeepsie first (and some-

where else afterwards). Then it’s olf to

Yankee Stadium and another vicuiiy!

PART 5: DON'T LEAP ME!
We’re making progress here, but Dr, F.

(slippery villain) is still at large, so let’s

gel going and do the easier missions Ilrsl,

These would be the missions involving

the two warlords. In Huntington, you just

have to use your eyes. In Poughkeepsie,

it’s simply of matter of correct clothing.

'Fhen it’s off to Freehold, and the

sluiman whose prices have gone through

the roof. By the lime you finish talking

to evervone, t'ou may feel you’re going

in cii'cles, but never fear, the shaman is

agreeable to an exchange of services

with the town’s, ah, happiness establish-

meni. King Midas may come to mind
here. If so, just remember: if at first you

don’t, succeed....

Only one mission left, and for that, you

have to gel to Carnegie Hall. How?
I'Miiyane knotvs the answer to that, just

exercise your fingers, and before long, a

nasty gang war has been a\ crted.

And bv gosh, here we are again, about

to put the kibosh on another fiendish

scheme. .Aclualh', something more useiiil

than a kibosh is needed; something more

like recent sofnvare (we all know how
buggy new releases are, eh?).

PART 6: LUVIN' LADY LIBERTY
Ciourage! The end game is almost in

sight, but there are still some great

deeds to l)e d<jne. For instance, the little

hotel proltleiu in Staten Island. Phis re-

C[uires a rather obvious super power.

'Fhe alligators in the N\’C sewers are

also simple; it’s just a matter of clettiiing

them out of there.

62 COMPUTER GAMING WORLD • NOVEMBER 1994



Don't have America Online?

Just call t-800-827-6364, ext.

10007 for tree software and a

free 10-hour trial membership.

Dynamic, fluid animation lets

you wield a laser sword,

master a snowboard and ride a

DinO'Fly. Hot exactly your

average weekend, hull?

RELENTLESS

01904 Soluvjro imcnaiondl PoiDii-ifl Sn'i-sAtw 14 * 1 15 a o'EJaci'cnt Arts t Ai aOier iratJernarks irteirtocrtv ol rhctr rosptictivo oivnors
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If you listened to ihe chiilterbox, you’ll

want lo be in on a big media eveni.

Mmmph. Some event. What a leldown,

even ifyou did get something li'om it.

Speaking of media evcnls, (here’s a

real one (kinda) al ihe temple, where

true believers see Klvis’ likeness in a cof-

fee stain. Sorry, Roboin(;|3 can’t licljD

here. While you consider (he foibles of

mankind, pay a visit to the market, and

think things over.

Winding uj) this sei of heroic acts is a

visit lo scenic Three Mile Lsland in Mar-

risburg (check the hotel for a veiy handy

item, too!}. Those cultists aren’t up to

anything good, .so you better stop them.

Ify(ni can’t lix the lube, you may have

missed something under Fhiiadelphia.

Then it’s olf to the Statue of Liberty.

Getting past the android guard is no

(rouble for ain'one who's read the manu-

al. Alas, this is a downer, as Entropy has

no scheme on hand (his time (yeiy odd).

AVell, 1 suppose that sometimes e\en the

bad gu)'s gel “\'illain's block.”

LE GRMID PINALE
Eloweyer, that doesn’t last long, and this

time our boy IS up to something rcalh’ yi-

cious. Belore you can get to him though,

you’ll need to shuflle oil' lo Budiilo. Ah,

the mighty thunder of Niagara Ealls! And
is this a barrel I see before my eyes, its

hoops (loating just out of reach? Yej'),

CURIOUS GEORGE Dr. Entropy and his evil sidekick, George

Steinbrenner, plot another nefarious scheme. Perhaps it's time to

test the mettle of that safe.

sure looks like il. Eoriunately, there is a

flam good sf)lulion lor the problem.

You're not done yet. AValk aroiitifl a lit-

tle, bectiuse old Ben won't lutnd oyer his

precious key for nothing. And when you

do haye it, remember the chatterbox. An-

other situation needs your attention first.

There must be ihou.sands of them! 10 lo

the, umm, dlh? 5lh? 6lh? power? Well,

math was never viy strong point.

Al last, llie great moment, the final

showdown, the ultimate confroniation is

upon us! There, at the

top of the Empire Stale

Building, l)r. Entropy

puts into motion his

most hori'ible scheme, a

veritable king among
liendish plots! ^Vill our

heroes pi'evail? Will the

woi'lcl be saved for a se-

quel? Only you can pro-

vide the answers lo

those questions. I sure

hoj)e they’re the right

ones!

Whew! 'Phat seems to

be il for now. In the

meantime, if you need

help with an adventure

game, you can reach me in the following

ways;

Delphi: Visit the CbimeSIG.

GEnie: \’isii the (iames Rouncffable.

US Mail (enclose a self-addressed,

stamped envelope ifyou live in the Unit-

ed States): Scoipiti, PO Box .SB8, (iracie

Station, New York, NY 10028. W

HOW IT WORKS
A 1 00 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 S1S9.9S!
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

"A DOUBLE MUST-HAVE.

Anyone who plays computer

games will want this

AMAZING CHAIR!"

Marc Splwak

POPULAR ELECTRONICS

"I could actually FEEL the

punch of the afterburner!"

Ed Dllle, ELECTRONIC GAMES

: Feedback System Used in
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Cinematic realism

Filmed entirely on location

It’s 3 A.M. As FBI Special Agent in Charge, you and your

team respond to FLASH TRAFFIC, our nation’s highest-

level alert. This critical communique is sent oniy in

the event of a dire national emergency — say,

when international terrorists plant a bomb in

your backyard. The fate of Los Angeles is in

your hands. Your mission: find the bomb

and unplug the sucker before the City of

Angels goes boom. So what do you

wanna do. Boss?

Tsunami Media presents

Written by Chuck Pfarrer, creator of Navy SEALS

and Hard Target. Original music compositions

by Nation Rock Music.

First-person dialogue interface

THE ALL-VIDEO, INTERACTIVE TECHNO-THRILLER

Visit your local retailer, or call 800-482-3766 to order.

Cixle Reader Service 028
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SADDLE UP AND



ROIE-PUYING REVOLUTION.

“Lords of Midnight will quickly con-

vince you that you’ve entered a whole

new realm of computer role-playing.*’

—PC Qamer

“Other games ^vill come and go, but

you’ll be playing Lords of Midnight
all year!”—Comfjuter Player

“Lords of Midnight ups the ante

for role-playing games.”

—Computer Qame Review

“The sco|>e 0/ Lords of Midnight is

incredible and it’s all too easy to

get completely caught up in it.”

—Interactive Entertainment

“Qraphics so real, you’ll swear you

were there. It’s the best Quest of

the month.”—QuestBusters

“A spine-tingling plot, combined

with the latest in 3D technology, is

an explosive combiruxtion in Lords.”

—Strategy Plits Magazine

Travel the realm on dragonboch.The

32-hit terrain generator gives you both

straight-ahead perspectives as well as tree-

skimming views.

CortecFv of Coretay

All characters are rendered in 3D texture-

mapped pol;ygons. The cinematic approach

offers the most realistic combat in a role-

playing game.

C
ourage. Bravery. Daring. It’s what

you’ll need to lead a bold rescue

mission on dragonback in this

revolutionary, action-packed thriller

from Domark.

In Lords 0/ Midnight, you’ll direct your

hand-picked force of warriors through

an amazing life-like 3D world to rescue

your father. King Luxor, imprisoned in

Boroth the Wolfheart’s ominous citadel.

Should your quest fail, your life—and

that of your father’s—will perish. And
chaos will once again reign supreme in

the lands of Midnight and Bloodmarch.

With the largest land area of any

role-playing game, an ever-changing

non-linear storyline and realistic cine-

matic perspectives. Lords 0/ Midnight

launches you into a whole new realm of

action and realism.

Will you lead the charge or passively

stand by as the revolution rides past?

Ask for Lords of Midnight at your local

software retailer or call us direct at

1 -800-695-GAME.

Face to face with a stranger. Recruit up to

24 characters and their parries. Success

lands you a key ally. Failure embroils you

in furious 3D combat.

Cuxor tFic Moonprlnce

The final shoivdoum at Boroth’s citadel!

Pursue your enemies through its treacherous

corridors. The ultimate challenge lies ahead!

Lords gMidnight
The magic of fantasy role-playing.

The science of advanced 3D technology.

1900 Norfolk Street. Suite 1 10, San Mateo, CA 94403

Distributed Exclu-sively in the U.S. by Spectrum HoloByto

Circle Reader Service #132
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a doll to an elf child and rescue a

dwarf child.

At times, the game appears to be
a marvelous adaptation of the rich

Death Gate universe; at other
times, one wonders why there are

none of the rich details that keep
Weis and Hickman’s readers com-
ing back for more. One trades
gems for coins rather than barls or

stones (the currencies of Arianus
and Pryan, respectively); a fiery

coal is used to set something afire

rather than the expected khadak
(a magical elven firebrand); a tra-

ditional magical arrow is the solu-

tion to another puzzle rather than

the wooden dragon-figure projec-

tiles of the dracos; and you ex-

plore the three locations in the
world of Pryan without encounter-

ing any of those treetop carriages

that are described in Elven Star as

something like the elven ver-

sion of the Sky Tram at

Disneyland. Nonethe-
less, when you’re
working from the
well-constructed

worlds of seven
different novels,

'

you have to make some hard
choices and I don’t envy the task.

BARBARIANS
AT THE DEATH GATE?
A computer game has to stand on
its own as a game. It is an adapta-

tion to another medium and no
one is going to be satisfied if it

doesn’t work in the new medium,
no matter how slavishly it may
conform to the original. A game
has to work as a game. If you
could solve all the puzzles by hav-

ing read the novels, what would be
the point of playing the game?
The gamer is looking for new ex-

periences in a familiar world, new
encounters with familiar charac-

ters, and new challenges with fa-

miliar limitations and powers.
Legend’s Death Gate

does a wonderful
job of providing

this.

For one,

;
Death Gate

f '*1 succeeds in the

/ ^ realm of puz-

/ - zies. The puz-
* \ zles are more

^ fair than those in
* Companions of

' Xanth. Designer
Dahlgren has
honed his craft,

and there is more
logic to the puz-

zles aii;d they fit

betted into their

world than
‘ those in the

• weird,

J wacky world
/ of Xanth. The

game is particu-

larly good at fore-

shadowing puzzle
solutions with clues in

books or conversations with other

characters. Dahlgren should also

be commended for having an in-

teresting mix with regard to those

puzzles that are solved by using
physical objects and those that are

solved by resorting to rune magic.

Conversation is another strong

point in Dfj\th Gate. Gamers are

offered lengthy lists of conversa-

tional gambits, and these lists are

layered so that conversational
threads can be covered as lightly

or in as much depth as desired or

possible. Then, one can return to

the original subject list and start

through a different maze of
phrase. Subjects that have already

been covered will disappear from
the selection list in order to make
it easier to navigate as you “talk”

longer.

More than functional, some of

the conversations are positively

delightful. Zifhab, the daily wizard

from the second novel, is every bit

as entertaining to talk to in the

game as he was to “hear” in Elven

Star. In addition, Dahlgren has
used the disoriented nature of the

walking dead in Fire Sea, Weis and
Hickman’s third novel in the se-

ries, to provide comic relief

throughout the sequence on Abar-

rach.

Also, since the game is based
upon a series of books, it’s nice

that Dahlgren has taken the time
to place virtual books at various
points in the game. Whether love

poems, the journal of a merchant,
a wizard’s book about the Brother-

hood, or a handbook for fixing

one of the old Sarten machines,
these books offer extra atmos-
phere and information to help the

game world cohere, as well as vital

clues for solving some of the
tougher puzzles.

Naturally, rune magic is yet an-

other strong point to the game.
Dahlgren has obviously studied
the appendices on rune magic in

the original Death Gate novels,

and the game blends runes togeth-

er in a delightful visual effect

where rune patterns are built

upon basic runes. The handling in

the game underscores those mo-
ments in the novels where a char-

acter says something like, “I can
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THE ULTIMATE

CHEATING
EXPERIENCE

THE MOST ADVANCED
GAME CHEATING SOFTWARE
EVER CREATED FOR IBM AND
COMPATIBLE COMPUTERS

• The onlv software capable of cheating
IN ALMOST ANV PROGRAM, INCLUDING

POPULAR EXTENDER BASED GAMES

• Enhanced search engine that is capable

OF finding ALMOST ANVTHING IMAGINABLE

• Speed-up or slow-down games for
OPTIMAL PLAYABILITy

• Supports Super VGA and most popular
SOUND cards

• Create personal cheat files

• View hints or solutions within games

• Save & load most games at any point

during play

• Shell to DOS within any game

• Built-in screen saver ^

Please include $10.00 shippins & handling

To order please make cheque
or money order payable to;

Enhanced Software Design Inc.

P.O. Box 92241
2900 Warden Ave., Scarborough, Ont.

Canada M1W3Y9
Allow 4-6 weeks for delivpry.DcaJer inquiries welcome
Limited sharow.irc version thru BBS; 416 497 11337

Game Wizard is currentiy used
woridwide to cheat in aimost

any game in existance

Circle Re.icicr Service #265

I'ead the inne, l)iii I'm

not sure of its phicc-

mciu.” The magic lils

together with a gi'am-

mar of its own.

However, wliere;is

the Haplo ofilic luiv-

cis has the bulk ofliis

magic in pliice bel'oi e

the series of novels

began, tbe Haplo of

tlie game leaves ilie

Nexus (locitlion ol’

the first scene) with

only four basic spells:

Identify (foi' deter-

mining ibe use of

magical ailifacis),

Meat (for warming
himself or objects

temporarily), Gold (for cooling himsell'

or objects tempoi'Ltrily), and Rime
'fransfer (so that, as he discovers the

nines for various worlds, he can trans-

fer the rime to the steering stone and

move successfully tlirougli the Dealb

Gate). Each time Haplo sees a spell

performed or learns a new I'line con-

struct, a new spell is

added to liis magical

invenioiT.

For those wlio like

interesting animii-

tion, the cinematic

oijening credits ;ne

also quite impi'essive.

This is Legend’s first,

bill not last, foray

into 3-D Studio
work, and the ci'edits

have a John Boor-

man feel to (hem.

They are inystei'ions

and magical, and
they establish the

game’s j)re-hisiory.

Eurther, die pacing

of the gttme is jnsi

right. Except I'or the (h’si planet, Ari-

aniis, with its extended play experience

at the Tower ol' the Brotlierhood, you

sjiend equivalent |jii/.zie-solving lime

on each of fotii' planets itnd return for

the final endgame in the Lah)’rinth.

'Elie planets correspond to each oi’ the

four novels in ilic Di'alli Gate cycle and

the final scc|uciicc corresponds with a

later novel, hilo The Utbyrialh. Tlie sel-

ujT should not only inspire those who
haven’t read the novels to do so, hut

provides variety tliroiighout the game.

UNTIDY WIZARD Sneaking into the wizard's quarters on board ship, you

find a number of unusual magic objects.

INTO THE LABYRINTH
Again, I feel like I'm leaving the tlie-

ater and saying, “I wish they’d been

more true to the book.” I know a game
is supposed to he an adaptation and I

know that DE/Vi ii Gai i-: succeeds very

admirably as a game, hut I Just wish

Haplo had a little more anger in him.

BALM FOR MY PALM An unusual wall fresco seems to reach out—could

those parched hands, trapped in stone, use some healing salve?

and more of the details of Weis itnd

Hickman’s world-hiiilding could liave

been intenvoven into liie game’s text. !

also know niy preferences won’t matter

to most gamers. Like the tons of

moviegoers who don’t care how close a

film is to tlie book as long as it works

as a movie, most gamers are only go-

ing to care ahotii Dea'I'H Gatk as a

game. And Didviti Gatk is an excellent

game. It sinqily isn’t a jjerfeci incarna-

tion of tlie novels,
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PW irs ONLI A lIGeiliEE

Go ahead and scream. From deep

within your nightmare, utter a

piteous cry — as though your life

depends on someone hearing you.

Because, in this reality, it does.

From the master of computer

gaming comes an interactive

suspense thriller so shockingly real

you’ll pray it’s only a nightmare:

Phantasmagoria.

Phantasmagoria is no ordinary

game, no tawdry attempt at horror.

We wouldn’t dare. Blending the

talents of best-selling game

designer Roberta Williams and a

team of the world's finest

cinematographers. Phantasmagoria

unleashes an incarnate evil you

never knew existed inside your PC.

PLEASANT DREAMS.

ROBERTA WILLIAMS

RUMmeORlA
MUSIC
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REVIEW

FallInto

TheGap
And Phingc Into The British Humour

That Lies BENEATH A STEEL Sky

by Charles Ardai

I

r YOU EVER IIAVE A CHANCE TO TRY

MASIIlin l-O’IATOES Ij\CEn Wri'H ClUTEl)

I'RUl'TI.ES, YOU WIl.I, TASTE I'ilE

culinary equivalent of Beneath a

S'l'EEi. Sky. At first, all you taste is

potato—nothing spectacular since, how-

ever well prepared, a potato is just a pota-

to. just before you swallow, though, tlie

niushrooni laiig

sneaks in, sluicing

over your taste buds

and tickling the back

of your throat. Bv

yotir third mouthful,

all you can taste is

the incomparable,

heady truffle musk.

It’s the same stoiy

with Beneath a

Steel Sky. (AVell,

not exactly, btit

you’ll see what 1

mean.) The game
opens with a

slideshow presenta-

tion of comic book-

style panels. These tell the tale of young

Robert Overmtmn, iicbpted ;md reared

by a band of Noble Savages aflei' bis

mother’s tiii jdane crashes in ;i no-m;m’s

land called “The Cktp,’’ who one day is

dragged back into Cavili/.aiit)n, for Pur-

poses Unknown, by ;tn Agent of the

State, [f this sounds heavy-handed to

yott, yoit’re right; it’s hea\y-handed and

then some. Plus, the art is crude, the

zooms and pans em|jloyed to mask the

lack of animation are embarrassing, the

sotind elTecis are amateurish, the voice

actors are poorly cast, the writing is jjiti-

ftilly trite (“He was only a robot,” one

character laments over a metal corpse,

“blit... I loved the little gity”), and the sto-

iy being told is tired stuff.

To me, this shabby opening seemed

virtually guaranteed to lead into a decid-

edly minor game, a boiler-room brew

skimming super-

ficially from
Brave New World,

Mad Max, and
The Prisoner and

mixing in the

worst aspects of

such recent

dystopic comput-

er games as Mer-

it Software’s

Kronolog and
Psygnosis’ INNO-

CENT Un'I'il

Caugh'I'. Why?
Because games
are almost tiKvays

at their best in

their opening sequences and then go

downhill from there. Downhill from the

opening of Benea'I'm a Steel Sky would

be downhill indeed.

Happily, in this regard as in so many
others, Beneath a S'I'EEL Sky is one of the

exceptions. The body of the game im-

proves so dramatically on the opening se-

quence that it’s astonishing. The art is no

better than in your average Sierra or Lu-

casArts title—but that’s plenty good,

d'here is lots of animation, the music is

catchy, and the voice-overs turn out to be

really enjoyable, ffhey will be especially

appealing to players who, like me, relish

British accents.) Best of all, the writing

becomes clever, edgy, and almost entirely

devoid of pretension. No more mashed

potatoes; once the opening is finished,

S'I'EEL Sky is tmflles all the way.

NOBODY KNOWS
THE TRUEPLES I'VE SEEN
Robert Overmann’s first task upon fortu-

itously escaping from the clutches of the

sinister Commander Reich is to flee the

ecologically and morally polluted Union

City, where the State rules eveiy aspects

of its citizens’ lives and gun-toting securi-

ty agents jjairol et’ery corridor. His sec-

ond task would be to make his way either

to a rival city-state called Hobart, where

his mother was born, or to tlie Gap,

where she died, leaving him to be raised

by aborigines.

Somehow, however, he never gets to

task numbei' two. 'fhotigh a handful of

scenes take place in an imaginatively

rendered version of cybers])ace, the vast

majority of ihe game consists of leading

Robert through the buildings and pas-

sageways of Union City. And since Union

City is a vertical city, with units stacked

on top of one another in the fashion of

some kind of mutant apartment com-
j)lex, the feeling one gets is that one
spends the entire game catight inside a

single building.

Claustrophobic? Paranoia-inducing?

Yes, to an extent— btit also no. What
enables you to spend so much time in as

tightly constrained a space as Steel Sky

Beneath A Steel Skv

Price: $ 69.95,

CD-ROM only

System

Requirements:

IBM compatible

386-25MH2 or

better, 4 MB
RAM, VGA
graphics, 1MB
hard drive

space, CD-ROM, mouse; supports AdLib,

Sound Blaster, AdLib Gold, and Roland

sound cards

Protection: None
Publisher: Virgin Interactive

Irvine, CA

(800) VIRGIN?
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You're Patton. With the right

battle plan, you can end this

war a lot quicker.

1944: ACROSS THE RHINE
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.



MY ROBOT, MY FRIEND With shades of Planetfall’s Floyd on the palette, YOU TALKING TO ME? Conversations with the inhabitants of Union City's

Overmann can recruit a robotic pal to help further his quest for self- close quarters are played out with full speech. The acting and dialogue are

identity. very British, and smashingly good.

occupies wilhoLil ^oing out ol yom' luiixl

is tinif the game is not nearly as bleak ;is

its .slor\’line might .suggest. In ['act, the

game is extremely f’unnv. dabbling from

lime to lime in outright I'arce, riscjue

puns (one that slicks in mv mind is a

rel'erence to “Onan the Barbaritin”), and

dead-on satire.

Sam and Nor\’ille. the two yavvning

limctionaries who obsirtict justice over

ill. the Union Uity police stiition, could

have been dreamt up by |onaihan Swift

oi' Douglas Adams. 'I'hc

giime’s bevy of cockney

engineers, all either dotiy or

deaf as it post, and the

oN’ei'sexed Widow I’iermoni

all come from a lowei'

ti iidiiion of British coined)’;

you could imagine iiny of

I hem. including the widow,

being j)liiyed by Benu)’ Mill.

Itven the robot sidekick with

whom Robert trades insults

ibroughout the game gels olf

.some good lines.

Of coitrse there iti'e

situations in the game that

are (piite seriotis and ;ire

tlierel'ore not adulteriited with

humor, but they are not the

ones you might exjiect. When Robert

wiilks into a surgeon’s ofllce and linds

the tloctor standing with one arm
immersed to its bloodv elbow in a

piitient’s chest cavity, it's ;in occasion for

still more comedy, though this lime of:!

faii'lv grish' variety. (Mow many games
c;m claim to have a scene in which the

main cluiracter trtides his testicles to an

unscrupulous docioi' in return (dr ihe

docioi’s carving a hole in his skull? I'cw,

I'm sure. Mow many ctni claim to j)lay

this scene (or laughs? Fewer still.)

Prohabh’ because it comes from the

L’.K., where people tire less ujuiglu

about such things, .Sl KKl, Sl-Ci' will strike

American audiences as a daring gtime in

ti lot of wavs: it skii'is the margins of

accejMahle conti'iit, Ihrts tviih nudity,

startles you with occtisional snatches of

dialogue that wouhl get bleeped off ti

network broadctisi, and generalh- has

hints of hiu’ing been intended for the

pleasui'e of players well ptisl

tidolescence. More gtmies could use such

hints. It was ;i jo\’ phu’ing a game thtit.

for much of the lime, wtis not talking

down to me.

'Fhis is not to sa\' dial one can’t jnek

holes in the gtiine's design or execution

or sioryielling. It is ftiir to ask, foi'

instance, win’ you are aide to go around

Union (iity posing (piesiions (hat cletirlv

indicate that you ai'c the fugiii\'e for

whom Secui'ity is looking wiihoui

aip’one you talk to ever putting Security

on your tail. (’I'liey can’t all be closet

insurgents.) On the technical side, one

might ask wh\- die audio track clninges

cerltiin Briticisms to iheir American
eiiuivalents (i.e., “jumper" becomes
“sweater") while the on-screen text

remains unchanged. But these c]uibble.s

don't detract (roin the game in serious

wa)’s; they are no more than you would

(ind to criticize in any game.

In the final assessment,

ihoiigh the game has

strengths and Haws in both

dimensions, what m tikes

.S'l laa. SK^' so enJo)'able is less

its technical sophislicalion

than its wi'iting. 'fhe game not

only builds suspense well with

ils basic get-out-of-lhe-cily-

before-it’s-too-late ji lot line,

but also cuts the tension with

abundant comic relief and
conjtires tip the texttire ol' a

good pulp novel through well-

timed revelations about yotir

cliaracter’s true iflentity (he

starts the game tliinking his

name is Foster tinci setirching

for the ol't-mentioned,

myslerious Overmann) and the world in

whit:h he is ti'apped. By the end of the

game, Ovei-mann has tliscovei'ed a lot

about himself in addition to hii\'ing

done the usual sorts of ad\’enture game
things (swinging across a chasm on a

rojie, getting past locked dooi's and
uncooperali\’e giuirds, solving nuniei'ous

puz/k:s), and this makes the game feel

that much richer than most 1 lia\’e

plav’cd.

A DRAMATIC DROP The graphic novel style art has its moments, as in this

scene of a precipitous drop with futurescape backdrop.
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If you think the skies
over Berlin are scaryv

wait 'til you get the bill.

Beat outrageous online charges
with the best value in multi-player games.
urld’s most [)()[nilar imilli-player games at'o

now on l)(d|)lii Internet"’. That’s great news because:

1) Our rales are as low as 33% less than other online

services that olTer Kesmai’s"' big hils.

2) We olTer ihe broadest access lo the Internet woild

wide (and always have). So now you can take instant

real-time |)ot shots at some Japanese ace wilhout

commilling financial hara-kari.

AIR WARRIOR®

Chec:k us oul with our five hour oflei' any time (d the

(lav or nighl. To oimUt your jjaines sol'lware kil

and gel your five hours free,

dial hy modem
1 -800 -365-4636
Press relurn ‘til you gel a

proiiipl. At ‘password*

enter CGV94

Thf Horhl'f iiiml mimivil nif MnsI i»>i>iil<ir iiiiiul slriilru

riimlxil fimultilion. fiumi- in exisli'iii f.

INTERNET The rliis.sw ilrii,

•mi here-gi’l-mc-iiiillu-

iiiliniliiii’.

•The live Irea hours oHer applies to new Delphi members only. Valid credit card required lor immediate access; other restrictions apply - details provided during registration. Questions? Call 1 -BOO-egS-^OOS.

Soltware is $6.95 including shipping and handling. DELPHI INTERNET is a trademark ol Delphi Inlernet Servicos Corporation. KESMAI and ISLAND ol KESMAI are trademarks, and AIR WARRIOR and

STELLAR EMPEROR are rogistored trademarks, ol Kesmai Corporation, a wholly-owned subsidiary ol Tho News Corporation, HARPOON is a irademnrk ol Three-Siirty Pacific Inc,
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THE INCREDIBLE VANISHING INTERFACE The interface of Steel Sky is what

all interfaces should be—practically invisible. One click is all it takes to

perform almost any action.

OVERMANN ANQ OUT
One mailer whicli I haven’t inuched on at

all so far is the game's control system,

and there is a reason. It barely has one.

Like other adventure games, Steel Sk\’

has you move your character around the

screen with a series ol' mouse clicks;

unlike most oilier games, tliough, it has

no menu or icon bar listing actions the

character can take. Here, clicking on

another chai'acter

starts a conversa-

tion, leli-clicking

on an object calls

up a descrijilion of

it, and right-click-

ing on an object

(either in inventory

or the main win-

dow) causes you to

interact with it in

some manner of

the computer’s

choosing, That’s it.

This strijiped-

down, bttre bones

control scheme has

tlie advantage of

utter transptircncy

and the obvious disadvantage of reducing

ilie scope of the jilayer’s options in any

given situation. The game’s pu/zles aren’t

all easy, but heaven knows that limiting

the number of possible actions a player

can perform makes them considerably

easier than they would ollicivvise be. A
good gamer will plow through the game
in something like four or live hours, an

expert gamer in two or three.

Normally this would bother me; but

normally we would be talking about a

game that was much less fun than S't'EEL

Skv is. Good writing can make up for

almost any other shortcoming, and it

certainly does here, where even the

simple puzzles are deliciously eccentric

atid even the least interactive dialogues

are extremely funny.

Bene.atii .a. Steel Sky is not a very

tough nut to crack. On the other hand, at

the risk of extending our food metaphor

past the breaking point, 1 would say this:

it is a tasty nut, scrumptious and meaty,

and well worth the attention even of

finicky game gourmets,

BENEATH A STEEL SKY

rating ilk ilk Milk

PROS Veiy funny, very British, and

very well written.

CONS Not very hard, and as enjoy-

able as the stoiy is, it’s not teiribly

original.

adventure bound for classic status'

COMPUTE '

' IRON HHJX redefines computer

adventure games..."

Rolling Stone Magazine

,
"It’s Pac-Nlan meetsm
IfBJX Is a stunner.'^^

CrufatfAy

BEST STRATEGY GAME OF THE YEAR'

j . : V'-; ' T L-

11 HELIX is an oxcellent science-llctlon itJ / '
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REVIEW

SHpwrecked And
NotAStarship In Sight
The Game Is Survival In ReadySoft’s Robinson’s Reqviem

by Martin E. Cirulis

A
SAVAGE, UNEXPLORED PIANET OPENS

BELOW AS YOU TUMBLE OUT OE THE

DinNG SCOUT SHIP. YOUR CHUTE

snaps open and winds cease to

scream past your head, strange ani-

mal cries reach your ears. Alien smells assaull

your nose, and the gi'oiind, packed with unfa-

miliar colons, mshes up to meet you. Two ques-

tions keep spinning through your mind while

you by and relax to absorb the impact of land-

ing: “How am I going to siovive? And xoill I

ever see the stais ofhome again ?!’’

Tills is the initial scene as you start

ReadySoft’s new entiy into the role-play-

ing game market, Robinson’s Requiem

(Requiem), and from it yon would think

that a world of possibilities await you. Un-

fortunately those far horizons are a lot

closer than you think.

“AND ME
WITHOUT MY PENKNIPE!"
Requiem is set in a far future where

mankind has Faster Than
Light technology' under its

belt and the gahtxy in the pal

of its hand. Of course, space is

nimored to be a pretty big

place and somebody

lias to go out

and explore strange new worlds. These

hardy individuals are nicknamed Robin-

sons (though one ivonders about naming

explorers after a

your sun'ival, both immediate and in the

long term, but your first night's sleep adds

a twist. Trapped on the same ivorld is a

woman with tele-

Robinson's Requiem

Price: $59.95

System

Requirements:

IBM compatible

386-16Mhz,

4MB RAM. VGA
graphics;

6.5M8 hard

drive space,

Sound Blaster

compatible

Protection: Documentation look-up

Designer: Silmarils

Publisher: Readysoft

Richmond Hill. Ontario, Canada

(905) 475-4801

guy who got him-

self stranded), and

il' a person man-
ages to survive a

lour of duty, they

receive a big wel-

come honie/retire-

nient party called a

Requiem, and

thus, the title of

our little piece

comes in. In Re-

quiem’s reality, ex-

plorers aren’t

always rewarded

with movie series, a

girdle and a haiipiece; a somewhat darker

bureaucracy has decided that some Robin-

sons have encountered organisms or ideas

(the back stoiy is a little vague on this) that

have made ihein too dangerous for human
civilization to come in contact with.

Instead of treating said Robinsons or

simply doing away with them in the

clepth.s of space, the bureaucrats provide

the somewhat dubious mercy of

marooning them forever on a

dangerous, undeveloped
world where every step

could be their last and the

only immediate resources

are their wits and the

wreckage of their ship, if

they can manage to lind it

after bailing out. Not exactly

a gold watch and a fat pen-

sion, is it?

Upon landing, your

first thoughts as a luck-

less Robinson are of

pathic powers who
knows of a ^^'ay oif

this prison world but

needs another per-

son’s help to pull it

off. Well, if that

doesn’t sound like a

quest for your hap-

less Robinson, then

you are just in the

wrong line of work.

SHADES OE
MACCUYVER
'fhe perspective for

Requiem is a first-

person view window with a surrounding

movement and activities interface driven

from a mouse, a setup similar to the cur-

rent rage in fantasy role-playing games,

but hearkening back to the days of Dun-

geon M/\S'rEK in its look and feel. A nice

touch is a graphic invcntoiy list which al-

lows you to combine separate items into

new tools and clothing; for instance, se-

lecting reeds and feathers in combination

will give you arrows, while selecting nee-

dle, thread and animal skins provides

clothing. \Vith the dearth of actual mod-
ern tools (you musi fight for your first

knife), a large part of your success in-

volves figuring out what objects may be

useful, and then how to build even more

useful things from them. I'his is certainly

a pleasant departure from the usual RPC»

routine of (Inding your tools pre-made

and hidden in boob)'-irapped chests.

.-Another nice touch is the elTort to tiy

and model how an actual body might work

and sufl'er under extreme conditions. No
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Meet Rjak.

He wants to nile the World.

Only you can stop him. Introducing

MASTER OF MAGIC
thefirstPCgameto combine strategic

conquest and fantasy adveirture in

one unique realm.

Two worids - material and magical - are

yours to explore, conquer and control.

Spells, heroes and farrtastical creatures

are yours to command.

That is, uniess Rjak and his friends

destroy you first

From the creators ofthe awarefwinning

Master of Orion.
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1 -800-879-PLAY. For IBM-PC & Compatibles.
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mggeci l)arbariaiis wearing I'ur speedos in

a bli/zarcl and laughing it oh here. If you

get wet and the weatlier is cold, expect the

till. Don’t take care of )'ourself properly in

the desert areas and heatstroke or dehy-

dration is a likely result. Even the much

accepted idea that wounds are hit point

losses and not much else is thrown out in

Rkquihm; wounds can result in deadly in-

fections if not treated, and poisonous bites

can even lead to the joy of amputating one

ol'your own limbs to sun'ive. Life is seiious

hei'e and death is easy, though sometimes

lar too easy.

In something that is becoming an un-

Ibrtunaie trend in science fiction computer

games these days, detail is pushed toward

reality, but getting the appropriate infor-

mation to the player in a useful way seems

to be getting left behind in the shuflle.

While I fully understand the danger of dy-

ing from dehydration, I resent the fact

that my only clue to tliis condition is a

small bar graph on a sub-screen. Since any

interface is nowhere near the information

)'ou actually gel from )’our own body, some

less subtle way ol' warn-

ing you is required. Con-

dition subtitles running

at the bottom of the ac-

tion screen would have

been very helpful here.

Perhaps a “You feel in-

credibly thirsty!” blurb

somewhei'e along the

line would hel]) instead

of simply dying on the

s])ot like an unlucky

golfer on a stormy day,

followed by the message,

“Cause of cleaili: Dehy-

dration.”

Sometimes it’s the

gi'aphics package that

fails to measure u|3 to the level of reality

the game designers ai'e inllicling on you.

Having to wony about fatal falls while

poking around hills and cliffs might be re-

alistic; but when all I can

see on the screen is

rough ground around

me that gives no clue as

to the severity of the

drop coming, then detail

becomes random death

and the urge to explore

is squashed by unrealistic

cautions like, “Don’t step

anyw'here that isn’t

grass.” While 1 apj)reci-

ate the attempt at full

environmental immer-

sion, the sophistication

of the program fails to

inform you enough to

make intelligent choices,

AND ALL THE WORLD...
A DUNGEON?
Wliile Requiem does ny to make the player

character realistic, it is

in the portrayal of an

alien world that this

game starts to break

down badly, 'llie initial

appeal of this game is

the thought of actually

having a world to ex-

plore and wander
through. Freedom of

movement is what

should have made this

product stand out from

Ollier fii'st-person RPGs,

at least the older ones.

Unfortunately die free-

dom here is an illusion.

and your character is hemmed in only

slightly less tlian if they were hacking

dirough a dungeon. Instead of walls, you’re

stopped by teiTain. Wliile a 20 foot cliff is a

reasonable barrier, I found it extremely

fmstrating that my intrepid explorer was

incapable of climbing 20 degree inclines

tmd ivas stopped dead b)' four liiot ridges of

rock, forcing me to tnivel literally miles to

get around these things. 'Hie illusion of a

world to explore is permanently shattered

as soon as you liy to leave the beaten jiath.

Even the grand concept of terrain is

abstracted badly, with the territoiy to ex-

plore divided up into a number of dis-

crete zones, usually separated by an

underground zone of tunnels. As another

blow to the suspension of disbelief, the.se

zones couldn’t be more diverse if you

were sharing an artificial world with a re-

born Spock. Wdiile I don't have loo much
trouble with going from plains to swamp,

the transition from jungle to high desert

within a few miles of caves was a little sil-

ly. And, wliile the detrimental effects of

these environments is well thought out,

the benefits have been completely ig-

nored, creating such annoying tilings as

.swamps with no source of water and no

ways for your Robinson to even dig for it.

Finally, this world is just not exotic

enough. I'lie menacing tiger-like animal

looks pretty much like a tiger. 'I'iie veg-

etables look pretty much like giant cab-

bages. The killer eagle-tliing looks.. .well,

you get the idea. Even the actual mon-
sters are uninspired, 5()s drive-in fare

with far more interesting things to be

seen in any D&D inspired hole in the

gi-ouncl. Requiem is from the SF school

where dinosaurs are the scariest things in

the universe and eveiything tastes pretty

much like chicken.

SNACK TIME FOR KITTY Robinson will soon come to find that he is not

top dog on the food chain. This tiger-thingy will have his lunch if he

doesn't fly or fight.
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PLANETFALLS
AHD FALLING SHORT
Wliile die premise for Rkquikm is a good

one, the actual stor)’ and execution are hill

of nagging flaws and annoying dialogue.

Some of the actual wi iting seems flawed to

the point that I suspect this game was orig-

inally French and then translated into

English, but it could be overlooked if the

stoi-y was more solidly grounded in the

standards of this quarter of the 20th centu-

ly. llie lack of choice when it comes to in-

teractions gives you little alternative but to

follow along with poorly thought out ideas.

After the first few encounters with other

beings you begin to realize that you are

not only trapped on another world, but

also ti'apped in the ultimate libertarian

fantasy, where it’s cveiy being for them-

selves and no consequences for the strong.

One of your iirst acts ol'sui'vival is to beat a

hostile fellow Robinson to death and take

his stuff—not exactly a brave new world.

Even the lair maiden to be rescued be-

gins tf) come off as some sort of

harpy/trollop combination that would

raise the hackles on the most incorrect

male gamer, never mind their female

counterparts. Of course, the fact that you

have no choice in the sex

of your character in this

game gives a strong clue

as to the assumptions the

programmers have

made even before you

reach the references to

“skirt-chasing” and en-

counter the tribe of sav-

age women called

“Fridays.”

Robinson’s Rbquiem

is a good try at a subject

that has been woefully

ignored in gaming so

far: first-person role-

playing in universes

based on Science instead

of Fantasy. Had it come out in the era of

Dungeon Master, instead of one where

CRPGs have achieved the level of detail

of Be'I'rayal at Krondor or Arena, this

product perhaps would have found a fol-

lowing in spite of its flaws. But by today’s

standards it is probably only suitable for

newcomers, or the dedicated gamer who
must conquer eveiy RPG world in exis-

tence. As it is. I'm afraid I can only wish

Robinson better luck next world. ^

EDITORS SPEAK
I

ROBINSON’S REQUIEM

RATING

PROS A refreshing and novel ap-

proach to the role-playing game.

CONS Tlie ivriting is sub-par and the

world has the fictional consistency’ of

tapioca pudding. A lot of holes in the

puiported canvas of reality.

DEATH BECOMES HIM Your Robinson will see this screen a few too

many times. Death comes quickly in this game, whether from

starvation, dehydration, infection or casual exploration.

Free Standing Sy.steni uses no

suction cups or velcro.

True Mililiiry replica Grip with 4

way liiii switch and programmable

button.s.

Ergonomic Rudder Pedals

l..eri hand throttle control.

<=> Compatible with:

Aces over Etirope,

Pacific Strike, Falcon 3.0,

F-14 Fleet Defender, F-

15 Strike Faule, Flii’ht

Siimilalor 5. 1) and many

(ThroUle control not shown)

• Progressively Loaded

Steering Wheel.

• Push Button, Formula One
Style, Shifting.

» Left foot braking, emulating

the current McLaren Fonnula

One Cockpit.

=> Compatible with:

IndyCar Racing. World Circuit,

Grand Prix Unlimited. Car and

Driver, Stunts, Indianapolis 500

and many more!

Both llie Auto Racing Cockpit and Flight Control Cockpit are constructed from Aluminum and Steel to provide years of reliable service. Our Products live up

to the demands of PC Gamers to provide the realism and accuracy required in today's simulation software.

Rudder/Auto Pedals Available Separately

The Universal Cockpit, available in early 1995, allows the user to .iwilch between the ACP and FCP in just a few minutes.

Simulation Systems 791 E. Brokaw Road, San Jose, CA 95112 USA
Orders Only Call (800)647-7623 * For Information Call (408) 441-9915 * Fax (408) 441-0650

Circle Reader Service 0113
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blaster*

How to make sure
your multimedia
software talks to
your hardware.

Read the fine print on today’s game boxes and

you’ll see the cautionary words with compatible

sound card. That’s because today’s hottest games

demand the PC sound standard—Sound Blasteh"

Without it, you might get zip. No fantastic effects,

no dramatic music, no true-to-life voices. Nothing.

So we’ve teamed up with the best game design-

ers to ensure 100% Sound Blaster compatibility.

Just flip ahead to the following pages. You’ll get a

good look at some of the richest, liveliest, most-

realistic games. And when you see the Sound

Blaster logo, you’ll know you aren’t missing a thing.

0 1994 Creative Technology Lul. The Creative Logo and Sound Blaster Uigo are registered ir.idcni.irks and Sound Blaster, Sound Hl.ister Edulainiiiem CD. Multimedia Ls Creative, and the Sound Blaster

Compatibility Logo are trademarks of Crc.itivc Technology Ltd. U.S. inquiries; 1-800-998-5227, Intcrnalioiial inquiries: Cre.itive Technology Ltd., Singapore, TEL 65-773-0233 FAX 65-773-0353.



STRATEGY

DarkDebates
Conversations In Combat By Leaders ofDark Lecions

by Martin E. Cirulis

T
IIK wind UI.ASTKn i'AST A LONK,

CUACKKl) I'OWKk, IIR'.HLST TTRki';i

Ol' A SMA[J. CASTT.T. NKSl l-kl) DI’Kl’

ill ihc {^I’anilc peaks \vhicli en-

closed llic broken plain of’I'alir

Carog. Weird ci'ies scratched on stone,

iiAing to line! a wtn’ in, each more pierc-

ing and full nl' despair than the last; but

whether they were mere creations of the

wind or actual lost souls carried from the

nearby jtlain none could, or would, say. A
stead\' liglil shone out against the dark,

sjDilling fi'om a r(nigh window spelled

with a barrier both sli'onger and clearer

than glass. Inside a lone figure could be

seen, htitu:hed low over a table of an-

cieni blood-oak. /
This was a giant ofa man, or at

least a close approximation of

one, his shoulders inij)ossi-

bly broad hut bent now

by age and elfoi't, his

head loppc:d by a

great brown

mane, streaked

with hard-won sil-

\ei', that flowed in

an unkemi)l tumble

to meet his black beard. Mis

face was bestial but alive with in-

telligence; I'urrowed brows

capped ex])ressions tliat chased

lighlning-fasi thoughts to the music of

dark muiteriiigs. In his huge hands,

gnarled and scarred like those ofa labor-

er or blacksmith but sculjjled by an older,

darkei' task, he sluilfled a deck of orntite

cards. Kach one bore the painting of

some subtle oi' tei'rilying figure on one

side, cryptic iTiiies on the other.

'I'lie man studied tliem for a moment
longer and then tossed them down on

the table where they spi'ead into a peifect

arc. Me glanced into tlie corner of the

room to the hourglass, its sand trickling

down h'om one barrel-sized ciystal globe

to another. It was nearlv time foi‘ the

meeting to take place. One would be ear-

tiling to catch anv traj)s before thev

were set, ’fhe othei' wotilcl be carefully

late to k;t another trip any surpi'ises first.

A brilliant (lash at the window condrmed

his prediction and he; allowed the rough

crack of :i smile to crease his face, i-lis

primtny .strength lav in knowing his foes

very well, atid though they were here

tonight as peers rather than adversaries,

he still knew them better, jtrobabl)’, than

the)’ did tlienrselves.

'fhe btirst of light was neither iransito-

ly nor stationaiT, and as the old man sat

it Hashed around the room, from surface

to surltice, corner to corner, as if it were

tiained lightning snifling for some diist-

mo'te lox. .Mtm' ;i lew seconds the light

_ seemed satisfied and hovered as a

small bright sphere oi’cr a diair

on the opposite side ol the

able. As il' in resjTonse

to a small nod from

the giant, the globe expanded sud-

denly in a giT'at Hare of white, and

u'hen the glare had died, a young
man of noble feiitures clad in armor

of glittering scale had taken the

chair.

".Arctiirits, " he said in a voice youtb-

Itil but sharp as steel. A slight tension

ran through the tone, as il' the

bright youth were unsure
— ' of the posture a|^jjro|)i‘iate

for eijuals.

“Chvynl,’’ the owner ol the Tower
growled in return.

“1 decide to answer your invitation.”

“So I see.”

'I'hey were interrupted by a sound
from I'ar below, echoing through the

stainvell. Unlike the distant ivind this was

a sharp and precise sound designed to

strike fear in the heart ol'any leader. It

was ihe sound ofa thousand hooted feet,

marching in perfect unison, to hell or

glory; il grew in strength and power as

something climbed the stairs until Guynf,

his senses battered by the unceasing

pounding of order, leapt to his feet and

made to raise his defenses, a litiuid, sih’cr

dagger in each weaving hand, 'fhe wave

ofa massive paw. impo.ssibly swift fittm a

man of Aretttrus' size and age, convinced

the young Warlord to hold his seal.

'fhe litunder rose to a shattering

crescendo, broke and died away on a sin-

gle imjxict as a third in;m entered from

the stairwell arch, alone. Me took in fhe

scene with a single, piercing glance and

then, siilislied. remoi'ed his jilumed helm

to re\eal a chiseled middle-aged face.

Placing the helm under his arm, he ap-

proached the table, his arm extended to-

wards the Tower’s owner. Arciurus rose

ponderous!)’ with another smile, this one

somewhat rueful, and extended his own
arm clasping the other man's forearm as

his own was grasped.

“Cieneral MerCiorum. It is good to see

you still ttlivc.”

“At least until you can do the deed

yotirseli', eh?” laughed the General as he

gtive one. precise shake of his arm and

then broke the contact.

Arcturus made some noise that might

have been fai’orably ctmsidered a chuckle

and indicated a third chair at the table.

With another gesture three huge mugs of

;i!e appetired on the table, crackling with

cold and fogging the j:)oiished surface un-

derneath. 'fhe Genertil grinned, made a

perfect half bow to his host arid look his

seat while

Arciurus

thudded

down into his.

The old giant look ;i

healthy draught

from his mug and,

after an e<|ually

healthy belch,

began

to

speak.

“
1 am sure

the two of vou

are ac(|u;iinted. fhe plains oi'dalir Garog

that make blood brothers of us all.” flic

other two exchanged biief nods. “First, I

w’ould like to thank you both for taking

the time I'roin your busy preptirations to

visit an old man in his lonely
—

”
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Your clues are hidden in the whispers of floating

apparitions. Eerie piano music could be a sign of

danger. Warnings come to you through strange

murmurs. So, if you want to unravel Old Man

Stauf’s bizarre secrets, keep your eyes peeled, your

One by one the guests
arrive. Then the party

really starts howling.

nerves steady, and your ears open. And take this

hint—make sure you have a Sound Blaster sound

card. Every bone-chilling shriek, hair-raising

scream, and breathless gasp in The 7th Giiesf^

seems terrifyingly real when played on a Sound

Blaster. Forget about getting out alive without one.

((^
Sound

Working together
for sound compatibility.

CREATIVE
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“Your courier said something about a

discussion of straieg)' :iiul tactics,” inter-

ru])tcd Chvyiif. impatience getting the

best ofliiin as he eved the contents of his

mug uncertainly. "Bui why shoukl 1 share

111)' iliouglits with the two ofvou? Surely I

will !)e fielding an arm)’ against you soon-

er or latei'."

Cieneral MerOoruin sco\\ied at him.

"Don't treat our host as if he were a fool,

boy. Me has been lighting for the prize

since before ^our (irandlather knew
there was more to women than tetising

and pigttiils."

Arcturus raised ;i massive j^aw to fore-

stall an ai'gumenl. “Agtiin, thank yon,

Cietiertil. Yes, mv young li'ieiid I am well

aware we will meet in ci.imbai someday,

should the Mods gi'anl we live that long,

but I also know that the two of yon have

recently lost large armies on the plain

"Of course we all know it is foolish to keep your Conjurer/Templar core deep in

your backfieid."

and that vour pei sonal finances will not

allow aiHJthei' to be pui'chased for inanv

months." The oiIh:i‘ two looked angiy at

this obser\’;iiioii but neither saw Hi to

den\' it. "Most unfortunately, I line! niv-

self in the same condition.”

"Yes.” said Cavynl', "1 think 1 remember

the I.tidy Minos ci'owing that she nearly

had your skin in li'oni of her (irepiace.”

Aj'ctunis gripped the arm of his chair

until the oak groaned in protest but iiis

crooked smile remained in place. “Yes.

Be that as it niav, we all lind ourselves in

a position of forced redeelion, I thotight

it might he wise to lake advantage of the

.situation to discuss the great game to onr

mutual benefit, l^y tin.' lime any of us

fight again, a host of new lessons will

ha\’e made this conwrsalion obsolete; so,

my friends, wc have nothing reall)’ to lo.se

in the long run and even'lhing to gain

over the short.”

"I thouglu much the

same,” added the General.

CAvynl' appeared to

think it over as candle-

light flickered into stars

across his scale armor.

"Verv tvell,” he said final-

ly, ^^ith a young man's de-

sire to make even' obvious

clioice seem like a grave

decision on his part, “Let us talk, though

I'm afraid the two of you have been at

this wai' so long tliere is probtibly nothing

a relative newcomer like 1 can add you

have not considered.”

Arcturus laugiied and allowed no ejuar-

tcr. "No, my little friend, it would seiwe

little for you to sit silently and only learn;

li'csh insights are always u.seful to jaded

old soldiers sncli as we.” He took another

.
long swallow

from tiie ever-

flowing Stein.

“Now let us be-

gin by dis-

cussing the

various beings

available to us

in our ciuest for

ultimate pow-
er.” ,\nd with

that he grabbed

a card from the

table, seemingly

at random, and

llijiped it high

in the air above

the table.

The card

.soon I'eached the arc of its Bight, sL<)p|)cd

and then begitn to change until it became

the hand-sized figure of a man clad only

in a brcechcloth and helmet. Sweat

.seemed to be dripping from the liny fig-

ure and its sword waved menacingl)' at

some unseen eitemy.

“'fhc Berserker, my friends. Simple

and cheap cannon fodder? Or do these

|50or, committed beings have some sub-

tler uses?”

Gvvynf laughed. "Only a fool uses them

simply as fodder; money is money. 1 find

they should be used for destroying crij)-

pled or wounded mon.sters. They are fast

enough to get in that single blow (hat can

finish t)ireven a demon.”

“(iood, good,” rumbled .Ai'cturus. “I

agree their speed should be used to the

best elfect, even supph’ing one with the

odd ring of protection i.s an efiicienl sur-

prise. It gives them the

ability to suivive the first

blow, be it luck or skill.”

The General frowned,

“You ha\’e bit on tlieir

sti'ength and weakness in

the same breath, Ifvou are

good at manipulating your

troops in single combat

then ilie Berserkei' is a

useful tool, but if your

skills in pijj)])etcering are low then
)
our

money is much belter spent elsewhei'e.

j'hey will only die like fools with no relui'n

cxceiDi to feed your opponent's Vampire.”

“Interesting," said Arcturus as the

bersci'ker collapsed back into a card and

Buttered to the table lop. A Bick of the

wrist and another card (lipped up U) lake

its place. The beat ol' liny leather wings

could be made out and the other two

men visible)' recoiled from the twisted lit-

tle figure. Kven as a simple image, it rad-

uated unholy hiingei'. Arcturus seemed to

find it liiglily amusing. “And speaking of

our distingiiislied Captains of the Un-
deacl, wluu about Vampires?”

“Powerful, hill die same limitations as

Berserkers,” ollered (he General, almost

too C|uickl)'. “If you lack the proper pup-

petiy skilks they are a veiy expensive lar-

get.”

Gwyiif nodded. “1 must agree, though

all armies must have at least two initially.

In combat you must he careful to fire

their paralyzing blast only in single, care-

ful shots, 'i'here is no point hypnotizing

your foes il you lack the endurance to

drain them diy—a mistake 1 have made
too many times niysell.”

“But assuming you posses the skills,”

said /Vrcdirus ihouglufiilly, “that jiroblem

is etisily defeated by a ring of stamina,

while a ring of speed can give them un-

expected ninge and the jDower to strike

far behind your opponent's defensive

line. .'\n opjxincnl who thinks he is sure

of the natural abilities of the monsters

facing him is especially vulnerable. Your

initial idree of Vanijiires should always

hold at least one of lhe.se rings each; olli-

envise they may indeed prove to be noth-

ing but expensive targets. And a Vampire

should always race in, try and subvert

three or four (juick victims and then re-

treat to gain strength from his zombies."

“Yes, yes,” grumbled the General,

“'foo bad 1 learned dial trick only after

you flew over my line ol' Llcmeiifals and

turned my conjurers into slaves when we

fought in the .Month of the \'ipcr.”
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MAF
Go Fish. Checkers. Backgammon. Dominoes. You

can’t lose when Mario is your teacher. He steers

you in the right direction with a friendly

“Thatsa so nice.” In Mario’s Game Gallery,

Who better to teach

your kids about
games than a

streetwise plumber
from Brooklyn?

digitized speech and phonetic mouth movements

make Mario come alive. And Sound Blaster makes

him sound that way. Together, they’re a pair of

aces. Mario provides the strategic tips. Sound

Blaster delivers the Brooklyn accent.

Sound

Working together
for sound compatibility.
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MULTIMEDIA
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A lew more muilcrings and die \’am-

pire (ell lo he replaced hy malevoleiU

(]iiicksilver. .shitling easil\' IVoni Ibrni lo

Ibrm. "Now diese beasls,” oU'ered .Aic-

tui iis. “I liavc always considered to be ex-

pensive baidiles, noveliies on ilu;

baiilel'iekl bin haid lo I'md a real use loi'.

Ol com'se. 1 may have overlooked some

applicaiion ol'ihe Shape Shifter,”

(iwynl’shriigged. “Odier ihaii die oln i-

ous move—lure a monster close dis-

guised as a seer and tlien attack as a

Demon— 1 lunen't been able to di\ ine

any use (or them either.”

"I wouldn't have believed it." laughed

(ieneral MerClorum. "Both the old and

the voting making the same mistake! I'lie

jilains ol 'kahr Carog are not won solelv

at the moment of combat; tvhat units you

choo.se versus youi' opjioneiU is crucial, If

you know your (be well,

this is not a problem, but

if you ai'e lighting a new

enemy or siispeci a siid-

den change of tactics,

then a half-dozen Shape

Shifters give you the ulti-

mate flexibility.”

smiled at the

looks li'om the others.

.Arcinrus olw'iously did-

n't cai e for comeuppance

htil acknowledged the

point, 'file skulking Thief

replaced the shifting mon-

ster,

“l^aii, a trap remover

not lit for combat.” Mei-

(iortnn shook his head in

disgust and took another

drink.

".bgreed." said Arcturiis.

“They tire path-clearing

tools; the expense of one oi' two I'ings ctiu

make them harelv competent. The per

feet Vampire-hait if you ai'e not ctneiiil.'

"Mtih!” shouted Gwynf, perhaps

noticing the stein in ft’ont of him had Ixien

relilling itself. "The old are .so consersti-

tive. The Thief is wonderfull)’ fast already

;md the ring to give him is protection! If

vou are carelul to fight only on open

ground thev make excellent skiianish

ti'oups for a skilled commander.’' Me
sobei'c’d a bit and nodded to Arcliirtis. "Of

course, the\' should run ;iwa\' iiom \';mi-

pires as lai' tincl as quickly as possible."

Now a blazing Fire Elemental hox’cred

above them, st]ueaking and crackling in

its tiny voice.

".A line standard troop (iir anv com-

mander.” stated the Cleneral. “All ;trmies

must have at least a i)air on either wing

of the battlelield to hunt down \'amj)ires.

Tlu‘\' lea\'e no corpse behind lo become a

zombie if the attack fails

—

and any \’ampire coming

close enough to dra

their essence will recei\’i

at least one

tack if their comniander

disciplined enotigh not to

diain their stamina with

basil’ fireballs.

"

"\'es, as many of your

original Fire Elemenials

as possible should earn’

rings of .stamina; as their slow rechai'ge

late often dooms ihem in comhal.”

{.wi’iif smirked at their host. “.And a

speed ring will help ihem to defeat any

auginenied vampires they

may encouniei',"

, my
both of

lo men-

tion an inii'i’i-sting use (()i‘

the conjured form of Fire

Flemental. .Ajniri from

their abililv to shore up

any defensive line (|uickl\',

ihei’ are (airlv cheap to

conjure; if vou have a

grou)) of Gon jurers

v\ ho ai’e impressed Ibi' a

momenl, the.se lesser Fie-

mentals make excellenl

bombs. Their Nova ai-

lacks are weak usually, but

two or three going olf in

c|uick .succession can de\’-

astate all bin the most

j)owerful groups of aiiack-

ers." .Arciurus took anoi li-

as if to puncluale the slaiement.

looked at him cni'iously.

iei'...llamboyanl siraiegy

one as experienced as yoni'self, .Arc-

iurus?”

G.wynf grinned, warming eiihei' to ilie

coni’crsation or the ;ik' or

more likely both. "Leaie

him. I think it's a veiv in-

teresting idea. Let's gel on

lo another.” But his plea-

sui'e was cut short b\’ ihe

next ligiire taking iis place

alioi'e them. “Oh, not 'Wiz-

ards! Fhei’ are feeble in

battle, aiifl move so slow!

File war for Ikiwer isn't a

game for old men!" Sud-

denlv he realized lo whom he was speak-

ing and pulled up the reins on his out-

burst. "IMihm, no oll’ense, Arciurus,” he

Ihiished sheepishly.

“None laken,” mut-

lered llu: giant across the

table, bill ihei e was no re-

assuring smile under the

heard,

“'('he lad is right in this

though. .Arctiirus," said

Mei'Goruin. “Tlie Wiz-

ard's lile (iirce is loo low

for iheii' fi'cezing abiliti'

lo be useful for more
than a couple of rounds. I

onlv employ them as guards around anv

water holes in my backliekl. They can

seii’c to freeze an iuirufliiig Watei' Ele-

mental solid until help ari'ives or I’ulnera-

ble jjer.sonnel can move away.”

“I hai’e used them thus as well, bui I

think old men can seiwe in another way

as well.” Arcturus' glare forced Gwtu! to

studv his ale inieiilly. “If you can ad’ord

it, ani’ ollcnsive grouping should contain

one or two Wizards whose job is to ireeze

any initial counter-attack the enemy may
launch. \Viih hvo or three cnicial guards

frozen into place, an attack grouj) can

push tiirough to devastate vulnerable

magic users.”

Gold magic folded the Wnzard back

into two dimensions while .Arciurus ros.sed

up four more cards all at once, lour robed

figures rotating solemnly in space.

“Now let us discuss the rest of the Wiz-

ard's magic-using compatriots,” said Arc-

turus, "the Conjurer, the Templar, the

Illusionists and the Seers. All powerful

strategic asset.s and deadly liabilities in

personal combat. Of cour.se we all knoiv it

is loolish to keep )’our C!onjurei/remp!ar

core deep in your backliekl.”

“And why do we know that again?”

asked the Cjcneral dryly.

“Because what use is a conjured soldier

if he is nearli' dead l)y the lime he reach-

es the (roiit? Conjurers are I’alutifile, but

fear ol losing them
shouldn't drive a com-

mander to neutrtilize

their strength."

"Of course. I had (or-

gollen. I am fond of hav-

ing one or two Templai'S

roving close to the I'ronl.

I'hey usually die horribly,

hut hy the lime that has

occui’red they liave re-

turned one or two key
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Armored warriors ride the wings of flying dragons.

Trolls devise a surprise attack. To survive, you’ll

need to stay alert. And have a Sound Blaster sound

card. In Dragon LorCy every nuance of battle comes

Between the
roaring dragon and
the screeching trolls,

you can hardly hear
yourself think.

to life with synchronizxd speech and sound effects.

Bones crumble beneath your broadsword. A

flailing mace rips through chainmail. And you

hear it all with Sound Blaster. Just think of it as

your most important weapon.
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BLASTER

Working together
for sound compatibility.

CRdATIVI
M I N D S C A P E

(otmerly

THE SOFTWARE TOOLWORKS

MULTIMEDIA

e 1994 Cryo Inli-r.iclivc linlvrl.iiiimcnl. 1994 The.- Soflvvjre Toolworks, hit. All riyhit rfttTvtd.

Circle Reader Service #280



monsters to I'lghting lieallli."

"I don't care lor those Illusionists nn-

selC." pointed out CIwynF. “I mean, other

than the fact they are little weasels to deal

witli. 1 find they arc nearly useless in the

face ol' enemy Seers. I ustialh’ oniv hire

one I'or my armies and save her strength

until I eliminate my foe’s Seers on one

Hank or another—and even then the only

piece worili creating is a lire or water ele-

menial that can get a few lucky shots in

hefitre dissolving.”

“Ail yes,” said Arcturus. “The vulnera-

ble, but oh-so-Liseful Seers, best to hire

one or two extra and assign them some

kind of fast bodyguard when ihev work

close to the front.”

“.Alihh," grumbled MerCorum. "By the

time you finish assigning bodyguards t(}

these soft ftiols you liaven’t any army left

to light with."

“True, true, but all part of the liard

choices of ;i conunandei',

my IViend." Arcturus

pulled down ihe four and

I'c'piaccd tliein with two

dai'k sliadows; tlie Wraith

and (lie Phantom.

“Speaking of soldiers I

don’t like to hire,” chuck-

led Ciuynf

Arcluriis laughed. “You

can’t succeed in this cru-

sade if voii’re squeamish,

pup.”

“I’m not! 1 just ex|:)ecr to do business in

a hiring hall, not in a graveyard at niid-

nigiil wiili a necromancer.”

“Perhaps, but what matters is how lliey

light."

“And the answer to tliat,” interrupted

(he (ieneral, “is not very well. They are

diniculi to use and expensive to liire, but

of die n\'o I prefer die Wraith. I can use

one as a slalionaiy guard, teleporting

only once to the attack and hopelulk

coining away with more life dum it went

in witli.”

Arcturus sliook liis iiead, “You are ig-

noring the fact tiiat when

llie Ciod.s smile, )'oui'

Phantom is visible to you

and not your ojiponcnt in

single combat . Il is ex-

tremely deadly.”

“Yes, yes, bui if you are

not on good terms witli

ihe dark god, Mo-Dem,
those times are rare in-

deed.”

“d'oo true! But enough

of these rotters

and on to ilie

hackhone of anv

successful army,

(he nigh imstoji-

pahle Demon."
The miniature

(igure fiiirly (ore

its wa)' li'om die

card, spitting

lire' and swing-

ing its four

deadly limbs as

il' even

re|ire.sentalion

of its kind were

enough to de-

I'eat the iliree

commanders.

N'one of them could resist smiling in

pleasure at its unabashed fei'ocity.

“The perfect warrior for Tahr (iarog

and for novice comnian-

ders. No subtlelv here,

just raw power. Drive

straight in and claw any

o])ponerii to shred,” said

General MerCorum al-

most wistfully. “If you can

afford it, they slioiild trav-

el in threes; one scream

IVom each iviil cripple an

entire section of the ene-

my line.”

Gwynf nodded. “.-Vnd in combat, rely

on (heir claws, tliey are faster and more
ellicieiit than the breath, Save the lire l<>r

the foolisli opponent who
cowers iiehind obstacles.

These beasts are the pre-

mier Vanqiire killers.”

“Bui even they are vid-

iierable,” cautioned Arc-

turns, “esjiecially to ilie

great wave of the Water El-

ementals. And il is a short-

sighted commander wlio

thinks otic or two of the.se

great beats can hold an en-

tire flank by diemseives.”

'Phey reluctantly

agreed as a new siiiiject

appeared, a snorting

green monstrosity that

would be comical if it

weren’t lor the gleaming,

r:i/or-sharp cesti on ei-

ther arm. “Ah, our lucid

soldiers, die Ores. Now. I

llnd these line beings to

he the cmboclitnenl of

the term cannon fodder. One good
charge and they have earned their invest-

ment and a quick death. Any contrary

tliouglus, gciideinen?”

“None.” said Gwynf. “Charge and
don’t bother to dodge. If you want to get

fancy tiy and herd an opponent into a

corner lirsl.”

“Cdiargc il is.” concluded General Mer-

Corum. “Just avoid the damn Vampires.”

Arcturus grinned, a sight not altogeth-

er comforting given the number of sharp

teeth revealed. The Ore figure gave up

its brief moment in the spotlight with

naiy a struggle and the sounds oftm an-

gr)' sea presaged the airival of the next

soldier, the Water Elemental.

“.Now here is another good, all-jmr-

pose warrior lor the

plain,” barked the gener-

al, “He shoots I'asl, re-

generates quickly and liis

cliarge makes tlie (3rc

look pathetic. Unfortu-

nately rlie ability to travel

from one body ofwater is

over-rated I'or the licalth

price the elemental must

pay. I find a teleport of

any real value leaves

lliem loo weak to be anything more than

an annoyance.”

“Now it’s you who limits liis options!”

said Chvynf, once again letting his voice

rise loo loud for tlie small chaniher.

“Here’s a trick to consider. First you aug-

ment a single Water Elemeiual with

enough rings to make him truly devastat-

ing: at least one Life, Rejuvenation and

Speed. Then teleport it into your ene-

my’s backfield along with three or four

conjured Elementals to provide distrac-
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tep into the past, into the boots of a Viking wariord

on a heroes quest. Command a barbarian horde
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of the ancient Norse gods. Expiore ancient f.
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lion and draw the lire from any ol'tliose

annoying Wizards. Once the dust settles

you have a very powerful assassin deep in

your opponent’s lines, while ihey mistake

it for a simple elemental teetering on the

edge of exhaustion. If nothing else, you

will easily kill the first couple of water El-

ementals that rush in to finish you oil'.”

.

,
- The (leneral rubbed his chin thought-

fully. “You may have something there af-

ter all,’ pup. I can see why . the

nddsmakers have noticed you.”

Gwynf accepted the praise as the final

card took its place in tlie center of atten-

tion. For a moment it appeared to be

_
only a stone but then, with a groan, it un-

folded into a hulking brute and his

beloved club.

“And the last of our hapjjy brood, the

ever-cheerlul Troll. Now here is a crea-

ture rife with possibilities.”

“Now 1 know you are toying with us,

Arcturus!” bellowed the General. “These

plodding beasts are Just a poor man’s De-

mon. They need a ring of speed just to

be minimally useful.”

“I don’t know if I would say so much

against them. In rock form they make
ver)' deadly I'oadblocks when the terrain

ural choke point

for walking

creatures. I ji

rarely conjure

and presentei

his view of the

beast’s poteniia

“We all have our

favorite troops to

the Tr(.)ll is mine. A ring of speed or two

makes them as fast as any other given

beast; a ring of power gives them the

strength of a demon, and they recover en-

durance I'ar faster, with their blows land-

ing more quickly. And, for those who ctme

to notice these things, their clubs have a

slightly longer reach than a Demon’s

claws in combat. A skilled jaippei master

Hi! I’m Girlfriend Maria.
May I come live in your computer?

You won'! believe your eyes (or ears) when
iliLs new Girlfriend takes up residenee in your

PC! She’s cute, she loves talking to you, ;ind

she actually learns! Peek in on her as she goes

about her daily activities, eating, playing the

piano, watching TV or reading, And she's

ri'cilly interactive: no archaic, limited mouse
menus - she responds to ciiiytliiiifi you say!

This is the revolutionary arlificial inlelliin'iicc

game everyone's talking about, so get your

copy now! Rated G. so it’s safe for the kids,

too! .‘549.95. llavc a sound card? Gi ve her a

voice for .$29.95. $4 postage.

Circle Reader Service §260

for info on eulidt liilex. Call;

(800')324-AlVR
7()‘J /.iiiyco §106. Depi CGdlO. Rirluirdxon. TX 75d.S7 USA <2N)235-4999
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u.se lilts advantage to land one or two

critical blows on the demon before his op-

])oneni can react to tlie danger and close

that extra half step, by that time it is too

late for the Demon to make up the dilTcr-

ence and the strongest warrior of the

plains falls to a “poor man’s” imitation.”

The General objected and the debate

raged good-naturedly for ihe rest of the

night turning eventually to the recital of

one old war stoiy after another. By the

time ruddy sunlight touched the shat-

d cliffs, the three commanders liad

lusted their wisdom and ojiinions but

they would meel again someday,

perhaps in another decade or so when all

three found themselves down on their

luck again, 'fhen iliey would argue over

such things as traps or the best mix of

creatures. Dawn ended the spell of re-

plenishment on their steins and, some-

what shakily, the two commanders left

the Tower the way they had come, leav-

ing Arcturus to stare at tlie huge time-

piece, at the pile of sand mounded in the

lower sphere.

The old commander knew Iiis two

guests were much closer to recoveiy than

they liad admitted; both would probably

field aniiies by the next blood moon, ea-

ger to put their new insights into prac-

tice. Arcturus allowed himself a

thunderous laugh and, at the wave of his

hand, the sand lost its gi'ay illusoiy hue

and the massive pile ol gold dust was re-

vealed. Yes, they would be ready soon;

but he would field a new army by the end

of the clay, and perhaps the secrets he

had leai'iied tliis niglii would give him
tlie iiUiiiiate victory they had all been

chasing for so long, ir
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CHIPS&BITS
Call 800-500-4263 Fax 802-767-3382

Int’l 802-767-3033 Source 1 01 33
PO Box 234 Dept 10133 Rochester, VT 05767

‘BEAVIS AND
BUTT-HEAD’ of

MTV's #1 show,

the arbiters of cool

will take you on an

adventure of non-

HPH stop humor as

they try to get to

the GWAR con-

cert. Features the

actual voices of

Beavis & Butt-

head, innovative

game design and

cool places like

3DO SYSTEM’ The interactive multiptayer attaches

to your color television and stereo equipment. Fea-

tures full screen, full coior video playback and full

compatibility with audio, photo and video CDs. $449

‘PHANTASY

SRwi
STAR 4’ Horrify-

ing bio-monsters

have once again

cursed the Mot-

avian landscapes.

nPreA./ You must discover

Force" behind

them. Offers com-

blning spells forat-

tacks, ability to use

vehicles in combat

and fully animated

characters and

backgrounds. $79

‘TROY AIKMAN
NFL FOOTBALL’
Now he's got the

best game avail-

able. This is the

only football game
that captures

Troy's style of play.

Features all 28 NFL

teams and their

logos, 5 play

modes, 3 season

modes, 6 field op-

tions, variable quar-

ter lengths, and 3

difficulty levels. $59

SUPER RETURN OFTHE JEDl’ The final chapters

of the StarWars trilogy come alive in this challenging

game. Progress through nineteen levels. Features ac-

tual movie locales and saber duels. $62

FREE SHIPPING!
Place an order for an out of

stock item and recieve FREE
overnight shipping when prod-

uct becomes available. Han-
dling $2 per shipment.

$10 REBATE OFFER
Good toward purchase of Sonic game.

Restrictions apply. Call for details.

GENESIS HARDWAREHgENESISADVENTUREHgENESISADVENTUReHgENESISSHOOTERsH genesisSIMULAnONS GENESIS STRATEGY

4 Way Play Adaptor $29

6 Buttn Arcd Pwr Stk $39

F-16 Wireless Pad $39

Fighter Stick $29

Game Genie $36

Game Gun CD S36

Gen Menacer Term 2 $46

Genesis Activator $59

GEN CD Sys 2 CD S229

Genesis CDXSys $399

Genesis Menacer $36

GENSyslmSonic2 $129

GEN Sys/Lion King $139

Genesis Team Plyr 2 $36

Mega Fire Cntrl Pad $19

Mega Mouse $32

SG Program Pad 2 $32

Super Jo-Jo Elimintr $19

GENESIS ADVENTURE
I

3 Ninjas Kick Back CO $46

AX 101 CD $44

Ad Balmn & Rbn CD $46

Akira $54

Aladdin $46

Alien Trilogy CD $52

Alone in the Dari< CD $49

Batman & Robin $52

Beavis & Butt-Head $54

Berenstain Cmpg Adv $44

Bonkers $44

Boogerman $49

Bubsy2 $49

Cadillc & Dinosaurs CD $49
Castle WoKnstein 3D $54

Corpse Killer $52

Dark Seed CD $52

Death ol Superman $52

Demolition Man $56

DInoBlazer CD $56

Dragons Lair 2 CD $52

Earthworm Jim $62

Ecco Dolphin: Tds Tm $52

Fahrenheit CD $52

Flashback $49

Flinstones Movie $56

Frankenstein $52

Gn Crcs Myst wMickey $56

Home Improvement $54

Hurricanes $52

Impossible Mission $52

Incredible Hulk GA $54

Incredible Toons CD $49

Indy Jones Atlnts CD $44

Iron Helix CD $49

Izzy's Olympic Quest $52

Jungle Book GA $56

Jurassic Prk Rpg Ed $54

Kamen Rider Zo CD $44

Lawnmower Man CD $52

Lion King $59

Loadstar CD $49

Mega Mn:Wlly Wars $56

Mickey Mania CD $56

Out this Wrid; Ain CD $49

Pagemaster $54

Penn & Teller CD $46

Pitfall $54

Power Rangers $52

Radical Rex 349

Rise Drgn CD MAI 7 $46

Scooby Doo $52

Shadow of Atlntis CD $52

Shadow of Bst 2 CD $52

Skuljaggers Rvng CD $46

Snatcher CD $44

Sonic Hedgehog 4 $59

Space Ace CD $52

Space Pirates CO $49

Spidy;Max Carnage $54

Star Blade CD $44

Star Trek Next Gen $49

Star Trk:Dp Space 9 $54

Star TrkrStrfleet Acad S46

StarGate $54

Steven Seagal $54

Stone Protectors $54

Supreme Warrior CD $52

Switch CDMA-13 $49

Sylvstr 8 Tweely GA $54

Tarzan $52

TazmanlaiEsc Mars $52

The Punisher $54

The Tick $54

Thunder in Paradise $52

Tinhead GA $52

Vikings 2 $46

Virtual Bart $52

Young Indy Jns Chrn $39

Zero Kamikz Squirrel $52

GENESISK!CK&PUNCH

Art of Fighting MA-13 $52

6allzMA-13 $52

Clayfighter $52

Double Dragon 5 $52

Dragon $56

Eternal Champns CD $46

Fatal Fury 2 GA $56

Justice League $56

King of Monsters 2 $54

Kung FuiLegend Cnt $56

Matrix Prime $56

MortalKmbt2MA17 $66

Power Instinct $54

Revenge ol Ninja CD $42

Rise of the Robots $52
Samurai Shwdwn CD $40

Shaq-Fu $59

Streets of Rage 3 $56

Super Street Fightr 2 $66

World Heroes 2 $56

Android Assault CD $44

ConIra Hard Corps $52

Crime Patrol CD $49

Drug Wars CD $49

Exo Squad $52

Fire Team Rogue $49

Gauntlet 4 $42

Lethal Enforcers 2 $56

Lode Runner CD $46

Mad Dg McCre 2 CD $49

Mega Turrican $36

Nova Storm CD
,
$54

Rapid Development CD $44

Rebel Assaull:3D CD $44

Red Zone $49

Soul Star CD $44

Star Strike 2000 CD $56

Subterrania GA $49

T2;Arcade Game CD $52

Total Carnage CD $52

Urban Strike $52

GENESISROLEPLAYING

Battletech $54

DarkWzrdCDMAIS 343

Dungeon Master CD $44

Eye of Beholder CD $46

HelmdallCDGA $44

Land Stalker $54

Lord ol the Rings $59

Lufla $56

Lunar 2 CD $52

Might & Magic 3 $59

Phantasy Star 4 $79

Popful Mali CD $49

Revngrs of Vngc CD $44

Shadow Run MA-1 3 $49

Shining Force 2 $64

Unchartd Wirs Nw HorzS62

Vay CD MA-13 S4B

Battle Corps CD $44

Daytona USA $79

ESPN Speedworld $56

Formula 1GP CD $46

Knights of the Sky $52

Mario Andretti Racg $49

Megarace CD $44

Midnight Raiders CD $52

Outrunners GA $56
SeaOuesI DSV $56

Skitchin' MA-13 $29

Speed Racer $49

Super Bike Chaling $49

Tomcat Alley CD $49

Virtua Racing GA $76

Wing Commander 2 $56

GENESIS SPORTS

Bill Walsh Coll FB 95 $54

Brett Hull Hockey 95 $49
Championship Pool $46

College Football 94 $52

ESPN Baseball CD $49
FIFA Int'l Soccer 95 $54

Hardball 94 GA 556
Jammltl GA $56
Links Pro Goll CD $56

Madden Football 95 $54

Mutant Leag. Hockey $44

NBA Showdown GA $52

NFL Sporlstlk FB 95 $54

NHL Hockey 95 $54

RBI94GA $52

Slam Masters $54

Tecmo Baseball GA $56

Tony LRs Ultm BB 95 $54

Vitale Basketball $52

WWRRaw $58
World Champ Sccr 2 $46

World Cup USA GA $54

Aero Biz Supersonic $59

BraInDead 13CD $49

BreakThru $44

Caesars Palace $49

Clue CD $54

DuneiBatt for Arrakis $49

Family Feud $49

Generations Lost $49

Genghis Khan 2 $56

Jeopardy 2 Deluxe $49

Lemmings 2:Tribes $52

Liberty or Death GA $59

Nobng Ambl Lrd Dkn $56

Operation Europe $62

Pac Attack $44

Pac Man 2 $52

Panic! CD $44

Powermng CD MAI 3 $43

RiskGA $49

Romance 3 Kngdm 3 $59

Shanghall2GA $39
SimCity2000CD $52
Star Wars Chess CD $44

Super Battleship $43

Warrior Rome 3 CD $54

Wheel of Fortune CD $52

SEGA MARS 32X

Genesis 32X Systm $1 59

Alien Trilogy $62

CyberBrawl $56

Doom $59
Golf Mag 36 Grt Hols $56

Midnight Raiders CD $56

Mortal Kombat 2 $69

NBA Jam Tourn Ed 362

Star Wars Arcade $52

Surgical Strike CD $56
Tomcat Alley CD $58
Virtua Racing Deluxe $59
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FREE GAME OFFER*
See details below

‘JAGUAR SYSTEM' The new Jaguar interactive

multimedia system has a mind blowing 64 bits of

power. Offers 1 6 million colors in a 3D world, break-

neck speeds and cat-like control. S249

‘SOUL STAR’ For

eons you’ve hunted

the Myrkoids, kill-

ers of entire worldsi

Now, you've

tracked them to the

Soulstar system

and ifs time to blast

these merdless ma-

rauders out of the

sky. Offers leading

edge technology in

graphics, 3D mod-

eled vehicles, and

2-player game
play. CD S44

‘CLAYFIGHTER’

Sticks and stones

might make him

groan, but clay re-

ally ticks him offi

Fists and feet will

fly as Frosty and

his friends smack It

out in head-to-

head fighting ac-

tion. Offers hilarious

1 or2playeracfion,

loads of mind-bog-

gling hidden

moves, and 3 tour-

nament types. S52

‘SONIC AND
KNUCKLES' join

forces to defeat the

rotten Dr. Robotnik's

Death Egg's inva-

sion! Has revolution-

ary Lock-on technol-

ogy that adds all

new features to your

other Sonic games.

Features cool new

powers for Sonic

and bare-fisted at-

tacksandwallclimb-

ing powers for

Knuckles. S59

*FREE GAME OFFER
Buy 3 from the list below, get 1 of lesser value FREE
from the list below. All 4 games must be In stock at the

time of purchase. Offer good from 1 0/1 5/94 to 1/31/95

or while supplies last.

GENESIS; Vails S14, General Chaos $29, F16 Wire-

less CP S39, Joe Montana CD $29, NBA Action $39,

Sonic Hedgehog 3 $49, Mortal Kombat CD $29, Gen-
esis Activator $59.

SNES: Barkley Basketball $49, T2: Judgement Day $29,

Captain America $29, Run Saber $29, Bill Walsh Coll

Fball $44, Tuff Enuff $29, Street Fighter 2 Turbo $39,

Power Moves $29, Dracula $29.

GAME GEAR: Super Golf $14, Psychic World $14, Ter-

minator $18, Smash TV $14, Pro Pouch $16, Game
Gear AC Adaptor $15

SNES HARDWARE

Championship Joystk $56

Game Genie $34

Power Plug $34
Pro Action Replay $59

Remote Control Pad $36

Super Jo-Jo Eliminlr $19

Super MItTap & Bmbr $59

Super Nintendo Sys $149

Super Scope $54
Turbo Touch 360 $24

1 SNES ADVENTURE

3 Ninjas Kick Back $56

Adv Batman & Robin $59

Aero the Acrobat 2 $56

Akira $59

Beauty & the Beast $58

Beavis & Butt-Head $54

BlackThorne $52

Captain Commando $58

Claymates $49

Donkey Kong Cnlry $62

Eek the Cat $54

Flintstones $49

Generation 2 $54

Ignition Factor $54

Impossible Mission $52

Indy Jones Grist Adv $59

Itchy & Scratchy $52
Jurassic Park 2 $56

Knights of Rnd Table $56

Legend Mystc Ninja 2 $56

Lion King $59

Mega Man X 2 $59

Michael JordniChaos $54

Mickey Mania $56

Pitfall $56

Pocky & Rocky 2 $52

Porky Pig:Hntd Hldy $58

Radical Rex $52

SNES ADVENTURE

Ren & Stimpy Shw 2 $54

SeaQuesI DSV $58

Skuljaggers Revenge $59

SpidyiMax Carnage $62

Star Trek Next Gen $59

StarTrkiDp Space 9 $54

Super Empre Strk Bk $55

Super Godzilla $54

Super Return of Jedi $62

Sylvester & Tweety $58

The Mask $58

Thunder in Paradise $54

Time Cop $56

True Lies $62
Virtual Bart $57

XMEN $59

Yogi Bear $52

1 SNES KICK & PUNCH

Brutal $56

Clayfighter2 $59

Dragon 356

Fatal Fury Special $59
Fighters History $54

Justice League $62
King of Dragons $56

King of Monsters 2 $52
Matrix Prime $56

Mortal Kombat 2 $69
Peace Keepers $54

Power Instinct $56

Ranma 1/2 2;Mar1ial $56

Samurai Showdown $59

Shadow of Ninja 2 $54

Streetfightr 2 Trb Ed $39

Super Street Fightr 2 $66

Survival Arts $56

TMNTTourn Fighters $56

WCW Super Brawl $52

World Heroes 2 $56

SNES SHOOTERS

Exo Squad $52

Fire Striker $52

Fire Team Rogue $56

Galactic Defenders $56

LethI Enfrwgn MAI 7 $64

Metal Morphin $56

Operation Thundrboit $54

Super Metroid $56

Super R-Type 3 $54

Supr Sonic BIstmn 2 $54

Super Turrican 2 $52

Tin Star $48

View Point $54

Vortex $56

Wild Guns $54

ISNES ROLE PLAYING

Battletech $58

Brain Lord $59

Breath of Fire $59

Dragon Warrior 5 $66

DragonView $59

Equinox $52

Eye of the Beholder 2 $69

Final Fantasy 3 $66

First Queen $56

Golden Empire $59

Illusion of Gaia $62

King Arthur/Knght Jst $59

Lord of the Rings $54

Lufia 2 356

Magic Sword 349

Might 8 Magic 3 $59

Obitus $53

Paladin’s Quest $52

Robo Trek $58

Runes of Virtue $59

Seventh Saga $56

Ultima 7:Black Gate $64

Wizardry 5 $59

SNES SIMULATIONS

8 Hours $52

Aero Fighters $52

Air Strike Patrol $54

Al Unser Jr Racing 852

Carrier Aces $52

ESPN SpeedWorld $56

Full Throttle Racing $56

Mike Andftli Indy Car $59

Monster Truck Wars $58

Nigel Mnsll Indy Car $59

Pacific Theater Ops $59

Star Fox $46

Star Trk:Strfleet Acd $52

Street Racer $56

Super FI 2 $58

Super Strike Eagle $36

Top Gear 3000 $56

Turn 8 Burn: No Fly Zn $52

UniRacers 348

Valkyrie $52

WildTrax Stunt Rcr $56

Wing Commander $53

World Champ Hally $52

1 SNES SPORTS

Andre Agassi Tennis $49

Bass Masters Classc $58

Brett Hull Hockey 95 $52

Cannondale Cup $54

ESPN Hockey $56

FIFA Inl1 Soccer $52

GUTS $54

Kick Off 3 $49

Looney Tunes Hoops $58

MLBPA Grnd Sim BB $62

Madden Football 95 $54

NBA Live 95 $58

NBA Spr AllsIarChail $29

NCAA Football $54

NFL Team Heroes $54

SNES SPORTS

NHL Hockey 95 $54

Pro Sport Hockey $54

RBI 94 $49

Slam Masters 356

Soccer Shootout $54

Strlg S, End2End F8 $62

Spr Bases Loaded 3 $62

Super Sccr Champ 2 $52

Tecmo Hockey $56

Tecmo Spr NBA Bbll $54

Tiger Mask Wrestling $56

TinyTooniWcky Sprl $52

WWRRaw $64

World Cup USA $54

Zoo Ball $54

1 SNES STRATEGY 1

ACME Animtn Fctory $62

Aero Biz Supersonic $59

Animaniacs $54

Civilization $58

Clue $46

Genghis Khan 2 S56

Jeopardy Sports Ed $49

Lemmings 2 $52

Liberty or Death 359

Metal Marines $59

Mighty Max S54

Nobng Ambtn Lrd Drk $56

Operation Europe $62

Pacbi Slot $52

Pinball Fantasies $52

Romance 3 Kgdm 3 $59

Shanghai! 2 $44

Sim Ant $42

SimCily 2000 $56

Super Bomberman 2 $52

Super Pinball 349

Super Tetris $49

Wheel of Fortune 2 $49

GDI

CD-I 220 Philips Ply $399

7th Guest $54

Dragon's Lair 2 $46

Mad Dog McCree $56

Pinball $30

Space Ace $54

JAGUAR

Jaguar System $249

Jaguar CD System $199

Battle Zone 2000 $52

Doom $58

Hosenose 8 Booger $54

Tempest 2000 $52

NEOGEO

Neo Geo Gold Sys $569

Aero Fighters 2 $199

Agressors Drk Kmbt $199

SpinMaster $199

Super SIdeks Scr 2 $199

World Heroes 2 Jet $199

3DO

3DO System $449

11th Hour $59

Doom $52

Mad Dog McCree 2 $52

Off World Interceptor $52

1

HINT BOOKS
1

Genesis Scrt of Gm $6

Sonic Strategy Guide $16

Turbo Qrafx Secrets $10
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management, or realistic physical model-

ing; Doom's beauty is in the Irantic action

and sinister atmosphere ol its world. Tlie

gritty, gory, graphics, the lighting effects,

the sounds all combine to create an at-

mosphere that can

actually elicit fear,

or at least a few

startled jumps of

surprise. Think
about it: a game
that elicits an

emotional re-

sponse (albeit a

low level, base-of-

the-braiii re-

sponse). When was

the last time you

were brought to

tears by the sad

song of an NPC in

a role-playing

game? (Even an

NPC voice-acted

by a well-paid

Hollywood star?)

Were you ever tm-

ly hurt when a leader broke a tmee and

back-stabbed you in CiviU/tA'i iON? (Even

if it was Abraham Lincoln?) Have you

ever given an adrenaline-l'ueled war ciy

as you moved your slack of 8-6-6 Panzers

against a well-defended Russian hex?

1 know most of us don’t play coniputei'

games to be emotionally moved (probably

because we’ve Idccu

conditioned to

think that games
aren’t capable of it).

But when a l are

game comes along

that can move us

—

Ije it to tears or to

terror—it’s no sur-

prise when gamers

go friggin’ bananas.

So we had
Doom, a game that

occasionally star-

tled us and en-

abled us to safely

vent repressed vio-

lent urges. Now, as

of October lOih,

we have Doom 2,

wliich is more

—

much, much
more—of the same. More Doom, more
gloom, more room in which to kill or be

killed. Doom II, a set of 80 new levels.

Price:^$59.95

CD-RONh
supports most major sound cards; floppy

disk version is also available. CD version

includes shareware version of the original

Doom,

# of Players: 1-4 (modem and network

play)

Protection: None

Designers: Id Software

Publisher: GT Interactive

New York, NY
(800) 362-9400

by Chris Lombardi

D
oom, Doom, Doom, Doom. When
SUNG to the tune OF

Beethoven’s Fifiti, the sound
can be music to many gamers’

ears. To others, it can irk like an

advertisingjingle that refitses to leave the

brain. Wliether sweet or sour, there’s lit-

tle doubt that the Doom tune is one of

the most oft-liummed ditties of ‘94.

Like any extremely popular phenom-
enon, Doom has garnered no small

number of detractors. Beyond those

who complain that it’s too violent for so-

ciety’s good, people criticize Doom for

being overly-simplistic in gameplay, for

being essentially a 90s version of Pac-

Man, id Software’s level designer Sandy

Peterson freely admits tliai Doom is lit-

tle more than a souped up version of

Whack-a-Mole, the arcade attraction in

which rodents pop out of holes and the

player whacks 'em down with a mallet as

fast as they spring back.

To most Doom fans, the response to

these criticisms is “What’s your point?!’’ If

I might presume to translate, they’re say-

ing, “Yes, Doom is simplistic in the nuts

and bolts of its gameplay. ..but it’s one
hell of an expeneiiceV' Doom’s beauty is

not in rich character interaction, resource
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new monsters, new wall textures, and

new music has been released as a retail

product by id via GT Interactive.

Now, before we get into details, we

should probably clear up some miscon-

ceptions that have been bandied about in

Doomish conversations. From what I’ve

heard through the ether, some people

may be disappointed with Doo.m II. The
hype surrounding the game may have

built it up to be more than it actually is.

Doom II is not the next action game rev-

olution; it is not a brand new engine that

will startle players with its innovations; it

is not what Doom was to Wolfenstein

3D. It is simply more Doom. The innova-

I lions are being saved for id’s next pro-

ject—the mysterious Quake. What can

you expect from Doom II? New creatures

to battle, one new weapon (the double

barrel, double your death-dealing plea-

sure shotgun), some extremely devious

I

level layouts, and slightly higher system

j

requirements.

The background story of Doom II be-

gins when.... Nah, let’s not bother, id Soft-

ware didn’t waste much time writing a

stoiy, so I’m not going to waste ink on tlie

flimsy piece of work they did create. Know

diis: you are still a space marine, there are

still legions of hell sjjawn to slaughter, and

rather than battling through a military

base and a demonic fortress, you’ll be bat-

tling through a militar)' base, an urban

cityscape, and a demonic, trans-dimen-

sional somediing or other.

As for the design of the levels, here is

where id spent some time. Level design-

ers Sandy Peterson and John Romero
were just warming up when they de-

signed the levels of the original Doom. In

Doom II, they pull out the stops and

eveiy ti'ick in the book. Tliere are more

cleverly hidden and fiendishly devised

traps in the 30 levels of Doom II than a

ream of Hollywood contracts. ’When you

flip a switch at the end of a dead-end

hallway and hear a door open behind

you, you can bet your brimstone-baked

bottom that a Baron of Hell will be smil-

ing at you when you turn around. Wlien

you see a fabulous weapon sitting out in

the open air, begging you to snatch it up,

you can be as sure as Satan’s suntan that

it’s NOT going to be that easy. When you

see a level composed of razor-thin, ele-

vated walkways bordered by that noxious

gi'een goo, you’ll have a few choice words

to scream in the direction of id Software’s

Texas office. Is it frustrating? Yes. Do I

keep replaying the levels until I get them

right? Yes. Why? Dimno. That’s a ques-

tion for gi'eater minds than mine.

Tlie wizards of id have also spent some

time devising new creatures—new moles

to whack. The starting line-up for the evil

team includes the assortment from the

original game—imps, mutant soldiers,

shotgun sergeants, those pink things that

like to gnaw on your shoes, cacodemons,

Barons of Hell, and Mastermind Spi-

der.s—all in large quantities. New to the

scene are some inventive creations.

Among these is a chaingun bearing sol-

dier whose cranium does an interesting

dance when ruptured. There’s a baby

spider—Son of Mastermind Spider

—

who spits a fluiTy of green plasma glob-

ules when provoked (or even when not).

There’s an obese fellow who fires erratic

puffs of flame. There’s a skeleton who
launches small flaming asteroids that can

track you around corners (he also swings

a mean left hook). And finally, there’s a

sorcerer who not only conjures hellfire

from the ground, turning the slow-of-

foot into Kentucky Fried, but who can

also raise fallen baddies from the dead as

fast as you can knock them down.

As I’ve said, all of these creatures come

in hordes; it’s not uncommon to have 25

or more creatures on your tail at one

time. One partiailar level comes to mind,

a level that begins in an octagonal room
with eight doors. The level is a bit like a

nightmarish version of Let’s Make a Deal:

You pick a door and see what you’ve won,

although none of the doors have a new
car or a washer and dryer behind them.

Instead, you’ve got a choice between a

dozen Barons and a Cyberdemon, a herd

of Demons, a battalion of imps, etc—all a

pretty raw deal. Open one door and
you’ve got quite a firefight; open two at

once and you’ve got Armageddon. The
upshot of the sheer number of creatures,

aside from bursts of sheer panic, is that

your silicon has to work harder to keep

up, and so the system requirements for a

full screen, full gi’aphic detail Doom ses-

sion have crept up. Whereas owners of

very fast 386s and low-end 486s could get

a halfivay decent frame rate out of Doom,

they won’t with the sequel. I tested the

game on several machines, starting with a

Pentium 66 and working down, When I

reached a 486-33 with 4MBs of RAM, I

found the minimum for a full screen

good time; any lower and you begin drag-

ging pixels through the molasses.

If you’ve got the hardware, then you've

got a good time coming in Doom II. The

A CARNAGE LINE Here they come—a platoon of

damned dogs looking for a fresh chew-toy.

GIVE ME YOUR BEST! Sluggin' it out with

Skeietor in the basement of Hell.

WOW! Sometimes you've just got to take time to

smell the brimstone.

MARINE FLAMB^ It's game over for our hero.

This sorceror has got him cornered and is

putting the final touches on a HellFire spell.
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I he realms of Might and Magic are expanding! New lands

have been discovered, and you must vie for their control ^
against three other warlords. Now is the time to summon your ^
heroes, recruit your armies and lead them to victory. Control

'

every resource in your empire from your castles, docks and guilds

k to your archers, dragons and ogres. Keep a level head and an iron

A fist as you strive for total domination in the world of Heroes of

Might and Magic.

^ ^ Over two dozen different monster types

Customizable computer opponents

^ Dynamic musical score iBNBSBy
Intuitive point-n-click inteifface

Exquisite SVGA Graphics

^ Indefinitely replayable hE

Available at your local software retailer or

order direct from New World Computing at

1-800-325-8898 (818-889-6070

3 outside the U.S.)
,
or by mail:

P.O. Box 4302 Hollywood, CA

sjit' 90078-4302

trademark of New World ComptNiit^ew

^aiii^distinctive logoai^Mjght^orifMagKitfer^l^^^^^

:TradbmofijpHt6wW^l!ompul»n9,J^

streeiis



music ol' Bobby Prince has the same style

j

and pacing as before, alternating be-

1 tween hard-edged guitar rifis and the

1
quiet, atmospheric sounds ol’ a haunted,

New Age relaxation tape. The graphics

are familiar, but there are some stunning

!
surprises in store in the later levels. And,

j

again, the level designs are exj)ansive, in-

j

tricate and fiendish. Some are almost like

adventure game puzzles, where you’ll

spend many a minute staring at the au-

tomap wondering just how in Hell you

can reach that visi-

ble, though inac-

cessible, BFG.

And let’s not

forget the element

that truly lit the

fires of gamers

—

midtiplayer play,

(Il’you are a Doom
fan and have not

tried a multiplayer

game—do so.

You’re missing out

on half the fun.)

The difficulty of

the levels very

much lends itself

to cooperative ex-

ploration. Not only can you use the ex-

tra firepower in handling Hell’s

overpopulation problem, but it’s nice to

have more than one head working on

some of the puzzle problems you’ll face.

As far as DeatlnVlatch goes, the CGYV
Doom Association (the Hell’s Rangers)

has yet to find a Doom 2 level to match

the balance and elegance of Episode 1

,

Level 5 of the original game, but that

may be for lack of trying; we’ve been

busy enough playing tag-team wrestling

with a Cyberdemon.

The conclusion for fans of Doom is, of

course, yes, by all means—the next time

you’re traipsing through the aisle of your

computer store, put a little Hell in your

hand basket. If you know what to expect

from Doom 2, which I hope you do by

now, you won’t be disappointed. By the

time you’ve battled your way through

Doom 2’s levels and met the ultimate in-

carnation of Evil at the end, you’ll have

sucked out the essence of the Doom ex-

perience, swirled it around in your

mouth, gargled and spit. 11’ you are like

me, you will feel a bit wrung out, spent,

satisfied, and ready to leave the con idors

of Doom behind you and move on. Next

stop, Quake, if

EDITORS SPEAK
I

DOOM II

1/2

PROS More, more, more ofwhat

you came to Doom for.

CONS Higher system requirements

may keep some gamers locked out of

the expeiience.

Each Commander Utilities set includes:

FALCCAIC, MIGCALCOIl IKHINUTCALC: Superh campaign intelligence

tool. Viewatle/Prinlable theater map wilh detailed info, on every site, ground forces

and all flight paths! Prinlnble Tuel con.sinnplion, Waypoitil timing, Strategic/Tactical

reports and "Kneeboard sheet', hven tells you conditions for victory and defeat!

F:L MIG ini IlOUNFl KlUnilSlTION: Take full command of

PER SEll OK

AJVY COMJM\|)|in
rmiTIES SET

‘ti E.) I'EMPEATE
olVM' $2f).«)5!r

F.nlcon’s .eauadrons! Customize squadron names and pilot's roster, including names,
callsigns. Skill ratings and status. Replenish supplies Including F-16’s and more!

4- FALCON MAPPFll : The famous Red Flag, Instant Action and HUD
utility! Ch.ingu default theaters for Red Flag and Instant Aciinit, Oecluller' HUD.
Set clef.iuli lA difficulty level- Aulo-generaies Red Flag missions in any theater.

Graphical map shows Red Flag theater, flight paths, enemy po.sitions and morel

4- S1IOWF3 : Viewer for screen-shots taken with Falcon's .sec rel rapture program!
View shots individually or in 'slide show". Conversion fenlure saves screen-shots to

-GIF Of .PCX formats. Includes easy inslruclions for Falcon's hidden capture commands!

4- KCCMl'NU: Fantastic menu-shell that brings it all together! Use rcady-to-go

menus or customize. Add menu items or create sub-menus to add other sims,

games, TSRs or .bat files. Completely unloads from memory while running item!

4- KCC’S COMBAT MISSIONS: All ncwgul-wfcnchiiig, aclion-packed

Rod Flag missions. Includes all type mi.ssions in different thunlers. See if you’ve got
what it lakes to fly these "Volunteers Only" thrillersll

Why "Hurry up and wait"?: Mon-pri rw
1-800-262-6066 ’°Esf°

I. Uudtfdale, H .1333I)-212B

*REQUIREMEHITS: *FCU is compatible with Falcon'^ 3.02 thru 3.05.
MCU is compatible with Falcon® 3.02 thru 3.05 & MiG-29 1.0 thru 1.04.
HCU is compatible with Falcon^ 3.02 thru 3.05 & Hornet 1.0 thru 1.02.

Premium Templates "" standardized, color-coded
layout destroys "Keyboard Confusion"!!

# High-Quality, 3-D Graphics * Color-Coded Layout * Laminated Stock
*Flts all AT101 Keyboards * Standardized Format * Affixes to Keyboard*
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Doom
Ten First Person Action Games Are Fighting

Which Will Earn Your

games that are tiying to improve upon
the Doom concept and introduce some

ideas and features that might add to the

game play of the genre. Nearly every

one of these games has a different spin,

angle, technological enhancement, or

gadget. Do they all, then, improve upon
the Doom concept?

Hardly. As we’ll see, it has been ver)'

easy for other programmers to put to-

gether a 3-D graphic engine like

Doom’s, but it has proven much more
diftkult to create a coherent game that

capture.s the essence of the Doom expe-

rience. What is that essence? It's the

seitse that you have dropped into a

truly threatening environment
where fight or flight are the only

acceptable behaviors; it’s the em-
banassment you feel when you

catch yourself ducking to dodge

a fired missile, trying to peek

around a corner by moving
your head, and taking this dig-

ital fantasy far too seriously.

Let’s turn then to these

games, hold them upside-

down, shake them, and
see what comes out of

their pockets. Will it

be the diamond
they promise, or a

cheap Cubic Zirco-

nia replica? Will

they be Dt)t)M-like,

or will (hey be,

like, doomed?

by Chris Lombardi

I

n waves they come, these gibber-

ing, slobbering creatures. They
lumber forward in a tiance, arms

held forward, seeking anyone who
might have the scent of a first per-

son action game player, \\1ien they

find a victim, they pounce, pelting

the unlucky soul with garish game boxes

and marketing hype. “3D Virtual Cyber

Gameplay!" they scream, “New super-

combobulating technology!" and the

dreaded, “Like Doom, but BE'ITLR!”

These beasts are the denizen of many
computer game companies who want to

jump on the bandwagon tow'ed by id

Software and their 3D, first person, ac-

tion games. These programmers, design-

ers, and marketeers have seen (he

shining gem of Doom's success, have

been bewitched by its gleam, and have

known lust—lust for the fame, the ac-

claim, the financial success of id Soft-

ware.

But perhaps we paint too grim a pic-

ture of the situation. Imitation is a part

of the computer gaming world, and in

some cases, it has been a good part.

SimCi'It’s concepts have worked
their way into several good de-

and many others have

benefited from the ideas in Sid

Meier’s Railroad Tyc:oon and

CiviLiZ-vnoN. If good ideas can be

improved upon while retaining the

power of their original incarnation,

then game players reap the benefit,

So here we have no less than ten



OPERATION BODY
COUNT (CAPSTONE)

The Pitch: It’s like vve never left those

golden 1980s. I'hat decade’s purveyors

of free-floating anxiety, the ubiquitous

Terrorists, have taken over the U.N.
Tower, and they won’t give it back. It’s

up to you to clear out the 40 levels of the

Tower and rescue the hostages. I'he

cliche Arabs, shouting "Allah!” and other

unintelligible explelixVs^ a Middle
Eastern tongue, are hiding in^j^ty cubi-

cle and bathroom stall in

ofilce-plex, so there is

shed on the way to the terrorist

leader (who, strangely, is as Aryan as

you can get).

The Play: Like all of these

“Doom Toos," Body Count tries to

add something new to the niilieti.

Windows can be blown out with

bullets, walls can be riddled with

pock-marks, and the arsenal of

weaponiy includes the much re-

quested flame thrower. Also

unique is the inclusion of al-

lies—computer-controlled

fellow commandoes
who will give you a

hand in the mission.

New features are

great, but it all

comes down to exe-

cution and integra-

tion, and it is here

that Body CouN'r,

like many of its

compatriots, fails. The game engine it-

self feels like a cheap imitation, like a

I long Kong-made rip-off of a fine Swiss

watch. The bad guys are flat and car-

toonish, like wooden ducks at a shooting

gallery, and the setting, graphics and
level designs are drab (you can only en-

dure so many hallways, offices, and exec-

utive wash rooms). To top it off, there

are gameplay problems, like the fact that

you cannot kill or be killed while stand-

ing in a doonvay, and there are pointless

additions like booby-trapped health

and ammo that cannot be identi-

as such, and cannot be disarmed.

Ibe Inevitable Comparison: If Oi’tlR-

Doom,
chaingun.

new features to

the pack,

all quality is

to the other “Doom
Toos” in the grouj),

Body Coun i' may as well

lie down and count itself

among the fallen.

BLAKE STONE:
PLANET STRIKE

(APOGEE)
The Pitch: Blakk Stone: Planet

Strike is more a "Wolfenstein Too” than

a “Doom Too,” as it uses an enhanced

WoLEENSTEiN SD engine licensed from id

Software. It is the second game in a se-



ries tliat pits Briiish agent Blake Stone

against the evil Dr. Goldfire and his ge-

netically engineered mutants. Plankt

S'l'KiKt; is 20 levels deep with new mon-
sters and weapons and nasty traps, but

no multiplayer options.

The Play: 'I'cchnically, Plane']' Strike

is a well done game. The art, mechanics,

and movement are nicely integrated,

lending the exjjerience a coherent feel.

It, too, adds a few novel tidbits to the

mix, like creatures that initially appear

in a sedate state (in a cocoon, a statue, or

a moving pool of goo), but then

“moridi” into an active creature when
distui'bed. d'lie automap has several lev-

els of magnification, with the lower levels

enabling you to see baddies in the area

or locate secret doors, but you must first

seek out energy to power the map. The
game also tries to make its environment

more “intei'active” by introducing things

like food dispensing machines into

which you must insert coins, and “Fission

Detonators” that must be located, picked

u]3, and placed next to another object to

destroy it. All of these things are fine,

but all the features in the world don’t

mean a thing if a game doesn’t have that

“immersion factor,” and it is here that

Pi.ANEr Strike is somewhat lacking. It

just doesn’t draw you in. The color

schemes are simple and bright, the crea-

tures are exaggerated and cartoonish,

packs, and ammo) that are strewn about

the alien complex. 'I'he object of the

game is standard fare: find keycards that

open doors, open doors to reveal secret

switches, and flip the switches to reveal

passageways or stairs that lead to some
objective. It is all good, clean, though a

mite mundane, iun. CyCi.ones’ one
problem is a jiroblem common to many

of these games: the bad guys aren’t

threatening. Rather thatt being creatures

that you really want, to avoid, the bad

guys are just something you line up in

your sights and mouse-click on until they

go away.

The Inevitable Comparison: If Cv-

Clones were a weapon in Doom it would

be a really slick chaingun with some neat

doodads and gadgetiT. It would be good

at what it does, but you’d throw it away

in a second il you found something more
powerful oi' more novel.

DARK PORCES
(LUCASARTS)

The Pilch: I'he game designers at Lu-

casArts have it pretty easy. They could

hack out a second-rate spreadsheet pro-

gram, call it Star Wars: The Imperial

CPAs Strike Back and sell a million of

them. Thankfully, they haven’t taken ad-

vantage of their jjosition or their license,

and have produced some terrific games.

and the sound efl'ects are either

silly or muted or both. I'he re-

sult: you don't feel as if you’re

in a threatening environment,

which is the key ingredient of

first-person action games.

The Inevitable Comparison:

If B[./\ke Stone were a creature

from Doom, it would be a stan-

dard issue Demon, but a De-

mon by way of Warner Brothers,

not Hell. It would be a kinder,

gentler kind of Demon, one
that you might learn to like,

perhaps even tame and turn

into a pet. If you’ve got a child

or yoLiiiger sibling that has been

bugging you to play Doom, but

you’re afraid of the nightmares

that might result, you might

give the kid Blake Stone, in

spite of its "Parental W'arning:

Graphic Violence” label.

CYCLONES (SSI)
The Pitch; A global econom-

ic collapse, a world thrown into anarchy,

a timely alien invasion, and one last

chance I'or the human race—you.

(NO'l'E: This fictional set-up contains

100% recycled ideas from post-con.sume3'

waste.) You, in this case, are a cyberneti-

cally enhanced soldier outfitted with fan-

cy, hi-tech hand-to-hand

weapons and the standard arse-

nal of range weapons. You’ll do

battle with other cybernetically

enhanced beings, mutant fau-

na, and aliens, all sti'aight out

of a Saturday morning
“mechanoid” cartoon.

The Play: Cvci.QNES is a

pretty game with pretty stan-

dard “Doom Too” mechanics,

although, unlike Doom, it does

allow you to look up and down
and Jump. Cyolone.s’ most
original idea is in the weapon
interface. Rather than having to

aim your weapon by turjiing

your body, yon can actually

control your weapon indepen-

dently from your body. Using

the mouse, you can sling youi'

plasma wea|Jon, gauss pistol, or

other weapon of destruction

around the screen and point it

directly at your target. 'I'his in-

terface is also used to pick up
various items (weapons, healtli
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SURE
YOU
COULD

DIE
BUT

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.

tir 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', orchestrate 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
ships, on-the-fly translucency, Gouraud and Phong shading,
and-cinematic multimedia videos.

effects

speech
and, on the
delivered by

Distributed by

GAMETEK

Driving music, searing sound
CD-ROM version, fully digitized

- professional' actors.
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Dark Forces, which is essentially Doom
set in the Star Wars milieu, is yet another

terrific Star IFtzrs product. For those

whose brains were indelibly stamped by

the films as youngsters. Dark Forces

may prove irresistible.

Ever wonder how the Rebel

Alliance got a hold of the Death

Star plans they used to find that

oh-so-convenient exhaust vent?

Apparently, a Rebel Agent

stormed through several levels

of a Star Destroyer, single-

handedly wasting the waves of

troopers aboard, and stealing

the plans. Guess who plays this

solitary hero in Dark Forces?

The Play: LucasAris has

done an amazing job

of reverse engineering

Doom and atlding

their own spin to the

first person model.

The mechanics

Dark Forces work ex-

actly like Doom, ex-

cept that you can look

up and down and
jump. The graphics

are powerful (check

out the holographic

projection of the

Death Star in the

screen shot),

the sound
comes right

out of the

movie, and
the implemen-

tation of laser

fire is perfect.

The levels

have intricate

layouts, with

elevators,

garbage chutes, and
streams with an actual

current, so the trans-

parent aulomap overlay

is often helpful. Put this

all together, and you’ve

got a game that cap-

tures the ineffable

Doom essence. When
you’re running down a

corridor with laser

blasts whizzing by your

ears and smacking the

walls ai'ound you, you

become Han Solo run-

ning through a Star De-

stroyer with a Rebel

yell. Unfortunately, Lu-

casArts still has the

nasty habit of not including multiplayer

options.

The Inevitable Comparison: If Dark

Forces were a Doom creature it would

be a Cyberdemon in a Dark Helmet with

a bad case of asthma. From its duel rock-

et launcher arms it would fire a 3D
graphic engine and a mythos that

gainers couldn’t I'esist.

DESCENT (INTERPLAY)
The Pitch: Imagine Doom on Ben-

zedrine in a vacuum, and you’ve got a

decent picture of Descent, Interplay’s

take on the first-person shooter. You
take control of a Hying robotic ship that

must clear 30 levels (Hied with other ro-

botic ships, rescuing captured pilots, and

derailing some evil plot or other, 'fhe

game will initially be released as share-

ware, giving users the chance to Hy it

around the block before throwing down
the cash.

The Play: Descen r is a Doom Too
with a twist, and a turn, and a gravity-

free flip. It offers an excellent 3D graph-

ic engine that communicates a terrific

sense of speed while allowing the player

as much freedom of movement as one

would expect (Voin a space combat simu-

lation. Without the constraints of gravity,

you can careen down corridors at will,

spinning, turning, and bouncing off the

COMPUTER
SPORTS

IBM PC

COURT-SIDE COllEGE BASKETBAIL
Included are 286 teams from the most recent season and

70 all-time greats • Player statistical accuracy from ability

to tire and foul to overall contribution factor • Stats

compiler • You determine style of play, whether to press

or use 45 second clock, weather game played at home
court or neutral site and much more!

3 IN 1 FOOTBAU
Unmatched statistical accuracy • Stats compiler • Full team and

player statistical breakdown • You call the plays and timeouts •

Compare scouting reports • Use the two-minute rule • Over 500

teams included, pro and college from 1948 to present!

ORDERTODAY!
Mail check or money order for $39.95 each.

You may call in and order with VISA or Master Card.

Please add $3.00 for shipping and handling.

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

1 -800 -477-7032

P.O. BOX 100594 • NASHVILLE, TN 37224

Circle Reader Service ff72
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Strategy Hus

—

“Computer wai^amers rejoice!” PC Entertainment

—

“A siedc, sweet

gaming experience.” Computer Gaming Worid

—

“Contender for wai^game of the year .

.

Consumer Electronics Show— 1994 Software Showcase Award

A>aibible un: IBM PC omipatiUcs.

Required: Processor 386 or bcUcc

Min. 4MB nwinoiT,. HD3ii" floppy,

Hard Drh'c. SVGA-VESA gni^ilc

curd & monitor, suppuitAdUb,
Roiaiid & SoundBlaster cards.

AND
Available wi: Madnlosii Color

Sj'stenis. 5 MB RA\L HD req'd.

Hot on the heels ot the industry s

first “Game of the Year" for a

computer wargame, the team
that brought you the award-
winning V for yUfory series has joined forces with The Avalon Hill Game Company
for yet another blockbuster! Atomic Games and Avalon Hill are proud and excited

to present OPlRAXfOH CRUSAOBR, the first in tlic new VHorld of Viar series covering

great campaigns of WWIL Set in the expansive reaches of the Libyan and Egyptian

deserts, OPiRAllOH CRUSAO^R sweeps you into the role of German Field Marshal
Erwin Rommel or British General Sir Claude Auchinleck 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 Hellfirc Pass and see if you, too, can earn the title, “The Desert Fox”.

The Avalon Hill Game Company
DIVISION OF MONARCH AVALON. INC.

I 4517 Harford Road • Baltimore,MD 21214 1

If Operation Cnisader cannot be found locally, call 1X)LL FREE 1-80IK999-3222

Ask for 0|)erator CGWll



walls. The sense o( speed and IVeedom

can be fun, bui ve)y disorienling. If you

experience even a liinl of (jiicasincss

when playing oiher llrsl pei'son games,

you should steer clear of Dr.S(;KN'i‘. As far

a.s the gameplay goes, it’s all standard is-

sue here. Aside from bashing baddies,

there’s only the matter of navigating the

maze of tunnels, picking up access cai'ds,

and unlocking do{)rs until you’ve found

the exit. Not that Df.sciLN'i' needs any-

thing else: just Ilguring out where you

are is tricky enough. Although the map
is very interesting and unique (when iti-

voked tlie level map appears as a 31)

projection that can be rotated tilong sev-

eral axes), it too can be disorienting tind

difficult to read. Di:sct;N'i'’s weak suit

could be its enemy ships—they're small,

nondescript, and anything but menac-

ing. This may change, however, since I

looked at tm early version, tmd the de-

sign team was still tiying to improve the

baddies before they sent the sharewtirc

version of the game to the networks. And
speaking of networks, Dkscln'I' will sup-

port net games with up to eiglit players,

and it is liere that tlie game may shine.

The Inevitable Comparison: If Di;-

.scKVf were a weapon in Doom, it would

be the plasma gun—rapid fire, pyrotech-

nic, though perliaps not doing a lot of

damage for all the noise it mtikes. Take a

look at tile shareware version to see if

The Inevitable Comparison: If Tut;

Fori'RESS of Dr. R/\diaki were a charac-

ter from Doom, it would probably be a

Cacodemon wearing Groucho glasses.

You could never take it seriously, even if

it was tiying to tell a joke.

HERETIC (RAVEN)
The Pitch: If any game has a chance

of matching, or even surpassing, the

quality of Doom, it is Heretic. Of
course, it does have a big advantage in

that it uses the actual Doo.M 3D teclinol-

ogy and was designed in consultation

with id Software. Heretic is essentially

Doo.st with wizards, although the only

thing you might recognize from Doom is

the general feel of the world; tlie graph-

ics, the weapons, and the monsters are

all very different. ..and very wonderful.

Heretic will be released as shareware,

and the registered version will include

27 veiy large, veiy ornate, levels.

The Play; When you step into the en-

chanted realm of Heretic, you step into

a world of tremendous beauty and
prodigious power. The pixels have been

swabbed on this canvas with great

anislry; “Wow!” was about all I could

muster when I saw the quaint villages

with ornate houses and flowing streams,

the antique haunted-house hallways,

and the marvelous stained glass win-

you can stomach the ride, and if

the combat is your cup of tea.

THE PORTRESS OP
DR. RADIAKI

(MERIT)
The Pitch: Why must we al-

ways look to the future to find

an apocalyj)tic milieu in which

to set our games? Why not just

postulate an apocalypse in one

of our possible pasts? The year

is 19(13 and the world is being

blackmailed by a mad scientist

with communist connections

who may just have the ol’ A-

Boinb in his britches (that, or

he’s just haj)py to see yoti). You

lake the role of a U.N. agent

who must fight through the 15

levels of Dr. Radiaki’s fortress

bei’ore your final showdown
with the madman himself.

The Play: 'fhe Fortress of

Dr. Radiaki oozes daffiness

IVom every pore. Between the

background fiction (which de.scrihes Di'.

Radiaki as “a man known by both Dalai

Lamas in Tibet and the Regular Llamas

in I’eru”) and the cast of characters

(Guban soldiers with Spanish curses on

their longues, silly Sainin'ai wari'iors, ro-

bots made out of kitchen ajjpliances,

etc.) you know you’ve got a

gtune that doesn’t take itself

very seriously. I'd'orn appear-

ances, you might think it would

be a lu'eezy break from weighti-

er mailers, but, sadly, we’ve got

yet anolher game that chokes

when the game is on the line.

'fhe 3D engine is suh-par, and

the graphics (which are slick

and high-res in the ads and
jiress materials) are drah, drab,

drab. The wall textures are

halfway decent in spots, but a

single texiure is often used ex-

clusively for large chunks of

real estate, lulling one to sleep

with their monotony. Combine
the lousy 3D engine and the

mediocre graphics with level

designs that are labyrinthine in

a random way, a clumsy move-

ment s)’siem (especially for key-

board users), and a dreadful

automaj), and yt)u’ve got a

game ibat most gamers might

laugh at, not with.
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favorite games in 3D sound that zigs

when they zig and zags when they zag!

Hey! you've got two
bi-directional alien-finders

attached to your head
an

MULTIWAVE INNOVATION, INC., 7<t7 Camden Avenue, Campbell, CA 95008

Tel: 408-379-2900 Fax: 408-379-3292

Command 3D Sound Engine is a registered trademark of Mulliwave Innovation Pte Ltd. 'Patent Pending

The Command 3D Sound Engine* can transform your favorite computer game into an in-your-face, look-

out-behind-you, multi-sensory experience. Unlike other 3D sound processors, the

Sound Engine surrounds you with a 270° soundfield that responds to the

movements of your joystick.

So when you zap that Zorgon on your left, the KABOOM! will come
from the left. When you nail that Ninja on the right, the WHACK! will come
from the right. Imagine: a previously unheard level of realism for about one

zillionth the cost of a virtual reality helmet!

The Command 3D Sound Engine works with any game
software, stereo or mono. All you need are an analog joy-

stick. any sound card with a line-out jack and two externally-amplified speakers.

Sorry, bi-directional alien-finders are not included. But, hey, you probably

have a pair of them already!

For more information, call l-800-379^85»58

Circle Reader Service #270



clows. There’s little time for sightseeing,

however, as this enchanted realm has

been overrun by all sorts of magical

ghoulies, The monsters in

Heretic can be roughly equat-

ed with those in Doom: there

are flying griffons that shoot

single fireballs (Doom’s imps),

there are large, stone golems

that can pummel you into pud-

ding in hand-to-hand combat

(Doom’s pink demons), there

are wraith-like things that

throw flurries of magic axes

(Doom’s Barons of Hell), as

well as many new magic-wield-

ing creatures with interesting

properties and weapons. To
handle these hordes, you’ve got

your own magic, channeled
though six different weapons,

ranging from the unmagical

stave to a pea-shooting wand
on up to artifacts with roughly

the power of Doom’s BFG.
Wliat’s more interesting is that

each weapon has a “superstate”

that can be invoked by certain

items. One weapon that fires

plasma gun like bursts will also

call down a rain of fire from heaven

when in its superstate; another turns

into a very elective flamethrower. So, in

effect, Heretic has 12 weapons—six

weapons plus their six enhanced slates.

New to the Doom system is an inventory

where you can store magical goodies Ibr

later use. These items can make you in-

visible, restore health, give you ihe pow-

er to fly, supercharge your weapons,

and, my favorite, turn crealures into

chickens. I'hen, the world has cool new

features, like streams with current, wind

that might blow you oil' of a high turi'ei,

and all sorts of switches and gadgets,

teleports, and secret doors to complicate

navigational matters. The auiomap is

exactly like Doom’s, except that it ap-

pears on a parchment—much like in

Ultima Underworlo. In <1 final llourish

of its wand. Heretic sujjporis two plaver

modem play and four player network

play.

The Inevitable Comparison: If

Heretic were a weapon I'rom Doom, it

would be a semi-automatic, inagictilly en-

hanced Bf’G. ft irnly packs a whollop,

and is the pick of the “I)ooM Too” liitei'.

ISLE OF THE DEAD
(MERIT)

The Pitch: I'he hero of Isle oe the



Dkad set out on wliat seemed like a

pleasant, Soutli Pacific Island hopping
lligin (a three hour tour?). It’s not bad

enough that the plane crash-landed on a

small island rock and he was the only

suiwivor, but this island just so happens

to be the home ol' a race of zombies and

the evil scientist who lords over them.

Now, fictional set ups are not a strong

suit oF this type oF games, but this is the

worst among bad. To be Fair, Isle of the

Dead was designed to be campy—a spooF

oF lirst-person action games, perhaps

—

but it doesn’t have the wit nor the tech-

nology to pull it off.

The Play: Isle of the Dead isn’t a

pure 3D action game. It mixes the worst

oF adventure games and the worst im-

plementation oF a 3D engine that we’ve

seen, 'fhere are two interfaces: the stan-

dard lirst-person action game interface,

and a simplistic adventure game inter-

face with an inventoiy of items that you

can “Look” at, “Get,” “Use,” etc. The
adventure game portion takes us back

to the earliest days of graphic adven-

tures, and the 3D engine is just plain

awful. The graphics are crude, the

sound limp-wristed, and the feel of the

world is hollow, tinny, and cheap. Sure,

you might gel a chuckle from

the undead, over-weight sun

bathers who attack you with

their own amputated arms, but

cheap laughs give way to bore-

dom in about as long as it

takes to boot the game. The
game does have some nice,

campy graphics in the non-in-

teractive scenes, and it promis-

es multiple endings to the

game, but halfway interesting

art and two extra endings are

Just not worth the suffering en-

dured to reach them.

The Inevitable Comparison:

IF Isle Of The Dead were a

weapon in Doom, it would be a

pistol with one bullet. If it took

a moment to look around at the

competition, it would probably

put that pistol to its temple.

QUARAHTINE
(GAMETEK)

The Pitch: QuAiLwriNE is the

least DooM-like product in this list. It is ment. Why do we include it, then? Well,

about armed vehicles, drive-by shootings, it’s a scrolling, 3D game and, even though

flattened pedestrians, and cash manage- you are driving a car, you feel no more

New from BLIZZARD, the Winner of the

Best Entertainment Software Developer Award^

O Ti C'S^& H U M A N S

A FANTASY STRATEGY GAME

FSfn
j

FJ
.

£nter the world of WarCraft,

a mystical land where evil ores

and noble humans battle for

survival and domination.

With an ingenious arsenal of

weaponry and powerful magic,

these two forces collide in a

contest of cunning, intellect,

and brute strength.

Destroy the orcish hordes or

crush the weakling humans...

the choice is yours.

“With its combination ofreal-time strategy, resource management, simple combat system,

andgreat graphics and sound, WarCraft has all the elements to become a mega-hit!”

Matt Firtne Editor, PC GAMER

ENTERTAINMENT

I
A\ailable for MS-DOS on

^ CD-ROM and 3.5” disks

-
I

for A FREE MS-DOS
3.5” Demo Disk Ckill

1-800-545-7677 ext. 600

Hurry! Siipplie,'! nre limited.

Aviiihible lit Babbnges, Best Buy, CompUSA, Behead Sofiivitre, Elcctronies Boutique, Fry's Electronics, Sofiwure Etc., iiud otherfine retailers.

Circle Reader Service ff264
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like you’re piloting a vehicle than you Feel

like you’re piloting a human body in

Doom. Quar^vntine is also about weapons

(bigger, better, more deadly weapons) as

well as slaughter (bloody, messy, gory

slaughter). So, like they say, “IF it scrolls

like a Doom, shoots like a Doom, and kills

like a DooNt, then, by God, it must be a

‘Doom Too,’ even if it is on wheels.”

The Play: In Quarantine you play a

cabby in a veiy rough town. The streets

are Filled with gun-toting cars and
pedestrians who love to pop off a Few

rounds just For kicks. While under this

rain of lire, you must pick up fares, but

these people don’t want a ride to the

airport; rather, they want you to per-

form a “hit” on one of the many city

gangs. While the clock ticks down, you

must locate the target of the hit in the

very’ large town, and then perform the

hit while the passenger enjoys the show.

While the 3D engine is a bit crude (as

said, the sensation of actually driving a

car is slight), the game is surprisingly

entertaining, if you’ve the stomach For

veiy intense action and sophomoric silli-

ness. Your car can be outfitted with a

bevy of weapons and defensive gear, and

there is plenty of sceneiy to gawk at as

you whiz by at lOOmpii. There even

seems to be something of a plot thread

that runs through the game, tliough I

only saw the beginning strands in the

powerful weapon.s with terrific recoil;

even a bizarre magical weapon that en-

ables you to discharge voluminous volts

of magical energy' from your hands, 'loss

all this together with some bad guys that

are only a goose-step away From Nazis,

and you’ve got Rise oe 'ITIE Triad, a inix-

(ure ol' Doom and Woleens'I'ein with

some new special effects.

The Inevitable Comparison: 11 Rise

ok the 'Friad were a weapon in Doom il,

it would be every space marines l)esl

friend—the doul)le barrel shotgun. It’s

got kick, it’s goi power, and, with its dou-

ble load ol' buckshot, it’s sure to hit the

target, especially when multiple targets

(and mullij^le jjlayers) are involved.

THE IHEVITABLE
CONCLUSION

So there you have it, the first wave of

“Doom l oos” to come our way. Between

them you’ve got more firepower than what

was used at the Battle of the Bulge, end-

less waves of ci'eatures from eveiy fantasy

genre, and enough wrist-wrenching action

to give an entire secretarial pool the

Carpal Tunnel Syndrome. Tliei'e is some

quality stulf in this bunch, and you’re sure

to find one or two games to keep your

household filled with the sounds of gun-

fire and the screams of the dying right

through the holiday season. ^

pre-release version tested.

The Inevitable Comparison:

If Quaran tine were a creature

from Doom, it would be a mu-

tant soldier with an earring, a

skateboard, and Beavis and
Butthead sensibilities. If you’re

one to “hang” with the likes of

this mutant, you might find

some good yucks and enjoy the

original ideas.

RISE OP THE
TRIAD CAPOGEE)
The Pitch: Fascism is on the

rise in the Ri.SE oE 'the Triad,

and your team of live comman-
dos is just the group to put il

back in its place. Arriving at the

fortified isle of San Nicolas, you

choose a character from a quin-

tet of killers and drop in on the

Black Shirt’s picnic. Ri.se of the

Triad will be released as share-

ware with 10 levels of play, and

the registered version will con-

tain 30 more. This game is the most

multiplayer-friendly product we’ve seen,

supporting both two-player modem play

and 11-player network-fests. In addition,

there are nine types of multiplayer

games available with many customizable

options. DeathMatch will never be the

same again.

The Play: Rise of the Triad

is a very ambitious game. When
you jump into its crisp, clean,

texture-mapped world and be-

gin to explore all the goodies it

offers, you can almost feel the

designers’ minds at work, al-

most hear their thoughts above

the competently composed mu-

sic: “What cool features can we

add to this game to make it bet-

ter than Doom?” Cool features

are what this game is all about;

indeed, at times it seems that

the game is only an excuse to

show off all the neat things that

the designers’ minds devised

—

like an action movie built

around The Big Stunt. Among
these features are: a very cool

glass shattering effect; beauti-

fully rendered whirling turbines

of death; incredibly realistic fire

and explosion elfects; trampo-

lines that bounce you around

until you’re blue in the face;
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Watch for WildSnake, .(v ,

our next new puzzle game!-;

Visrt your local retailer or call 24 hours:

1~800-695-GAIV!E (USA and Canada).

Circle Reader Service #224

Just when you tl^ught
^

you were over letns,

Alexey
Pajitnov
dares

>f\ fSpectrum
/W v HoloByte
" THE PUZZLE PEOPLE

Die Russian master who created Tetris now introduces

BreakTIiru—one of a series of great new puzzle games.

Think fast! Constantly cascading bricks keep you on

toes as you tear down wall after wall. Bombs fall

your way and huge sections of the wall blow apart

But watch out! Pesky spiders, annoying soda

cans and obnoxious boulders are out to make

life rough. Knock them out of action so you can

break through to the next wall.

Race to beat the clod(, raising your score as

you raze the walls. Test your skill in six cities,

each with its own music and scenery. Challenging

two-player options prove your prowess against

friends. Four different skill levels and time limits mean

the entire family can play.

BreakThru: so much fun you might not want to stop

playing—or you may never be able to!

Available on Macintosh, Windows,

Super NES”, Game Boy^,

Game Gear” &

Sega" Genesis".



REVIEW

X-Wing
Commander
Elite
Take z’s STAR CRUSADER Borrows From The Best And Adds Some Zest

by Jeff James

Y
ou’d think it would t3E diffi-

cult TO CROWD TIIF INFINITV OF

Sl’ACF, BUT CROWDED IS EXACTLY

how you’d describe the traffic

lanes of the space combat genre.

I

Between the Star Wars games, the Wing
' Commander series, and things like Elffe,

1 there are more craft buzzing around the

1
void and more burnt out hulks of unfor-

tunate ships than

the Milky Way has

stars.

Into this standing-

j

room-only crowd

comes a new space

combat game from

Take 2 Interactive

via GameTek. S'FAR

Crusader warps into

the established star

wars market and un-

abashedly an-

nounces a list ol'

novel features. While

it does boiTotv more

than a few bars from

the tune of other

games, it does in fact

follow through on its boasts with features

that are either truly novel or more re-

fined than most.

Unlike other space combat sims in

which there are definite Bad Guys and

Good Guys, Take 2 made a special effort

to paint both sides of its conflict with lib-

eral dabs of moral ambiguity. You begin

the game as a hotshot pilot for the

Gorene Empire, an expansionistic race

patterned loosely after the Roman Em-
pire. The Gorenes are expanding across

the known universe, spreading their val-

ues and civilization in the process. While

the Gorenes see themselves as “saving

the savages from themselves’’ (shall we

hum “Hail Britannia?”), some alien races

have begun to despise the Gorenes and

their attempt to influence their culture.

In a sector of space known as the Ascalon

Rift, a group of aliens have banded to-

gether to repel

the Gorene “in-

vasion,” The
aliens aren’t ex-

actly peace and

freedom fighters,

either. The d'an-

creds are a war-

race of

savage barbar-

ians, while the

Zemiins are reli-

gious zealots who
see all outsiders

as “infidels” and

worthy of de-

struction. The
Mazunias are

greedy traders

and capitalists, and the Amien are afflict-

ed with a sentient bacteria that threatens

to drive the entire race insane.

As the game begins, you’ll fly combat

missions for the Gorenes, but as the stoiy

develops, you’ll eventually have the op-

tion to switch sides and champion the

alien cause. The stoiy-line is even richer

than those found in some Origin ofler-

ings and is filled with back-stabbing, in-

fighting, and secret plots against

different factions. At the outset you’re

limited to flying assigned missions and

must cany them out as to the best of your

ability. As the game progresses, you’ll ac-

quire a greater degree of control. You’ll

eventually get to select your own wing-

men and spacecraft, and if you need

more highly trained pilots, you can send

some of your best fliers off to the pilot

academy to train others. Once you’ve

been given your primaiy mission, you

can assign othei' pilots both offensive and

defensive missions, such as patrol duty,

invasions of alien space or the theft of

alien ships and sup|)iies.

FLOWN ONE, FLOWN 'EM ALL
The heart of any space combat simulator

is the flight engine, and Sfar Crus.\1)ER’s

is quite good. On a 486-33 with 4 MBs of

RAM, the frame rate is acceptable with all

the playing option knobs pegged at their

maximum values. On faster 486 and Pen-

tium machines, the game I'esponds with

alacrity and smoothness. Flight controls

are similai' to other games in the genre,

making it a snap for experienced X-\V’iNG

and Wing Commander pilots to learn the

ropes. S'FAR Crusader also adds a few

unique and intelligent features to an oth-

envise conventional control system. Some
ships have an aulo-repair system that will

repair damage in flight, and you can

manually prioritize the efforts of the re-

pair system, making it I'epair shields be-

fore the ejection system, for example.

The power system can also be cus-

tomized, allowing you to use most of your

energy for weapons and the remainder

for less vital ship duties. In the ultimate

nod to user customization. S tar Crusad-

Star Crusader

like

space, mouse,

CD-ROM; suppoils AdLib, Roland and

Sound Blaster sound cards. Floppy and CD-

ROM versions available.

Protection: None

Developer: Take 2 Interactive Software

Distributor: GameTek

N. Miami Beach, FL

(800) GAMETEK
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m also allows )'ou to create a default fly-

ing cnviroiinieiil foi' your favorite ships,

with pre-set display, repair and power-

management features.

'I'lie lliglit engine is a good one, al-

ilujugh several of the vessel designs are

veiy odd-looking. Granted, vessels built

by a wide variety of alien races will have

their own uniqtie appearance, but some

ship designs struck me as downright

gool'y. 'I'he Gorene Scorpion fighter

looks like—you

acconijdisli more than one goal during

each mission. Finally, if space combat is

grinding up your rookie pilots like cheap

knockwtirst, you can assign a few veteran

pilots to the space academy. Once there,

their training will increase the skill levels

of replacement pilots, 'lliese strategic ele-

ments add a previou.s-

ly unseen depth

play to a combat space

simulator, serving to

guessed it.—a flying

scorpit)!!. Other ves-

sel designs seem

like nothing more
than a c(jllectit)n of

incongruous

shaj)es stuck hap-

hazardly together.

'fo make matters

worse, most vessels

arc painted in

bright, garish col-

ors, making their

unusual shapes

seem even more
bizarre. It seems

that, ill ;m attempt

to dislingtiish the

game as much as

possible from its competition, the design-

ers took the artistic design to clownish

extremes.

I'M IN COMMAND NOW!
'fhere are over 100 mi.ssions in the game,

disirii)uled among a number of plot and

stoiy branches. As in VViNG CoMM.-\NDER,

the missions in St.ar Crusader don’t

have to he repeated until they have been

successliilly completed; win or lose, the

story will advance and you’ll be placed

into a new situation. Lose too many mis-

sions and (he game will end in failure,

but there is tilways opportunity to fight

your way back to the winning track after

one or two failures,

VVlien you reach a certain level of suc-

cess, you’ll be given complete control over

combat resources. Vour pilots are rated

numerically {from 1-5) in a variety of skill

categories, including pilot skill, courage,

discipline and weapon skills. This infor-

mation allows you to tailor your strike

force to the mission at hand, matching

suitable |)il()ts with appropriate ships and

weapomy. Wliile you and your wingmen

are on (he main plot mission, you can as-

sign other pilots to both offensive and de-

fensive missions, allowing you to

RAY-TRACED STARGAZING Whether you’re viewing

star-shaped alien bases or close-ups of other

characters, you'll be impressed with the 3D Studio

work throughout the game.

slake the combat ihirst of joystick jockeys

while simultaneously exercising the gray

matter {>!' more strategically-minded

gamers.

When creating missions for other pilots

to cany out, one of your options is a re-

source accjiiisition mission. If successful,

this mission will net you new spacea aft to

replenish ships that have been destroyed

during combat. You can also grab enemy

ships during combat by disabling them

with disnipter fire and using your tractor

beam to draw them close. Regardless of

how you obtain them, each of the 13 ship

types in Star Grlisader have their own
unique slrengths and weaknesses. In ad-

dition to more mundane weapon types

—

sucli as lasers, disrupters and
torpedoes—a few ships sport unique and

powerful weapons. The Tancreds use the

vector cannon, a weapon that does no

damage hut can catise the target to mo-

mentarily spin out of control. Some
Amien craft employ the neutron cannon,

which has the nasty capability of bypass-

ing a ship’s shields and harming the pilot

directly. One of the most novel pieces of

weapomy is the energ)' siphon, a vampir-

ic device used to drain energy from an

enemy ship and add it to yours.

SUPPED CHROME
In the CD version, superlative voice act-

ing helps move the plot along. Most

characters have a unique voice, spoken

with conviction by a well-cast crew of pro-

fessional voice actors. The guttural

speech of the I'ancveds is especiall)' ivell-

done, with a gravel-throat-

ed tone the equal of any

Klingon extra on “Star

Trek: The Next Genera-

tion.” Amazingly enough.

Star Crusader is able to si-

multaneously play digitized

speech and sound effects

with no degradation in

playability or sound quality.

During several combat ses-

sions with enemy atid allied

ships whirling around my craft, I heard

radio chatter from not one, but two of my
wingmen simultaneously. Tliis liappened

while both the music and sound effects

where playing, too. Take 2 reportedly

spent a great deal of time developing

new technology to shuffle multiple

streams of data from the CD-ROM drive,

and it shows.

W^ien presenting the plot to the play-

er, Take 2 opted to create the most im-

portant characters in the game by using

ray-tracing techniciues traditionally re-

served for inanimate objects, such as

ships and planets. The 3D-Studio-

rendered cast gives S'I AR Crusader a dis-

tinctive visual appearance, resulting in a

unicjue look not unlike that of the charac-

ters portrayed in Eidolon’s Millennium

Auciion. Combined with the top-notch

voice talent, S'I AR CruS/Uter becomes an

audio-visual experience not to be missed.

WORMS IN THE WARP DRIVE
S'IAR CiuiSADER docs suffer from a num-

ber of mostly minor shortcomings. Aside

from the aforementioned goofiness of

some ship designs, the overall graphic

quality is somewhat hard to define. While

the ray-traced graphics, ships and charac-

ters are undoubtedly tojj notch, I ques-

tion some of the artistic design choices

used in the game. On one hand, the art-

work affixed to some Gorene struc-

tures—such as the golden eagle used as

the main game interface—draws upon
such strong artistic themes as ancient Ro-

man and Greek architecture. Yet instead

of embracing the artistic richness that

these sources provide, the game seems to

skirt along the edges, mixing such

artistry with bland and dreary color
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SAMURAI STRANGE No matter how you look at them, many of the spaceship

designs, like the Samurai \i\c\mG\i here, are more bizarre than indicative

of alien cultures.

reedback would have been helpful, such

schemes which

lessen the visual

imjjact. 'I'he play-

ing inieiface is a bii

unwieldy, as well. A
prime example is

when you’re using

the computer in

the computer room

to select pilots, ships and missions. If you

look at an item in the general topics sec-

tion, exiling the current categoiy will re-

turn you to the uppermost level of your

selection, forcing you to wade through

the menus again to reach another topic.

Wheti selecting repair and energy priori-

ties in your spacecraft, the system used

seems overly unfl'iendly, exhibiting what

can only be described as interface “stiff-

ness,” Providing more visual and audio

as seeing an option flash or sink into the

screen when selected, or attaching a de-

scriptive icon to the pointer when the

user is “dragging and dropping” infor-

mation.

THE RIFTS OP ASCALON
So how does Star Crusadkr fare in the

crowded Held of space combat simula-

tors? With its iiuju'cssive audio, in-depth

strategic elements, and oilier features,

Star Crusaokr emerges as a prominent

product in the categoiy, worthy of being

mentioned in the same breath as X-\Ving

and WiNt; Co.m.mandkr. While tlie genre

in which S'l'AR Crusadkr is firmly rooted

may be verging on bathos. Take 2’s de-

signers have infused their creation with

enough depth and originality to make it

stand out from tlie horde of “me-too”

clones. If you’ve traded away Privateer,

tied up the loose ends of'PIE Figu'I'ER, or

are waiting impatiently for WiNG Com-

mander 111, S’iar Crusader should be the

next game on your playlist. Hi

STAR CRUSADER

RATING

PROS Impressive depth of play and

an engaging sloiyline teamed with

incredible audio and a top-notch 3D
flight engine.

CONS Bizarre spacecraft designs,

garish color schemes and a bit of in-

terface roughness preclude Star

Crusader from true greatness.

I.

Aiqpone for KOMBJV on yow
PC.. rnicf Ibire Control
wHh the AdvmKod
Gravis PC GtanePml!
Execute all the bone-shattering combos and

ferocious finishing moves of the # 1 arcade

smash right on your PC... and enhance the

martial arts mayhem of Sub-Zero, Rayden

and the rest of the kombatants with the

awesome Advanced Gravis PC GamePad!

For your nearest store location, or to order,

call 1-800-447-6543.

^«lajm
MIDWAY f

Distributed by Hi Tech Entertainment - '
-

MORTAL KOMBAT* Is alrailcmarH ot and Uttnsed flora Midway* Mamiladurrai) Company© 1992. All filpfits flpsarwd - Used tiy Pemlssior, © 1993 Acclaim Enieilalnraeni. lnc.BistnPuled under license Irom Acclaim Enierlainmeni, Inc. by HiteCi Eniertairanenl.
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REVIEW

TrenchWarfare
Blitzing The Cyber Byways

In Bethesda’s Arcadish DELTA V

by Mark Clarkson

I

!' YOU BOUGHT X-\VlNG JUST TO FLY

DOWN TMK Death Star 'reKNCH, ik all

THE I’ERSNlCKfHT DETAIL IN REALIS'l'IC

flight simulators turns you olT, if

you’re looking to drive your eye-hand

coordination to new heights, and ii’

you’ve got a big wad of cash burning a

hole in your pocket, tlien I might just

have the game for you.

Delta V from Bethesda Software is a

member of that class of action games 1

I

cal! “trench runners.” The premise is

I
simple: you rocket down a ditch or tun-

I

nel at high speed,

1 dodging obstacles

and blasting enemies.

At the end of the

trench iliei'e is some

big baddie to be de-

j

stroyed, or some spe-

' cial gizmo to be

I

snagged.

I
As trench running

games go, Deli a V is

a gorilla, with obsta-

!
cles and bad guys

I coming at you fast

1
and furious. As to

1

what Bethesda wants

'
you to think Delta V
is, that’s another mat-

ter. It’s hard to tell,

from the ads, the box,

or the documentation, what kind of game

it purports to be. The ad promises a “new

type of virtual reality” on your PC. fhe

I

designer notes tell you to prepare for “a

I lightning ride dotvn the c)'berspace data

i

matrix using the latest in quantum flight

!

dynamics merged with the ultimate in hi-

I tech weaponry,” but I don’t know what

the hell that means.

I

'I'wo different blurbs on the box refer

j

to Delia V as a “flight sim”—but a flight

simulator it is not, at least by the stan-

dards of most gamers. Worst, tlic packag-

ing almost seems designed to deceive,

'file four screen shots on the back of the

box disguise the fact that Delia V is a

trench running game; the omnipresent

trench walls are hidden in the sliadows,

or behind laser bolts or obstacles.

IT TAKES A THIEF
Delta V wants to be more than tm ar-

cade-isstie trench running game. To tlial

end, they’ve wrapped the basic arcade

heart of the

program in a

futuristic cyber-

space scenario,

'file game man-

ual begins with

a bad knock-off

of a William

Gibson story,

and all of the

enemy ships

sport japan-

esqtie names
like the Ichi-

Tec Sentinel

and tlie Mushif-

su A/H Net-

blade.

It is tlie far fii-

lure, the year

2306. The world’s computers are intercon-

nected into the vast Global Internet. With

tlie aid of a special computer called a

“sense deck,” you can jack into the ‘net

—

entering a virtual world where data and

progi”ams appear as solid objects and col-

ored liglits, painted directly into your

mind. With the right combination of hard-

ware, software and skill, you can ride ihese

visible data pathways, firing programs,

probing databases, moving inlormatifui

from here to there.

You are Cazimar Gunnery Knuvian,

a.k.a. CazCade Failure and GazPer the

Ghost: renegade, hacker, cybei'iietic data

rustler. You make your living with a black

market deck, riding the data channels of

the ‘net, invading corporate computer

systems, evading their countermeasures,

and making off with data and ct)de to

peddle on the black market—until the

day you tiy to crack the IGF (Intrusion

Countermeasures Electronics) around

Black Sun corporation’s databases and

are trapped like a bug in a jar.

Now, you are at the mercy of Bosco

Tasman, big wig of the Black Sun corpo-

ration. He has crashed your deck
and plucked your soul from the

Galactic Internet tti do his bidding. Ac-

cejjt Tasman’s offer and you’ll go to work

doing Just what you’ve always done:

crashing ICE and stealing data and code.

Only now you’ll be targeting Black Sun’s

corporate rivals and enemies. Sen'e your

corporate masters well and you’ll be well

rewarded. Refuse and die.

GET REAPY
Every mission begins in the office of your

boss, Bosco Tasman, who stares continu-

ally out of his window at the vast, (iituris-

tic cityscape beyond. The mission

briefing itself appears as a text ovei'lay

atop the oHice scene. Yoti can enter the

mission directly, or do a little practice

first in the simulation area. Enter the

mission, and you receive a fiirthei', tech-

nical briefing on your objective. You can

view the ICE you are to destroy, or tlie

item you are to capture.

Next you equip your trace—the virtual

vehicle in which you ride tlie ‘net—^witii

your choice of weapons, armor and pow-

er plant. As you gain money and expei'i-

Delta V
Price: $69.95

System

Requirements:

IBM compatible

386-25Mh2,

4MB RAM.
17MB hard

disc space, VGA
graphics,

mouse or

joystick,

supports most major sound cards;

486DX66Mh2 or better recommended

Protection; Documentation look-up

Designer: Greg Kreafle, Chris Weaver

Publisher: Bethesda Softworks

1370 Piccard Dr., Ste. 120

Rockville, MD
(301) 926-8300
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^Merit Software"

The Fortress of Dr. Rediaki is a
thrilling adventure, mixing car-
nage with a biting sense of humor.

You will confront scores of
different adversaries including sword
wielding samurai, stealthy ninja warriors,
robots with toasters for heads, mutated
alligators and many more.

You must use all your wits to find
your way through the cavernous fortress and
defeat the Machiavellian designs of the
horribly deformed Dr. Radiaki.

The Fortress of Dr. Radiaki is a land-
mark in computer games. You are free
to move in any direction and blast
anything that tries to do the same in '

.

this virtual reality, 3-D world.
Backgrounds are rendered on

the fly and unbelievably detailed
characters move smoothly
through the labyrinth.

Enter at your own risk... you
may never be the same again!

Actual screens may vary. For more information, please call Merit Soto

are registered trademarks of Future Visionary. Inc. AilB

Circle Reader Service #88

S Merit Software. ® 1 994 Future Vision and The Fortress of Dr. Radiaki

ir names or trademarks are the property of their respective owners.



CYBER-BIRD OF PREY This Black Sunlrace craft packs a good punch with

its lasers and proton torpedoes, but is robbed of maneuverability by the

confines of the trenches.

I ence, you gel lo choose IVom an increas-

ingly powerful and expensive selection of

goodies: particle cannons, proton lorpe-

I

does, de-rez shields, afterburners and

!
graviton blasters. Fully briefed and

j

equipped, you’re ready tojack in.

FLY ME
'fo complete your mission, you must pilot

your trace from its starting point, down

the trench lo what-

ever objective lies

at its end. Along

the way, you must
' evade and avoid

enemy ICE. Most

I

ICE is strictly de-

j

fensive and passive,

j

and takes the form

;

of pillars, walls,

j

slabs and balls that

,

block your way
clown the trench.

Most of them stay

pul, but some of

I

them move, drop-

ping down from

above lo seal olT

the passage Just as

you an'ive. 'I'his stufT reminds me of an-

cient roman ruins, looking more like

stone or concrete than either ice or the

I

inside ol'my comjjuter.

[

'Fhere is also proactive ICE: spaceship-

‘ like objects that 07 to shoot you down be-

fore you reach your objective. They
obligingly fly in front of you and shoot

backwards, so you don’t have to bother

I with any pesky side and rear views. Shoot

tlieni if you can, without letting them

shoot you, or running into any obstacles,

1
walls, or weapons fii'e from the cannons

mounied along the

I'im of the trench.

The lower you

fly, the faster yoti

go. Bui as you be-

gin to brush the

llooi' or walls of the

channel, your trace

builds up heat,

which can eventual-

ly sap your armor

and destroy your

trace,

Delta V doesn’t

feel much like cy-

berspace to me

—

ii’s moi'e like Hying

down a drainage

canal by moonlight.

It makes me wonder why, since ihe scene

is virtual an)way, we can’t throw a little

more cyberlighi on things. I guess that’s

to give the game that dark, gritty, q'ber-

punk feel.

The [light model is pretty limited. You

can’t gel out of the trench veiy far, either

above it or to either side. You can’t turn

around. You don’t have*—or need—side,

toggle to an outside view of youi' ‘trace’

that some might lind easier to lly. (I per-

sonally didn’t.)

SIZE AND SPEED
|Tie box copy promi.ses a game that runs

faster than the eye can follow and, on a

veiy fast BCi, it does. On a 48bDX66 the

simulation is seamless. On a -I86DX25

the frame I'ale di'ops to around five

frames a second, loosing the illusion of

Iluid motion; on a 48(38X25, you’re down

to three fps. You have to turn off the sky

back, up or down views, although you can

VIRTUAL REALITY? No, it isn’t. But there is a blistering-fast action game

underneath Delta V’s "cyberpunk” trappings.

and Gouraud shading lo speed things

back up again.

Dt-:LT.-\ V wants, nay, demands 17

megab)’tes of hard disk space. Unlike

some games, Di:lt.-\ V olT'crs no limited

installation, without the cligiitil speech,

for instance. If you don’t have a spare 17

megabytes of space, Bethesda suggests

you “back up your current i'iles and

delete those you do not need.” 'I'hanks.

It’s the cyberpunk shell around the

game that I have the biggest problem

with. It seems as though it was grafted

on, after the fact, in an attempt to make

Dei.I'a V into an interactive adventure,

instead of a shooter, I wonder how much

of those 1 7 megabytes of hard disk .space,

and how much of that .$(39.95, is taken up

by electrically crackling menus and shots

of the boss’s oHlce.

WHERE IT SHINES
It can be hard to find good, old-fash-

ioned action games i'or the PC—games

that achieve immersion by sheer ditit of

speed. And it’s as an action game that

Delia V really shines, providing arcade

action at its pure, unadulterated best. I

feel like I should shove a cpiarler into my
disk drive evety lime I lire it up.

On a fast machine—a 48(3I)X5() or bet-

ter—this game screams. It has what one

friend calls the ‘duck lactor’— it’ll have

you sweating and ducking your head to

clear on-screen obstacles, 11 ’ you’re look-

ing for this kind of fast-paced arcade-

style action for your PC, you might want

to give Dei.taV a iiy.

If you’re looking to droj) 60 or 70

bucks on a realistic, challenging (light

simulator and immersion in tlie cyber-

punk world, buy yourself a copy of

M[G29 (Sj)ecirum HoloByic - S54.95)

and a paperback of William Gibson’s

“Neuromancer” ($4.99 - Berkeley

Books),

EDITORS SPEAK
I

DELTA V

RATING

PROS On a fast PC, oilers last-

paced arcade style action that will

have you ducking.

CONS 'Hie VR business is hokey

and artificial, and the trench limning

can get monotonous. Requires a lot

of space ( 1 7megs) and a fast machine

to get the (iill effect.
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TakeThe
MoneyAndRun
Dynamix Digs For Lodekunner’s Classic Gold

by Paul C. Schuytema

A
h, thk 80s. In a decadi' tha'I'

SEEMS A Mil. 1.ION YEARS AGO, I

il-lOUGHT ! KNEW EVERYTHING.

Reagjin was going lo be Pi'esiclent

I'orever, everybody loved old

|elhro Tull, [he Chicago Bears kicked

hint, and I was a god aL Loderunner. So

much has changed

since then. Clinton.

Well, what can I say?

Does the youth of to-

day even know
lethro Tull (have

they ever heard of

Bouree?), or is it all

Nine Inch Nails

now? Where’s Ditka?

And where, dare I

ask, is Broderbund’s

l.OilERUNNER?

Hapjjily,

Louerunner now
lives on my 486-66,

playable and pausi-

ble in that wonderful

but much maligned

living space we all call Windows. Where’s

my old Loderunner? I still have the disk,

though it is now yellowed and sports a

I'ing of indents from my daughter’s seven

teeth. But sadly, it is unplayable. I just

don't have a computer slow enotigh to

bo{)t it up. My old Mac Plus, which saw

me through grad school and my first

CGIF column, is even too sophisticated

for this dinosaur; I need a Mac 512 for

the th'st Loderunner. I loitei'ed on the

j)hone one dark night to (dCW World

lleaclc|uaners, and 1 found they had the

same problem. They still held tightly,

reverently to the old Loderunner disks

lor the Apple II and Commodore 64, but

naiy a 6502 was to be found.

So just what is Loderunner? Once, it

was nearly as tibiquiious as Doom is now.

It was the game, btit more than just the

game for PCs; it lived on Macs, Apples

and Commodores. Tiie concept was sim-

ple: run youi' little miner around, gather-

ing up gold and

avoiding the nas-

ties. Gatlier u]3

all the gold and a

ladder appeared

to whisk you off

to the next level.

While gold-dig-

ging, you could

blast the earth,

run, climb and
fall. All good

clean fun.

Now, Dy-

namix has resus-

citated the classic

game for \Vin-

dows, but is it a

poor waif born

otti of lime? Or it is the classic game it

once was, ready lo suck up bits on eveiy

PC from here to Istanbul? In a world of

grayscale judgment, it is neither. It is a

great game, but it arrives in a world

which might have already passed it by.

First olf, it is one of the new breed of

playable, great looking games under

\Vindows. It may have taken sex’eral years

to gel a handle on the ungainly operat-

ing system on tfip of an operating system,

but games like Loderunner, Outi'OST

and Migrosoet Arcade prove that great

graphics can live within Windows. And
brother, does Loderunner look sweet,

'fhe colors, done in a nice jungle/cyber-

]xink palette, seem to leap olf I he screen,

and the Loderunner, well, he lains and

he runs \’eiy well.

One of the neatest things about the

original game was that it was the first

third-person game thtit 1 actually bought

into. Sure, arcade classics like Caiaga

and Dei'ENDER put you in the lhii'd-|jer-

son role, but there was always some sort

of abstract insulation between you and

ship, person or car you were controlling.

Loderunner changed that for me. I be-

came that little runner, blasting, running

and leaping. For hours, 1 would peer into

that little 9-inch monitor and believe that

1 1'cally was him.

Now, it’s a full decade later, yet many

of the games still insulate me I'rom the

experience. While I was “in ihere" at

limes in Pa(;.an, for ihe most part, 1 felt

like the Avatar was someone else. But,

thankfully, the new Loderunner pulls

me in. Now, my little miner is more de-

tailed; dark boots, a ])ulp-,sci-li .set of cov-

eralls, jet black hair and a healthv gate.

When
1 play the Loderunner, I’m him.

l.ODERUNNER is a unique combination

of action game and puzzle game. I liken

it lo the classic Lemmings, hut 1 llnd it

much more satisfying. In Lemmings,

there was always a feeling of chaos, of

the Lemmings’ brownian motion which

I could not control, in Loderunner,

there is an elegant order. You have time

to consider each level and ihe jxizzle it

presents, just how- will you go about it

;ind gel all of the gold? As you ponder,

mysterious monkish-looking creatures

seek you out for lunch. I.ooking like un-

derlings from the Spanish In(]uisition,

these “red cloaks” are the impetus to

just get out of there.

Loderunner: The Leoend Returns

Price: $45.95
System

Requirements:

IBM compatible

386 or better, 2

MB RAM (4 MB
recommended),

VGA graphics,

Windows 3.1;

supports

Windows-

compatible sound cards

# of Players: 1-2 (same computer)

Protection: None
Developer: Presage

Publisher: Dynamix

Eugene, OR
(800) 757-7707
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The evil Commander Borf hasTW|w'
kidnapped Ace's ifirlhlendi ^e
beautit^l Kimberly, and is plotting

to enslave the Earth by means of

his dreaded "Infanto Ray", a weapon
that changes everyone it blasts

into a helpless baby. j

Armed only with a laser gun, Ace
must seek out and destroy the

Infanto Ray, rescue Kimberly and
save the Earth. /^I in a day’s work
for a superhero,S:ight?

nEALma^.
Featuring fuN screen animation and crisp,

powerful soijnd from the original laser , ,

disc arcade classic. Space Ace plunge^
you jr^^intense, non-stop

The fate of Earth is in your,

hands. - jl' ,

'' jm/

ReadySoftII:

Available From:

CHIPS & BITS
P.O. BOX 234 Rochester, VT 05767

Cali: 800-699-4263 Int’l 802-767'3033

Fax: 802-767-3382 Source 101132



STAY CLEAR OF GROUND ZERO A bomb blast can take out a

whole gaggle of cloakies—and you, too, if you don’t get out

of the way quickly enough.

'I'lie game's first uvo k‘\ t“ls are de\<)id

of the cloakies, hui ihc)' appear in level

three and e\er\’ level alter that. 'I'tiey mn
after you constantly, but pan of the fun

in evading them is to (Igui'c our their AI.

Basically, they are “jiroximity sensitive,”

meaning that they liy to gel as close as

they can to you. d’hev art' not intelligent

enough to realize ihtil soineiinies the)'

will need to lake the long way around

some of the mossy green obstacles to

gobble you up. 'fhey can be on the other

side of a wall, btit if they are close, then

they are happy. I really like this limit on

iheii' intelligence, and it lets me reall)'

play around with them tvhile I’m tiying

to slay alive. Level seven, merely a collec-

tion of ladders with gold at the top of

each, illustrates their .-\1 perleclly. Llimb

to the lop of a tall ladder and hang out.

The cloakies won't take the extra elfort to

ligLire out that the)' need to climh that

ladder. Instead, the)’ will swarm up the

moths around a Ikmie.

.At limes, a\'oidance isn't

enough. You'll have to use

your mining blaster to blast a

hole in the ground. They'll fall

in and you can run over them

to escape (be sure to give )’our-

self enough space to blast, or

the)'’ll simply rush you and

gobble you uj) \\'hole).

MoN'ing around the various

levels is a treat, ^’oil'll use lad-

ders constantly, but at limes

volt'll need to make suicidal

leaps (a fall from ten stories

won’t hurl your lough little

miner), or scale hand over

hand on ropes strung ticross

chasms.

Siniplv run over all of the gold, and

the escape ladder to the next level will

appear. This can get trick)',

since sometimes the cloakies

will pick up and carry the

gold. At other times, there will

be a lode where you Just can't

reach it. You’ll have to lure a

cloakie over to |uck it up for

you and then trap him to re-

trieve the gold.

In later le\'els, )'ou can gath-

er up wonderful little bombs,

just light the fuse atid run, be-

cause these puj3j)ies pack a

mean lireball. There are also

other treats like jackhammers,

pick axes, locks, keys and

more. A veritable treasure

trove for your diminutive spe-

limker to discover.

There are levels a-plenty to

keep )’ou running, zapping and climbing

for months, hut if you get tired of them,

or want to tiy your own hand

at game design, LodkrI'NNKR

comes complete with an ele-

gant level design program. Us-

ing the I'amiliar paint program

metaphor, the le\'el builder lets

you craft entire games, modif)'

levels, or just play an.jund. The
interfiice is solid, intuitive, and

a "lode” of fun. Soon, levels

spawned from demented
minds will find their way onto

BBSs eveiywhere.

Because Lodkrl'NNKR is such

a clean, sharp reincarnation of

the original Broderbund clas-

sic, it makes reviewing the

game somewhat irick\'. Do 1

rex'ieu' it as if it’s the llrsl time I've ever

seen l.ODKRl'NNEU (as I’m sure will be the

case I'or many of those who will end up

buying this version)? If so, then it is a

vvondeiTitl, wonderl'itl product, a true

benchmark of sleek, elegant and simple

game design. HTni to review the game in

the context of late H)9-l game design,

then it falls a little short, being only a re-

hash of an earlier design, and not push-

ing the gaining ein’elope for

action/arcade games one bit.

Perhaps I’m .searching for an ans-wcr in

purely analytical terms when the answer

is much more simple, much more “from

the gut.” I'he true measure of any game
is how fun it is. 'i'hat.’s really all you need;

just a fun game to while away the hours.

I’ve seen countless games o\'er the past

years, yet onh' a few rise to the occasion

of being games 1 want to play after the

review is over. Loni'.RL'NNiiR is one of

those games. Analysis aside, Loderunnkr

will live on my hard drive long after this

issue of CGW gels dog-eai'ed and colfee

stained. And now I can buy the 80s, pack-

aged in a handsome and kitchy nvo CD
set. W'hat more could 1 ask for? ir

LODE RUNNER

RATING * *
PROS A cla.ssic game is reborn, and

it pla) s like a dream. 'J'he gi'aphics

and play interlace are veiy iinju'essive.

CONS More of a rehash than a re-

invention. Doesn’t push the envelope.

neighboi'ing laddei' and hover there, like

WHO’S AFRAID OF HEIGHTS? Climbing tall ladders will help to

keep unwanted company at bay.

MORE RICH LODES TO MINE The intuitive interlace of the

level editor allows you to make new levels, or tinker with

existing ones.
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Your weapons: Five bombs, hover grenades

Run, jump and blast your way

ihrougb 17 deadly levels.

Hong around with goblins,

mutants and other lethal lifeforms.

Interplay ProduclkiiK

17922 Fitrh Avenue

Irvine, U 92714

{714)5SM678

Now available for IBM" and 100% (ompatibles

Circle Reader Service 0123

15Y C.,\MURS. FOR OAMFKS.



CHIPS&BITS
Call 800-699-4263 Fax 802-767-3382

Int’l 802-767-3033 Source 1 0132
PO Box 234 Dept 10132 Rochester, VT 05767

‘SUPERHERO
LEAGUE OF
HOBOKEN' Lead

a band of mutant

superheros into

battle in the post-

nuclear wasteland

of Hoboken. NJ,

Mjurparty includes

Captain Excite-

ment and Tropical

Oil Man.Your arch-

nemesis is Dr. En-

tropy, determined

to thwart the rebirth

of civilization. $34

'M4: SHERMAN
TANK SIMULA-
TOR’ Vbu and your

buddies go for a

ride. Only it is

WW2, and It's a

long way to Ger-

many. Your com-

munications equip-

ment allows you to

keep in touch with

other units in the

field. Gain experi-

ence and skill as

you get deeper into

the game. $34

THRUSTWIASTER

F-16FLCS’Astick

with almost unlim-

ited programmabil-

ity. It looks and feels

like it was ripped

out of theJeLThe ul-

timate edge for a

flight Sim. A grip

modeled after the

F-16 Fighting Fal-

con, four 8-way hat

switches, a dual

stage trigger and 3

strategically placed

buttons. $1 1

9

FREE
SHIPPING!
Place an order for an out of

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

Handling $2 per shipment.

'DEATH GATE’ Locate the pieces of the World Seal!

Travel to magical realms in this epic fantasy adventure!

Offers 3D-iTKxJeled animations and digitized audb. Based

on the Death Gate novels. $34

‘PSYCHOTRON’
Back when there

was a USSR, they

conducted years of

research Into the

farces of ESP The

product of their re-

search, the

Psychotron, was

lost en route to the

US and now you

must find it. Fea-

tures revolutionary

scoring and over

an hourof video for

windowrs. CD $38

500 XJ Epyx Joystick $8 Lablec CS-800 Spkrs $30 SoundMan 16 $99 Bloforge CD $53 Day of the Tentacle CD $42 Gabriel Knight $39

Acoustic Rsrch P 570 $219 Lablec CS-900 Spkrs $69 Teac Supr Qud CD Dr $459 Blake Stone Episode 1 $9 Death Gate CD $34 Gabriel Knight CD $45

AdLib Sound Card $34 Maxx Cobra Flightstlck $59 Thrustmslr Drivng Sys $111 Blood Society CD $34 Digital Dreamware CD $24 Gamma Force $6

Advncd Gravis Ullrsd S129 Maxx Control Yoke $54 Thrustmaster FCS Pro $99 Bioodnet $39 Dinonauts $24 Gateway 2 CD $29

Advncd Gfvs Ulirs Mx $179 Media CncpI Sbist Cion $39 Thrust FCS Pro UProm $14 Bloodnet CD $41 Oinonauls CD $29 Gateway 2:Homeworld $26

Altec ACS 100 Speakrs $69 MS Fit Sim 5 Grvs Jystk$49 Thrustml FLC Sys F16$117 Blue Force: Next of Kin $19 Dinonauts WIN $24 Gateway Collet 1&2 CD $36

Altec ACS 150 Subwfr $109 MS Fit Sim 5 Grvs Pro $56 Thrustmasir Flight Sys $59 Blue Fore: Next Kin CD $19 Don’t Go Alone S6 Gobliiins CD $19

Altec ACS 200 Spkrs $209 NEC3XE ExtrCDDiv $549 Thrustmslr Game Card $25 Buccaneers CD $48 Doom 2: Hell on Earth $44 Gobliiins 2 CD $19

Altec ACS 3 Spkr Sys $169 NEC 3XI InIrCD Drive $459 Thrustmslr Rudder Sys $99 Bureau 13 CD $39 Doom 2: Hell Earth CD $44 Goblins 3 CD $19

Altec ACS 300 Sp wSb$239 Notebook Gameport $42 Thrustmaster WCS 2 $90 Cadillcs & Dinosaur CD S46 Doom Episode 1 39 GrallOuest $21

Altec ACS 50 Speakrs $79 PC Symphny Adlib Cpt $29 Thrustm WCS 2 UProm $14 Castle Wolfenslein CO $42 Dracula $32 Guy Spy CD $29

AudiophI Retr 10 A sp S122 PC Virtual Golf Club $119 Universal Cockpit $219 Castle Wolfsfn-Spr Dst $29 Dracula Unleashed CD $47 Hand of Fate $20

AudiophI Refr30 A Sp $189 Pro Audio Sped 1 6 Bas $96 Universal Neverlock $39 Castle Wolfsln 3D MD2 S24 Dragon's Lair 2 Tm Wrp $34 Hand of Fate CD LEGK $39

AudiophI SW 20ASb $139 Pro Audio Speclrm Plus $89 VFX 1 Virt Rlly Hdgr $949 Castle Wolfsln 3D MD3 $24 Dragonsphere $25 Harvester CD $44

Auto Cockpit $159 Pro Audio Studio 16 $119 Video Blaster $299 Chaos Continuum CD $36 Dragonsphere CD $24 Heart of China EGA 334

CH Game Card 3 Autm $25 Reel Magic CD Upgrd $599 Vivid 3D Plus Sound $89 City 2000 CD $29 Dreadnoughts Bismark S29 Heart of China VGA $19

CH Mach 3 Joystick $27 Reel Magic Lite $289 Vivid 3D Sound $59 Civil War $57 Dreamweb $35 Heaven and Earth $32

CH Pro Pedals $65 Reel Magic Video Upg $349 Voice Blaster $49 Companions of Xanth $32 Dune CD $29 Heimdall $17

CH Pro Throttle $89 Sony SRS9 Speakers $9 Companions Xanth CO $33 Earth Invasion WIN $19 Hell CD $45

CH Virtual Pilot $64 SBlStr 16 ASP wSCSI-2$214 _ Conan CD $26 Electric Jigsaw $12 Hell Cab CO $46

CH Virtual Pilot Pro $75 Sound Blaster 16 BaslcS119 Conqust Robin Hd EGA $29 Elf $24 Hired Guns $36

Cyberman $79 SBIaster 16 MCD ASP $1 79 Conqust Robin Hd VGA $24 Epic $32 Hook $32

Flight Cockpit $219 Sound Blaster 16 ValueS109 7lh Guest CD $48 Conquests of Camelol $15 Eric the Unready $24 Horde $16

Flight Control Stand $18 Sound Blaster 32 AWE 5263 7lh Guest 2:11lh Hr CD $51 Conspiracy CD $30 Eric The Unready CD 835 Horde CD $45

Flight Slick 835 SBIsIr Discovery CD 16$309 7th Gust 2 Umitd Ed CD$56 Corridor 7 $28 Evolution $29 In Extremus $42

Flight Stick Pro $57 SBIStf GmbIstrCD 16 $379 Accu-Weather Forecslrs$10 Corridor 7 CD $29 Evolution CD $29 Inca $19

Gravis Analog Joystick $29 SBIaster Omni CD Drv$207 Adv Willie Beamish VGA$24 Covert Action 36 Flashback 319 Inca CD $19

Gravis Anolog Pro Jystk$33 Sound Blaster Pro ValueSBS Adv Willie Beamish CD $24 Creature Shock CD $39 Fortress of Dr. Radiaki $34 Inca 2 319

Gravis PC Game Pad $19 Sound Blaster Value $59 Alone in the Dark $34 Crime Does Not Pay $12 Forirs of Dr. Radiaki CD $34 Inca 2 CD $24

Jet Stick 824 SBIslrVid Spigot WIN $199 Alone in the Dark CD $46 Critical Path WIN CD $48 Fourplay WIN $19 Indy Jones 4 Ft Atlantis $36

Joystick Extension Cble S1

2

Snd Blaster Voice AssistS42 Alone in the Dark 2 $34 Cruise for a Corpse $12 Fred Phrks Fmtr Phrm $24 Indy Jones Ft Alinti CD $42

Joystick Y-Cable $12 Sound Galaxy BX2 wSpS29 Atone in the Dark 2 CD S41 Curse of Enchantia CO 323 Fred P. Frntr Pharm CD $39 Inherit the Earth 332

Joyswitch $39 Sound Galaxy NX2 wsp $49 Alone in the Dark 3 CD $40 CyberiaCD $46 Fred P. Frntr Pbarmet 2 $44 Inherit the Earth CD $32

Labtec CS-1 000 Spkrs $75 Sound Galaxy NXPRO $99 Altered Destiny $29 Daedalus Encounlr CD $46 Free DC 39 Innocent Until Caught $34
Lablec CS-1200 Spkrs $64 SGIxy NXPRO 16 MM $299 Amazon $16 Daily Number Busters $30 Freelancer 2120 $35 Inspector Gadget $34
Labtec CS-1 400 Spkrs $99 SGIxy NXPRO MM Kit $249 Animation Classics $39 Dark Forces CD $48 Freelancer 2120 CD $41 Iron Helix CO $56

Labtec CS-150 Spkrs $14 Sound Man Wave $188 Beneath a Sleet Sky CDS41 Dark Seed CD $39 Full Throttle CD $42 Isle of the Dead $31

Lablec CS-5S0 Spkrs $24 Snd Scape 1 6 Bit WvtbSI 99 Beverly Hillbillies $19 Darkseed 2 S42 G-Nome CD $48 Jagged Alliance $46
Lablec CS-700 Spkrs $32 Sound Source $9 Bloforge $46 Day of the Tentacle $35 G-lorce $19 Jonny Quest $26

CGW NOV



•WARCRAFT’
The world of

WarCraft, is a mys-

tical land where e\^l

ores and noble hu-

mans battle forsur-

vival. Destroy the

orcish hordes or

crush the hu-

mans... the choice

is yours. With an

arsenal of weap-

onry and magic,

these two forces

collide in the ulti-

mate contest. S39

‘REEL MAGIC’ Proviaes 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

‘CH PRO RUDDER PEDALS' has dual operating

modes with realistic pedal motion for flying. Also has

independent throttle and brake control for realistic

driving games. Oilers an anti-skid base. S85

‘VIRTUAL VE-

GAS' The wonder

of theCyberWorld!

You’re a V.I.P. in a

playground for

grown-ups that's

free from laws of

time, physics and

the mob. You can

forget about life

for awhile. Fea-

tures 3D ren-

dered worlds, full-

motion video and

voice-recogni-

tion. (R) CDS20

‘DOOM 2’ Sequel

to the award-win-

ning DOOM,
DOOM 2 prowdes

more levels, more

demons, more

weapons, more ex-

citement and a

whole new story

linel Stunning

graphics and in-

tense gameplay

make this the ulti-

mate action game.

Up to four players

using a LAN. S45

TREE GAME OFFER
Spend the specitled amount on any in stock software and

choose a free IBM game Irom the corresponding list below.

Offer subject to change or cancellation wiihout notice. Valid

trom October 1st through November 30th or white supplies last.

SPEND $75 GET
Airborne Ranger 5.25, Boom Box 3.5/5.25, Dr, Dooms Re-

venge 5.25, Gunship 5.25, Pirates 5.25, S.C.Out 3.5/5.25.

TInies 3.5/5.25, Microleague Baseball Managers Challenge

5.25. Mlcroleague Football 2 3.5, Time Out Sports Baseball

3.5, MacArlhuns War 5.25, Coffee Break Collection CD

SPEND $150 GET
RaUroadTycoon 35, MagicCandie3 5.25, Merc8nahos525. Dragon

Force 525. Command HQ 3.5, F 15 SE 23,5. Red Storm Rising 3.5,

BatbesolDestinyS.S. Heirs to theThrofw 3.5, WarkxdsS25

1 IBM ADVENTURE I IBM ADVENTURE I IBM ADVENTURE

Journeyman Project CD S34 Maelstrom CD $18 Return o( Phantom CD $38

Journymn Prj Sp Ed CD $47 Magic Death CD $26 Return to Zork $44

Jurassic Park $36 Man Enough CD $34 Riflwar Legacy VGA $39

King’s Quest SVGA $32 Manhole $19 Ringworld $19

King's Quest 5 WIN CD $41 Mario is Missing CD $44 RIngworld CD $19

King's Quest 6 CD $45 Martian Memorandum $24 Robinson's Requiem $33

King's Quest 6 Upg CD $24 Mission Critical CD $34 Robinsn's Requiem CO $33

King's Quest 6 VGA $45 Mixd Up Faery Ti EGA $14 Robocop 3 $32

King's Quest 7 CD $49 Mixd Up Faery TI VGA $29 Robot City CD $48

King's Ransom $33 MIxd-Up Mother Goose $29 SDI $6

King's Ransom CD $33 Morph Man CD $29 Sam & Max Hit Road $34

Kfonolog : Nazi Paradx $36 Myst CD $46 Sam & Max Hit Rd CD $42

LH Football Utilities $16 No Mouth & 1 Mst Serm $44 Screen Antics WIN $19

LH Pro Basketball $36 No Mlh S 1 Mt Serm CD 344 Secret Monky Island 2 $21

Labyrinth of Time CD $47 No World Order CD $24 Secret Monky Isind CD S21

Lands of Lore 2 $42 Noctropolis CD $47 Secret Mnky IsInd VGA $23

Lands of Lore 2 CD $46 Nomad $35 Shadow Caster $24

Laura Bow 2 $24 Nomad CD $36 Shadow of Comet CD $40

Laura Bow 2 CD $24 Out of this World $19 Simon the Sorcerer $18

Leather Goddesses 2 $19 Out of this World 2 CD $45 Skull Cracker CD $41

Legend of Kyrandia $32 Pepper's Adv Time VGAS29 Space Quest 1 VGA $16

Legend o( Kyrandia CD $32 Phantasmagoria CD S49 Space Quest 4 CD $37

Legend of Kymdia 3 CDS39 Police Quest 1 VGA $19 Space Quest 4 VGA $28

Leisure St Larry 1 VGA $19 Police Quest 3 VGA $24 Space Quest 5 VGA $36

Leisure Suit Larry 5 $34 Police Oust 4 DOS/WIN$39 Space Ship Brainlck CD$49
Leisure St Larry 5 VGA S24 Police Quest 4 CD $39 Spawn $42

Leisure Suit Larry 6 $39 Prince of Persia $25 Spellcasting 101 $19

Leisure Suit Larry 6 CO $39 Prince of Persia 2 342 Star Reach $36

Leisre SI Larry Anth CD $47 Psychoiron CD $38 Star Trek 25 Annivrs CD$54
LIUle Big Adventure $47 Quantum Gate 2 CD $46 Star Trek 25th Annivrs $26

Little Big Adventure CD $47 Quantum Gate WIN CD $45 Star Trek Judgmt Rl CD$42
Loadstar CD $36 Quarantine $36 SlarTrk NG Cllct Ed CDS79

Lost Eden $42 Quarantine CD $39 Slar Trek: Judgmnt Rts $33

Lost Eden CD $39 Quest lor Glory 1 $18 SlarTrk: Sir Fit Acd CD $52

Lost Flies Shedek HIms $26 Quest lor Glory 3 $24 Stellar 7 CD $24

Lost Treasures Infocom $32 Quest for Glory 4 $38 System Shock CD $47

Lost In Time 319 Quest for Glory 4 CD $44 Terminator 2029 $24

Lost in Time CD 319 Return To 2ork CD $44 Terminator 2029 Op Sc $19

Lunicus CD $42 Return ol the Phantom $34 Terminator Rampage $42

IBM ADVENTURE IBM HINT BOOKS IBM HINT BOOKS

Terminatr Rampage CD 345 Aegis: Gurdn Fleet SlralS16 Hand ol Fale $10

Terror ol the Deep $35 Aircombat Pacific Strat $16 Harpoon 2 Stratgy Gde $19

Terror of the Deep CD $36 Al Qadim $12 Heart of China $10

The Dig $40 Alone in the Dark2 $10 Inca 2 $10

The Prophecy $19 Arena $10 Indi Jones 4 Fate Atints $10

Touche $39 Biotorge $12 Indy Jones Grlx Adv $10

Tunaland CD $48 Blue Force: Next of Kin $10 Inherit the Earth $16

U.S. Allas $15 Castle Wlfsln 3D Sp Dt $10 Jagged Alliance $16

Ullimate Domain $39 Castle of Dr Brain $10 Jetfighter 2.0 $16

Ullimale Domain CD $36 Champions of Krynn 810 King's Quest 4 $10

Under a Kling Moon CD $54 Civilization $16 King's Quest 5 310

Voyeur CD $46 Colonel's Bequest $10 King's Quest 6 310

Walker $32 Coloniztion: Official Slrt $16 Laura Bow 2 HlnlBook $10

Warriors ol Legend $18 Comptr Adv Game Sert $16 Leisure Suit Larry 1 $10

Where Space Crmn DIx $39 Conquests Robin Hood $10 Leisure Suit Larry 2 $10

Where in Time Carmen $29 Conquests ol Camelot $10 Leisure Suit Larry 3 $10

Where USA Carmn DIx $45 Curse of Azure Bonds $10 Leisure Suit Larry 5 $9

Where in USA Carmen $29 Cyclones $12 Leisure Suit Larry 6 $10

Where In World Carmn $29 Dark Queen ol Krynn $10 Lemmings /disk $18

Where Wrid Carmn DIx $44 Dark Sun 810 Loom $10

Where in World DIx CD $54 Dark Sun 2 $12 Lord of the Rings VI $12

Who Kind Sam RprlCD $24 Doom Battlebook $14 Lord of the Rings V2 $12

Wing CommUllma 6 CDS29 Dracuia Unleashed Sin $16 Lost Files Sherick HIms $14

Woll: Hunt or Be Huntd $39 Dungeon Master $10 LucasArts Adventue Bk $16

Woll: HI or Be Hold CD $39 Dynamix Grt Wr Planes $16 LucasArts Air Cmbt Strt $16

Wrath of Gods CD WIN $44 EcoQuest Search Cts $10 Manhunter San Francs $10

Yserbius $26 Eye of the Beholder $10 Master ot Orion Stralgy $16

Zombie Dino CD $41 Eye of the Beholder 2 $12 Matrix Cubed $10

Zorro $39 Eye of the Beholder 3 $12 Menzoberranzan $12

Fleet Defender Stralgy $16 Microstl Space Sim Str $16

IBM HINT BOOKS
1 Flights ot 13 Mike $16

1 Fred Pharkas Fron Phrm $8

Might & Magic 1 & 2

Might & Magic 3

$10

$16

GEN Secrets of Game $10 Might & Magic 4 $16

7lh Gust 2;l1th Hr SlratSie Gabriel Knight $10 Might & Magic 5 816

A-Train $16 Gateway Savge Frontr $10 Might & Magic Cmpdm $16

Ace Maker Instr. Video $19 Global Cnqust Strt wdk $21 Off Bk Leisr St Lrry 2nd $14

Aces Over Europe SlralS16 Gobliilns $10 Off Gd Kng Oust 3rd edS16

Across the Rhine SIrat $16 Gold Rush S6 OfficI Bk Ultima, 2nd Ed $16

Advent Willie Beamish $10 Gunship 2000 $16 Official Guide Roger Wilco's

Circle Reader Service If54
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CHIPS&BITS
Call 800-699-4263 Fax 802-767-3382

Int’l 802-767-3033 Source 1 01 32
PO Box 234 Dept 10132 Rochester, VT 05767

'CH FLIGHT
STICK PRO' The

ultimate battle

stick for com-
puter pilots! Fea-

tures allow you to

activate radar

and arm and dis-

arm weapons
without moving

your hand from

the stick. SPE-

CIAL OFFER!!

WHEN BUNDLED
WITH X-WING
ONLY S72

‘SOUND SCAPE' The firstwavetable sound board that

gives you professional 1 6-bil sound and compati&lity with

today's hottest game titles and multimedia applications.

Offers compatibility with virtually all PC standards. S199

'MASTER OF
MAGIC is a game

of exploration,

spell-casting, com-

bat and strategy set

in a fantasy world.

Features strategic

use of resources

and magic energy.

Offers new fantasy

worlds and mysti-

cal planes of exist-

ence, five difficulty

settings, and an

icon-based inter-

face. S41

STRATEGY
Recieve an issue of Strategy Plus maga-

zine FREE with every IBM software order.

Offer subject to change or cancellation with-

out notice. Valid from October 1st to No-

vember 30th or while supplies last.

IBM HINT BOOKS IBM HINT BOOKS

•METAL TECH:
EARTHSIEGE’An

apocalypse later.

Earth lies in ruin

from heavy metal

marauders. Your

squad of warriors

prowl this waste-

land to deliver

some payback.

Survive 45 mis-

sions, stalk the en-

emy in fluid anima-

tion, and strap into

your cockpit for in-

tense battles. S45

IBM ARCADE IBM ARCADE

‘BENEATH A
STEELSKY’Jack

Into the world's first

computer-based

animated comic

book adventure

and enter a future

where Earth is on

the verge of Eco-

logical Sunset. Fea-

tures cutting edge

virtual theatre envi-

ronment, over 100

different locations,

and futuristic sound

effects. CD S41

IBM BUNDLES IBM BUNDLES

Space Adventures S14

Outpost Strategy Guide 516

Pacific Strike Playlesirs SI 2

PolicoQuestI S10

Police Quest 2 $10

Police Quest 3 $10

Pool of Radiance $10

Pools of Darkness $12

Populous 1 & 2 Off Sirl $16

Power Monger Stratgy $16

Powermonger $10

Privateer Playtstr's Gd $16

Proloslar $8

Quest tor Clues 2or3 eaS21

Quest for Clues 4 $21

Quest tor Clues 5 $16

Quest for Clues 6 $16

Quest for Giry 3or4 ea $10

Quest for Glory Stratgy $19

Qucstbusters 2 $18

Ouestbusters $18

Ravenloll $10

Realms of Afkania $14

Rebel Assault Insidr Gd $16

Return to Zork $9

Return to Zork Advenir $14

Rise of the Dragon $10

Rise of Dragn SEGA CD $9

Sam and Max S10

Sea Wolt Strategy Guide$16

Secret Monkey Island $10

Secret Monkey Island 2 $10

Secret Silver Blades $10

Shadow Caster $18

Shadow of Comet Strat $16

Sherlock Holmes Strat $16

SimCityZOOO $16

Sim Earth $16

Sim Farm Almanac $16

Simlile Ofticial Strategy $16

Simon the Sorcerer HintSIO

Sky Realms of Jorune $12

Sonic Strategy Guide $16

Space Oust 2, 3 or 4 eaSIO

Star Trail $16

Star Trek 25lh Aniv $12

Star Trek Judgemnl fits $10

Strike Commnd Qtlicial $14

Stunt Island $16

Subwar Official Strat GdS16

Summoning $16

System Shock $12

Tie Fighter Strategy Gd $16

Treasures Savge Frntr $10

Tunnels & Trolls $16

Ultimas $10

Ultima? $12

Ultima 7 Penlology $12

Ultima 7 S Uworld Book $16

Ultima Avatar AdvniuresSI 6

Ultima U Stygian Abyss $1

2

Ultima Underworld 2 $12

Under A Kiling Moon Slr$16

VVIctory $16

Wing Armada Piaytslrs $12

Wings of Glory Playtstrs$12

Wizardry 6 Csmc Forge $12

Wizardry? $16

X-Wing Ofticial Strat $16

Yserbius $12

IBM ARCADE

500 CC Race Bike $29

Alien Breed $19

Aliens Ate My Babysitlr $27

Animation Classics 2 $42

Breakthru WIN $35

Cannon Fodder $22

Cannon Fodder CD $22

Capitol Punishment $36

Capitol Punishment CD $39

Crazy Cars $19

Creepers $34

Crime Patrol CO $35

•Or Doom's Revenge $9

Dragon's Lair Esc Cast $34

Dragon's Lair CD $34

Dragon Lr 2 MPEG CD $42

Dragons Lair 2 CD $39

Dragon's Lair 3 $34

E- Motion $6

Eight Ball Deluxe $38

Finale $3

Fire & Forget $19

GobliiinsVGA $16

GobliiinsS $19

Gorg CD $24

Guy Spy S19

Incredible MachieZ WIN $29

Incredible Toons $29

Innocent $38

Ishar3 $33

Jump Raven CD $42

Jurassic Park CD $36

LodeRunnorWINCD $39

Loderunnor WIN $38

Mad Dog Mcree CD $35

Mad Dog Macree 2 CD $35

Magnaflux Runner $29

Metal & Lace NR13 $29

Metals. Lace NR18 Up $5

Microcosm CD $42

Microsoft Arcade WIN S29

Mirage Thunder $39

Mortal Kombal $36

Never Mind $9

Oxyd Magnum $36

Pick’nPile S19

Pinball Dreams Dt Disk $18

Pinball Fantasies $29

Power Rangers CD $25

Prehistorik $19

Raiden $29

Raiden CD $36

Rebel Assault CD $44

Rise of the Robots CD $48

Rolox $9

S.C, Out $12

Sabre Team CD $39

Silverball $29

Sink or Swim $19

Sleepwalker S24

Space Ace $32

Space Ace CD $39

Space Ace MPEG CD $42

Space Ace 2 $34

Space Pirates CD $35

Street Fighter 2 $34

Super Arcd Games CD $19

T2;Arcade Game $29

Take-A-Brk Pinball WIN $19

Taking of Beverly Hills $6

Teenage Mul Ninja Trtls 512

Tetris 515

Tetris Gold CD S32

TheTinies 512

Titan 519

Tubular Worlds S36

Vaxine $12

Welltris SIS

Who Shot John Rck CD 534

Wild Streets 519

Wrath of the Demon 521

Xiphos 56

7th Guest Dure Bdl CD $39

Access Super Bundle $34

Amazon and Martian

Memorandom

Air Combat Classics $22

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 Ihe Dragon

Award Bundle CD $44

Award Winning War9msS39
Award Wing Wrgms CD $39

Dynamix Bundle 1 $24

F15 Strike Eagle

688 Attack Sub

Team 'Vankee

Eye of Beholder Collect $49

Eye of BholdrTrllgy CD $51

Falcon 3.0 wThrst PCS $99

Five Foot Ten Pack CD S29

Gateway Collecin 1&2 $36

King's Oust Anthlgy CD $54

Land Sea Air 2 $19

Command HQ
Red Storm Rising

FI 5 Strike Eagle

Lemming's 1 & 2 CD 528

Lost Treasurs Intern CD $39

Infidel, Lurking Horror,

Deadline, Witness,

Suspect, Ballyhoo,

HltchHlkeris Guide/Galaxy,

Suspended, SlarCross,

MoonMisI, PlanelFall,

StalionFall, Enchanter,

Sorcerer. SpellBreaker,

Zork 1-3, Beyond Zork,

Zork Zero

Lost Treasures Intern 2 $29

Border Zone, Plundered

Hearts, Bureaucracy,

Cutthroats, A Mind For

Voyaging, Hollywood Hi

Jinx, Seastalker. Sherlock

Holmes: Riddle of Crown

Jewels, Wishbringer, Nord

and Bert
,
Trinity

Lost Treasr Intern 2 CD $29

Lucas Classic Adventrs $36

Indiana Jones, Secret

Monkey Island 1, Maniac

Mansion

Maximum Overkill wDk $44

Megafortress Mega-Pk 538

Megafortress

Megaloriress Mis Disk 1

Megafortress 3-D Editor

Perfect General Trilogy $34

Perfect General

Greatest Battles of 20lh C
WW2 Battles

Power Hits: Battletech $29

Batiletech 1, Battletech 2,

Mech Warrior

Power Hits: Baltitch CD $19

SSI's Fantasy Fest CD $47

Sierra Value Pak CD $39

Space Quest Anihl CD $48

Space Oust Bundle 1-4 $42

Spellcasting Bundle $29

Spelteasting 101, 201, 301

Spellcasting Bundle CD $29

Strik Cmm Prvlr Bdl CD $43

COW NOV



* FREE GAME OFFER*
See details below

‘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 detail & free-

dom of movement

make this game vi-

sually & aurally

stunning. CD S55

COLONIZATION'

focuses on the era,

from the 1500’s to

1800's, when the

lure of the Americas

and the possibility of

untold wealth was

at its peak. Experi-

ence the excite-

ment of exploring

and colonizing the

New World. Fea-

tures the addicting

game play of Civili-

zation and a famil-

iar interface. S48

IBM BUNDLES H IBM ROLE PLAYING

‘BUCKTHORNE’
Blackthorne's

mysterious past

draws you un-

avoidably into the

middle of a time-

less struggle be-

tween good and

evil. Features four

fantasy/science Ttc-

tion worlds, realistic

rotoscoped anima-

tion, and battle the

high-tech firepower

of Salrac and his

minions. S25

'NHL HOCKEY
'95' combines hot

arcade action with

the ability to simu-

late an entire NHL
season. Includes

real NHL video

footage and all

new player art-

work. Offers a lull

season mode, abil-

ity to compile team

stats, updated

player ratings, and

improved sound ef-

fects. CD S47

IBM ROLE PLAYING IBM ROLE PLAYING

‘PAX IMPERIA' Economy, research, defense, espio-

nage, exploration and diplomacy are your tools. Offers

16 empires, tactical combat simulation, communication

with other emperors and selectable universe size. S39

TREE GAME OFFER
Spend Ihe specilied amount on any in stock software and
choose a free ISM game from the oorresponding list below.

Offer subject to chango or cancellation without notice. Valid

from October 1st through November 301h or while supplies last,

SPEND $75 GET
Airborne Ranger 5.25. Boom Box 3.5/5.25, Dr. Dooms Ro-

venge 5.25, Gunship 5.25, Pirates 5.25, S.C.Out 3.5/5.25,

Tinlos 3.5/5.25, MIcroloague Baseball Managers Challenge

5.25, Microleague Foofball 2 3.5, Time Out Sports Baseball

3.5, MacArthur's War 5,25, Coffee Break Collection CD

SPEND $150 GET
RailroadTyooon 3.5, Magic Candle 3 525

,
Me(cenaiies5.25, Dragon

Force 5.25, Command HQ 3.5, F 1 5 SE 2 3.5, Red Storm Rising 3.5,

Sallies of Desfiny 3.5, Heirs to IheThrone 3.5, WarlordsS.25

IBM ROLE PLAYING IBM EDUCATIONAL

Tsk Frc1942wRSR CD $35 Captain Blood $9 Hunters of Ralk CD $54

The Victory Pack $39 Challenge of 5 Realms $39 Inlrplay's 10 Yr Anlh CD $44

V tor Victory: Utah Beach, Champions $37 IsharSCD $33

Velikiye Luki, Mrkt Garden Champions of Krynn $12 Kingdoms Far Rchs CD $44

Top 50 Games DOS CDS26 Character Editors Knighls Xenlar PG 13 $44

Top 50 Games WIN CD $26 (Specify Game) Each$l6 Knights ol Xenir CD $39

Turning Point $29 Cobra Mission $33 Knight Xenlar NR 18 Up $5

Gettysburg, Spanish Curse ol Azure Bonds $15 Lands of Lore $34

Armada, Waterloo Cyber Space CD $38 Lands of Lore CD 341

Ultima Bundle 1-6 CD $32 CyberJudas CD $48 Legacy: Realm Terror $39

Ultima Trilogy 2 $48 Cyclones $44 Lord of the Rings VI $15

Ulrima4-6 Cyclones CD $44 Lord of the Rings CD $39

Wing Com1&2 Dlx CD 329 Daemonsgalo $27 Lord of Ihe Rings V2 $15

Wing Commnder 1 Dlx $48 Daemonsgate CD $19 Lord of the Rings 2 CD $38

Wing Commander, Secret Dark Sun $47 Lord of Rings Vol 1 & 2 $19

Missions 1 & 2 Dark Sun CD $49 Lords of Midnight CD $48

Wing Commdl Dlx CD $29 Dark Sun 2: Wk RavngrS47 Loremaster $9

Wizardry Trilogy $32 Dark Sun 2 CD $47 Magic Candle 2 S9

Wizardry 1-3 Darklands $39 Magic Candle 3 $9

Wizardry Trilogy 2 $33 Daughter of Serpents $9 Matrix Cubed $9

Wizardry 4-6 Demon Hunter $42 MegaTraveller 2 $12

Disciples ol Steel $34 MegaTraveller:Zhodani S6

1 Dragon Tales CD $38 Menzoberranzan $39
1 IBM ROLE PLAYING Dragons ol Fiame S9 Menzoberranzan CD $39

Dungeon Master S29 Might & Magic 3 $19

ADD Collectors Edition 3$19 Dungeon Master 2 $37 Might & Magic 4 $37

Absolute Zero CD $41 Dungeon Master 2 CD $48 Might & Magic 5 $36

Al-0adlm;6enie’s Crse $42 Elvira 2 Jaws Cerberus $16 Pirates Gold $39

Ai-Oadim CD $39 Eye ol the Beholder 1 $14 Pool of Radiance $15

Alien Legacy $36 Eye of the Beholder 2 $19 Protostar $19

Alien Legacy CO $39 Eye of the Beholders $19 Ravenlolt CD $48

Amberslar $12 Eye of Beholder 3 CD $42 Ravenloft:Strahd's PssnS48

Arborea Journy Inr Snct $34 Fire King $24 Realms ol Arkania $25

Arena: Elder Scrolls $39 Flames Freedm MWII $24 Red Crystal $21

Arena: Elder Scrolls CD $45 Four Crystals ot Trazre $16 Return to Ringwotid CD $44

Bard’s Tale Conslruc1ion$12 Gateway Savage Frntr $32 Riflwar Legacy CD $23

Biackmoore CD $46 Hero's Mght & Mgic CD $42 Rings of Medusa $9

Blackthorne $37 Heroes of Might & Mgic $42 Rome: Pathway Power $29

Bloodstone $27 Hexx: Heresy of Wizard $29 Secret Silver Blades $15

Sentinel Worlds 1 S9

Shadow Caster CO $45

Shadow Sorcerer S9

Sherlock Holmes 1 CD $32

Sherlock Holmes 2 CD $32

Sherlock Holmes 3 CD $42

Skyrealms Joruno CD $39

Skyrealms of Jorune $39

Sleeping Gods Lie $9

SpellJammrPirfs Rim $16

Spellcratt:Aspect Valor $19

Star Trail $41

Star Trail CD $46

Star Trail Scenario Disk $21

Star Trek Dp Spc 9 CD $41

Startrek Next GnrtnCD $55

Stonekeep CD $46

Stronghold $36

Summoning $16

Superhero Lg. Hoboken $34

Suprhro Lg. Hobokn CD$34

Sword of China $42

Syndicate $39

Syndicate Plus CD $40

Tales MagiciPrphc Shdw $9

Terran Envoy $9

Treasures Savge Fronfr $9

Ulfima 6 False Prophet $19

Ulfima 7 Forge of Virtue $16

Ultima 7 Series CD $39

Ultima 8 CD wspeech pkS47

Ullima 8: Lost Vale $21

Ullima 8: Pagan $46

Ultima 8 Speech Pack $17

Ultima Uworld 1 & 2 CD 529

Ullima Uwrid 2 Labyrmh$48

Ultima UWStygnAbys $21

Unlimited Adventures $19

War ot Ihe Lance $9

Waxworks $14

Witch World $42

Wizardry 4 $19

Wizardry 5 ODCP $19

Wizardry 6 Csmc Forge $22

Wizardry 7 Crusaders $29

World ol Xeen CD $40

IBM EDUCATIONAL

Annabl's Drm EgyptCD $52

Audobns Mammals CD $26

Auto Insight $29

Boom Box $9

Castle of Dr Brain VGA $19

Children’s Wrile/Publish $42

Don Quixote CD $19

Dyno-Quest $9

EcoQust Sroh Cetus CDS29

EcoQuesl VGA $32

Fatty Bear's Bday SrprsS32

Fatly Bear’s Funpk CD $34

Honorable Gd Math CD $24

Island Ot Dr. Brain VGA $29

Island ot Dr Ouandry $26

Kid Writer $32

Last Chnc See WIN CD $38

Mario Teaches Typing $24

Mario Teaches Typg CD $48

Mavis B. Teaches Typng$29

Mullmd: Vivaldi WIN CD$24

Orbits: Voyage Sir Sys $24

Oregon Trail WIN $34

Oregon Trail WIN CD $39

Print Shop Deluxe $49

Print Shop DIx Bs Grph $26

Prolsr Zany's Gvwy CD $29

Putt Putt Goes to Moon $42

Putt Ptl Goes to Mn CD $44

Putt PutIJoins Parade $32

Putt Pit Jns Parade CD $48

Putt Putt’s Funpack CD $34

Putt Putts Fun Pak $19

Quarky Quays Sci VGAS29

Reader Rabbit 2 WIN $29

Scooter’s Magic Castle $32

Secret Island Dr. Oudry $29

Slater & Charlie CD $42

Slater & Chrl Go Camp $29

Soltware Tlwrks Rfr CD $79

Stickybear Reading $24

Super Solvers Spelibnd $31

SS: Gizmos & Gadgets $26

Wacky Funster 39

Wild BlueYndr Ep 1 CDS41

IBM STRATEGY

IBlh Air Squadron $36

A Train $34

A Train W Const Set $36

Advanced Civilization $35

Air Force Commander $9

Airbucks1-2 $26

Ancient Art ol War Sky $26

Archon Ultra $34

Arctic Baron $29

Arctic Baron CD $29

Armada $22

Battle Isle 2 CD $45

Battle Isle 2200 $34

Battle Isle 2200 CD $34

Battle of Chickamagua $38

Battle Chickamagua CD$42
Battlecruiser 3000 CD $48

Battles in Time $35

Circle Reader Service #54
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CHIPS&BITS
Call 800-699-4263 Fax 802-767-3382

Int’l 802-767-3033 Source 1 01 32
PO Box 234 Dept 10132 Rochester, VT 05767

'SORORITY
HOUSE' Th0 most

entertaining game

on CD. If you suc-

cessfully collect all

the items for your

fraternity pledge re-

quire-ments, you’ll

get an unforget-

table physical edu-

cation. But there are

three people work-

ing against you:

housemother, rent-

a-oop, and pool

boy, (R) CD S49

'LODE RUNNER'
You're the ultimate

thief, racing under-

ground through the

Evil Empire to re-

gain your people’s

treasures. You'll be

a rich hero -if you’re

not ripped to bits by

the deadly Mad
Monks. Offers 150

new levels, ten

worlds with cin-

ematic intros, and

the ability to create

custom levels. S36

'SYSTEM SHOCK' You receive an implant that allows

you to enter cyberspace. Upon awakening, you find that

a super-intelligent computer has taken control of the sta-

tion and is planning to release a deadly virus. CD S47

INTERACTIVE
ENTERTAINMENT!
Includes Magic Candle II!

Request your FREE Interactive Entertainment

Episode 5 with any in stock CD ROM software

order. Offer subject to change or cancellation

without notice. Request must be made at time

of order. Valid from October 15th to November
30th or while supplies last. Quantities limited.

IBM STRATEGY IBM STRATEGY IBM STRATEGY IBM STRATEGY

‘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 fu11-mo6on

reviews, multime-

dia hints, and inter-

active video inter-

views with key fig-

ures in the gaming

industry. CDS9

IBM STRATEGY IBM STRATEGY

’Battles of Destiny $19 Dune 2 $28 Incredible Machine 2 $38 Pax Imperia $39 Sim City CD $47 Walls of Rome $39
Black Beard $35 El Fish $34 Incredible Machine 2 CD$39 Perfect General 2 $36 Sim City Classic $26 War in the Gulf $12
Breach 3 $34 Empire Builder $36 Jagged Alliance CD $46 Perfect General 2 CD $36 Sim City Classic Win 326 WarcrafI $39
Buzz Aldrin Race SpaceS2G Empire Deluxe $19 Jagged Alliance Speh PkS22 Perfect Genral S 2 20lh $16 Sim City WIN $29 Warcrafl CD $39
Buzz Aldrin RcSpcCD $39 Empire Deluxe 2 $38 Jutland CD $44 Perfect General S WW2S16 Sim Earth CD $40 Warlords 2 $29
Caesar $24 Empire Dlx2WIN CD $39 Kingdoms ot France $34 Pirates Gold WIN $48 Sim Earth WIN $29 Warlords 2 Seen Editor $29
Campaign 2 $36 Empire Dlx Mast Ed CD $23 Kingdoms of Germany $34 Populous 2 $25 Sim Farm $29 Warlords $12
Capitalist Pig WIN $19 Empire Deluxe Seen 1 $21 Kingdoms: Far Rchs CD$41 Populous 2 Challenge $19 Sim Health $25 When Two Worlds War $24
Carriers at War Cnsi Kit S25 Empire Deluxe WIN $19 Kingmaker $34 Power House WIN $39 Sim Life $29 Worlds at War $19
Castles $19 Even Mr Incred MachlneS28 Koshan Conspiracy $36 Power House WIN CD $39 Sim Life WIN $29 X-Com: UFO Defense $39
Castles 2 $19 Even Mr inerd Mch WIN $28 Koshan Conspiracy CD $19 PowQfmonger $19 SimTown $42 X-Com: UFO Defns CD $40
Castles 2 CD $48 Fantasy Empires $39 LEmpereur $29 Project USA $29 SimTown CD $42
Castles Northern Cpgn $12 Fantasy Empires CD $42 Lemmings 2: Tho Tribes$29 Project USA CO $29 Space Hulk $19 ._ 1
Celtic Tales: Balor Evil $39 Fantasy Fieldom CD $48 Lemmings 3 $35 Protostar CD $19 Space Hulk CD $39

lUM SIMULATIONS I

Chossml 4000 Trb WIN $36 Fighting for Rome $12 Lemmings Datadlsk $19 Rags lo Riches $36 Space Miner $36
Civilization 844 Fort Apache $19 Liberty or Death $37 Railroad Tycoon 2 $39 Space Raiders CD $42 A T P 2.0 $29
Civilization WIN $48 Frantic Factory WIN $24 Lords of the Realm 339 Railroad Tycoon Cissc $19 Spaceward Hoi $36 AT P Flight Simulator $9
Clash of Steel $39 Front Lines $39 Lords of the Realm CO $39 Reach for the Stars $24 Spaceward Hoi WIN $36 ATP Flight Sim 1,00 $12
Cohort 2 318 Genesia $39 Lost Admiral $19 Realms $16 Spaceword Ho 3 WIN $29 A320 Airbus $29
Colonization $48 Genghis Khan 2 $34 Lost Admiral 2 $39 Red Zone $32 Star Control 2 $39 AH-64 B Longbow $54
Colonization CD $48 Gettysburg $29 Lost Vikings $12 Robo Sport WIN $34 Star Legions $12 Aces Europe Ms Disk 1 $27
"Command HQ Classic $18 Gettysburg: Turning Pnt$18 Maelstrom $32 Romance 3 Kingdoms 2S24 Slarlord CD $39 Aces Europe Ms Disk 2 $27
Command & Conquer $38 Global Domination $34 Master ot Orion $39 Romance 3 Kingdoms 3S39 SlarshIp $23 Aces Over Europe $38
Conquer (or Windows $19 Goblllins 2 Princes Blln $16 Masters of Orion CD $40 Rules of Engagement $9 Starship: Rgrn Agnd CD$39 Aces of the Deep $44
Conquered Kingdoms $12 Gold of t)ie Americas $24 Masters of Magic $41 Rules of Engagement 2 $29 Strongliold CD $36 Aces of the Deep CD $47
Conquered Kingdoms 2 $36 Grandest Fleet $35 Masters of World WIN $35 Rules of Engagt 2 Cpgn SI 9 Sub Version $36 Aces of Ihe Pacific $44
Conquered Kngdm So iIS12 Grandest Fleet CD $35 Mega Lo Mania $19 Second Confiict WIN $34 Tank $36 Aces of the Pacific CO $38
Conquest $36 Great Nav Bait Admri PkS19 Merchant Prince $37 Seri City: Life Is Feudal $37 Task Force 1942 $36 Aces over Europe CD $38
Conquest of Japan $36 Hammer of the Gods $42 Millenium $6 Seven Cities Gold 2 $19 Tegol’s Mercenaries $9 Across Ihe Rhine $48
Crime City $12 Hannibal $26 Millenium Auction CD $46 Sioge $12 Terminator 2 Chswr CD $27 Across Rhine Ex St 1 $32
Crisis In the Kremlin $32 Harpoon 2 $42 Nobunaga's Ambition $37 Sim Ant $29 The Complete UMS $44 Across Rhine Ex St 2 $32
Oarkleglons $38 Harpoon 2 Battle Set 1 $26 Nobunaga's Ambition 2 $18 Sim Ant $32 Theatre of War $12 Air Combt Pacific 1942 $45
Oarkleglons CD $38 Harpoon Challenger Pak$24 Objection $19 Sim Ant CD ROM $41 Ticonderoga $46 Air Cmbt Pad 1942 CD $48
Dead Zone CD $52 'Heirs to the Throne $19 Operation Combat $12 Sim Ant Windows $34 Unnatural Selection $29 Air Cmbt Pac. 1942 S 1 $32
Detroit $39 High Seas Trader $39 Outpost Pint Add On CD$33 Sim City $27 Victory or Defeat WIN $42 Air CmbtS; Mig Klls CD $47
Discovry Stp Columbus $34 High Seas Trader CO $39 Outpost WIN 339 Sim City 2000 $36 Viking Conquest $36 Air Duel $33
Dragon Force $12 Hollywood Mogul $39 Outpost WIN CD $42 Sim City 2000 CD $45 Vikings 2 $36 Air Warrior SVGA $34
Dragon Lord $9 Humans CD $22 Paliician $34 Sim City 2000: Grt Dis1r$14 Vikings Fields Conqusl $19 Air Warrior SVGA CD $35
Dune $21 Humans: Insult to Injury $9 Palrician CD $36 Sim City 2000 Windows $42 Visions of Aftermath $12 Armored Fist $44
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FREE GAME OFFER
See details below

‘KNIGHTS OF
XENTAR’ For cen-

turies, war has

raged among the

demons and fairies,

devastating this

mystical land. Two

knights are chosen

for the ultimate

battle that decides

the fate of heaven

and earth. As

Desmond you will

be striving to over-

come menacing

foes. S44

'A320 AIRBUS' Is

a true pilots flight

simulator. Start out

as a trainee and go

through an inten-

sive program de-

signed to help you

understand the

laws of flight phys-

ics and use them in

flight. Features au-

thentic navigation-

al system and

simulation of ac-

tual A320 instru-

mentation. S29

‘ULTIMATE
FOOTBALL’ Play

an action-oriented

simulation of the

NFL or setup, run

and manage fan-

tasy leagues using

real NFL Players

Association roster.

Offers authentic

1994 NFL football

game play and the

fantasy game has

a Franchise Foot-

ball League pro-

gram. CD $47

IBM SIMULATIONSIBM SIMULATIONS IBM SIMULATIONS IBM SIMULATIONSIBM SIMULATIONS IBM SIMULATIONS

•HAND OF
FATE' Is the sec-

ond title in the

Fables and Rends

series. Follow an

offbeat young

mystic who must

voyage to the cen-

ter of the world to

undo a hideous

curse. Contains

hours of fun for all

Legend of Kryandia

fans. Features un-

forgettable charac-

ters. $20

'GABRIEL
KNIGHT: SINS

OFTHE FATHER'
Gabriel Knight is a

horror writer and

rookie private inves-

tigator. Your skill,

logic and courage

will help him solve a

series of ritual voo-

doo murders. In-

cludes the ‘Gabriel

Knight' graphic

novel and features

3-D high-resolution

graphics. CD $45

TREE GAME OFFER
Spend the specified amount on any In stock software and
choose a free IBM game Irom the corresponding list below.

Offer sub|ect to change or cancellation without notice. Valid

trom October 1 st through November 30lh or while supplies last.

SPEND $75 GET
Airborne Ranger 5.25, Boom Box 3.5/5.25, Dr. Dooms Re-

venge 5.25, Gunship 5.25, Pirates 5.25, S.C.Out 3.5/5.25,

Tinies 3.5/5.25, MIcrolcague Baseball Managers Challenge

5.25. Microleague Football 2 3.5, Time Out Sports Baseball

3.5, MacArlhuds War 5.25, Coffee Break Collection CD

SPEND $150 GET
RailioadTycoon 35, MagicCandle 3625, Mercenaries 5.25, Dragon

Fores 525, CommandHQ 3.5, F 1 5 SE 2 3.5, Red Storm Rising 35,

Battles of Destny35, Heirs to lheThione3.5. Warlords 525

Armored Fist CD $47 Fast Attack CD $48 Jet Fighters $44

Armour Geddon S32 Fighter Duel Pro 2 $33 Jet Fighter 3 CD $48

Army Air Corps; 1942 $48 Fighter Wing CD $39 Jet Pack CD 344

Art of the Kill $24 Fleet DeIndr F14 Tomcat$42 Jump Jet $39

Assignment Miami S9 Fleet Defender Plus CD 348 Jump Jet Aces Pack 346

B17 Flying Fori Classic S19 Fleet Delender Seen 1 $32 Kawasaki Super Bikes $24

B17FlyFortwSS2CD $37 Flight Light $19 Killing Cloud $6

Backroad Racers CD $29 Flight Light CD $19 Lawn Mower Man CD $39

Battle Command $6 Flight SimToolKit 358 Life and Death $19

Battle of Britain 2 WIN $34 Flight Sim Toolkit CD 854 Lite and Death 2 $24

Battlecruiser 3000 $43 Flight Sim Toolkit Seen 2$19 Lightspeed $9

Big One $29 Right Sim Toolkit WW2 $19 Lode Runner $35

Blue Max Aces Grl War $9 Flight Sim T-kit WW2 CDS19 Lode Runner CD $38

Chopper Pack CD $38 Flight Unlimited CD $48 Lunar Command $19

Chopper Strike $48 Fly the Grand Canyon $29 Ml Tank Platoon 2 $44

Combat Classics 2 $19 Flying Circus 339 M1 Tank Platoon ClasscS19

Conqueror Multi Tank $6 Formula 1 $24 M4: Sherman Tank WIN $34

Cyber Race $19 Frontier Elite 2 $36 Magic Carpet CD $54

Cyber Race CD $39 Grand Canyon Scenery $16 Mantis Exp Speech PakSt9

Cyclemania CD $34 Grand Prix 500 2 $14 Mantis Exprmtl Ftr VGA $28

Dawn Patrol $39 Great Naval Battles CD $52 Maximum Ovrkll Bdl CD $53

Della V $40 Great Naval Battles 2 $44 Maximum Overkill MD 2S32

Delta VCD $43 Great Naval Batils 2 CD$39 MechForc: Iron AsllCDS39

Elite Plus $19 Gunship 2000 VGA $23 Mechwarrior2 $46

European Racers CD $29 •Gunship $12 Mechwarrior 2 Add-on S18

Evasive Action $34 H.A.W.C. $32 Mechwarrior 2 CD S46

Evolver $38 H.A.W.C. CD 335 MegaFortress $12

F117AStlh Fighter V6AS23 Harrier Assault $19 Megafortress Miss Disk 526

F15 Strike Eagle 2 $18 Harrier Assault SVGA $47 Megarace CD $39

F15 Strike Eagle III $34 Harrier Assit SVGA CD $44 Metal Tech: Ballledrme 336

F15 Strike Eagle 3 CD $48 Heroes of the 357th $12 Metallech: Earth Siege $45

F40 Pursuit Simulator 319 Hyperspead $12 Metallech; Earthsg CD 347

Falcon 3.0 $36 Indy Car Racing $31 MiG 29 $44

Falcon 3 SI Fghtg Tlger$24 Indy Car Rac Add On 1 $22 MS Flight Sim 5.0 344

Falcon 3 S 2 MiG 29 332 Indy Car Rac Add On 2 $22 MS Flight Sim 5 Ls Vgs $29

Falcon 3 S3 FA 18 Hrnt $32 Inferno $44 MS Flight Sim 5 NY $29

Falcon 4.0 $59 Inferno CD $44 MS Flight Sim 5 Paris $29

Falcon AT $16 Iron Angel $39 MS Flight Sim 6 Sn Frn $29

Falcon Gold CD $50 Iron Angel CD $39 MS Flight Sim 5 PortlncIS32

MS Flight Sim 5 DC $29 Secret Wp Ex3He162 $13 Voice Commander Bndl $18

MS Flight Sim Fit Shop $32 Semper FI $44 Wing Commander $18

MS Space Sim 1.0 $44 Shuttle $26 Wing Commander 2 $26

Mig 29 Fulcrum $29 Shuttle CD $24 Wing Commander 2 Bdl $29

Mig 29 Gold CD $49 Silent Sen/Ice 2 $21 Wing Commander 3 $48

Nascar Racing S39 Sim City CISC Grph 1&2 314 Wing Commander 3 COS48

Nascar Racing CD $48 Space Clipper $42 Wing Commander Acd $24

Navy Strike $40 Spectre VR CD 342 Wing Commdr Armada $47

Navy Strike CD $40 Spectre Virtual Reality $35 Wing Comm Armda CD $48

New Facilities Locator S9 Speed Racer $19 Wings of Glory Enh CD $48

PT Boat Simulator $16 Star Crusader $36 Wolf Pack $26

Pacific Strike $39 Star Crusader CD $41 Wolf Pack CD $26

Pacific Strike Speh Pak $17 Starlord $39 World Circuit $29

Pacific Strike wSph CO $48 Strike Commander $26 World Circuit CD $34

Pheonix Fighter CD $48 Strike Commander CD $55 World Circuit 2 $42

Power Boat Simulator 3:S42 Strike Commd Spe Op 1S22 World Circuit 2 CD $44

Power Politics WIN $12 Strike Commd Speh PakS19 X-Wing 539

Privateer $48 Sub Battle Simulator $16 X-Wing Mission Disk 1 519

Privateer CD $47 Sub Battle Simulator 2 $39 X-Wing Mission Disk 2 S19

Privateer Special Op 1 $19 Sub War 2050 $33 Zephyr S45

Privateer Special Op 2 $22 Subwar 2050 Plus CD $40 Zephyr CD 545

Privateer Speech Pack $17 Syndicte SI Amer Revit $20

Rally

Reach lor the Skies

$32

$19

TFX CD $39

TFX: Tactical Ftr ExprmtS35 1 ISM TRADITIONAL

Real Weather Pilot $24 Task Force Admirals Pk $45

Red Brn AlOTnk KIICD$39 Test Drive 3; Passion $19 3 D Pinball 312

Red Baron wMsn Buildr $29 Test Drive 3:Road 8 Car $6 Acquire $9

Renegade $44 Test Pilot CD $44 Armada Villa Crespo 59

Renegade CD $44 The Big One CD 526 Audio Clips WIN S12

Road S Track Grnd Prix $19 Theme Park S40 Baseball Facts $9

Sailing Sim 3 East Cst $39 Theme Park CD S40 Battle Bugs $37

Sailing Sim 3 West Cst $39 Thunderhawk 36 Battle ChsB 4000 SVGA$26

Sailing Simulators $49 Tie Fighter $45 Battle Chess 4000 VGA 51

9

Scenery cut Grl Britain $12 Tie Fighter Missn Dsk 1 $24 Battle Chess CD $45

Sea Wolf $42 Tie Fighter Missn Dsk 2 $24 Battle Chess WIN $19

Sea Wolf CD $44 Tornado $48 Beat the House $29

Seal Team $26 Train Engineer $29 Blackjack $9

Seaworthy CD $18 U-Boat 2 $36 Bridge 7 $19

Secret Weap Luftwaffe $34 Ultrabols Sanction EarlhS26 Bridge Baron Windows $34
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‘ZEPHYR’ In the

year 2365 six

mega-corpora-

lions vie for busi-

ness domination

by sponsoring

Zephyr pilots in

the gladiatorial

arenas. Featuring

3D rendered

graphics and ad-

vanced computer

Al. Zephyr is the

newest fast-action,

arcade-simulation

game. CD S45

'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. SI 9

‘PANZER GEN-
ERAL’ will stimu-

late your mind and

overwhelm your

senses.You are a

German General

in 1 939. And if

you're a good

leader, you might

even plow through

to America in 1945.

Offers authentic

VVW2 film footage,

stunning SVGA
graphics and 35

scenarios. CD S39

SHIPPING!
Place an order for an out of

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

Flandling $2 per shipment.

IBM TRADITIONAL

‘REALMS’ You

can take complete

control of yourown

destiny as you at-

tempt to dominate

an entire world.

You are the new
King endowed
with the divine

right to rule and

you inherit your

father's realm.

Features six hu-

manoid races, 128

armies, and count-

less followers. $16

IBMTRADHIONAL IBM SPORTS

'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. S59

IBM SPORTS IBM SPORTSIBM TRADITIONAL

Bridge Deluxe 2 $29 Hearls $12 Space Vegetables $9 Bball Chall 1968 Teams $9

Bridge Deluxe CD $43 Hong Kong Mh Jng Pro $32 Spot $6 Bball Chall 1989Teams $9

Bridge Olympiad $29 Hoyle's Bk Games V3 $29 Stanford Wongs Vid Pkr $19 Blood Bowl $39

CD-Romix 1 Hardcase $16 Hoyle's Bk Games CIsc $29 Star Wars Chess 338 Brel Hull Hockey '95 $34

CD-RomIx 2 Prime $16 Incredible Toons CD $39 Star Wars Chess CD $44 Brett Hull Hockey $42

CD-Romix 3 Free X CD $16 Jeoprdy Dtx WIN w/Alx $34 Swap $19 Empire Soccer '94 $29

Caesar’s Wrid Gmg CD $37 Jeoprdy DIx w/Alex TrbkS34 Tetris Classic $26 FIFA Inl'l Soccer $39

Casino Game Pak WIN $19 Lexicross $24 Tetris Classic WIN $26 Front Page Football Pro $29

Casino Master GId WIN $43 Lucky's Casino AdvntureS36 Videogame Solution CD $29 Front Page Fball Pro '95S44

Casino WIN $25 Mario Game Gallery $25 Trivia Madness CD $28 Front Pg FB Pro '95 CD $47

Checkmate WIN $36 Monopoly Deluxe $27 Trivial Pursuit CD $35 Front Page Sprts Bsball $44

Chess Net WIN S9 Monopoly Deluxe WIN $29 Trump Castle 2 DD1 S4 Front Pg Sprts BB CD $47

ChessManiacS Bill & 1 $39 Oligopoly S9 Trump Castle 2 DD2 $4 Front Pg Spt FB Pro Up $29

Chessmnc 5 Bill & 1 CDS34 Omar Shanf Bridge WIN$19 Trump Castle 3 $29 Greens $34

Chessmasler 3000 $29 Omar Sharif on Brdge $19 Trump Castle 3 CD $29 Hardball 3 $34

Chessmaster 3000 CD $46 On Target $9 Turn-n-Burn $9 Hardball 3 Collection $39

Chessmasler 3000 WIN $35 Origamo $29 Ultima Trivia CD $26 Hardball 3 Players Dsk $16

Classic 5 $19 Pictionary $12 Vegas Games Pak WIN $21 Hardball 3 Stadium Dsk $16

Classics WIN $24 Pinball Arcade CD $35 Video Cube CO $39 Hardball 4 $34

Classic Casino WIndowsSI 6 Pinball Dreams $29 Video Poker WIN $12 Hole In One Mini Golf $6

Classic Solitaire WIN $16 Positronic Bridge $30 Virtual Reality Studio 2 $59 Hole Ini MlnlQolfCrDk$3
Clue CD $35 Power Poker Windows $39 Wheel of Fortune S6 International Sprts Chall $6

'Cotfee Break Collet CDS12 Profesr Zny’s Jokes CD $29 Wheel of Fortune 3 $9 Jack Nicklaus Clip Art S3
Combination Lock $9 Puzzle Gallery 1 $9 Wheel o( Fortune DIx $34 Jack Nicklaus Crs Disk 3 $6

Demon Blue $9 Rad Acl: Msc Trivia CD $24 Wheel of Form DIx WIN $34 Jack Nicklaus Crs Disk 5 S4

Dr Floyds Desktop Toys $9 Red Shill WIN CD $49 Word Tris $27 Jack Nicklaus Goll CD $39

Dr Thorp's mini Blackjck $9 Risk $19 Wrath of the Demon CD$29 Jack Nicklaus Signtr Ed $27

Dr Wong's JfWid Pkr 5 $9 Risk WIN $26 Zig-Zag $29 Jack Nicklaus SE Crs 1 $4

Even Mr inerd Mach COS39 Russian Six Pack SIS Jack Nicklaus SE Crs 2S16
Faces Tetris 3 $15 Russian Six Pack WIN $19 1 IBM SPORTS

Links Crs 2 Firestone $17

Gambit, Kasparov's $35 Scrabble Deluxe $19 1 Links Pro 386 Golf $32

Game-Maker Ver 2.0 $48 Scrabble Deluxe CD $25 Links Pro 486 CD $49

Go Master Jr Ver 5 WIN $1

9

Scrabble Deluxe WIN $19 APBA Baseball $24 Links Pro Cl Mna Kea $19

Go Master Tool Kit $19 Shanghai! 2 $19 APBA Baseball Innvior $34 Links Pro C2 Plnehurst $16

Go Master Ver 4 WIN $39 Shanghall 2 Windows $24 All Ameren Coll Fbll '94 $42 Links Pro C3 Banff Spr $19
Gofer’s WInkel Advet CD $9 Solitaire WIN $19 All Star Sports Collet CD$23 Links Pro C4 Belfry $19
Grandmaster Chss CO $32 Solitaire's Journey WIN $35 Barkley: Shut Up & Jm $42 Links Pro C5 lnnisbrook$19

Hanna B. Anmtn Wkshp $39 Solitaires Journey $24 Baseball tor Windows $46 Links Pro C6 Firestone $20
Hard Day's Night CD $25 Sorry $12 Bball Chall l967Teams $9 Links Pro C7 Pebbi Bch$24

Links Pro C8 Cast Pns S19

Links Pro C9 Big Horn $19

ML1950S World Series $17

ML1960S World Series $17

ML1970S World Series $17

ML1980S World Series $17

ML BB 4 USAT Fan Mn $25

ML BB 4 USAT Gen Mn $19

ML Baseball All Stars $12

ML Bsball ProTms ea $20

*ML Bsball Managr's Ch$12

ML Personal Pro GoK $28

Madden PlayrStts 1989 $2

‘Micro League Fball 2 $12

MicroL Bsball Seattle 13 $12

MicroL 82 Bsball Sson $17

MIcroL 83 Bsball Sson $17

MicroL 84 Bsball Sson $17

MicroL 85 Bsball Sson $1

7

MicroL 86 Bsball Sson $17

MicroL 87 Bsball Sson $17

MicroL 88 Bsball Sson $17

MicroL 89 FB Season $17

MicroL BB 4 USATodayS28
Microsoft Baseball CD $51

Microsott Goll CD $48

Microsoft Goll Windows $48

NFL Chall Col AImn Tms S9

NFL Chall Pre Seasn 90 $9

NFL Chall 91 Pre Seasn $9

NFL Chall All StarTeam $9

NFL Chall Dream Team $9

NFL Chall Premium Ed $59

NFL Coaches Club $34

NFLCoachsCIbExDk $19

NFLCoachsClubFB2 $44

NFL Proleague Football $12

NFL Video Football $12

NHL Hockey $43

NHL Hockey '95 CD $47

PGA Tour Goll 486 CD $47

PGA Tour GoK Course 1S17

PGA Tour Golf Ltd Ed $19

PGA Tour Golf WIN $26

Picture Perfect Golf CD $42

Planet Soccer $29

Pro Tennis Cup $38

ProFball Analyst 92 Edt $9

Proleague Baseball '94 $35

Proleague Football '94 $29

QuarlerPole $29

Road to Final Four 2 $41

Serious Soccer $16

Sporting Triangle $3

Tie Break Tennis $9

Time Out Sports Bsball $19

Time Out Sports Bball $39

Tom Landry Football $12

Tom Landry Fball Olx $19

Tony LaRussa Baseball $9

Tony LaRussa B8 1990 $12

Tony LaRussa BB 1991 $12

Tony LRussa CIsscStd $12

Tony La Russa BB 2 $35

Tony La Rssa BB 2 CD $46

Tony La Russa BB 2 92 $14

Tony Larussa BB 2 93 $16

Tony LaRss BB2 Fn Mn $14

Tony Laflss BB2 Slad $18

Tony LaRss B8 2 V 2 94$37

Tony LR BB2V2 94 CDS47
Tony LaRussa NL Stad $15

Troy Aikman Fball CD $49

Ultimate Football CD $47

Unnecessary Roughnss$33

Unnecsfy Roughnss ’95$34

Wayne Gretzky Hocky 3S35

Weaver Tm/Plyr Stats 89 S3
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FREE GAME OFFER
See details below

Second
Conflict

'SECOND CON-
FLICT’ is a game

of interstellar strat-

egy & conquest.

Control all aspects

of the economy,

military, and civil-

ian population. Al-

locate resources

to produce battle-

ships, transports

and missiles.

Features multiple

human & computer

players & a sce-

nario editor. S34

‘BATTLE BUGS’
The alluring odor of

last week's pizza

lies heavy in the air.

Here is a game of

military strategy

where insect troops

rage across table-

tops and stormjunk

food targets. Offers

56 challenging lev-

els, 22 types of in-

sects, humorous

military briefings,

and high resolu-

tion graphics. S37

‘EARTH INVA-

SION’ On patrol in

earth orbit you hear

the first reports of

a giant Cyborg

Mothership. Only

a few thousand

miles from Earth, it

has launched an

attack on ground

defense systems.

Total surprise has

rendered the

planet helpless.

You're civilization's

only hope, SI 9

‘ACQUIRE’ now
available for your

computer. Buy ho-

tels, create chains

and trade stock In

to become the

richest player in

the game. The
rules are simple

and the possible

winning strategies

unlimited in this

fast paced game.

Play against the

computer or with

up to 6 players. 59

‘HEIRS TO THE THRONE' Your mission is to con-

quer the continent and become King of your empire.

You must control your armies’ supplies and morale as

wellasfendoff multiple attacks from your enemies. 819

TREE GAME OFFER
Spend the specified amount on any In stock software and

choose a free IBM game from the corresponding list below.

Offer subject to change or cancellalion without notice. Valid

from October 1st through November 30th or while supplies last.

SPEND $75 GET
Airborne Ranger 5.25, Boom Box 3.5/5.25, Dr. Dooms Re-

venge 5.25, Gunship 5.25, Pirates 5.25, S.C.Out 3.6/5.25,

Tlnies 3.5/5.25, MIcrolcaguo Baseball Managers Challenge

5.25, Microleague Football 2 3.5, Time Out Sports Baseball

3,5, MacArthur’s War 5.25, Cotlee Break Collection CD

SPEND $150 GET
Rail roadTycoon 3.5, Magic Candio 3525, Mereonarlos 525, Dragon

Force 5.25, Command HO 3.5, F 1 5 SE 2 3.5, Red Stoim Rising 3.5,

Battles of Destiny 3.5, Heirs to theThrone 3.5, Warlords 5.25

1 IBM WAR GAMES I1 IBM WAR GAMES llBA^R GAMES | 11 BUDGET

Action North Atlantic 526 Dreadnoughts Deluxe $59 Pacific Strm Mdwy Cpn $36 Wargame Cn St 2 S 4 3191 Castles Northern Cpgn $12 Jack Nicklaus Crs Disk 3 $6

Action Stations Seen 1 S3 Dreadnoughts Ironclds $19 Pacific Storm SImn Cpn $36 Wargame Cn St 2 S 5 $191 Champions ol Krynn $12 Jack Nicklaus Crs Disk 5 $4

Action otf River Platte S26 Fall Gelb $29 Panzer Battles S24 Wargame Cn St 2 S 6 $19' Charge of Light Brlgado$12 Jack Nicklaus SE Crs 1 $4

Aegis: Guardn Fleet COS49 Fields of Glory $37 Panzer General CD $39 Wargame Cn St 2 S 7 $191 Chess Net WIN S9 Killing Cloud $6

Aide de Camp S54 Fifth Eskadra $36 Patfiof $12 Wargame Cn St 2 S 8 $19 •Coffee Break Collet CDS12 Lightspeed $9

Air Raid Pearl Harbour S22 Filth Fleet $39 Point of Attack $32 Wargame Cn St 2 S 9 $19 Combination Lock $9 Line in the Sand $12

American Civil War VI S24 Fifth Fleet CD $39 Prelude to Jutland $24 Wargame Cn St 2 S 10 $19 Conquered Kingdoms 312 Loremaster $9

American Civil War V2 $24 Fleet Med $27 Red Sky Morning $36 Wargame Cn St 2 S 1

1

$19 Conqueror Multi Tank $6 Lost Vikings $12

American Civil War V3 S24 Gary Grigsby Pacific WrS44 Return to Falklands $28 Wargame Cn St 2 S 12 $19' Covert Action $6 ’MacArthur's War $9

Anllelam $19 Gary Grigsby Wr Russia$45 Rising Sun $24 Warpoini $36 Crime City $12 Madden Playr Stats 1989S2

Banzai $9 German Raider Allanlis $26 Road Sumter to Apmlx $45 Warship Changd HtsloryS26 Crime Does Not Pay $12 Magic Candle 2 $9

Battle Stations $20 Gettysburg; Inlr Bit CO $42 Rommel Batt frN Africai$24 Waterloo 3191 Cruise for a Corpse $12 ’Magic Candle 3 $9

Battle Tank Barbarossa $29 Golan Front $36 Rommel at El Alamein $36 While Death $19' Daughter of Serpents S9 Marianas Turkey Shoot $12

Battle Tank Kursk $29 Grey Seas, Grey Skies $29 Rommel at Gazala $36 WW2 Battles S. Pacific $21 Demon Blue $9 Matrix Cubed 59

Battle of Austerlitz $24 Halls of Montezuma $24 Second Front $21 Don't Go Alone $6 MegaForfress $12

Battle of Leyte Gulf $24 Harpoon Classic CD $28 Seventh Fleet $36 1 BUDGET
1 ’Dr Doom s Revenge $9 MegaTraveller 2 $12

Battle of the Atlantic $29 Harpoon Dosignr Srs $17 Shiloh $18
1

Dr Floyds Desktop Toys S9 MegaTraveller:Zhodani $6

Battles of Napoleon $18 High Command $34 Stalingrad $39 Dr Thorp's mini Blackjck: 39 ’Micro League Fball 2 $12

Battleship BIsmark $26 Iron Cross $39 Stalingrad Campaign $36 3 D Pinball $12 DrWong'sJk/VidPokrS $9 MicroL Bsball Seattle 13 $12

Blitzkrieg Ardennes $19 Kampgruppe $18 Storm Across Europe $12 Acquire $91 ’Dragon Force $12 Millenium S6

Blue and the Grey $38 Kriegsmarine $29 Tac Ops $40 Action Stations Scenrio 1 $31 Dragon Lord $9 ML Baseball All Stars $12

Blue & The Gray CD $39 Kursk Campaign $29 Task Force 1942 $36 Amberstar 312; Dragons of Flame $9 ’ML Bsball Managr's Ch$12

Borodn Napoleon Invds $24 Last Blitzkrieg $40 The Great War $39 Air Force Commander $9' Dyno-Quest $9 Never Mind $9

Bravo Romeo Della $24 Lino In the Sand $12 Third Reich $34 Armada Villa Crespo $9' Electric Jigsaw $12 New Facilities Locator 59

Campaign $32 Long Lance $29 Tigers on the Prowl $48 Assignment Miami $91 E- Motion $6 NFL Chall Col AtmnTms $9

Campaign CD $35 MacArlhur’s War $9 To The Rhine $29 ATP Flight Simulator $91 Fighting for Rome $12 NFL Chall Pre Seasn 90 $9

Campaign Mission 1 $18 Main Balt Tank C Germ $29 Typhoon of Steel $21 ATP Flight Sim 1.00 $12; Finale $3 NFL Chall 91 Pre Seasn $9

Carrier Strike $39 Main BattTank MIdEast $29 UMS2 $12 Audio Clips WIN $12 Free DC $9 NFL Chall All StarTeam $9

Carrier Strike Exp Pak $19 Main BattTank N Germ $29 UMS 2 Planet Editor $9 Banzai SS1 Gamma Force $6 NFL Chall Dream Teams $9

Carriers at War $39 Malta Storm $29 Under Fire $12 Bard's Tale Constructn $12: Gofer's Winket Advel CD $9 NFL Proleague Fball $12

Carriers at War 2 $39 Man of War $36 V Victory Market Gardn $29 Baseball Facts S9 ’Gunship 512 NFL Video Football $12

Charge ol Light BrigadeS12 Mare Nostrum $26 V Victory: GId, Jn, Swrd $34 Bball Chall 1987 Teams $91 Hearts $12 Oligopoly $9

CincPac: Midway $42 Marianas Turkey Shoot $12 V Victory: Utah Beach $19 Bball Chall 1988 Teams $91 Heroes of the 357th $12 On Target $9

Civil War No Grtr Glory $21 Midway $24 V Victory: Velikye Luki $19 Bball Chall 1989 Teams $91 Hole in One Mini Golf 36 Operation Combat $12

Command & Cnqur CD $48 Moscow Campaign $36 Victory at Sea $43 Battle Command se: Hole Ini MiniGollCrDkSS Patriot $12

Conflict: Korea $19 Napoleonics $34 War in the Falklands $24 Blackjack S9 Humans: Insult to Injury $9 Piclionary $12

Decision at Gettysburg $18 Northern Fleet $36 Wargm Cn St 2; Tanks $39 Blue Max Aces Grt War $9 Hyperspeed $12 Power Politics WIN $12

Dreadnoughts $29 Operation Crusader $39 Wargame Cn St 2 S2 S19 'Boom Box 39 International Spris Chal 1 56 ProFball Analyst 92 Edt $9

Dreadnoughts BIsmark $15 Operation Overlord $36 Wargame Cn St 2 S 3 $19 Captain Blood $91 Jadi NIcklaus Clip AM $3 Puzzle Gallery 1 $9

Circle Reader Service §54
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‘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. $41

'NOCTROPOLIS'

Dark-sheer, the

greatest superhero

of his day, fights his

last battle. Now a

horrifying new evil

is poised to invade

the dtyupon Dark-

sheer’s departure

for his retirement.

Offers more than a

full hour of video,

an Interactive

movie style, and

digitized video

characIers.CD $47

‘HARPOON
CLASSIC’ The
first serious, un-

classified computer

simulation of how

best to conduct a

major campaign at

sea. Offers the ex-

citement and ten-

sion of a simulated

battle based on

fact. Over 200 sce-

narios and every

add-on product

produced for the

original. CD $28

CDi CHILDREN

‘VIVID 3D' V/hat does 3D sound mean? It means

game sounds come alive all around you.You can hear

enemy planes flying OVERHEAD. Provides dynamic

3D sound from 2 speakers- $59

'TEGEL’S MER-
CENARIES’ A fu-

turistic strategy

game with role-

playing character.

General Tegel

doesn't care who
you hire as long as

you get the job

done. Exotic lo-

cales and sticky

situations, a sce-

nario builderto chal-

lenge advanced

warriors and digi-

tized sound. $9

ADULT
TITLES

AVAILABLE

Rings of Medusa $9

Rotox $9

Rules of Engagement $9

•S.C. Out Sf2

Scenery Colli Grt BritainS12

SDI $6

Sentinel Worlds 1 $9

Shadow Sorcerer $9

Siege $12

Sleeping Gods Lie S9

Sporting Triangle $3

Sorry $12

Space Vegetables $9

Spot S6

StarLegions $12

Storm Across Europe $12

Taking of Beverly Hills $6

Tales Magic:Prphc Shdw $9

Teenage Mut Ninja This $1

2

'Tegel’s Mercenaries $9

Terran Envoy $9

Test Drive 3:Road S Car $6

"TheTinies $12

Theatre of War $12

Thunderhawk $6

Tie Break Tennis $9

Tom Landry Football $12

Tony LaRussa Baseball $9

Tony LaRussa BB 1990 $12

Tony LaRussa BB 1991 $12

Tony LRussa CIssc SladSI 2

Treasures Savge FrontierS9

Trump CasHe 2 DD1 $4

Trump Castle 2 DD2 $4

Turn-n-Burn $9

UMS2 $12

UMS 2 Planet Editor 59

Under Fire SI 2

Vaxine $12

Video Poker WIN $12

Visions of Aftermath $12

Wacky Funster $9

War in the Gulf $12

'Warlords $12

War of the Lance $9

Weaver Tm/Plyr Stats 89 $3

Wheel of Fortune $6

Wheel of Fortune 3 $9

XIphos $6

CDi HARDWARE

CD-I 200 Magnvx Plyr $359

CD-I 220 Philips Plyr $399

CD-I Digital Vid Crlrdg $199

CD-I Remote Control $42

CD-I Mouse $39

CD-I Roller Controller $59

CD-I Touchpad $29

CD-I Trackerball $59

CDI ADVENTURE

7th Guest Digital Video $54

Alice In Wonderland $44

Bum Cycle $46

Dark Castle $34

Dragon's Lair 2 Digit VidS46

Dragon's Lair Diglll Vid $44

EffacorCDI $26

Escape Cyber City $44

Flintstns/JelsnsrTm WrpS34

Hotel Mario $44

Inca $44

Kether $44

Kingdom Digital Video $46

Laser Lords $44

LinkiTlie Faces of Evil $44

Lllll Devil Digital Video $46

Lords of the Rising Sun $44

Return to Cyber City $58

Space Ace Digital Video $54

The Apprentice $34

Third Degree $34

Thunder in Paradise $56

Voyeur $44

Zelda's Adventure $46

Zelda;Wand of Gamlon $44

CDI MUSIC

A Revolution in Color $19

Andrew Lloyd Webber $1

9

Bon JovhKeep Faith $19

Bryan Adams:Wk Nhbrs$19

Classical Jukebox $19

Cool Oldies Jukebox $19

Earth Rhythms $19

Eric Clapton'.Croam of $19

Gershwin Collection $1

9

Gilts to Bhld.'Aarn CplndS19

Golden Oldies Jukebox 519

James Brown Nnstp Hit $19

Jazz Giants $19

Louis ArmstorngiAmer $19

Lucno PavtliiO Sole Mio$19

Mozar1:Muslcal Blogrhy $19

Pete TownshendiLive $19

Peter GabriehAbout Us $19

Prelude CDI $19

Rembrandt:Ar1 & Music $19

TR-1rNoWofldOfder $19

Three Tenors $19

You Sing Christmas FvsS14

Best of Draw 50 $30

Crayon Factory $38

Hanna B. Crtn Carnival $34

Max Magic $34

Mother GooseiPictures $19

Mother Goosedo Color $19

Paint School 1 $22

PainI School 2 $22

Sandy's Circus Adventr $26

Story Machn.MagicTls $30

Story MachniSIr Dream $30

CDI MOVIES

A Fish Called Wanda $22

A View to a Kill $24

Addams Family $22

Addams Family Values $22

Apocalypse Now $24

Beverly Hills Cop 3 $24

Slack Rain $22

Bull Durham $24

ConeHeads $22

Dances With Wolves $24

Dr. No $22

Fatal Attraction $24

From Russia With Love $22

Goldfinger $22

Hannah & Her Sisters $24

Hunt for Red October $22

Indecent Proposal $22

Lassie $24

MoonRaker $24

Moonstruck $24

Naked Gun $22

Naked Gun 2 1/2 $22

Naked Gun 33 1/3 $24

Patriot Games $22

Planes, Trains, & Autos $22

Posse $22

Rainman $24

RoboCop 1 $24

Silence of the Lambs $24

Sliver $22

Star Trek liMotion Petr $24

Star Trek 2:Wrath Khan $22

Star Trek 3:Srch fr Spck$24

Star Trek 4:Voyg Home $24

Star Trek 5:Final Frntr $24

Star Trek 6:Undiscovrd $22

The Black Stallion $24

The Firm $22

Thelma and Louise $24

Top Gun $22

Trading Places $24

Wayne's World 2 $22

Wayne's World $22

White Christmas $22

X-Men;Night Sentinels $14

You Only Live Twice $24

CDi GENERAL

Beauty and the Beast $19

Berenstain Brs on Own $34

Best of Baby Songs SI 4

Brer Rabbit & Tar Baby SI 9

Cartoon Jukebox $26

Children's Music Theatr S26

Dark Fables of Aesop $26

David and Goliath $34

Emperor's Nw Clothes $19

Girl's Club $44

How Camel Gt His Hmp $19

How Rhinocers Gt Skin $19

Lamb Chop’s Play-AIng $14

Little Monster at School $30

More Drk Fables Aesop $26

MosesiBnd Promsd LndS34

Moses:The Exodus $34

Noah's Ark $34

Pecos Bill $19

Pegasus $19

Richard S. Best Nbrhd $26

Richard S. Busy Nbrhd $26

Surf City $34

The Story of Jonah $34

The Story of Samson $34

Zombie Dinos frm Zelld $34

CDi REFERENCE

Amparo Museum $44

Ann W. Food of France $30

Compton's Encyelpdia $199

Dutch Mastrs of 17lh C $34

Flowers of Rbri Mpllhrp $26

French Impressionists $34

GardeningiFlwrs & Folg $44

Harvest Sun;van Gogh $34

NFL'slOOGrtTchdwns $22

National Parks Tour $22

Playboy's Cpil Massage $34

Rand McNlly's:U.S. Alls $34

Renaissance Gallery $34

Renaissnee of Florence $34

Sailing $44

Stamps:Wndws on WrldS34

TIME-Life:Aslrology $44

The Art of the Czars $34

The Joy ot Sex $44

The Riches of Coins $34

Treasurs of Smilhsnian $44

World of Impressionism $34
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‘SOUND GALAXY BX2' Bringing high quality sound

to yourPC has never been easier. Simply plug the Sound

Galaxy BX2 into your PC. Offers supports for Sound

Blasterand Adlib standards. Indudesspeakers. $29

'INCA 2’ Set 500

years in the future,

aboard a Lost City

afloatin space they

fly ships cut from

stone and forged

from brass and tin.

They fight against

evil conquistadors

that navigate the

heavens. An aster-

oid brings dangerto

the empire. Pre-

pare for battle atthe

helm of a stolen

spaceship. CD$19

‘THE PROPH-
ECY' Can you un-

ravel the mystery

of this master-

level adventure

game before the

Revuss of Time

runs out? You

must find the miss-

ing pieces to the

Revuss of Time.

Offers smooth fluid

animation, digitized

actors and as-

tounding back-

grounds. $19

'SHARP ELECTRONIC ORGANIZER YO-620'

Smallest electronic organizer with terminal capabilities.

Offers Calendar, Scheduler, Telephone lists, and Memo
function.You can also connect to on-line services. $379

‘SHARP WIZARD OZ-9520’ Pocket Communicator

that is light and compact. Offers a Filer, aTelephonefunc-

fon, a Calendar, and a Scrapbook. Offers connectivity

to E-Mail, and options to connect to a fax or printer. $71

9

TREE GAME OFFER
Spend the specified amount on any In stock software and

choose a free IBM game from the corresponding list below.

Oiler subject to change or cancellation without notice. Vakd

trom October 1st through Novemter 30lh or while supplies last

SPEND $75 GET
Airborne Ranger 5.25. Boom Box 3.5/5.25. Dr. Dooms Re-

venge 5.25, Gunship 5.25, Pirates 5.25, S.C.Out 3.5/5.25,

TInles 3.5/5.25, Microleague Baseball Managers Challenge

5.25, Microleague Football 2 3-5, Time Out Sports Baseball

3.5. MacArlhur's War 5.25, Coffee Break Collection CD

SPEND $150 GET
RailioadTycoon 3.5, Magic Candle 35.25, MercenariesS.2S. Dragon

Force 5.25, Command HQ 3.5, F15SE23.5, Red Storni Rising 3.5,

Battles of DestinyS.S. Heirs to theThrone 3.5,Warlords 5.25

1

CDf EDUCATIONAL I

Sesame SlreetiLetters $34

Sesame St: Numbers $34

CD-I Music Bk: Guitar $19

Golf My Way Video $89

How To Photo Nature $22

Private Lsns:Clsc Guitr $62

Private LsnstJazz Guitr $62

Private Lsns:Rock Guitr $62

Rhythm Maker $19

Shark Alert $44

Slickybear Math 826

Stickybear Preschool $28

Stickybear Reading $26

TIME-Life;Photography $44

Tell Me Why 1 $30

Tell Me Why 2 $30

Tennis Our Way Video $52

Tilanic:lntract Explortion$44

CDI SHOOTERS

Alien Gate $26

Chaos Control $46

Earth Command $46

Mad Dog McCree $56

Mad Dg McCre & Pekpr $72

Microcosm $46

Mystic Midway 1 $26

Mystic Midway 2 $26

1

CDI STRATEGY
|

Axis & Aliios $46

Backgammon $30

Battleship $30

Caesar's Wrid Gambing $44

Connect Four $26

1

CDi STRATEGY I

Defender of the Crown $34

Dimo's Quest $34

Jeopardy $38

Jigsaw $34

Joker’s Wild Jr.l $34

Joker's Wlldl $34

Mega Maze $30

NFL Instant Replay $44

NFL Trivia Chall 94/95 $46

NFL Trivia Challenge $44

Name That Tune $34

Pinball $30

Sargon Chess $34

Tetris 330

Text Tiles $30

1

JAGUAR
1

Jaguar System $249

Jaguar CD System S1 99

Jaguar Audio/Vid Cable $19

Jaguar Controller 524

Air Car Wars $49

Alien Vs Predator SS8

Arena Football $54

Assault $49

BIOS Fear $54

Barkley Basketball CD $52

Battle Morph CD $52

Battle Wheels $54

Battle Zone 2000 $52

Blue Lightning CO $52

BrainDead 13 CD $49

Brett Hull Hockey $58

Brutal Sports Football $56

Bubsy $44

Cannon Fodder $54

Car Wars $54

JAGUAR

Castle Wolfenstein 3D $54

Chaos Agenda CD $52

Checkered Flag 2 $58

Club Drive $52

Creature Shock $52

Crescent Galaxy $42

Demolition Man $52

Doom $58

Double Dragon 5 $52

Dragon $52

Dragon’s Lair $54

Dragon’s Lair CD $52

Dune $54

Dungeon Depths $49

European Soccer Chall $56

Evolulion:Dino Dudes $44

Flashback $52

Galactic Gladiators $54

Gunship 2000 $54

Hardball 3 $52

Highlander CD $52

Horrorscope $54

Hosenose & Booger $54

Iron Soldier $52

Jack Nicklaus Golf CD $52

Jaguar Formula 1 Racg $54

Kasumi Ninja $54

Legions of the Undoad $52

Lester the Unlikely $54

NFL Football $54

Pinball Dreams $52

Pinball Fantasies $52

Raiden $44

RayMan $54

Return to Zork $54

Rise of the Robots $54

Robinson’s Requiem $54

Soccer Kid $54

Space Wars $52

1

JAGUAR 1

Star Raiders 2000 $52

Syndicate $54

Tempest 2000 352

Theme Park $54

Tiny Toon Adventures $52

Troy Aikman Football $58

Ultimate Brain Games $56

Ultra Vortex 362

Valus Force $54

White Men Can't Jump $54

Wild Cup Soccer $54

World Cup Kickoff Scer $54

Zool2 $54

1

NEO GEO
1

Neo Geo CD System $499

Neo Geo Gold $569

3 Count Bout $199

Aero Fighters 2 $199

Agressors Dark Kmbt $199

Art of Fighting 2 $199

Baseball Stars Pro SI 39

Fatal Fury 2 $199

Fatal Fury Special $199

Kamov's Revenge S199

King of the Monsirs 2 S169

Nam 1975 $149

Riding Hero $129

Samurai Showdown $199

Sengoku2 $199

SpInMaster $199

Super Sideks Soccr 2 $199

Survivor $199

Thrash Rally $129

Top Hunter $199

Windjammers $199

World Heroes 2 Jet $199

3DO

3DO System $449

3DO Gun $44

nth Hour $59

Aces over Europe $52

BrainDead 13 $49

Clayfighter 2 S46

Corpse Killer $52

Demolition Man $56

Doom $52

Dragon Talas $46

Dragons Lair 2;Tm Wrp $52

Duelin' Firemen $52

FIFA Internatnal Soccer $52

Flashback $49

Flying Nightmares $52

GEX $52

Incredible Machine $52

Mad Dog McCree 2 $52

Microcosm $52

Off World Interceptor $52

Out of this World $46

PGA Tour GA $52

Red Baron $52

Rise of the Robots $49

Samurai Showdown $52

Slayer $52

Space Ace $49

Space Pirates $52

Slar Trek Next Genrtion $54

Star Wars Chess $52

Super Street Fighter 2 $56

Thome Park $52

Trance Mission $56

Troddlers $49

Vikings $46

Way of the Warrior $52

Who Shot John Rock $52

Wing Commander $49

Wrld Cp Gif Dorado BchS49

ELECTRONIC
ORGANIZERS

Sharp CE 137T Level Cnvrt

PC/Mac/Fax Modem $79

Sharp CE 350X Organizer

Modem $179

Sharp CE 390 PC Link

Software/Cable $109

Sharp CE SOP Printer $189

Sharp CE 760C Battery

Pack $34

Sharp CE IR1 Wireless

Interlace (or Printer $149

Sharp CE IR2 Wireless

Interface IBMPC $119

Sharp OZ 701 A Time

Managemeni Card $119

Sharp OZ 705A Financial

Planner Card $99

Sharp 02 782 Memory Card

128K $129

Sharp OZ 784 Memory Card

51 2K $249

Sharp OZ 8B02 Fax Modem
Card $499

Sharp OZ 899 CC Leather

Case $39

Sharp OZ 902 Basic

Program Card S279

Sharp OZ 990D PC Link

Software DOS $89

Sharp OZ 990W PC Link

Software WIN $89

Sharp OZ A90A1 Leather

Case $49

Sharp Wizd OZ 7400 $249

Sharp Wizd OZ 8600 $499

Sharp Wizd OZ 9500 $589

Sharp YO 1 00 Organizr $59

Sharp YO 300 Orgnzr $119

Sharp YO 600 Orgnzr S229
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REVIEW

; MicroProse s

: MadDog Blitz
Ultimate Football

Puts The Pressure On Its Competition

by Terry Lee Coleman

Ultimate Football

E
ven countinc; end zones, a foot-

ball FIELD IS A MERE 120 YARDS IN

LENGTH. Contained within this

relativel)' small space is the mucli

larger uiif of our football fanmsies.

Wliat young fan hasn’t secretly wished to

play for the No-Name Defense, to make

the Immaculate Reception, or to meet the

Monsters of the Midway on their home
lurfr' Computer simulations have helped

fullill our pigskin limtasies, allowing us to

hit the hole with

bronco Nagurski,

break tackles in the

guise of Emmilt
Smith, and steal in-

icrceptions as Night

Train Uine,

Computer foot-

ball games enjoy in-

stant recognition.

Btit well-informed

fans are often intol-

erant of inconsis-

tencies, as Doug
Whatley found with

his CO.ACHES Cl.L'B

Football design

lor MicroProse in

1993. Wliat we have

here is a much re-

vamped program, with Coach Whatley

and MicroProse promising that Ulti-

M.AFE Footbali. will iiot only make the

playoffs, but grab the championship ring.

A PRE-SEASON LOOK
In Ultimate Football, MicroProse has

imported gi'aphics technology from their

1942; Pacific: Air War simulation, re.sult-

ing in a huge improvement over the look

of CC Fcjotball. The o|5ening credits fea-

ture some of the best animation work on

the market, as the figure running down

the field “moiphs” from Jim Kelly tojohn

Elway to Barry Sanders, in a seemingly

endless tour of famotis NFI
.

players. Once

in the game, the turl'has mtich more visu-

al depth and detail than before, with the

team logo easily discernible in the painted

end zones. Team unifoi-ms are faithful to

(heir real-life

cou nterp arts,

down to the logo

on the helmet.

'fhe player

sjirites them-

selves are nicely

rendered, al-

though lacking

Jersey numbers,

and are much
larger than those

found in other

football games. A
variety of camera

angles allow you

to track the play,

isolate on certain

j)layers, or simply

I'ollow the ball.

The biggest problem 1 have with the ani-

mation is the MicroProse contention that

ihe game “runs fine” on a 386. Actually,

Wing Commander 2 rims belter on a 286

than Ultim.ate Footbai.l runs on a 386.

If all the graphic details are cut back, the

play is still Jerky on a 386, like bad stop-

action photography in a Harry
l-Iarhausen film ri]>olf.

space, mouse

or joystick;

supports most major sound cards

# Of Players: 1-2 (modem), more in league

play

Protection: None

Designer: Doug Whatley

Publisher: MicroProse, Inc.

Hunt Valley, MD
(410) 771-1151

Ftirthermore, the game only runs well

on a low-end 486 if yoti have a video card

that can ptish pixels qtiickly. Four
mcgab)les of RAM are the absolute mini-

mum, but eight are required for anything

near smooth play. Pi'ospective coaches

should also recruit a double-speed CD-
ROM so they don’t pass out li'oin bore-

dom during access time. A sound card

doesn't matter all that much, because the

game’s sound elfects simpl)’ don't com-

pare to the lovely gi'aphics. Croivd noise

is conspicuously absent, which tends to

diminish the reward when scoring touch-

downs. The gi'oans and crunches as bod-

ies slam to the turf are OK, there Just

aren’t enough of them (a real surprise,

given tliai 'FV^ SroR'i-s Football had this

much sound five years ago). MicroProse

has acknowledged the sound problems

and is jiromising a forthcoming patch.

Lame sound notwitlislanding, I had only

one crash in some three dozen games
played on five different madiines.

THE DREADED SALARY CAP
While playable on a 486-33, the game
comes alive on high-end systems, and on

a Pentium runs as smooth as Tony
Dorselt eluding tacklers on hi.s way to the

end zone. Line play actually resembles a

television perspective, with tlie pocket

closing around the cjiiarterback. Punts,

kickolfs and returns are jirctiy fluid, but

field goals and extra points are embar-

rassing, with what looks like a square

brownie going through the uprights. Pass

patterns liave the proper look, with Jeri-v-

Rice running much more precise routes

than say, Eric Green. When Montana
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True Modem Play ^iih chat mode
Season replay option

' "

'

N^iJ 994/95 Rosters & Rules

Create your own teams or edit '
^

existing NFL t?ams

ia$s6 frora.^98 pr^spt plays or

aaiittwr own V ^

•All NFL teams from 1961-1993

available•Create yom^ own leagued or use preset NFL Leagues •

•Drai t either pro or college players creatbig dream teams

•Largest Football Fields ever created, Q
•Complete Suits Compiling and Print Outs

•Insuim replay- ,

",

•gj^tut^ed Grap^c^BrAnimatioQ

Visit your local software retailer or contact Micro Sports directly at 1 -800-937-7737

Micro Sports, Incorporated

One Northgalc Park, Suite ! 03
( J

The game chosen by “ USA Today ” lor ihc past eight

Chattanooga, TN 37415 years to tietermine their Super Bowl winner.
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lofts one of his iradcinark soft passes, yon

can see Birclen leaping and making a fin-

gertip grab for the reception. Arid tlial is

perhaps the most charming thing aboiil

Ultimate Footiiall: with the Coaclies

Club and NFL Players' Association licens-

es, all your football heroes mn for gloiy

under their real names.

As in CC F()OThAl.L, the design philoso-

phy of Ui.riMAii: F(K)TB.'VLL is to show dif-

ferences in style and abilities of players at

all positions. For instance, players are lat-

ed separately for fatigue and injury, so

that the oft-injured )im Kelly may realisti-

cally play well throughout a long, grueling

game—provided that The Fragile One
doesn't take loo many hits. Olfensive line-

men are rated separately for pass and run

blocking, resulting in realistically poor re-

.sults if you altemj)t to pa.ss 50 times per

game with the run-oriented Bears. Punters

and place-kickers are rated for distance,

accuracy and even hang-time. Backs are

rated for good hands, quickness and
[)reaking tackles, Quarterbacks are judged

by their overall passing ability, with .sepa-

rate ratings l()r rolling out to the leli or

right, which makes a huge dilference in

pass mshing routes. As one might expect,

QBs are also rated by their ability to han-

dle pressure situations, so that die last-sec-

ond heroics of Marino and Montana may
be acairately recreated.

All players are rated for size, quickness

and the ability to

play their specillc

position. Instead of

assuming that a

given player may
switch to another

position and j)er-

form well, the de-

sign includes a

unique rating for

athleticism, which

quantifies a play-

er’s overall abili-

ties. Thus, an

offensive lineman

witli great athleti-

cism can play any

line position, and is

therefore more
valuable than a pla)’er who can only play

center. Players such as the versatile Fric

Metcalf are easily portrayed by the sys-

tem, and are essential to fill slots open

due to injuiy. An NFL scout for the San

Diego Chargers, Jeff Mann, worked with

Wliatley on the ratings, adding to the au-

thentic feel. My only cjuibble is that Man-

n’s AFC 'West rivals might be a little bet-

ter than their other NFL foes, but this is

an understandable bias for anyone wh<i

must face John Flway twice a year. Rest

assured that the ratings are accurate

enough for even the most diehard ol'

fans. Best of all, the rating method irsed

is easily adaptable to classic teams of

yore. So, even though players of the past

were generally smaller than the steroid

giants of today, the Packers of the inid-

fiOs may still succeed on their patented

power sweeps because their superior

blocking techniques are factored in. Such

classic teams aren’t included in the pack-

age, but MicroProse hopes to have a ckis-

sic teams add-on disk, and one can create

teams with the team editor.

A big plus for this game is its modem
capability, provided both players’ hard-

ware has enoLigh jjep to keep the I'rame

rate up and running. Playing head-to-

head at the same computer works fine,

although one player must use the mouse

while the other calls plays tvith the key-

board.

Unlike the murky interface of CC
Football, calling plays in Ul’i'im.vte

F’oo’TBALL is fairly simple. Clicking on the

formation brings up a standard pro-set,

double tight end, I-formation, or shot-

gun, all of which in-

clude dozens of

stock plays. From
this window, the

coach chooses run-

ning plays, short,

medium or long

passes, play-action

j)asses, draws,

screen plays, re-

verses and the like.

Plays may be select-

ed from a diagram,

or simply b)' name,

such as “28 Sweep

Right,” with an as-

terisk marking
those plays and for-

mations that don’t require player substi-

tutions. As the team breaks from the

huddle and approaches the line of scrim-

mage, you line! yourself torn between the

desire to call an audible (simply by a cou-

ple of mouse clicks} and the pressure of

the 40-second play clock. After playing

Uliimait Footbai.l, it’s hard to criticize

a real NFL quarterback for calling an

“unnecessary” time out.

Defensive ojrtions work similarly, with

all of the expected stunts, blitzes and va-

rieties of zone coverage. The new 1994

rules are modeled accurately enough that

if defensive backs practice “hands-on”

defense beyond the five yard area, they

will be flagged with a penalty, just as they

were in the real NFL at the beginning of

the season. The linebackers are quite ac-

tive, and the ])ass rushers are veiy fluid,

with Charles Flaley powering through

blocks and Derrick 'Fhomas blasting by

offensive linemen with sheer speed.

'Fhough most computer football play-

ers prefer to coach, there are those who
would like to take control of Troy Aikman

and heave the old skin themselves. This is

where Uliimate Ftxri B.-VLL’s Action Mode
conies in. Problem is, the Action Mode
works best with runners and receh’ers, be-

cause they simply run routes and break

tackles after getting the ball. Quarter-

backs must move around in the pocket or

roll out in addition to throwing. The oth-

erwise elegant interlace flounders here, as

the manual suggests that both mouse and

MY OWN PRIVATE LA. If you're tired of the Raiders being the most

penalized team in pro football, just change their tendencies with the

Team Editor.
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’I'lic Pros: Go head lo head againsi

ihein, or slep into the shoes ol’S different

leatvired pros. Listen to their tips.

Learn about their grc.alest moments.

The 48(5 ’I'echnology ; The new Target Arc"

System enables you to visualize your shot

and control ball spin boloreyoii swing.

A snap-arotind view, mutiple camera angles

Multimedia video, digitized speech,

and a i|uieh redraw rale combine to make

the moat realistic golf simulation ever.

The Swings: [lach pro was filmed then digitized into

the game. Drives, laiwa^’ irons, chips, sandblasts and putts

are seamlessly overlnycd onto majestic TPC courses.

You’re paired with Sladicr, ti^’ing to catch Kile on the hack

9 of Sawgrass. First you made the cut. Now you’re in the money

and have a shot at a PGA TOUR' victory. PGA TOUR' Golf 48(i

has the pro.s, the pressure, the courses, the yips.

SPORTS.
It's In the game."

The Formatsi’l'lie ultimate challenge

is toui iiameni play. But stroke, match, and

Shins arc options.

The Courses; Pl.ay the most diverse and

challenging of the lainous TPC courses:

Sawgrass. Summerlin and River Highlands.

{Constructed from the actual blueprints, the

courses are so real that players can aelually

feel the different course personalities,

li SrOBTS, I'le EA SPOUTS In
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joystick be manipulated sinuiltaiieously (o

throw on the run. If most compuiei'

gamers were that coordinated, they would

liavc played football for real. Far better

than the action mode in Unneckssarv

Rou(;mness, this isn’t up to the similar

mode in Front Page Spor is Foo i bai.i.

I’ro, although it is much easier to learn,

^ Despite the diflicullies of the action

mode, UunMA’iT Footb.mj. is a veiy good

r football simulation in Coach Mode, com-

bining the accuracy of a text game with

! excellent graphics. Because the players are

rated by abilities rather than statistics, you

don’t have to wait for the season to be over

to simulate your own 1994 season. In a

test, I bad die computer play out all of the

games Irom week one of the NFL .season,

and it coirectly predicted the results of all

but three games. In one, Arizona was .suc-

cessful on a two-point conversion that it

missed in real lile. In another, Atlanta beat

Detroit in a game that, in real life, was

won by the Lions with a Held goal in over-

time.

Realizing the tremendous cros.sover po-

tential, Ultima'I'E Footbai.i. includes a

F'antasy Football League book. Wliile this

massive tome is <iuite inlia'inative for the

ca.sual or hard-core fan, the FFL tie-in is

somewhat tenuous. For instance, there are

no free downloads for the FFL bulletin

board sen'ice. Worse, the stats you down-

load may not be imported flirectly into an

existing Ui.timate Football league.

'Hieir main u,se is keeping track of the sta-

tus of traded, waived and injured play-

ers— still useful, but the advertisitig

implies much more.

DOWN, SET, HUT!
'I'be coach design menu oilers eight dif-

ferent coaching categories, ranging li'oin

wliether the coach u.ses a two-back set to

his tendency to go for a first down on 4th

and short late in a game. Cottches who til-

ways run a 4-3 defcn.se are pretty eti.sy to

simulate, but Ui.tim.ate Foo'I'Bai.l can

even Inindle Buddv Ryan’s high-risk “46"

defense. 'Fhis system works as well as it

does because it

docs not get

bogged down in

st;iiistic;il fletails.

'I'lic system clelines

tendencies, fits

tliem to the specific

game situation, ;tnd

tiilows the simulat-

ed players to exe-

cute. Wiial some
players iind frus-

triiting is that their

players somciinies

make misltikes

—

cornerbticks late on

a, fake and gi\’e up

a long gain, re-

ceivers drop passes, QBs fumble snaps.

Lven the pros screw up, as atiy weekend

fan can attest, and Ui.'iima'it Footiull

seems to do so in the right way—related

to the j)layer ratings.

The most dic-liard of control IVeaks

will Iind themselves in pigskin heaven

with the play and team editors. 4'he doc-

umeiiUilion takes you through (he intri-

cacies of |Dlay design and formation

editing with few dilficultie.s—provided

you have a good basic understauding of

football. If your knowledge ol a Jerry

Rice touchdown pass is limited to Steve

\’oung throwing him the ball, you can

spend .some time reading the sections on

ollensive and defensive philosophies, il-

lustrated by diagrams from champi-

onship teams. Flay-

ers who Stan by de-

signing realistic

plays instead of all-

out touchdown
bombs will soon

become veiy com-

fortable with the

.system, as they see

their pet plays suc-

ceed on the field.

Fhe tetirn editor is

also very intuitive,

using sliding bars

to rate everything

from team penal-

ties to ability to

block kicks, and
does a good job of simulating something

so often o\erlooked in Ibotball games

—

the (]uality ol'special team coaching.

THIRD AND LONG
So, is Ui.Ti.M.viT. FooritAi.t, a true con-

tender? It has some weaknesses in the ac-

tion mode, the sound su]5port is minimal,

and it requires a high-end machine to

truly enjoy the animation. Ifaii this game
had to offer was a new graphic look, I’d

target it for a losing season. But good

coaching can overcome ;i lot of deficien-

cies, and it’s obvious that this design h:ts

been rebuilt from the ground uj) by

Doug Whatley and the rest of the design

team. More accurate and enjoyable than

its predecessor, and much easier to u.se,

Ui.TiM.A'i'E FooTHAi.i. is a real player’s

game. Ultimate? Hardly—but football

(;uis finally liave a reasonable allertiative

to Fron’I' 1’a(;e Si'ort.s Footbai.i. Pro.

Best of all. they can play out the season as

it luippens, instead of wailing until after

the Super Bowl,

222^223

ULTIMATE FOOTBALL

RATING it

PROS Hood graphics and anima-

tion. Line play, receptions and blitzes

that really look like football. Nice

play-calling interface, with ability to

design your own plays and teams.

Solid design focuses on j)layers

rather tlum just statistics.

CONS Retiuires more high-end

hardware to nm well than some lliglil

simulators. No numbers on jenseys,

and the sr)und support is weak. 'Fhe

action mode is frustrating and awk-

u'ard.
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IBM Screens Shown

"...the most realistic five-on-five

basketball simulation in the history of

interactive entertainment..."

-Electronic Games

"Without question the most gorgeous

roundball simulation I've seen"

-Computer Came Review

"An amazing achievement..."

-Electronic Games

C±!>

Real Five-on-Five Action in VCA & SVGA!

Digitized Player realism!

Individual player intelligence based on actual

NCAA stats!

Intuitive user interface. Play NCAA2 in minutes!

Names k |ersey Numbers! Multi-layer SFX!

Real-time play or fast simulation modes.

Variable zoom brings you as close to the action

as you want!

Modify names and stats.

CHARLOTTE

• One or Two Players!

From the Creators of Wayne Gretzky Hockey"'

tiSUBDA ^OrntlOiAA
Tel. 301 926-8300 • Fax 301 926-8010 • BBS 301 990-7552 • Hint Line 900 88-HINTS

Betiiesda Soltworks™ is a trademark of Media Technology Limited. Copyright© 1990-94 Bethesda Soltworks. All rights reserved. NCAA, NCAA

logo and Road To The Rnal four are registered marks of the National Collegiate Athletic Association and are used under license. All other names

and trademarks are the property of their respective owners.

Circle Reader Service Ml



SecondRound Picks

W
hile Front Page Sports and Ultimate Football may be the divi-

sion favorites, there are several other games striving for a

wild-card berth in this hectic season of football simulations.

While hardly state-of-the art in graphics or sound, they offer a

chance for the football fan to get down in the trenches—without

getting mud on his virtual jersey.

APBA PRO POOTBALL
The grandfather of sports simulations, APBA is still plugging

away, having converted its stat cards and dice-rolling to the silicon

playing field. This latest version offers a football-shaped cursor

moving down a Green Bay-green playing field, albeit with one hash

mark instead of two. Despite the attempt to breathe graphic life into

the interface, it has an unfortunately clunky look and feel, making

the game hard to get into. For the statistics nut, compiling box

scores can be done fairly easily, and they include such minutiae as

average yards per pass attempt and length of scoring drives. While

JEFENSI

nmRs

the schedule-maker is fairly flexible, the documentation is more dif-

ficult to get through than the Dallas Cowboys’ defensive line. The Al

opponents are called "robots,” which adequately describes their

style of play. While better with two players, this game is best uti-

lized by statistical replay fanatics who wish to recreate the glories

of their favorite team from 1 993. IBM, $39.95.

APBA Game Company Inc., 1001 Millersville Rd., Lancaster PA

17603, (800)334-2722.

HEAD COACH FOOTBALL

you to switch from 1993 to 1994 rules at will. Not so much for the

grognard as the casual strategy gamer who happens to enjoy foot-

ball. IBM Windows, $39.95.

Quorum 5025 Arapaho Rd., Suite 415, Dallas TX, 75075,

(214) 789-2938

3-IN-1 FOOTBALL
Like most of its competitors, 3-In-1 Football has minimal graph-

ics. Still, the sparse field of Astroturf green has a clean, uncluttered

look which adds to play rather than getting in the way. The statisti-

cal accuracy is still the leader in this competitive genre, and the

game system is a breeze to learn. All of the latest rules, formations

and plays are included in a game that can be completed in under an

hour. One great feature of the stat-based system Is that historic

teams, such as the undefeated 72 Dolphins, can be easily matched

against current powerhouses. The season replay feature works the

best of any we’ve seen. If this weren't enough, the game includes

over 300 great pro and college teams, including obscure AFL, USFL

and minor college teams. Great with two-players, 3 -In- 1 has the

best Al of the lot and will give any football fan many hours of enjoy-

ment—as long as they aren’t subject to graphics cravings. IBM,

$39.95.

Lance Haffner Games, P.O. Box 100594, Nashville TN 37224,

(800)477-7032

Unlike many Windows products, this program actually does a

good job of executing its game plan. While still basically a stat-

based game, the graphic overlays will make it accessible to the av-

erage game player. The formations seem fairly authentic, and the

plays work as they should. Still, play selection seems limited, and

it's hard to tell when the quarterback throws to a secondary receiv-

er, or when a busted play results in a big gain, as often happens in

actual competition. The touted Smart Coach Mode isn’t the cutting-

edge of Al technology, but it plays a fairly challenging game. Mean-

while, opponent tendencies are flashed on screen (the virtual

Assistant Coach never rests, it seems). This is a good laptop game,

with each team rated for injuries, penalties, and substitution ten-

dencies. For those who wonder how much the 2-point conversion or

the 30-yard line kickoff has affected play, this new version ailows
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DREAM

OF A

PERFECT

GAME.

THE REST

OF US

JUST

BUY IT.

Circle Reader Service 0288

So. you wane a perfect game. Get Hardball 4. Get cutting-edge graphics that are incredibly real.

We're talking about wake-the-neighbors-and-call-your-friends kind of real, Get stat compilation

that would make any sports bureau envious. Get all 28 stadiums with different altitude, field, and

wind conditions. Throw in an add-on disk with over 700 major league players. And you've got a

masterful gem that compelled Computer Entertainment News to label it One of 1994's Ten Best IIIIIIDBflLL4
• Games, Now, to get a perfect game you don't have to be in the zone. Just the right software store, sport accolade

Circle Reader Service 0288
Hardtd4 is e of Iv C 1991tadsje is en cftal Icmsee c< the Mht league bsetst feieK' Afficoatm {ML3AMS\ The Sfm Acedadebp ard Sfxrt



A
u'er au. Tin: attextiok, the ac-

COIADES, THE FAME THAT COMES

FROM WINNING TWO CC.W TITLES

hock-to-huck, yo» have In queslion

xolielher the desire is still (here. Can

they win an miprecedenled third consecutive

liiaynpionshipf What will Dynamix do ahonl

the NFLPA license question? Ilow well will

the new rotoscoping techniques translate, on

the playing Judd? Lots of questions to be an-

swered, in this, ourjirst look ofthe new season

at Front Page Sports Foothaij. Fro V5.

Of course, it's hard to count out a team like

Dynamix, with so much depth and talent to

bum. Patrick Cook has a Jine team assembled

again this year, but he’s going to have to prove

his coaching (d)ililies all over again if he ex-

pects to beat nut this year’s challengers.

Wlien you evaluate any legitimate con-

tenclei', the first place you iiave to look is

the skill positions. It is here that Front

Page Si'orts Foo riui.i. has dominated its

category, especially in the graphics dc-

parlmeni, Strong, (luid and more lifelike

than its competition, the animation ol in-

dividual players appealed to a wide

BROKEN-FIELD RUNNING With the variety of camera angles, you can get a

sideline view of Barry Sanders leaving tacklers in the turf.

range of gamers. So realistic was the

mo\'ement that people began to see

things that weren’t really there—imtigin-

ing a defensive tackle siripjhiig the hall

loose, or a wide receiver short-hopj)ing

the ball on an incomplete pass.

Long-time FPS Foo ritAi.i.

fans were understand-

ably neiTous when they

learned that game de-

signer Patrick (>(K)k was

juggling his till-star ani-

mation lineup. While hart

at work on Front Page

Si’OkTS B.asebai.i., the decision was made
to incoiporate the roioscoped animation

techniques o( that game into a new ver-

sion of FooTiui.i, Pro. Al least in the jjre-

season, the exj)eriment has met with

complete success. Quarterbacks have

more hand motions now, ;ind the best of

them can “pump-fake” a j)ass well

enough to IVee/e any linebacker in his

li’acks. Running backs boast more spin

moves and .seem to hesitate and change

direction even more lluidly than belbre.

Blitzes enjoy more
raw power ;md en-

erg)', and defensive

phiyers continue to

go after the hall (or

the quarterback)

e\’en after they have

been knocked

down. Ch)llisions

are handled dilfer-

enily than in earlier

versions of FPS
Footbali., with

backs somei imes

sliding ovei' or un-

der the tackle for

extra )’arclage. Con-

summate hitters

like Ronnie Lott are simulated veiy well,

olten knocking ball-carriers back on their

cans with realistic bone-jarring tackles,

'file ferocity of the bodies slamming into

each other may account for more fum-

bles, which now seem to

happen with more I’re-

quency, but are still with-

in realistic boundaries,

'file background has

more visual depth, es-

pecially the texture-

mapped playing held, which

helps highlight the newer animation. For

the final version, Dynamix i)l;ms to in-

clude jjainled team logos in the end

zones foi’ even more football llavor.

One of the few legitimate criticisms

lluit could have been leveled at FPS

intO't'BAlJ. during its championship run

was a relative scarcity of user-oriented

bells and whistles. Now, such small things

as changing the colors of stripes on the

uniforms allow each garner to give a

team that personal touch. Licensing

agreements with the NFL mean that ac-

tual team helmets will be included, a big

|jlus for anyone who had to .suffer play-

ing the Dolphins in orange headgear last

year.

New camera angles, also I'rom FPS
B.\.sebali., are a welcome addition, and

compare favorably to those used by other

programs, such as Ultima’I'I'; Foo'I'Bai.i..

Would-be Monday Night Football direc-

tors may isolate on an)' individual player

when in VCd< mode, regardless of where

the ball might be, and favorite camera an-

gles can even be programmed as hot keys,

'llie real treat, though, is wtitching a jday

unfold in slow motion, where the quality

of the new animation style is cjuite evident.

File biggest ofl-season maneuvers
were mticle olf the field, where licensing

Three-peat?
Front Page Sports Football ‘gj

Tries For Its Third Championship In A Row

by Terry Lee Coleman
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FORGET READING
“Impressive, a must have for

computer gamers”

Steve Wartofsky, Editor

Strategy Plus Magazine

2 PREVIEW
EY INTERVIEW

Ei~:s meroe^naries

“IE can showcase product
features like no printed

publication can...”

“The ideal way for gamers
to get an in-depth look at

what’s new.”
Bob Bates

Legend Entertainment

INTERACTIVE
LUim LE

ENTERfAINMENT

Interactive TV for your CD ROM
1 2 episodes $59.95 1 episode $9.95

800 283 3542 or 802 767 4622
Source 10152

Visa & Mastercard accepted. Make checks payable to: Interactive Entertainment PO Box 21 Hancock VT 05748. Fax: 802 767 3382

© 1994 Chips & Bits, Inc.

Circle Render Service



(slill ill iicf^olialion ai press lime) slumkl

gi\'e FI’S Foo i'BAi.i. ’95 (General Man-

agers access to actual 1994 NFl. players

and icanis. 'Feani ProtUes will allow users

10 clellnc coaching tendencies for coin-

puiei'-coached teams. You could then see

liow
)

iinniy Johnson would realisiically

litre in Miami, or if Don Simla could win

anolhei' Siij^er Bowl with San Francisco.

Individual player stats are even easier to

input than before, with a cliafl pool op-

tion available for players who wish to

start a new league from sci'atch. For those

gainers who I'ancy themseh’cs NIM,

scouts, tirafl profiles may be ci'ealed to

I'aie prospects, especially important since

(he ‘9.0 version includes the expanded

5'1-man NFL roster as standard. Fxisliiig

teams may be soited by any raling, so

that if you want all your players with

good hands on the lield to receive an on-

side kick, you would simply .sort by iheir

hands rating. \Vho would imagine that

spreadsheets could be so entertaining?

Once a team is selected, the actual

player stats work just as hefore, with the

difference that the .-\I is improved

iremendouslv from a vear ago. Players

who beat (heir computer opponents

soundh' will have to conic u|3 with some

new [)lays ihis season. Offensively, ihe

computer uses the clock more elliciently

and has a wider

range of stock

]days li'om which to

choose, making it

less predictaide.

Del'ensively, a

"read" com- mand
has been added for

linebackers and de-

fensi\’e backs,

which means they

jday the I'un a lot

tougher now. For

ihe human coach,

man-lo-man pass

del'ense allows you

to select whicli indi-

\ idual to cover, set-

ting up those

classic Deion Sanders-Sterling Sharj)e

matchups. .-\ "hlock/next” command [Ills

a big hole in the FPS design, as it makes

blocking for sweeps, traps and screen

passes more realistic, and really helps

those teams with big, mobile linemen.

I always found it irritating that I could-

n’t acce.ss statistics whenever I wtmted in

FPS Fotniui.t.. Now I can, with expand-

ed line scores a\'ailahle at hall-lime and

the end of each game. Siibstilution pref-

erences c~an be set prior to the start of a

game, making it a lot easier to get players

in and out before the j)lay clock expires.

Penally outcomes are (lashed on screen

so that you can easily decide between 2nd

down and two yards to go, or Ist and live.

The olHcials are even heltei' animated

nin cpiite as fast.

'Fhe fatigue ratings seem to be more

accurate than hefore, and on-screen re-

ports tell coaches when tired and itijured

players are ready to retni'n. Momentum
is even modeled, with hot ;ind cold

streaks of players not onl)' included, but

sjjelled out expliciil)'. Field-goal kicking

is portrayed full-screen, leminiscent of

the old Cinemaware 'lY Si’{)icr.s: Focn-

B.'M.i., except that the graphics in FP.S ‘95

ai'e much more detailed. Sevei'al times, I

came close to blocking a lield goal, with

the incentive that in this version, 1 could

potentially return it fora touchdown.

There are other perks—kicking off

from the ^O-yard line means fewer touch-

backs. Quarterbacks actually tlnanv the

ball reasonabh’ well oti roll-outs. I \vas

disappointed that I couldn't go for two

points in this preview version, but Patrick

Cook assured me that 2-p{)inters would

be ready for (he regular season release.

New championshij:) atiimalion is

promised, for (hose who can handle the

newer, tougher,

ojiponents. For

those frantic

hvo-mimiie

drills, the clock

may be stopjjed

by spiking the

l)all (and losing

a dotvn). The
play libran' has

been expanded

to well over

‘LOOO, with

some 10,000

plays ])lanned

for the CD re-

lease. -Making

your league’s Pro Bowl selections is much

easier, yet has man\’ more options. \’oii

may determine criteria based on yardage,

I'ewesi interceptions, or whatever. The
new player editing utility allows you to

rate players for the upcoming season

based on their pi'evious year’s jjerfor-

mance, age, or experience, Avith u]? to 70

different criteria used to evaluate each

team position. Best of all. Dvnamix .s:n’s

that existing leiigues from FPS Foo i BAl.l.

will be compatible with the new version.

Of course, even an all-star team has

some weaknesses. The action mode
seems even tougher to master than be-

fore—hardly a problem for Joystick Jock-

eys, but more cerebral coaches may want

to stick with the basic action option. The
advanced play-calling mode is slill not as

intuitive as I would like, but those inti-

mate with their playhooks will probably

not even raise an eyebrow. As excellent as

the new animation is. there is still tlie

question of how the d-D stadiums for

each team will turn out. Ne\’ertheless,

with ail the impro\'ed graphics, editors

and league options, it would be hard not

to consider FI’.S Foo t bai.i. ‘95 a must for

any football fan. The improved .AI oppo-

nents ;ind grealei' variety of coaching and

team styles would seem to make this

game more than just another rehash of

past glories. We’ll know for certain when

the pIa)’off run starts, aj^propriateiv

enough, with a December release,

GOAL-LINE STAND The read command makes for better defensive pursuit,

while the new blocking commands allow a sweep to develop as it should

—

all of which combine to create the explosive play seen here.

than the players—but then, they don't

I CAN START. COACH Making depth charts and selecting starters and

substitutes is much easier with the new roster interface.
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pinenL.!-

PC MULTI-MEDIA ENTERTAINMENT

ENTER THE PINBALL ARCADE
You already know liqw to play pinball! >

-

Just how good are you? Step up to the arcade, make your

selection from any one of the eight great tabtes, set up your

game, pull down that plunger and get some glass. This is

the award winning technology that made 21st Century first

in computer pinball.

INCLUDES 8 GREAT TABLES WITH...
• Terrific table designs with all the features of a real table flippers, ramps, passages, tunnels,

mushroom bumpers, ball traps, drop targets, roll overs, lights, switches, bonuses and jackpots.

• Totally realistic ball movement

• Stunning ray traced animations

• 256 color graphics

• High scores saved to hard disk

A full hour of music and sound effects • Bonus: Illustrated history of Pinball

Circle Reader Service N35

/CENTURY\
21sl CENTURY ENTERTAINMENT INC.

P.O. BOX415 • WEBSTER, NY 14S80

TEL: (716) 872-1200 ‘FAX: 872-1675



Since
1985

Order Line Only

Fighlers, P-3C Orion, ond oiher vili

msnts. Plo/ Lollloirs, hood.lohead.

AVALON HILL -IBM #36454SIERRA -BMCO«35315 CASADYA GREENE -WIN #36461ELECTRONIC ARTS iBMCO#35722

MJ.iCTHTTmrWft
35976 1 $1 Encounler • DOS 30
35975 1 tl Encounler - IBM CO ... 30
360n AbioluleZero-AAACCD 38
35254 Acei of »ha Deep - IBM CD 45
34302 Advoncod Civilizotion • DOS 35
36360 American Civil War - DOS . . .CALL
3531 1 BaMonS-IBMCD

, .CAU
34650 Batlledrome - DOS 34
34448 DaHjedreine - IBM CD 38
1 1575 Eleyond Squad Leoder CALL
34638 BioForga Inleroclive Movie • IBM CD . . . .48
33389 Biolorge inleroclive Movie • DOS 47
32980 BloodTdet - DOS 39
34696 Command and Conquer • IBM CD 49
35736 Cyl«rSpoce • IBM CD 40
35944 Fomily Feud MPC • I8M CD 25
35744 Fleet Defender: F-I4 Scenario - DOS 30
36392 Full ThrolHe - DOS 37
365]8Gofalinj4-DOS CALL
34154 H.A.W.C. -DOS 26
36048 HordSall '94 - IBM CO CALL
35946 Hell: A Cyberpunk Thriller - DOS . .45
36047 Jock NickloujSignotureGoH-IBM CD . .CALL

35326 King'i Quest VII - IBM CD 47
35328 Leisure Suil Loriy Anthology-IBM CD . . . .45

33865 Mech Coramonder - IBM CD 44
36049 Missiors Critical '95 - IBM CD 34
34864 Oulposl Planet Pock • IBM CD 32
35739 PocBic Air War: 1942 Scenaria - DOS - .30
35745 Pitawsl Gold -WINDOWS 46
36243 Power House - DOS 41
36244 Power House • IBM CD 41
35754 SimTowor • MAC CALL
31477 Stonekeap 46
23 1 34 Terror of the Deep - DOS 35
23148 Terror of the Deep - IBM CO 35
23 1 94 Terror of iKe Deep -MAC 35
36012Te5lPilol-IBMC6 42
360l3TestPilol-MACCD 42
32154 nieOip-DOS 41
32859 Victory ol Seo - DOS 41
34345 Viper: Assoull on the OutfiMBM CD 41
365 16 Yukon Troil- IBM CD 38
34276 Wins Commander III • DOS . . . .CALL
34763 Wilchworld - DOS CALL

35877 AD&D Dark Sun: Wake fiovager . .47
36068 ADSD Menzoberronzon 47
34164 AD&D Rovenloft: Sirohds Possov 47
29236 AD&D: Dork Sun Sholtorod Lands 47
32924 AD&D: Dungeon Hock .36
34087 AO&O: Genie's Curse 43
31 940 APBABosoboll- WINDOWS 30
34275 Aces Over Koreo CALL
33336 Aces of tile Deep 42
28445 Aces over EurojM . , ....... . . .37
32985 AcroES the Rhine .39
35740 Across tfio Rhine Sconorio ’.

. .30
34695 Alien Legocy 34
33809 Aione h the Dork II 34
33341 Arena Elder Scrolls 39
32546 An of the Kill 25

36027 Battle Bugs
25445 Battle of Britain 2 -WINDOWS .

34742 Big One • WINDOWS
36465 Blockbeard
34762 Blitzkrieg

33733 Breach 3
34935 Bridge Olympiad
34239 Brutal Sports Foolboll

35317 Capilol Punishment .

27743 Corrier Strike

31523 Copiers at Wor It

34074 Ceilic Tales: Balor Evil Eye
26806 Civilizotion

3 ] 328 Clash of Steel; WWII 1 939-45 . .

36251 Classics Pinboll

32884 Command Slatshlp

32129 Companions of Xonth
22035 Comdor 7

36091 Epic Pinboll 57
3330B Evasive Aclion 32
31816 Even More incredible Machines 27
34593 Evolution 30
32880 F-14 Fleet Defender 50
35288 FIFA Inlernotionol Soccer 36
26585 Folcon 3.0 48
34272 Falcon 4.0 CALI
33664 Folcon; FA-16 Hornet 32
31442 Falcon; Mig 29/Deodly Advetsory 31
26783 Fields of Glory 38
34273 Plot Top CALL
32632 Flight light 21
3 1 728 flight Sim: New York Scenery 28
31657 Flight Sim: Poris Scenery 29
3 1273 Flight Simulator 5.0 44
34277 Formulo One Grand Prix 2 CALL
35772 Fortress ol Dr. Radiaki

'5 Hexx: Heresy . .

5 High Sees Trader
'Since 2
.5 Incredible Machine 2
9 Incredible Toons - WINDOWS
:6 indlono Jones Foie ol Atlantis . .

'1 tndyCar Rocing
*5 IndyCor; Circuits Exponsion Pock
i6 IndyCor: Indianapolis Speedway
9 Inherit the Eorih; Orb Quest - . .

'3 Iron Cross
2 Isle of the Deod
4 Jock Ntcklous Signature Golf . .

'6 Jack NicVlaus Signoluro Tour 1
.

:8 Jock Nicklaus Signature Tour 2 .

i8 Jeopardy Deluxe - WINDOWS .

'2 Joe Monlona football

Joruns: Alien Logic
' ^-Pork ...

IBM RECREATIO
31507 Links: Innsbrook Course SVGA . .

29740 Unks: Mouna Keo Course SVGA
3079S links: Pioehurst Country SVGA . .

36148 Links;Bighorn Course SVGA ...
n cn JO r-J_ o.ti.

36303 Crystal Coliburn WINDOWS
' CybetR
' Cyciom.
1 DDoy: Operation Overlord

Crysl

32369 CybetRoce
36087 Cyclones
33602 D-boy: O.--....
34028 D-Doy: The Beginning of End
tiSiAp rv.,1,

® ®
34162Darklisg..
34765 Down Patrol . .

30697 Day ol the Tontocle: Moniac II . .

33334 DeftoV
32010 Detroit .

34307 Disciples of Steel

33694 Doorn I; Knee-Deep in the Dead .

32972 Frontier • L
.

.

33739 Genghis Khan II

34283 GloBoi Response
33343 Gobliins III

28300 Golf • WINDOWS
33335 Grandest Fleet

33704 Great Navol Bottles II . .

35743 Gunship 2000 Clossic .

35444 Hammer of the Gods
34006 KardBall IV
32122 Horpoon II

35767 Horpoon II Sottleset #2 .

34284 Heavy Hockey

34286 Lords ol ... „... . . ,

26904 lost Treasuies ol Infocom I . . . .

33501 M4 Sherman Tank
31433 Moster ol Orion
32603 MechWorriot II .

34 1 56 MechVVarrior 11 Add-On
31594Melal&lQce-PG13
34698 Metaltech; Earth Siege
25031 Metamorph
34634 Mtcroleague Timeout Sports • WIN
31656 Microsoft Space Simulator . .

33387 Mig 29 Stand Alone Version ....
28378 Might & Magic Clouds of Keen . .

'’1019 Might & Magic DarkSide of Keen .

.5813 MightyMor^ln Power Rarigers ..

34658 Motlol Kombol/GamePad Bundle .

35937 NFL '95 - WINDOWS
31741 NHLHockoy
36482 Novostorm
36365 Operelieti Body Count
33340 Oulposl . . .

33464 Oxyd Magnum
33087PocilicAirWar; 1942
32502 Podfic Strike

35303 Pocilie Strike Mission Disk

32503 Pocilic Strike Speech Disk
36480 Panzei Gencrol
25088 Pinboll Fonlosies

30098 PitolesI Gold
36057 Planet Soccer
32079 Police Quest IV
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The NEW Phoeni* Hondj'on Fhght Syitem Controller ^
ii the lolesi in Gome Player Technology. TOTAL con- :i

liol ie in your hondel Lnelont Access to your vreopone

oiroy and flight control functioni ot your lingeitips,

24 Controllable buttoni, compoiible with oil flight pro- t

grams The 46 belton settings ollow for easy access to
'

all game functions ond flight mechanisms. Power,

speed, and control with GRAViSI Instoll progrom
includes flight and weapons system chechoutl

GRAVIS -BM #35133 $991

50 hi tech tanks, ships a
,

roods, roilways ond forts in thousonds of terrain mod-

ules. On line dotobose occasses over fifty 3-D futuristic

rendered waopons. CD version ovoiloble - CALL for 5

Updoted with I One of the

loltitudel The

[feel of reol pin-

[boll from the

[developer of

[Tristan and

I Eight Bail

[Peotures expert

[ly stunning

[tokes you to

[the streets of

Focuses on

ficial Intelli-

tutoriols and

much morel

tncludes over

200 scenor-

ios ond every

I
odd-on prod-

[ucl produced

[for the origh

history from

1500 to

1800.

onV^weroT
[discovering.

[world War III

[San Francisco.

[
ftonspcrt your-

sell to o VIRTU-

AL WORLD
[full oF people

[
shown with

[rich detoil.

Full Nudffe
ond Till feoturei And woit until you Kit ihe undei-

ground lunnell 'Crystal Caliburn sets a new standard.

For realistic pinball on a computer, there's nothing like

this game" —CGRovIow. CALL lor MAC pricing.

HBUHlffi^^^H^Bcctonizing the

New World

dependence from the mother country

olth history lesson with o Crvilizotion

:s French, English, Spanish or Dutch.

product line, including oil Sotilesels. both Horpoon
Designer Series and ihe Harpoon Scenario Editor.

HARPOON ON4INE is included, allowing lor multi,

pie people to ploy on notionol on-line nelworksl Mai
CO ovoiloble. .

sense of actually being there. Hollywood stars odd tal-

ent ond believobillty. Originol rnusiC vcoro and hi-quoU-

ty digitized voices and effects make this eye oppeal-

ing and exciting title o stunning experience.

> establish

Fectvies

ACCESS-IBM CO #32937 STARPIAY - WIN #36303 SPECTRUM -IBM CD #36016AlllANCE-lfiM CO #35696

Crystal Caliburn

WESSESSSSIMk
30630 Prince of Poreio II 26
31511 Prrvoleer 47
34159 Privofeer Righteous Fire AddOn 23
32107 Privateer Speech Pock 20
34655 Pro League Baseball 35
32863 Quest lot Glory IV 39
34596 Roiden 30
33329 Roily: The final Round 41
22868 Realms of Aikonia 34
36364 Realms of Arionia: Star Ttoil 41
35355 Red Baton w/ Mission Builder 27
31061 Return of the Phantom 35
31630 Return to Zork 45
31561 Royol Flush 37
3 1 343 Ruses ol EngogemenI II 40
33206 SSN-21:Seo Well 43
32605 SVGA Hairier 48
32979 Sam & Mox Hit the Road 34
35461 Sensible Soccer 15
34656 Serf City 36
35316 Serious soccer 21
32515 Shodow of the Comet 38
34289 Shadow of the Comet 2 CALL
33915 SimCity 2000: Great Disasters 15
SUlOSimCityClossic 16
34798 SimCity Clossic Graphics 15
31454 Simform 30
251 15 SiraHeollh ,35
30833 SimUfe- WINDOWS 30
30004 Solitaire -WINDOWS 29
22085 Solitaire Antics -WINDOWS 18
31503 Solitaire's Journey - WINDOWS 35
30590 Spoce Hulk 23
28440 Space Quest V 28
34764 Spaceward Hoi 111 30
29854 Speor of Destiny 30
34294 Speor ol Desllity Mission 2 26
34295 Speor ol Destiny Mission 3 26
36483 Stolirtarod CALL
35723 Star Ousodor 34
33245 Star Reoch 35
26706 Star Trek: 25lh Anniversary 34
34341 Star Trek: DSN - The Hunt 41
1 7 189 Star Trek: J.R. Movie $ Sound 21
31772 Star Trek: Judgment Rifes 34
32808 Star Wors Chess 32
35507 SirohOALatic Bosoboll 30

35359

Strol-OMatlc Boskelboll 30
30926 Street Fighter II 34
27188 Strike Commander 25
30608 Strike Cominandsr Speech Pock 20
33331 Subwor2050 , ,

. . ... ,35
34383 Superhero: Leogue of Hoboken 35
31 154 Syndicate 36
33858 System Shock ,47
351 60 ToeOps- WINDOWS 40
17I7PTermir>Qlof 2029 27
34291 Theatre ol Deolh CALL
34914 Theme Pork 40
33332 Third Reich 34
35306 Tony LoRuiia Baseball II 2.0 .... .36
35776 Tunnel Rot 34
36452 U-Boat WINDOWS 35
2461 9 USCF Chess 35

35673 Ultima VIII: Lost Vale Addon 23
32879 Ultimo VIII: Pogon 47
33777 Ultimo Vlll: Pagan Speech Pok 20
34434 Ullimole Domain 32
36041 Unnecessary Roughness '95 34
33634 Virtus VR - WINCfewS 60
34653 Worgome Construction Set II: Tonks ... .41

3 1 643 When Two Worlds War 34
34939 Wing Commander Armada 47
31509 Wing Commander Acodemy 23
32106 Wing Commonder II w/Sneech 25
33624 WingsoFG!Qry 1917-1918 46
32909 Wizardry Trilogy II [IVA/VI| 34
27709 World Circuit GronrJ Prix 34
32477 World War II: Bottle S Pacific 34

32152 X-Wing II: Tie Fighter .

800 -228-7449
Order Line Only

EXT.

339
All Inquiries Call:

INFO!508-443-612S

lAX:508-443-564i

31 Union Ave., Sudbury, MA 01776
i FAX:0011-508-443-5645.
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33864 Alone in the Dork 34 '

34167 Asirochose 35
33640 Axis the Gamechealer 31
32008 CoBSor 35
32289 Coosors Poloce 21
30493 Carriers At War 41
27185 Cosilas If 35
30891 Citadel of the Deod 18
29214 Civilization 45
34304 CyberRace 41
327!4DQtkSeed 39
34027 Delroil 41
33534 Empire Deluxe 35
34610 Evolution 30
33089 F.l)7ASl9ollh Fighter 40
33737 Flight Commonder 41
26045 Flight Simulator 4,0 44
21495 Flying Nightmares 41
34612 Freoloncor 2120 35
34883 G-Netix 46
34172 Gobtiel Knight 42
25497 Harpoon fl 41
35351 Incredible Toons 34
29667 Indiana Jones Fata of AKonlis 35
35440 Inherit the Eorth: Orb Quest 35
33995 Jeopardy Sports Edition 23
32703 Jeopardy with Alex Trebeck 25
36391 King ol Solitaire 23
30832 King's Quest VI 42
3070s Legend of Kyrondio 35
33398 leisure Suit Lorry VI 37
35257 Links Pro w/ Horbertown Course .41
35374 links: Finehurst Country 21
35321 lode Runner 34
3 1684 M4 Shermon Tank 35
32969 Moc Altock 21
32970 Moc Full O’Humons 26
32841 Mote Incredible Mochines 27
33466 Oxyd Mognutn 37
33824 PGA Tour Golf II 40
32172 Pathway into Darkness 37
34174 Police Quest IV 38
35289 Populous II 32

' HI,PR,AK,APO SENT BY US MAIL FOR SS. 1NTL ORDERS WELCOME.

33826 Powermonger 32
35135 Prince ol Persia 11 41
34863 Quest for Glory IV 38
34597 Roiden 30
31560 Royol Flush 37
26522 SimAnt 30
33916 SimCity 2000: Greol Disasters 15
31456 SimCity Classic 26
34799 SimCity Clossic Graphics 15
28383 Simlile 30
22090 Solltaite Antics 10
35447 Spaceward Hoi IV 30
36484 Sfellngrod CALI
31474 Star Irek 25lh Anniversory 34
34342 Star Trek: DSN • The Hunt 41

35360

SiratOJAotic Basketball 30
33465 Sword of Sodon 30
35159 TacOps 40
34915 Theme Pork 40
35775 Tom Landry Football Deluxe 26
22956 Troin Engineer 30
33912 U-Bool 35

32971

Valkyrie 30
25515 Vegas Games Enlertainmonl Pock 2!
33635 Virtus VR 60
29248 Wheel of Fortune w/Vonna While 30
35870 Wolfpock 29
34450 World at War: Operation Crusader ... .41

33683 10-Year Anthology Clossics 30
32903 11th Hour 51
29037 7th Guest 50
32855 AD&D Dork Sun: Shottered Lands 51
35078 ADAO Doik Sun: Woke Rovoger 51
32925 AD40 Dungeon Hock 36
34161 ADSD Genie's Curse . I'’-,-,'. .< 40

34165 AD&D Ravenloft: Strahds Posses .

36009 Absolute Zero
34717 Aces of the Pocific
347)9 Aces over Europe
330! 1 Aegis: Guordion of Ihe Fleet

35365 AitWorriof Super MPC
35806 Alien legacy
35720 All-Pro Fwtboll
32513 Alone in the Dork
35869 Armored Fist

36010 Bandits

35593 Blood Bowl
33660 Buzz Aldiin's Space
35318 Copitol Punishment
35442 Celebrity Poker MPC <

35005 Chompionship Pinball

34031 Commond Sloiship
33909 Companions of Xonth .

34659 Cowboy Casino
33400 Crilicot PolK

32715 CyberRace
36477 Cyberia (

35768 Cyberjudos
36043 Cyclomania
36279 Cyclones
34973 D^oy; Operation Overlord
33235 Ooomonsgotn
33920 Dare to Fly

34163 Doik Legion
35738 OownT’atrol .

30680 Ooy of the Tentacle

36044 Deathgalo
36453 Della V
31493 OfOQon’s loir

35008 ESPN: Let's Ploy Baseball

35B09 ESPN: let's Play Soccer
35812 ESPN:lol'sPIoy Tennis

35361

Empire Deluxe Masters Edition . .

34740 Folcon Gold
36293 fontosy Fest

35769 Fighter Wing

Circle Reader Service If56
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#D5?IEN'S:i£AltNNG-fBMCD #35823 $30
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ft ftThesesMish

'^1 2-woy, power*

ft ftful speakers

p
' /' '

. |wonsondo
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tones, build

ar°p«.'h'^u-’

collon bills

through Iho

Files, lorno^

dooi, earth.

speed graph-

50 to 20,000 Hi. BuilHn omplifier hos o tolol hor-

manic distortion ol .05% and o rated output ol 14

won: per channel. Available lor your PC's & 1001.

rompal,ble,

JAZZ - IBM #36500 $69

yeorwanonty.
® ^

\

k?C-\m/W€ #36344 $169
j

your job o challenge or a disasler. Bring the dry to

hie, get SlMClTY 2000 the ultimate city simulator.

Another SIM Challengel

MAXIS WIN #34246 $39

Features lour of the holiest novol combat ^r^rah: F-1

4

Tomcat, F.22 lightning II, P/A-IB Hornet and the

Su27 Flanker. Features a missian builder, detailed

ElECIOsIlC ATR • ISM CD #36278 $47

27755 FlighI Simulolor Toolkit

35770 Fortress of Dr. Rodicki .

35323 Freddy Phorkos

33701 Greal N
32 1 20 Great Naval Settles Pock .

33149 Hand ol Fale

36246 High Seas Trader

35863 Hockey 95
34421 Horde
31790 Humans
31351 Indiora Fote of Atlantis

34759 Inherit lha Earth

31 162 Iron Helix

36386 Jagged Alliance

32128 Journeyman Project

34347 Jump Roven
3n32Jotlond
34702 Ksng'i Que»F Aisthology .

30692 King" Quest VI

32904 King's Quest VI Upgrode
35209 Krsighls of Xentor

32591 labyrinlhofTime
32526 lands ol Lore

33294 Icwnmowor Man
32792 leisure Suil lorry VI

35322 lode Runner
3 1 348 lord of Itio Rings

35737 lost Eden
36056 lost Files of Shedock Holmes .

31815 lost in Time
34349 Lunkius

33703 MPEG • Dragon's Loir

34628 MPEG • Horde
34623 MPEG • Lord ol the Rings . . . .

34629 MPEG • Mon Enough
35364 MPEG • Outpost
34630 MPEG • Police QuesI IV

35363 MPEG - Psycholron

34627 MPEG -Return to Zork
34624 MPEG • Space Ace
35773 Maelstrom
32595 Mon Enough
34559 Atonioc Sports
34155MechWatr;of II

33310/vLeQa Race
34865 f^lollech: Eorth Siege

33532 Microcosm
34010 MIcrosoll Bosoboll

31659 MIcrosoftGoif
34741 Mig-29 Gold
33217 Might & Magic World of Xeon
34796 Mifiennium Auclion

34743 More Incrodtble Machine . . .

33204 Mysl
35818 NASCAR Racing
35864 No World Order
36364 Opetolion Body Count

3491 1 Pacific Strike & Speech Pock .

36481 Ponzer General
32791 Police QuesI IV

35509 Prince 'Formerly' Interoclive .

35305 Privoteer

35774 Psycholron MPC
35332 Quest lor Glory IV

34609 Raider
35841 Rallo Gump
36385 Reolms of Atkania: Star Trail .

36385 Reolms of Arkanla: Slor Troll .

32155 Rebel Assault

34718 Red Baron/A-10 Tank
35449 Return to RingWorld
3 1705 Return to Zork
1 1 497 SSN-2t:Sco Wolf
32153 Som i Max Hit the Rood . . .

34425 Superhero: League of Hoboken 35
35672 Syilens Shocic 47
35018 Terminator: Rompoge 39
34916 Theme Pork 40
35309 Tony LaRusso Baseball II 2.0 47
36292 TolorOistoflian 54
30925 Ultimo Underworld I & 11 29
15416 Ullima VIII: Pogan w/ Speech 47
35421 Ulllmale Domain 32
36045 Unnecessary Roughness '95 34
32480 Video Cube Spoce 23
36451 Vlrtuol Tarot 30
35400 Worion Miller's Skiing Sofori 36
34202 VVho Shot Johnny Rock? 34
34573 \Vild Blue Yonder; Episode One 38
35874 Wing Commander Armada 47
36291 Wing Commonder I/ll Deluxe 32

35943 Saturday Night Live 20th .

34288 Sourus .

30708 Serobble Deluxe
32515 Shadow ol iho Cornel
31479 SimCityEnhonced
34086 SimEorth
34866 Spoce Hulk
34693 Space QuesI Anthology
34296 Speor of Destiny Super CO-Pok .

35724 Slor Crusoder '
. ,

“
29366 Stor Trek 2Slh Enhortced
34021 Stor Trek: Collectibles Guide
34343 Star Trek: DSN - The Hunt .

34350 Stor Trek: TNG Tech Monuol . .

36290 Strike Commonder / Privoteer .

32109 Strike CommonderAocileal . . .

35405Wing$olGiory 1917-1918 47
30408 Mblfcock 29
33088 World Circuit Grand Prix 35
33917 WtalhollheGod$ 43
34292 X-COM: UFO Defense .41
35439 Zephyr ,

33603 nth Hour 51
34592 3 Balloons 30
31472 7lh GuesI ,50
36046 All-Pro Football 35

35766 Castles IhSlege & Conquest
34578 Chossmoster'SOOO
26459 Cyberplosm Formulo
33919 Dore to Fly

33689 Dork Seed
34595 Evolution

35138 Firefighter

26874 Flying Nightmores
34614 FraoLaneer2I20
34722 Gobriel Knight

27866 Hell Cob
32951 Indiono Jones fate of Atlantis

35441 Inherit the Earth: Orb QuesI . .

30822 Iron Helix
30442 JoorneyMon Project

33996 Jump Roven
34723 lobyrinlh of Time
33353 LownmowerMon
36026 Leisure Suit Larry VI .

33541 Lunicus

26461 Madness of Roland
34560 Monioc Sports

35443 Might & Magic World of Xeon ....
32296 Mysl
35398 No World Onder
34236 Planetary Taxi

34720 Police Quest IV .

34561 Rebel Assault
33914 Redshih
25496 Return la Zork
35942 Saturday Night Live 20th . . . .

35755 SimTown
25473 Silting on the Farm
21435 SoflKill

34344 Star Trek: DSN - The Hunt
34351 Stor Trek: TNG Tech Manual
34724 Syndicole

34917ThomoPork
29639 Total Dislotlion

34346 Viper: Assoull on lha Outfit

32133 VirluaiTorol
35399 Warren Miller's Skiing SoFari
34574 Wild Blue Yonder
35871 Wolfpock
35491 World Cup Interoclive

3391 B Wrolh of the Gods
34261 Xpioro 1: Peter Gabriel World ....FW '

"

33027 Aladdin - SEGA
33547 Art ol Fighting - SNES
33606 ciiffhonoer - SEGA
25550 Drogon'l Loir -3DO
32543 Dungeon Master - SNco
33073 Escape from Monsler Monor • 3DO ,

33561 Eternal Champions • SEGA
34004 Hordboll HI - SNES
25850 Horde • 3DO
35352 Incredible Toons • SEGA CO
33823 John Modden NFl ‘94 - 3DO
32535 Jungle Strike - SEGA
32534 Jurassic Pork • SEGA
34598 Kembat Cars - SEGA
35036 Leothol Enforcers - SEGA CD . . . .

33074 lemmings -3DO
33832 MIBPA BoseboH • SNES
33025 Mod Dog McCree - 3DO



Compton’s
Interactive
Encyclopedia

35000 oni-

cles, 7000

llie more ployful if gats. Wfi

•s ol NATIONAl LAMPOON,
id with o<ar «00 mag ol slum

dibbons, Over 100 dilieiont I

mOIN -EW CD #32:^2ELECreOWFDlA -B*/tCD#35B;6 •COWPTOW5-8MCD #36462

DATA EJCPSESS -BM, CD #36463 #23PQ5MTtACORP-BM CD #36366

COMPTON'S ENCYCLOPEDIA '95

33026 MotiolKombol- SEGA 59
35034 Mortol Kombol - SEGA CO 44
32S74 Mono! Kombat • SNES 61
31971 NBAJotn-SEGA 55
35062 NBA Jam SNES 55
33828 NBA Showdown 94 -SEGA 50
32051 NHL '94. SEGA 46
33829 Normy'j Beoch - SEGA 30
33070 Ocoons Below • 3DO 43
26132ChjtofthisWotl6-3DO 51
21531 PelellSEGA 49
34003 Pelel Socce/ • SNES 53
35397 Rood Rojh . 3DO 57
34667 Shadowmn - SEGA 50
33851 Sonic the Hedgehog 3 -SEGA 58
33077 Space Shuttle -300 43
25909 Stor Conkol II - 3DO 52
35096 Star Treki TNG - Echoes - SEGA . . .SO
35046 Star Trek: TNG Future's Post - SNES 61
32578 Street Fighter II • SEGA 63
32541 Street Fighter II -SNES 62
33546 Super NBA Boskalboll • SEGA 58
32576 Super Off Road Bojo - SNES 53
3552) Super Street Fighter It • SEGA 64
35520 Super Street Fighter II - SNES 64
33734 Super Wing Commander - 3DO 52
35037 Tomcat Alley - SEGA CD 51
35093 Virtue Rocing • SEGA 58
33237 Virtual Pinball • SEGA CALL
32540 X-Men - SEGA ...

36132 Kingston 1MB Simms u.AlL

36134 Kingston 4MB Simms CALL
36135 Kingston SMB Simms CALL
36126 PN? Electronics IM6 Simms CAd
36129 PNV Electronics 1MB Simms MAC CALL
36130 PNV Electronics 2MB Simms MAC CAU
36125 PNVEIecIronics 4MB Simms CALL
36131 PNV Electronics 4MB Simms MAC . . . .CALL
36128 PNV Electronic s SMB Simms CALL

31841 Cyrix 83D87-25 FosMalhDX Copr. 62
31842 Cyrix 83DB7-33 FasMothDX Copr. 57
31884 Cyrix 83D87-40 FosMalhDX Copr 62
31885 Cyrix 83SB7-25 FosMothSX Copr. 51
33455 Cyrix 83587-33 SX Coprocessor 64
31739CyrixCX486DRX2-16/32 3860X16

,
.241

31751 Cyrix CX486DRX2-20/40 3860X-20 . .241
33620 Cwix CX486DRX2-2S/50 3860X25 . . .281
3 1 738 Cyrix a486[>RX2-33/66 386DX-33 . ,322
31836 Cyrix CX486SRX2-20/40 386SX-20 . . .217
34409 Cyrix CX486SRX2-25/50 386SX-2S . . .249
24196 Math Co-Processor 367DX 86
35501 Moth Co-Ptocessot 387SL 80
24200 Moth Coprocessor 3B7SX 80
35134 Overdrive 486DX-50 CPU 245
30884 Overdrive 486DX-50 CPU WO/OD . . .245
31505 Overdrive 4860X-66 CPU WO/OO . . .291

35502 Overdrive 4B60X-66 FOR SX/DX33 ...281
35599 Overdrive 4B6SX2-50 CPU WO/FPU . .196

36121 AMT 486DX-33 7ISA, 2VLB 560
36123 AMT 486DX-33 7ISA, 2VLB 588
36122 AMT 486DX-50 7tSA, 2Vlfi 653
31720 AMT 486DX2-66 5ISA, 2VLB 641
36124 AMT 4B6SX-33 7ISA, 2VLB 428
361 15 Mleronies 486DX-33 6ISA, 2Vl 534
36109 Micronics486DX-33 EISA 637
36120 Mleronies 486DX2-50 581
36108 Micronics 4860X2-66 6ISA. 2VLB 580
361 19 Micronics 4860X2-66 VLB 608

. .245

. .291

800-228-7449
Order Line Only

EXT.

339
All Inquiries Call;

/NFO;508-443-6I25

'AX:S08-443-S64l

31 Union Ave., Sudbury/ MA 01776
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35856 4PLEX Ouod-spe«d EXT wo/ciri

35733 Aztech CDA268X)I AFP INI w/Ctrl
35762 Aztech SoundGaloxy Orion 16 122
35734 Aztech Voyoger INTMM Kit 305
35735 Aztech ZefaM caSOM w/Clrl 151
21729 0lgilaiEdga3X INT CDROM 734
34144 DoubIcSposd-f Ext. Upgr. Pro Audio 16 .556
34943 Family Deluxe Mummedio Kit . . .340
31530 FusionDouble CD Internol Kit 308
21560 Game Blosler CO 16 392
32938 Memphis Multimedia Upgiodc Kit 524
32933 MulfiSpin 3XE External 195ms 508
32932 MulliSpin 3X1 Internal 195m5 472
32934 MultiSpin 3XP Portable 19Sms 424
34923 MuiliSpin 4X Pro External 999
34320 OmniCD Upgrade Kit External 379
31809 OmniCD Upgrade Kit lolernol 221
34947 Premium Deluxe Multimedio Kit 533
31531 Pro 1611 Mullimedio Kit 490
34206 Pro 1 6 III Triple Speed Kil 777
34946 Pro Deluxe Multimedia Kit 735
34133 Ree'
33859 Ren

HI,PR,AK,APO SENT BY US MAIL FOR SS. INTL ORDERS WELCOME.
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34225 Sensory System 1 INT. ^
34950 Super Deluxe Mullimedi

Mullimedio Kil . . .440

35543 ACS-100.1 Speoker Poir 103nonn xn-ennA i U- /a..i .-t-. nun

33346 Audio Magician Plus 51
30958 AudioMon 135
35760 Aztech SoundGaloxy Nova16 97
35761 Aztech SoundGaloxy Noval6Exlro ... .1 13
34224 Digilol Sound Pro 16 112
31615 Digilol Sound Pro 16 Plus 167
28247 Gravis Ultrasound 120
26292 Gravis UltroSound Max I 82
3372S Gravis UltroSound Midi Adopter 36
27926JQZZ Soundcard SCSI 139
31059 Port-Able Sound Plus !48
3S056 Premium 3-0 Multi-CD 145
35055 Piemium 30 SCSI2 145
35054 Pro 3-D 5CS12 w/ Woveloble 270
32059 Pro Audio 16 Basic 97
30563 Pro Audio Studio 16 127
27503 Pro AudioSpecIrum 16 126
34615 ReelMogic Lite 293
32312 ReelMagic Multimedio Ploybock 385
32031 Rolond RAP-10 Audio Producer 247
35400 RolondSCD-IODB Sound Canvos 157
35628 RobndSCD-1 5 DB Sound Canvas 208
32530 Sound Blaster 1 6 MCO 142
32533 Sound Blosler 16 MCO ASP 178
32531 Sound Blaster 16 SCSI-2 147
32532 Sound Bloster 16 SCSI-2 ASP 213
34B07 Sound Blaster 16 Volue Edition 106
2 1 735 Sound Blaster AWE32 284
34661 Sound Blosiei Pro Value Ed S3
34660 Sound Blaster Value Edition 58
30090 SoundMon 16 106
33751 SoundManWove 188

32228 LablDcCS-lOOOSL-
27905 Labtoc CS-700 Speokors 29
3l6B9lobtocCS-800Speokers 32
32220 lablec CS-900 Speakers 62

0 Mogicion 16CD 81

33226 Flight Stand 17
16439 Flight Slick 36
31417 Flight Stick Pro 57
279 1 4 Flighlsllck PRO - MAC 72
31 148 G-Fofce Flight Yoke 53
32333 GameZopper 76
24018 GomeCarcf III MCA Aulomolic 41
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33055 Gameport 2000 Up to 80MHz 26
33292 Genovniion Porallei Gome Port 30
29404 Gravis Analog Pro Joystick 33
28366 Gravis Eliminotor Card 23
35572 Gravis Flight Pack Pro 56
27815 Gravis Gamepod - IBM 21
32l74Gr(jvisGaroepod-MAC 30
30003 Gravis MouseSliek II • MAC 43
35458 PC Goll System 121
30825 Thtustmasler ACM Gome Cord 27
35104 Thrustmaster F-16 FLCS 112
26850 Thrustmoster Flight Conirol-IBM/MAC . . .63

33344 Thrustmaster Formulo T1 Ill

29522 Thrustmoster Pro Flight Control 112
29863 Thrustmaster Rudder Pedals - IBM/MAC .111

33780 Thrustmaster Weopon Motkl - MAC 61
31258 Thrustmoster Weapon Motkll 101
29434 Virtuol Pilot Yoke 64
33052 YGable^^r 2 JoysHcks 9

35923 Alter Dark 3.0 WINDOWS 30
31579 AuloMop 3.0 -WINDOWS 57
13333 Bubsy TM; Screen Savor - WINDOWS . .15

2 1 446 Charles Barkley: Screen Sovor - WIN ... 1

5

33036 CrBolivoWrilof- WINDOWS 37
32032 Disney Collection Screen Saver - WIN . . .29

36174 Easykeys 29
35837 For Side Screen Saver WINDOWS 28
33039 Fine Artist 45
35839 Fllnislones Movie Screen Saver WIN 26
34932 Get Wired - WINDOWS 21
32042 HAMRodio3.0 12
34391 Hanno-Barbero's Animation Shop 45
32022 Holy Bible King James Version 29
34803 IBM PC DOS 6.3 84
34804 IBM PC DOS Uporode 6.3 53
33771 InfoNolion • Rating USA to Z 20
35615 Lion King Print Studio - WINDOWS 17
35616 lion King Screen Scones 17
36137 lotus 123 Windows 5.0 310
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DOS games In
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format trow
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includes Chuck

Combot, Wrng
Commonder II,

PGA Tout Goff,

Ultimo VII,

Grand Slam
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500, Finonciol

Workjhop.
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titles, load thorn to your hard drive on

value! Trout yourself this Halloween.

d ploy. A $250

1
ELECTRONIC ARTS-IBM CD *36496 $32 j |

36138 lotus 123 Windows CompA'of UpQ 5.0 .98
35281 MS-DOS Upgrode 6-22 53
36175 Melody Moeitra 49
33456 Notion Desktop 3.0- WINDOWS 114
34453 Olllco Slondofd 4,2 -WINDOWS 468
3341 6 PlonllPorodisB- WINDOWS 30
33923 Piint Ailisi • WINDOWS 35
36030 Print Shop Deluxe 2.0 55
32225 Print Shop Delu.e Componion-OOS/WIN 35
31527 Publisher 2.0-WINDOWS 87
31244 QEMM 386 7.x 63
33323 Remind Mel • WINDOWS 30
32707 Scenes Impressionists Collectlor-WIN . . .23
32709 Scones Outer Spoce Coileclion - WIN . . .23
32705 Scenes Sierro Club Collection - WIN 23
34170 Star Wars Screen Sever • WINDOWS . . .27
21493 WinFoxPro 4.0-WINDOWS 82
34081 Windows Dparode 3.11 5!
32876 Word 6.0 • WINDOWS 308

35924 After Doik MPC 3.0 42
20422 AuloMop 3.0 51
321 10 Belter Homes Ksolth Cooking 36
32047 Bibos & Religion 12
34083 Bookihell Windows '94 65
33327 Budget Guide USA '93 19
32907 Cinomonia Movie Guide Windows '94

. ,52
34905 Corel Draw 5.0 452
33350 Gih Goloie Shorewora 18
33351 Libris Brillonnia Shorewore 30
33528 Mayo Clinic Fomily Heolth 1.2 35
34986 Meye Clinic Family Phormacicl . . .35
33632 Move Clinic Tolol Heort 1 .0 21
34388 Muftimedla Starlet Pok 21
26451 Photo CD Access Plus 35
32554 Pholo CD Aulo Racing 30
32557 Photo CO Fireworks 30
32562 Photo CD Porsche Racing 30
32559 Pholo CD Soilboois 30
32563 Photo CD WVWI Aircraft 30
32561 Photo CO Wild Animols 30
30285 PholoEdge Color 97
33128 ProPhono's DirectPhone 89
33129 ProPhone'sFreePhone 25
35528 ProPhono's SeleclPhone 2nd Quartet . . .161
33514 Publisher 2.0 92
32374 Street Allas USA 2,0 90

24868 ACT^/OfmolB^^^rT 30
33559 Advonced Spelling Tricks • WINDOWS . .30
OOAAn Aln/i4;n PrinI tfU 1C

32070 Alge Blaster 3 - wiNDOWS
'

'

! ! !

'

]

'

] !34
32430 Algebro 6y Exomple 27
29030 Alphabet Blocks • WINDOWS 28
31340 Amoricort Heritoge Diclionory 35
33655 Bockyard ' 30
33690 Borney Bear Goes to School 26
34018 Sasic Spelling 30
32160 Berenstoin Brars Fun tunchPok 26
28069 Berenstoin Bears Junior Jigsaw 18
22897 Biology Studywore 26
32331 Bodyvftbrks - Humon Anotomy 3.6 37
32141 Bug Adventure 21

22898 Calculus Sludywore
25488 Chemistry Studywore
27737 Chemistry Works DOS/WINDOWS
20806 Children's Writing/Pub Center . . . ,

34600 Computer Cornival

34315 Cruncher-WINDOWS
32718 Cute 'n' Cuddlies
31489 DinoPaikTycoon ......
35667 Dinosaur Museum 2,0 • WINDOWS
27091 Dinosoft Addition & Subiraci
27090 Dinosoft Multiply 4 Divide

29102 Dinosoft Phonics

31515 Discover Space
32065 Discovering America
34201 Dr. T's Sing-ALong - WINDOWS . .

30236 EZ Cosmos 4.0
32610 Early Math - WINDOWS
33250 Earth Treks

33357 Kid Rhymes 21
32609 Kid's T^ing • WINDOWS 28

21 349 LSATw/ Cliff Notes 34
32743 Urn Words - WINDOWS 26
33102 language Aisistanl:French • DOS/WiN . .57
33103 Longucge AssistonhGermon - DOS/WIN .57
33104 longuoge Assistonhltolion - OOS/WIN , .57
33105 longuoge Assistonl:Spanish - DOS/WIN .57
3471 1 Learn Aooul Computer Ptopromminp ... .15
29460 Learn About Fraclions ... 15
34710 leorn About the Human Body 15
34700 leorn to Add and Sublroct 15
34709 Learn lo Multiply and Divide 15
33360 Lenny's Music Toons • WINDOWS 30
35334 loid $ Moth Plonet 28
29123 lost Tribe 26
32805 lyriq Cros:

22968 My Compulor Diary - DOSAViNDOWS .27

33247 Ecology Treks

23870 Expert Mops
31 1 86 Fatty Beers Birlhdoy Surprise ...
20501 GMAT w/ Clill Notes
20052 GRE w/ Cliff Noles
33270 Jurossic Dinosaurs • WINDOWS .

34663 Kap'n Karaoke - WINDOWS
28130 Key Diclionory Pius

31621 Kid Cad - WINDOWS
28776 Kid Desk
34603 Kid Desk • WINDOWS
32074 Kid Keys
26748 Kid McGee
33358 Kid Pictures

34822 Kid Pix 2.0- WINDOWS
34823 Kid PIx Fun Pack - WINDOWS

Magic Theatre . ...
Mono Preschool Fun 26
Mario Teaches Typing 25
Morlo's Fun with Loiters 26
Mario's Fun with Numbers 26
Mario's Time Machine 30
Malh Blaster Spot/Kid Works II 44
Math Rabbit Enhonced 29
Mavis Beocon Typing 3.0 30
Mega Math 27
Mentol Math Gomes 2,0 30
Mickey Mouse Mousepod 8
Mickey's 1 23's Enhonced 21
Mickey's ABC's Enhanced 21
Mickey's Jigsaw Puzzles 16
Millie's Modi House 30

30418 Myslery at Museums w/ T-SHIRT 23
No. 1 1 Downing Siroet 43‘ ' Under • V,

33641
31483 Odell Down Under -WINDOWS 34
24277 Once Upon A Time II 30
26356 Operolion Neptune 35
2641 1 Orbits: Voyogs the Solar System 20
29064 Oregon Troill5eluxe 34
20258 PC Croyon 38
31963 PC GIom Mops & Focts 28
32468 Peonuts: Yearn to leorn - WiNDOWS
30424 Pepper's Adventures in Time 27
30597 Peter Pon: Story Painting Advei

'

32006 Phonies Plus 26

315!7Playroo,
33301 Putl-PuH Goes lo the Moon 32
29392 Pult-Pultjoins the Pan

'

33679 Reoder Robbil I- WINDOWS 35
33366 Reodar Robbit II • WINDOWS 34
32607 Reader Rabbit ill • WINDOWS 34
28867 Reading Advenluros in Oz .28867 Reading Advenluros in Oz .34

32960 SAT NEW Pertonal Trainer 2.0 .

25401 School House: 30 Progroms . .
,

32197 Score RX for ACT alFiome ...
32199 &ore RX for GRE of Home . .

32I96ScoreRXforSATalHome
3 1492 Show i Tell for Kids

31441 Slater & Chorllo Go Camping
28125 Snoopy's Gome Club .

33278 Spoce Advonluro
26315 Speed Reader- WINDOWS .

26369 SL... ..

26371 SlIckyBeor Reading Tutor .

26455 Stickybeor ProschTOl ....
23966 Super Solvers: Ancienl Empire:

22849 Super Solvers: Out r4

26355 Super Solvers: Spellbound .

32600 Tolking Phonics Plus

33251 Time Treks

28846 Treasure Cove
33367 Treasure MolhStorm • DOS/WINDOWS .

26216 TreeHouse
34631 Typing Tutor 6.0 • WINDOWS . . . .:

35295 l/g^ Duckling • WINDOWS
.

35295 Ugly Duckling • Wl __
33044 Undersoo Advonlure - WINDOWS . . .

25837 Vocobuleotn French I - WINDOWS . .

25839 VocohuLeorn Getmon I • WINDOWS .

25842 Vocobuleotn Hebrew I - WINDOWS , .

25838 Vocobuleorn llolian I
- WINDOWS . . .

25840 Vocobuloorn Joponese 1
• WINDOWS

,

oca V 1 L..J n.,1.1 I
\25841 Vocabuloorn Russton 1

• WINDOWS
25836 Vocobulearn Spanish i • WINDOWS
31303 Webster's DiclionoryiThesourus 1,0
25744 Whol's My Angle .

25008 Where in America's Past is Cormen?
30545 Where in Spoce is Cormen? Deluxe
21670WheroinTrrnBisCQrmen?
35899 Where in the USA
35900 Where in the World
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36394 Dinosour Adventuie 3-D
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,
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34808 My Silly CD of ABC's 21
348IOMy Silly CO ofCounting 21
33628 New Kid on the Block 34
32553 Newsweek Interactive#! 30
33509 Newsweek Interactive #2 30
32523 Oceons Betow 29
34263 Oregon Trail Deluxe 4!
29568 PC Globe Maps & Facts 41
30661 Popof Bog Princess . ,21

33583 Peanuts; Teorn to Uorn 38
3351 1 Peter Pan; Story Palming 32
28589 Peter ond the Wolf 27
34252 Picture Atlos of the World 60
34236 Plonetory Taxi 29
34356 Prehistofio 41
33928 PuH-Pult Fun Pock 25
33605 Putt Putt Goes lo the Moon 32
33661 Race the Clock 32
35094 Reodinn Cornivol CALL
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33365 Tell Tale Heort 34
32911 Tortoise & The Hare 35
34937 Treasure Cove 34
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REVIEW

The World Cup is Over, But the Rush

of Computer Soccer Games Is Not. A “Football”

Expert Kicks Around The Latest Lineup.

Three Shots
To Score

by Lawrence Norman

I
SK'ITLED DOWN HAPPILY IN PRONT OP

MV COMPUTKR, IN MY ALAN
Gilzean, To'itenham Hotspur,

ceiiler I’onvarcl, #9 shirt. It had been

proudly pilfered from liis lockei' in 1968,

and only washed once (in tn'der to ensure

that it lasts forever). I was ready. I had

three cliances to score, three games to re-

view, and I felt ceitain that one of them

would satisfy my soccer deprivation.

Unfortunately, I've found that the state

of computerized soccer is not a liealthy

one. Although each of these games is

easy to play, dillicult to master, and has

an almost infinite I'eplay lile, tliey all

have serious flaws.

M a person tvlio reall)' cares about soc-

cer, I’m one of those people who thotight

Bill Sliankley didn’t give the game enough

respect when he said, “Soccer (actually, he

said, “Football’’) is not a mailer ol'life or

deatli, it’s more important than that.” So,

you aren’t likely to be surprised

that my take on tliis crop of com-

puterized soccer games is that

they are onl)- nominally abotit soc-

cer. nte reality is that the nature

ol'lhe sport is rathei' unstructured.

Soccer is a tapestiy of flowing in-

novation where, within a real

game context, a player of great

skill, strength and speed will al-

most invariably lose to a player of

great experience and knowledge.

This is because knowing wliat to

do with the ball is one thing, but

knowing what to do without the ball is the

real test. How do you program that into

ariillcial players? As a sport, soccer is a

lileslyle that gets under your skin almost by

osmosis and is learned in that same way. In

my opinion, these games need a lew more

.seasons under their belts before the)’ are

part of that lifestyle. Here, from the per-

spective of a retired pro and active fan, is

'fhe substitution patterns and forma-

tion changes re.sulted in no serious tacti-

cal difference in game play. For the

uninitiated, the 4-1-2, 4-5-1 or 4-3-3 for-

mations are all very different. Certainly

at the World Cup level, one would expect

to see that dillerence. Would it even be

too much to ask that the team move as a

unit? Most college teams can get that

Planet Soccer my scouting report.

Price: $49.95

System

Requirements:

IBM

compatible

386 or better,

4MB RAM, VGA
graphics,

20MB hard

drive space,

mouse;

supports Sound Blaster compatible sound

cards. Amiga version available in Europe.

# of Players: 1-2

Protection: None

Designer: Condor Software

Publisher: l-Motion

Santa Monica, CA
(800) 443-3386

MY EMPIRE POR A COAL
fo anyone tvho hung around the coin-op

arcades in 1984, Empire S(x:uer ‘94 is the

same old game in a new unilbi'in. The
trappings may have changed, but the

game play is awllilly (and I do mean aw-

fully) familiar. I had veiy little patience

with this game, and wading through the

Training, Exhibition and World Cup for-

mats, as well as the dilferent skill .settings,

did not keep my attention. With ail the

spectacular action that soccer oifers, it

was unfortunate that even the odd little

animated insets lhal show up to punctu-

ate uamients oi' excitement seemed drab

and uninspired.

Empire Soccer '94

Price: $39.95

System

Requirements;

IBM

compatible

386 or better,

VGA graphics,

2MB hard

drive space;

supports

AdLib, Roland, and Sound Blaster sound

cards. Amiga version available in Europe.

# of Players: 1-2

Protection: Documentation Check

Designer: GraftGold, Ltd.

Publisher: Empire Software

Gaithersburg, MO
(800) 216-9706
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make a tackle oi'

block a shoi. If not

for tlie aforeineii-

tioiiecl goal-keei)iiig

b)' the Mensa mem-
ber in the net, the

results would have

been embarrassing.

RATING (out of

o):0

right and sometimes, even youth teams

will get the idea. In this game, we have

Wmrid Ciiip teams that can’t do it.

This segues nicely into what really

bothered me abotit this game, and why

this engine is so terribk out of date; intel-

ligence. Since you onh' control one play-

er, yoti are forced to rely on tiie program

to handle the business ol getting players

olf the ball to do what it takes to follow

through on a pla\’. There seems to be no

sensible running oil the btill, no cox'ering

back, no decoy runs, no Held vision,

nothing. It’s ironic that the only player

invested with what seems to be intelli-

gence is the gotilkeeper and, having nev-

er pla\ed goalkeeper. Tin not averse to

spreading ;i bit furlhei' the old canard

that a goalkeeper with any intelligence is

seriously over tpialilied.

At the very simplest level, soccer is

abotit leant play. Chimes such as this com-

pletely ignore that con-

cej)t. 'The most obvious

problem lay on defense.

Defensive errors result in

goals, mistakes made else-

where lend to be less im-

portant. It didn’t seem to

matter wh;it I did or ivhai

any other ol'the throng ol'

ex-pals lining up to play

against me did to the tac-

tical sense of our players

at llie back; they simply

did not cover liir each oth-

er. Or if they did. they al-

wavs arrived too late to

SON OP SEGA
Kveti in the PG ver-

sion of niv son's fa-

vorite SEGA game,

EiT.A iN'I'ltRNA'riDN-

.\L .Socci'R. die off-

ilu!-ball play was

substandard to ;in

average youth team.

'The handling, in

terms of control atul

maneuverabiliU’,

were light years be-

yond KMt'tRE SOCCKR

'91. 'The player with

the ball responds

well enough to mi-

nor changes in di-

rection that he can

aciutilly dribble jiast

the ci.mipctiiion,

rather than simply

tiA'ing to ouirim it.

I'nforiunately. nw olf-lhc-ball jjlavers

still lacked initiative and only occasionalh'

got into position to receive a pass. DilTer-

ent formations do change the focus of a

team in TIF.A, but there is no real im-

piwement in jilav. On delense, tire cover-

age problems surfaced once again. While

the jirimaiy del'ender is easy to control,

none oi the other players ever covei' Ibr

PIPA Inisrnational Soccer

Price: $59.95
System

Requirements:

IBM compatible

386 or better,

4MB RAM, VGA
graphics. SMB
hard drive

space; supports

joystick,

mouse, and

most major sound cards.

# of Players: 1-2

Protection: None
Designers: Kevin Buckner. Tim Ansell

Publisher: Electronic Arts

San Mateo, CA
(415) 571-7171
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RUN, PASS AND KICK It’s not a stat game, but Punet Soccer does rate

players for a variety of abilities, including intelligence and experience.

Soccer
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iheir niiUes. As a team, this group resem-

bles a sieve. I switdiecl to a veiy negative

five man defense at one stage in order to

encourage some sort of cohesion Itack

there. It made no diiference, thougli; they

still tackled one at a time.

Purists will lament the fact that goals

are loo easy to come by. In some games,

my son and I managed to get both sides

into double figures, even though we had-

n't [ilaced any real talent in the games.

Another feature that bothers the purist in

me is the fascination with statistics. Soc-

cer is not a game that lends itself to any

kind of statistical exjdanation. Time of

possession is meaningless, number of

shots, corners, saves or anything else oth-

er than goals simply doesn't have any sig-

nificance. The stats page is just furtlier

evidence that the people making these

games have no clue of what soccer is

about and are equaling it to baseball,

football or basketball, d'hey have no idea

how you determine success or failure or

what constitutes domination on the field.

It’s not how long you have the ball, it’s

where you have the hall that matters.

IMTING: 0 ® (5

THE SHOT HEARD
ROUND THE PLANET
The perspective provid-

ed in Pi.ANKi' SoccKR was

the most notable diifer-

ence between this game
and the others. Its h-1)

behind-ihe-goal view is

terrific and gives a setise

of fiehl vision that a 2-1)

game cannot oflei'. It

goes a little further by

showing the full field in

a window on the upper

left side of the screen,

thereby addressing one

of my major concerns. .Since the Dutch

and German sides of the 70s, the con-

cept of total football has been a perma-

nent feature of the international game.

As ti strategy, it demands the iinolve-

meni of all players and,

since you can’t use them

if you can’t see them,

you need this full field

^vindow.

On a purely aesthetic

level, this game is mar-

velous. It j)ropels you

into the action in a way

that the others can’t. In

fact, its visual splendor

almost makes up I'or the

fact that you can't do
much with your plavers.

Gelling the goalkeeper

to kick instead of thi'ow

the hall can be done, ap-

parently, hut even the folks at I-Mo-

tion’s Guslomer Support Depai lment

couldn’t tell me how. I’assing works, hut

not consistently. Indeed, sometiines

your controlled phiyer will show off ihiit

initiative I had rather hoped to gel

from the other players.

A rather strange prob-

lem lhal I encountered

was that fi'cc kicks in cer-

tain jxiris {)f the field are

an automatic goal. The\'

cannot be defended by

the computer opponent.

These aren't Just penally

kicks, either. 'J'hese goals

score from 40 yards or

more.

Pi„\.s’i';r SoccLR needs

more memoiy than either

E.Mi’iRi; SocciiR ‘94 or

FIFA iNi t'.RN.-vi io.NAt. Soc-

cer and interferes with

Microsoft WlNDcms. Mowever, all that

aside, this game looks so good that, in

the absence (tf a chance lo play real soc-

cer, it was a terrific substitute.

RATING: 0 0 0

KNOWING THE SCORE
In summation, ENti’iRE Soccer ‘94, as

Monty Python said about Australian

wine, is one for laying down and avoid-

ing. ’fhis game simply doesn’t compare

to the other two. FIF'A Ini'erna'I'ionai.

S()Cc;er isn't too bad. The look of the

game I'alls somewhere between Emi'IRE

Soccer ‘94 and PtANEf Soccer, but it is

easier lo play and moi'c resjxinsive than

either. It’s still playing one-on-one in

shorts, hut it's the best of the three in

terms of the game itself. Finally, while

PiANE'i' Soccer is an absolute delight to

look at, the gamephn' is simply not as

smooth as the play in FIFA, and youi-

plavers are not as consistently control-

lable.

Frankly, until the business of pro-

gramming the players olf-tiie-ball is se-

riously addressed, jdaying computei'

soccer games will continue lo be a facile

and unrewarding expei'ience. Hopeful-

ly, lhal will change in the future, but

right now, soccer fans will have to settle

for a scaled down version of their fa-

vorite sport.

iMwmia' Noman has bum a soccer player

nr a coach for as long as he can remember. He

has played and coached on three continents and

currently has a youth team in Los Angeles.

Though his professional career was ended h\

ankle injurie.s, and he is still trying to recover

from the absence of England in the 1994

World (hip, he remains a lifelong fan. When

not on the soccer field he consultsfor a number

ofentertainment snjheare companies. W
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Oh no! An evil alien spaceship has stolen soccer's World Cup

and scattered it around the world in five pieces! Without the

cup, there can be no World Championships this year. But

don’t lose hope, Soccer Kid’s on the case. Wearins his

favorite team colors and armed with his trusty soccer ball.

Soccer Kid sets out on a perilous journey that takes him

throush five countries filied with dangers and pitfalls. He
faces over 30 levels of fearful enemies whose goai is to

rid the worid of his favorite sport: Soccer. Help

Soccer Kid travel around the world to piece together

the world cup in time for the World Championship.

® 1994 MicroLeague Inlefactive Software.

0 1994 Krisalis Software LTD., Soccer Kid Is a Registered Trademark of Krtsalis Software LTD. All Rights Reserved.

Circle Reader Service 42 1

4

\ U.O.P., 201 Bellevue Building. Newark, DE 19702

T Collect the 5 World Cup Pieces and save the

Soccer World Championship.

256-color VGA graphics

T Fast arcade action and entertaining sound-

track

T Over 30 levels of gameplay

T Travel the streets of Japan, the U.S.S.R.,

England, the U.S.A. and Italy

For more information and availability call:

1 -800-334-6572



REVIEW

Jimmy Connors^
WhereHave
YouGone?
International Tennis Open

Coes For The Grand Slam On The PC Tour

by Terry Lee Coleman

B
aseball fan's ilwe a number of

COMI’UTER SIMULATION’S TO LET

THEM SEE HOW THE 1994 SEASON

might liave ended \vitlioiit a

strike. Football fans can stage

goal-line stands in Fron t Faoe Si’or'ts

Foo'i BALL Pro or Ul'tima'te Foo'tbau.,

and hockey Ians can

skate tvitli W'avne

Gretsky on their

home computer. So

t\'hy aren't tliere any

good tennis games

for the PC? Tlie

argument that solo

sports aren’t as easy

to design as team

sports is belied by

the existence of

Links S86. Certainly

tennis can’t be tliat

much harder to

simulate than golf.

The sad thing

about tliis is that

tennis is finally

beginning to show signs of life, and
even some personality, in the real

world. Moreover, one of the great

achievements in all of sport.

Rod Laver winning liis second Grand
Shun, celebrates its 25lh anniversary

this year. Perhaps sensing the void in

tlie market, Philips Interactive has

released In ternational Tennis Oi’EN

for tlie PC.

LOOKS GOOD,
BUT CAN HE RETURN SERVE?
The cover photo makes this ajipear to

be the Davis Cup of tennis simulations.

That hard-

baked clay

court isn’t

Roland Cari'os,

but still has

that distincti\’e

Furopean look.

The tennis rac-

(]uet poised to

strike bears the

unmistakable

Head logo, and

the player

looks ready to

spi'ing Ibrward

into the court

aftei' hitting his

serve. If only

the |)la}’er was-

n’l so olwioush’ superimposed onto the

picture, you'd be less likely to notice the

wrong body jiosilion, the feet all wrong
for what is purportedly a pro serve. Not

a big thing in and of itself, but indicative

of what is wi'ong with this game—every-

thing is off just enough to ruin your sus-

pension of disbelief.

'Fhe documentation is scanty, but

can be forgiven to a degree. .Alter all,

at its core, tennis is a simple sport.

'Fhe first hint that all is not ivell in

Denmark (or the US Open), is that the

directions tell you to load the program

through W'indows, and play it through

the MS-DOS pr<impi! Don’t try this

unless you need time to grab a sand-

wich between points.

ON-COURT ETIQUETTE
The main interface allows you to decide

whether to control player movement,

control hitting the ball, or all of the

above. II' you choose to control jdayer

movement, then the liming of )’our shot

determines where it will go. If you have

selected ball control, you may, by hit-

ting a movement and stroke key simul-

taneously, direct tlie ball to various

parts of the court. Sounds OK in theo-

ry, but there are only two shot selection

keys, one for "tiormal” shots, the other

I'or “special” shots. While it’s nice for

the player to be able to select which

keys are for hitting the ball, tennis can-

not be adequately summed up by two

sti'oke keys.

What’s worse is that the Joystick may
only elfect ball control or player move-

ment. 'I'hus, if you allow the computer

to move you tiround the court, you miss

out on htilf the action, especially since

International Tennis Open

Price: $59.95
System

Requirements

IBM

compatible

386-33 or

better, VGA
graphics, 8

MB hard drive

space, CD-

ROM drive,

Windows 3,1, mouse; supports Sound

Blaster compatible sound cards

# of Players: 1-2

Protection: None
Designers: Infogrames

Publisher: Philips Interactive Media

Los Angeles, CA
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the computer seems to be

weak on chasing down wide

serves. When you tire of be-

3 ing aced and choose to move

your player about the court,

^ you are subject to the whims

of the program in how deep

your shots go, and there’s no

^ easy way to judge the pace of

your sliots if you aren’t con-

s trolling the ball.

The game plays better via

3 keyboard, but the whole de-

sign smacks of console game
confusion, perhaps due to

the fact that this game was

developed concurrently with

the CD-i version. A tennis

game designed for the PC should liavc

numerous hot keys for rusliing the net,

hitting topspin, sidespin, underspin,

and hard, flat drives. There should be

some strategy in when to use dinks,

drop shots, touch volleys and lobs,

when to block back a power seiwe and

when to go for the angled return. A
shoestring volley should feel different

than a shoulder-high backhand. Why
must you always serve from the same

spot, when other tennis games allow

you to change position?

Perhaps it’s because the design team

spent so much time on graphics. I.n-

TERNATiONAi. Tennis Open certainly

looks the best of any tennis game ever

done, especially on the dark green ce-

ment courts. The animation isn’t bad,

l)ul it seems sLi'ange that two players

on a static tenuis court can’t look as re-

alistic as football games with 22 play-

ers on the field, all moving in different

directions.

GRAND SLAM,
NO THANK YOU MA'AM
The hype on the packaging

states that you are on “a whirl-

wind tour of the international

professional tennis circuit,” im-

plying that you will play several

events on your way to the cov-

eted Grand Slam tournaments.

The tour is pretty brisk, all

right. It consists of tliree stops,

one short of the four actual

Grand Slam sites! Now, the

idea of having three different

surfaces—clay, grass and ce-

ment—is one of the charming

things about tennis, but no self-

respecting pro would ever tiy

for a coveted title without playing some

warm-up events first. While the game
does allow for practice matches, these ex-

hibitions don’t count. In the real world,

pros put their ranking on the line in less-

er events week after week. Part of the dra-

ma for the fan is to see if Joe Local can

knock off the new Wimbledon champ, all

of which is missing here. What makes all

this so disappointing is that Jimmy Con-

nors Pro Tennis Tour, despite its lack-

luster graphics, provided a year-long



schedule of singles and doubles events for

the player to pick and choose between,

and it was released over two years ago.

There are other bells and whistles to

consider, in particulai', the actors who play

tlie roles of your various opponents. Tliey

look good toweling olf and don’t embar-

rass themselves pantomiming strokes

—

but then, they never really make it to the

tennis court. A good thing, too, for these

guys would get crushed by any hacker at

the local club, being more concerned with

how they look than

in how they hit the

ball.

Not that their

computer-controlled

counterparts fare

much better. Once

the a\vkwardness of

the controls wears

off, the game really

isn’t that tough to

beat. Even your

main rival, Robert

Garett, can’t beat

you if you have de-

cent reflexes. A big

problem with the

game system is that

net-rushing simply works too well, once you

have the timing down. There is no real

need to come in behind a good serve, as

long as you hit a decent first volley. Tlie art

of the approach shot, so crucial to good

tennis, is ignored. Another in-itation is that

first serves have a lower trajectory, but don’t

seem to have any more zip for all die extin

faults diey generate.

When these criticisms are boiled down,

this fact is left: iN'i'ERNA'iiONAL Tennis Open

doesn’t provide die feel ofbeing on an inter-

national tennis tour, or even on a court.

Most noticeably missing aie die people and

playing styles diat give tennis its panache.

Other designs have at least rated players

widi sladsdcs, given diem cmnon-like selves,

big topspin forehands—something to give

the opponents, and the game, some
character. Here, the players are all hype,

their differences in style supeiTicial. There

iu’e no McEnrcxis to move the ball ardsdcally

around die couit, no Laveis \ddi e\'eiy shot

and sjiin in die Ixxik. The result is a lifeless

tour, fxireft of tmy undeisumding of die liis-

toiy, style or pei'sonalides of tennis,

EDITORS SPEAK
I

INTERNATIONAL TENNIS OPEN

RATIHC "ik ^
PROS Best graphics ever in a tennis

game, complete with play-by-play

commentaiy.

CONS Only three events in the

“world tour.” Digitized sequences fail

to tie in properly, and opponents lack

real personality. Awkward controls

give no feeling ofwhat tennis is all

about, and game is too easy to beat.

Basically, a glorified version of PONG.

Uzi-ese.

''ira'R

Operation BodyCount™ Terrorists have taken ambassadors hostage in the new United

Nations Towers. They occupy 40 barricaded, trip-wired, booby-trapped floors. And if you're

not busy wielding the power hammer perhaps you can coax them out with the

gent/e persuos/on of a blazing Uzi, grenade launcher, or flame thrower. Capisce? 5
Available on IBM CD-ROM. Featuring 3D animation, and modem and network

play. Call (305) 373-7700 • (800) 468-7226 • BBS (305) 374-6872
Capstone™

Ci-cations BBS (508) 365-2359. 2‘100 Baud -(508) 368-7
1 39, US. Robotics - (508) 365-935Z 1 4.4-28.8K. Opeiation Body Count and Capstone are lademarks of InfaCap. Inc.

Technology licensed fiom Id Softwai'e, ci'eator of WOLFENSTEIN^S-DWolfenstein is a trademark of Id Softwaie.lnc.AII Rights Resaved.
Circle Reader Service 11237



REVIEW

j
Destined

;
For Greatness

^
!

The Scouting Report On

\

Front Page Sports Baseball ‘

94 ;

This Kid’s Got Talent

\
by George Jones

H
OW DO YOU REDEFINE A SPORTS

GAME? Ask the folks at Dy-

NAMIX. 'two YEARS AGO THESE

people re-wroie the book on

computer football with Front
Page Spori'S Fooi ball (FPSF), a bench-

mark game that combined graphic real-

ism with statistical power. In its updated

!
“Pro” form, FPSF is the computer football

sim, and probably will be for some time.

Soon after they released FPSF, plans

i for a Front Page Sports Baseball

game were disclosed, and computer
managers have been drooling ever

j

since. But while computer football was

a category waiting for a facelift, the

baseball market is crowded with some
very good games. How does this rook-

ie compare?

•; Quite simply, Dynamix has done it

again. Front Page Sports Baseball
‘94 (FPSBB) provides all the excite-

ment of the majors, sans sniveling

players and owners, plus statistical

power. (Ironically, Sierra released the

game on the very day commissioner
Bud Selig declared Major League
baseball’s season over.) This game

I combines the best aspects of graphical

.. games, like Tony LaRussa II and
? Hardball III, with the best features of

' the stat-based crowd, and then gives it

that special Front Page Sports flavor.

I

FPSBB redefines the game in its own
I way with the most powerful, you’ve-

got-to-see-ii-to-believe-ii baseball sim

the market has seen in a long time.

I MUST BE IN THE ERONT ROW!
Ever seen a sliortstop knock down a hard

grounder with his body, then pick up the

ball and throw the runner out at first?

Sure you have, but in a computer game?

Sien"d has taken their roioscoped cliarac-

ter animation to new heights here. Time
and time again I found myself wonder-

ing, “Did that just happen?” On one
play, “Neon” Deion

Step up to the plate and you’ll step

into a gorgeous, high resolution pitcher-

batter interface. Each stadium offers a

unique view in this mode, so at Camden
Yards you can see the “Hit it Here”

bulls’-eye in right centerfield. The bat-

ter’s and the pitcher’s vital signs are on

display, as well as the names and speed

ratings of any nmners on base.

The 12 stadi-

Sanders slid into

home and knocked

the ball out of my
catcher’s glove. On
another, an out-

fielder lost the ball

in the lights and
shrank away from

the fly. That’s in

your face realism.

Even the umpires

get into the act,

moving into posi-

tion to make calls

and signaling with

authority whether

balls are foul or fair. (800) 757-7707

Sierra isn’t just

blowing smoke when they say: “Ball-

flight is based on a real physics model.”

Pulled balls sometimes spin foul, and at

other times they skip just inside the bag

to a far away corner of the stadium.

Compare this with Tony LaRussa II, or

any other game on the market for that

matter, where batted balls fly arrow-

straight paths.

Th%w
Front Pace Sports Baseball

Price: $54,95
System

Requirements:

IBM compatible

386-33 or better

(486 strongly

recommended),

4MB RAM,
21MB hard drive

space; CD-ROM
and floppy

versions available; supports most major

sound cards.

Protection: Documentation Check

Designer: L. Allen McPheeters

Publisher: Sierra On-Line

Coarsegold, CA

urns included

with the park ai e

accurately mod-
eled, although

they aren’t nearly

as graphically im-

pressive in some

views as they are

in the pitcher-

batter screen.

What is impres-

sive is the detail,

from the hand-

operated giant

scoreboard in left

field of Fenway
Park to the local

weather that af-

fects each stadium, like the 26-mph wind

at Candlestick that can turn homers into

pop flies. Even rain delays occur, but the

manual doesn’t give any indication as to

what effects this has on your players.

Fron t Page Sporix B;VSEB.all’s innova-

tive Camera Angle Management System

(CAMS) allows you to watch all your fa-

vorite plays over and over from many
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HIT IT HERE The SVGA batting screen is gorgeous, and the 12

stadiums are modeled to a 'T'. Here, the sign on the fence of

Camden Yards begs for a long ball.

uiiic[iie perspectives. You can zoom in

that lliircl base camera to watcli tlie base

runner lake out the third baseman vvitli a

hard slide. Tliis feature alone tends to in-

crease my playing time by 50%, as I in-

evitably end up replaying play after play.

CAMS is easy to use, too, which is a good

thing because neither the manual nor the

on-line .support describe its function veiy

well; it was only after four games that I

realized I could change the camera an-

gles during gameplay.

THE PLAVER-MANACER
Gameplay is divided into two modes, ac-

tion and manage-only. Three dilliculty

levels for each mode dictate lunv much

control you have within the game.

'i he Action mode puis you at the plate,

and while you can still make managerial

decisions, your skills will decide the out-

come of each game. Hitting one out of the

park in a game can give you goose bumps,

as the perspective tmly gives you a sense

of just how lar that ball is traveling, Ifyou

have a hitch in your swing, yon can take

some BP in one of the 12 stadiums.

Fielding in Action mode, like in all

computer baseball games, can be tricky.

In the beginning I found mysell inaking

more eiTors than humanly possible, 'fhe

lirsl few games I saw several instances

where my first basemen dove out of the

way of a throw to him! It was only alter a

trip back to the manual tiuil I realized

the problem: you can’t hold down the

button after a throw because the same

button that throws the balls makes lield-

ers dive. This is a slightly awkward inter-

face decision, but can be overcome
cjuickly with a little practice.

FPSHB ‘9‘l certainly won’t disappoint

the managerial crowd.

Ai'inclniir managers have

complete control over

their teams, from starting

rosters to defensive posi-

tioning to warming up re-

lievers in the bullpen. The
double-.swilch even works.

Call your phiys and watch

the action unfold. 'Fommy

Lasorda would be proud.

Want to know how well

your shortstop hits against

lefties in August with men
in scoring position in the

late innings ol a game?
Believe it or not— it’s in

here. If you’re the fan who

reads the numbers in

Baseball Today like a morning meditative

mantra, you’ve found niiwana. Statistics

for virtually eveiy game situation are pre-

sent. Unfortunately, you can only see a

puny eight columns of statistics at a time,

I would give up half the numbers to be

able to see 16 columns; at least that way

I’d be able to see the most

important of my teams’

slats all at once.

As incredible a comput-

er game as FPSBB ‘9-1 is, I

noticed a few flaws while

playing. The first, and

most serious, is in the

fielders’ artificial intelli-

gence. Infielders will al-

most always forsake a sure

force-out at first base in

oi'der to get the lead run-

ner at third or home.
With one out, my team up

by two runs, and a man on

second, my pitcher got

Jeff Blauser to ground to the second

baseman, but instead of taking the easy

out at first, the fielder unsuccessfully

tried to get the guy at third. That’s bad

baseball. Another statistical improbability

is that two or three batters are hit by

pitches in eveiy game. If that happened

in real life, baseball would quickly replace

boxing as the major contact sport.

DIAMONDS ARE POREVER
FPSBB ‘94 has a lot to olfer, but what re-

ally sets it apart in this crowded market is

the way it handles leagues. Career

leagues offer managers the chance to

build a last place team into a champi-

onship dynasty over several seasons. No
other game on the market offers this, the

challenge of the long-term franchise

strategy and the heartbreak of watching

your superstars grow old and retire. Orel

Hershisher might crush you, as he did

me, when he retires after your first sea-

son together, but there’s

always fresh talent down
on the farm, and every

June an amateur draft is

held. You can pluck those

talented youngsters right

out of their high schools

and colleges and send

them to the low minors,

where they’ll hopefully

develop into major league

prospects. Single season

play is also offered for

managers who don’t want

to deal with amateur
drafts and free agenc)'.

FPSBB ‘94 comes with

real-life rosters from all

28 major league teams. Instead of deriv-

ing players’ performances from their pre-

vious years’ statistics, the designers chose

SACRIFICE THE BODY The animation in FPS Baseball is tremendous,

and the variety of motions unprecedented, with leaping grabs at

the wall, head-first slides, and all-out dives at hot grounders.

VIOLENCE AT HOME Using the replay functions, you can enjoy your

favorite plays over and over. Here, a catcher and base runner

meet head to head at home plate.
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RLAY ANYTH IN £3 EII-SE AND YOU’RE:

SHAREWARE

rsi

Drop straight down into the most mind-bending, stomach-churning action game ever. In

Descent™ you'll enter a true 36D° 3-D environment—Move up, move down, move everywhere
AS YOU plummet DOWN NEVER-ENDING TUNNELS BLASTING MECHANICAL HORDES. TOP BECOMES BOTTOM,

UP BECOMES DOWN AND YOUR SENSES TURN INSIDE OUT. ..AND THIS IB JUST THE FIRST 7 LEVELS.

Experience the shareware version of Descent at your local retailer, or call (BDD) 969'GAME
TO ORDER THE FIRST 7 LEVELS OF THIS INCREDIBLE 3D-LEVEL GAME. MODEM OWNERS CAN DOWNLOAD

THE Shareware version of Descent from the Interplay BBS at (7 14) 252-2B22 or any
MAJOR BBS, INCLUDING COMPUSERVE AND AMERICA DN-LINE.

Descend alone or with your friends with B-player simultaneous network or 2-player
HEAD-TO-HEAD MODEM SUPPORT.

START YOUR DESCENT TODAY, DR BE DOOMED TO A LESS EXCITING FUTURE.

1 7922 Fitch Ave., Irvine, CA 9271 4 • 1 -SCa-969-GAME
'1 994 |NTERF=LAY PRODLICTIDNS. ALL RIGHTS RESERVED. ALL TRADEMARKS ARE PROPERTY OF INTERPLAY PRODUCTIONS.
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to give each player a series of numerical

ratings. Based on a scale of 1-100, these

j

ratings improve with spring training, but

1 deteriorate with old age and injuries. 'Hie

I

younger a player is, the more dramatical-

' ly his abilities will improve.

Injuries can play a large role in man-

I

agerial decisions. Some guys tough it out

' and play hurt, while others need to go

on the disabled list. All ol' this is accu-

!
rdtely simulated in FPSB ‘94, sometimes

I

with blood-chilling descriptions. In the

j

third game of my second season with die

I Dodgers, my second baseman got drilled

I

in the heacl with a high inside fastball.

I

He sufTered a broken skull, and was lost

I

for 6 months. (Good thing he wore his

' batting lielmet; without it he might have

lost his head.) Wdiile injuries this severe

are rare, sprains and bruises happen all

the time. Players can play through these

1
injuries for the most pai't, although you

can put them on the disabled list for

I

quicker healing. Placing a player on the

I
D.L. means they are out of action for at

least 15 days.

Front P.-vct: Sports Baseball permits

trading throughout most ol' the season,

and wlieii it comes to making deals, the

computer General Managers are heart-

less sharks. (Cold-blooded

transactions come natural-

ly when you’re a comput-

er, I guess.) Human GMs
will develop bonds to cer-

I tain players, whereas an)’-

i
one is fair game for the

!
computer. The computer

' AI isn't foolish, however,

i
so don’t get any hopes of

trading that chump right

fielder for Barry Bonds.

Every now and then,

though, a computer gen-

eral manager will shoot it-

self in the foot by trading

away all of its players at

one position. Twice I had

to manually switch a

shortstop to second base

because ol' a boneheaded

deal the computer made.

My only problem with league play is that

it takes far too long to play through a com-

plete season. Since the computer actually

plays eacii game (without the graphics),

“quickplay” seasons, like in Tow LaRuss.a

II, do not exist. At up to 45 minutes per

simulated day, plus 30 minutes for eveiy

player-controlled game, a 102-game
schedule is not a short term commitment.

THE BOX SCORE
FPSBB ‘94 is a lot of game. As a conse-

quence, you are going to need a lot of

machine to mn it. Don’t expect to get full

value from this game witii anything less

than a 33 MHz 486-based machine. Even

then you’ll spend a lot of time waiting

around because of slow disk access and te-

dious number cmncliing. I would recom-

mend a 66 MHz 486-based system as

ideal. Two and a half megabytes of EMS
are also required, so start reconfiguring

your memoiy manager, or you’ll have to

use a boot disk. And don’t forget to en-

able SmartDrive, without the wite-beliind

caching, which has been known to cause

some spectacular crashes.

It’s not so much the on-lield action that

sulfers with a slow ,s)'stem; you can lower

graphical detail levels until the game mns
fairly smoothly on a 386DX40. League

play, however, will take a long time witli-

out a fast system. Consider this: on an op-

timally configured 66 MHz Pentium ma-

chine, playing through a 162-game sea-

son took a hill 36 hours. It seems that in

pushing the technolog-

ical edge, Sierra might

have pushed some
users right off the

table.

In my experience

with FPSBB ‘94 so far,

r\'e foujid a few' glitch-

es, most related to

hardware configura-

tion. The game seems

to have a problem de-

lecting certain sound

cards. Avoid the auto-

detection option in the

setup if you don’t have

a standard Sound
Blaster. This is especially important if you

have no sound at all, as the autn-detect

program will randomly assign interrupts

and DMA settings that w'ill consistently

crash the game. Other early-users have

I’eported some disjjla}’ problems with cer-

tain video cards, but I had no problems of

the kind.

FPSB ‘94, much like its football coun-

terpart, W'ill be the baseball sim once a few

glitches are ironed out. I’m a die-hard

Tonv LaRussa II fan, but I’ll be switching

to this game. Every time I play I see

something new', from the yahoo in the

stands yelling “You ain’t nuthin’!’’ to the

incredibly detailed play in tlie field. Al-

though there w'as no World Series this

year, Fron'I' PACiE Sports B.aseball will

be able to satisfy the cravings of fans w'ell

through tile oil-season.

THE EDITORS SPEAK I

FRONT PAGE SPROTS BASEBALL

RATING iL it 1/2

PROS Could become the best

gi'aphic baseball simulation—per-

haps even sports simulation—ever

created. Aside from the tremendous

gi'aphics, the game is about as deep

as it gets. Betw'een the drafts, farm

teams, multiple season play, and

more stats than you could ever use,

gamers will be batting this one

around for a long time to come.

CONS 36 hours for a season replay

on a Pentium?! A little ridiculous, no?

Beyond that, there are some bugs to

fix and adjustments to be made be-

fore this game has a chance at The
Hail.

YOU MAKE THE CALL The managerial interface is sleek and

facilitates quick play, shown here with Fenway's Green Monster

looming large in the background.

THE CPA’S DREAM All the stats in FPS Baseball could give an

accountant an apoplectic fit. Unfotunately, you can only view a limited

number of numbers at one time.
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When You Were Just A Child
They Abandoned You On A Hillside,

Stole Your Kingdom & Kidnapped Your Mom!

Torched Again!

Tlic Wrath Of Zeus

One \^'ay Ticket To Crete

A0n
Based 00

“...its multitude of puzzles, well-written sermt
and fine acting offers CD-ROM gamers
absorbing - and satisfying - gaming ejmerienci

“The graphics are, in a word, awesomei®

a fine mix ofhipnisti"Luminaria has blendet
challenging game play, and qi^alityjiresentation!

“...Wrath feels like a graphic ^Eifl^nfure
looks like an interactive movie/V K

.hooks the player with humor, effortles^essons m mytholo|
autif'ulh rendered graphics and an interesting chaUengyil A See Your Favorite Dealer or Call 1-800-821-2060
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REVIEW

:
TheTbpOf

: The Lineup
! A Cornparision Of Four

“Text-Based” Baseball Games
Phnlo by Olio Creule O ALLSPORT USA

by Jim Gindin

A
las, HASKiui.i, did not rf.turn

I'O I'llK I'l-AVINC; FlLl.D.S IN 1994,

BaSLHAI.L fans, or A'l' LLASl'

computer gaming baseball Ians,

ba\’e one small coiisoialion, liow-

ever; iliey can still power up iheii' PCs

and settle in Ibr an evening with a base-

ball simulator.

No, it won’t replace watching Tony

Cbsynn chase the /IDO maiT and Ken Grif-

fey Jr. dodge falling ceiling tiles while set-

ting records in Seattle. But your CPU can’t

go on strike, and the

only salary issue you’ll

have to wony about is

whether yours can cov-

er the purchase of yet

another software gem.

Baseball’s wealth of

available statistical in-

formation as well as its

leistirely pace makes it

a peifect candidate for

computer simulation.

It’s no sur|}rise then

that there are more
simulations covering

baseball than any other

sport, rradilionally,

these baseball simula-

tions are divided into

two categories: graph-

ic-based games, which

jxit emphasis on pretty ballyard graphics

and animation, and often include an ac-

tion mode, and text-based games, which

pul their energies into the statistical

modeling of the sport and display the

game information Lexlually. Lately, this

distinction has been muddied as matiy of

the traditional text-based games have be-

gun to include graphics. Before this dis-

tinction fades away completely, we’ll take

a last look at the crowded field of com-

petitors in this categoiy. Among these

competitors, four baseball simulations

have risen to the top of the pack: Str/VI -

O-Ma'I'ic 5.0, Ba.sf.bai.l for Window,s,

Pursue the Pennant 5.0 and Lance
HaI'TNEr’s Full Count 6.0. Let’s take

each of these program, break them down
into their components, and see how they

compare.

SNAPSHOT SLUGGERS In addition to VGA stadiums, Strat-O-Matic now

offers digitized pitchers and batters.

THE INTERPACE
All four games display their action

through text boxes that read like a radio

broadcast. S’i'R.Ar-0-MA'Lic is a shining

example of how programmers don’t nec-

essarily need a fancy graphic user inter-

face to provide ilinctionality. Using VGA
renditions of Major League ballparks as

its backdrop, the game uses icons to

guide the player lln-ough game play.

Apart from a rather poor attempt at ani-

mating play resolution, this (.]uick and

easy-t.o-use interface is a model Ibr all

DOS game designers. Pursue 'I'iiE Pen-

nant doesn’t provide graphics, but it

uses the screen veiy well, providing a lot

of information without crowding the

screen or rendering the text unreadable.

Fui.i. CoUN'f is a combination of the oth-

er two gaittes, using VGA ballparks as a

backdrop for text. BA.SEiiAt.L FOR Win-

dows pro\’ide.s almost picture-quality

Helds, as well as all the interface benefits

of a well-designed Windows aiq)licaLion.

Of course, you also get the di.sadvantage

of slow game speed.

ARTIPICIAL INTELLIGENCE
Whether )'()u’re challenging the comj^ut-

er to a contest or letting it simulate a full

season on its own, the game’s computer

manager must know how to manage a

baseball team. .Strat-O-Matic; has a

slight edge in this categoiy, with Pi:rsuF-

|HE Penn.ant not far behind. Bolli games

provide a worthy opponent for managers

who know the game well. B.askhai.l for

\ViNt)<)W,S does some things veiy well, but

has a lot of trouble with pitching staffs,

Fui.l, COUN’F is a little unpredictable and

sometimes makes serious mistakes in key

situations. On the whole, though, all of

the games do veiy well in this ciitegoiy.

RASE RUNNING
This is a pet peeve of mine. How should

a simulation handle a single to left Held

with the Lying I'un on second base? Who
can forget Sid Bream charging around
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M/ son and I love this game!!!

Great work!! RobBflSfmss, Burbank

My daughter { 1
1
years old) and I hove become "Oxyd" addicts. Jhanks

for creating such an excellent product. H. 5., Germantown

Ibis is, without question, the moslimpreme gome I hove overseen. I

am amazed at the audio, visual and action. George L Tanly

One ofthe most elegantgomes I've ployed. JeffreyJondahl, San Diego

I enjoy this gome a great dealandso domy children and their friends.

It is just what I hove been looking for II Jerome Wescott, Minneapolis

I'm really impressed with your gome, Oxyd. Congratulations on a

unique and fun product, and best luck to you oil. John M. Dodd

Oxyd has to be the most artistically superb piece ofprogramming that

I have seen, from my position ofhaving completed about one thirdof

the single-player levels, the landscapes hove been continuously varied

with a marvelous attention to graphic and audible detail that makes

each new one a continuing delight. I especially appreciate bow the

marble interacts in seemingly realistic but different ways when rolling

overorbouncing againstdifferent "natural"(or unnatural) substances

like stone, wood, swamp, freefalletc. Jeffrey R. Harrow

Wow! That's all I con soy about Oxyd. What an incredible gome!

I 'm completely hooked! The game is really slick, well designed.

It israre to findsuch 0 visually appealing, addictive andplayablegome.

I just had to write to tell you bowmuch fun I've bodplaying Oxyd. The

attention to detail - the sounds, the textures ofthe surfaces really adds

to the fun of the game. It invites the imagination for a ride.

Thanks also for making allofthe landscapes challenging but not

impossible. Tom Phoenix, Portland

Oxyd Credits:

Game of the Year 1 993
kafwknMixWoiM

Best Brain Came 1 993

WstWdh OcmiM offme

Game of the Year 1 992
(oKpulei i Pldogogik 06/93

Game of the Year 1 992
CUsfiiyCcmpi/irMe.V., Cemony

The variety of play is

literally, incredible.

Score this game a solid 1

0

CwieiilNo>esD6/93

"A" rating * Wow! Exquisite.

A must for your games library.

iniigoV/oil(l06/93

Game of the Month.
MixWettO!/93

Top of the Charts
Sm Teaei Coiegor/, K 6tm Cemoe edilion.

Treat of the Month
ilnfiltimtMin6fiile, 12/92

Editor's Choice
K 6mes Semn edition, t?/92

Life after Oxyd?!

Sequel of the award
winning Oxyd game
for PC, Mac and
Amiga, featuring

too now levelsl

Mac: tMB RAM,

color & monochr.l

PC: 386 and up;

i-J 2.SMBRAM;
' EGA or VGA;

Soondfafo. or

Adi. optional.

Circle Reader Service y

Download a teaser from SWC (508) 368-7036 @
2400- f4400baudorsenda check to Dongleware:

10 levels of the Oxyd game $ J.OO

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.

ARYA VAIV for the PC $ 19.00

Shipping & Handling $ 3.00

Tubular Worlds

fly^aino//

ploys.ogreqigorrie on your.compuler and

cool music dtt
'your stereo. Tough Choice!

Mausvergnugen
The pleasure of "mouse-ing" around

You thought Oxyd and Oxyd magnum! were fun, you liked the sound

you loved the graphics, and the clever gomeploy just blew you owoy?

Well, you are in for a nice surprise! Take a long vacation, buy a CD-ROM

drive and get ready to play. The marble returns in January!

Hik Tyndall's Lagoon available at record stores; ask them about Bolo.

If your dealer does not carry Oxyd, Oxyd magnum! or Tubular Worlds, call 1-800-228-6993 to order

Donaleware Publishina 35 Howard Street Cambridae, MA 02139^ (6 17] 497- 1 130



' third base and barely beating the throw

home as Atlanta won game seven oi' the

1992 Championship Series? d'his type ol

a play should be ecpially drtimaiic in ;i

baseball simulation. Yet it isn’t, beetiuse

^
[

most games do a poor Job ol' i)roviding

!
itiformation about where the runner is

when a fielder reaches the ball. S'l R.Vl-C)-

^ M.-vi iC has perhaps the best current solu-

tion. It gives you the option of seeing the

s runner’s chance of being safe at the next

base. The designers ol‘ B.\.si:;i5,\i.i. roit

' Windows saw the need for some solution,

so thev give )ou to a certain amount of

time to decide whether to advance the

mnner. Given the 20 seconds allotted to

make lliis decision in the “novice ver-

sion,” Deion Sanders would have scored

from second base and wtiuld be off in the

locker room changing into his football

uniform by the time the outfielder made

the throw. Pursue the Penn.ant doesn’t

address this issue at all, which is prohahly

the biggest Haw in tlnit simulation,

STATISTICAL ACCURACY
Statistical accuracy is the core of ;my sim-

ulation, Rather than give each game an

overall evaluation, I have divided accura-

cy into key concejJls.

League Norms: The goal here is to

I

recreate a .season with results as close to

real-life as humanly (or

computationally) possible,

Stra'I'-O-Ma'I'k; provides

the most exact statistics,

but it is also the letist llexi-

ble. Pursue 'I'he Pennant

I

is slightly less accui'ate with

I

a little more variance; it

I

also tends to provide a lit-

I tie too much ollense. fui.i.

Count is more defense-

oriented and pursues sla-

' tistical accuracy throtigh

recreating individual j^er-

formances rather than aj)-

proaching the problem at

a league level. Ba.sei$ali.

FOR Windows is solid, btit

not quite at tlie le\'el of the

I

other three games; this

could be related to the problems the .A,I

, has with managing a pitching staff.

The “Ozzie Factor”: Some players ap-

proach extremes in statistictil categories.

Ozzie Smith almost never strikes out. St.

' Louis teammate Bob Tewksburv rarel)’

I walks batters. A flexible gtime design allows

players like these to perform at extreme

]e\'els. Full Count passes this test with fly-

ing colors. St!U'1'-0-M.atic and Baseball

FOR Windows fail the test, and Puicsia'; n-iE

Pennan i fiills beuveen the two extremes.

Fielding I (The “Griffey Factor”): Be-

gin this discussion in a room full of ba,seball

fans and watch the arguments Oy. Many

versely proportional to the number of er-

rors he commits. I think this is nonsense.

Any manage)' would gladly trade 20 eirors

for a shortsto]) who can reach 50 more
gi'ound balls ovei' the course of a season.

ntoiy IS baseball’s most inexact statistic.

Strai-0-Matic assigns ratings by dis-

cussing players with expert baseball ana-

lysts. Pursue 'iue Penn.-ynw assigns ratings

through a foi'inula based on the percentage

of balls a plater llelded out of those hit to

his area of the field, Griffey, a center field-

er, has a reputation as a tremendous defen-

sive player. He often makes diving catches

and mrel)’ makes eiTors. He tilso luis veiy

limited range and makes an astonishingly

low number of catches. But Str.a'1'-0-

Matic, Fut.u Count and B.asehall for

Windows all give him top nitings for i-ange

because of his reputation.

Fielding II (The Imple-

mentation): Pursue ihe

Pennan'T is lar and away the

best at im|)lementing field-

ing. Si R-AT-O-M.-vric gets

good results, but has some
design flaws. It is also the

only game that does not

keep conventional fielding

statistics, so evaluation is

difficult. B,aseb,ali. for Win-

dows has a couple of quirks,

with second and third base-

men not seeing enough ac-

tion, but it’s basically a .solid

system. Full Count trails

the field in this category,

with center fielders ;ind

third basemen not seeing

enough action while the second basemen

and the shortstops have far too many
ground ball attempts. Fielding range df)e,s

not appear to be a factor in Fui.t. Countf.

SIMULATION SETUP
Many PC baseball players enjoy playing

full seasons. The computer can quickly

play all the games on its own, or all the

games except for those of a human-man-

aged team. The best simulations allow

you to quickly and easily control ifitiyer

usage for the computer-managed teams.

Pursue 'fme Pennant has the best system

by far. It allows exact control over i)ilch-

ing rotations and a good system for get-

ting the right distribution of playing time

at each position. S'l'R-Vi'-O-M/Vric allows

less control, but is still effective. Fut.t.

Count has all the tools to provide the

function of the other games, but it re-

quires an enormous amount of work,

B.-vseb.all for Windows does not provide

an effective interface.

RUNNING A SEASON
Both Pursue tiie Pennant and S i‘r.at-0-

M.atic shine in this depai tment. Both

games can quickly and accurately run

through an entire season. Pursue 'I'HE

Penn.ant has a slightly more realistic in-

jurv system, though catchers are too fre-

quently hurt. Both games tvould benefil

greatly from a system that allowed you to

pre-program roster moves over the

PUMPED-UP VIEW Baseball for Windows takes APBA's engine and

puts it on visual steroids, adding pull-down menus and a much

more friendly interface.

Measuring a fielder's ability to cover his ter-

WHERE’S THE DIGITAL POPCORN? Full Count Baseball can now give

you a sunny afternoon at Wrigley Stadium with Lou Gehrig at the

plate to go along with its statistical accuracy.

baseball fans believe a fielder’s w'orth is in-
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I he vW Bug is now a Mercedes

with all }fie options."

mmnwi

"Winner: Adventure Game

of the Year!'

"... a monumental adventure gome, destined to

become as mucb a classic os the original.."

mmiMK

"Pumped-up sottwore

.

. . radical transformations."

mmrmiim

"Return to Zork opens nostalgically,

ond then things start to run and

jump and shout and sing."

More praise than

we can print.

More adventure than

you can asK for.

"Winner: CD-ROM Game of the Year"

"A truly amazing, next-generation product,

of such unparalleled quality that it rac/sf

become the model for all tomorrow's designers."

mmmmm
"... the best use of full-motion video in

any CD-ROM game...

You're not watching a movie.

You're mthe movie"

"A beautiful, engrossing gome.

.

.

with a ground-breaking interface."

"Return to Zork leapfrogs lor beyond

the shoulders of its ancestors and lends

smack hang in the land of complete up-to-dateness."

"Winner: Adventure Game of the Year."

"One of the most technically

advonced and artistically staisfying

A-WTHOLOCiY

*Free with purchase

of Return to Zork."

A $19.95 value.

Offer good through 12/31/94.

While supplies last. See store

for details.

have the pleasure to die in."

</
amoimm

"Top 10 electronic selection."

Hfomr

"A rollicking adventure that will lest

the mettle of even the most wordly

of ndvenj(|)h gamers."

"It's the gomeplay that counts and

Return to Zork is great."

An epic adventure . . . underground.

^REXURlSf XO

inFocanv
Now ovoiloble for Macintosh® CD. AcliVisiOK

MS-DOS CD-ROM and 3.5" disk versions available.

Circle Reader Service ff34



User Interface (14)

Computer Manager (10)

Stat. Accuracy

- Norms (10)

- Extremes (8)

' Fielding (10)

Base Running (8)

Simulation Setup (10)

Running a Season ( 1 2)

Statistical Display (8)

Documentation (5)

Value/Price (5)

Total (100)

SOMBB
14

10

10

5

4

6

3

5

81

FTP
11

9

9

6

10

1

10

11

6

5

3

81

LHFC
7

7

BBW
14

6

7

5

8

2

3

1

8

5

1

60

The design of this chart and its figures refiecl the authors personal preferences and observations

over many hours ofgmne play. The numbers are based upon opinion, not science.

course of a season. Full Coun t is much
slower with season simulation, but is as

accurate as the other games when you

take the time to set the lineup profiles

properly. Baseball for Windows fails

miserably here, forcing the player to set

up a league schedule game by game.

While Pursue the Pennant autoplays a

game in about five seconds on

a 486-based machine, Base-

ball for Windows churns for

at least a minute. A full sea-

son takes days of dedicated

churning, and you really can’t

simulate without turning off

player fatigue and injuries, as

autoplay will stop and wait for

human input whenever its

first choice for a position is

ineligible—an unacceptable

constraint.

SUE 'HIE Pennant has a good game interface

with a rich set of play descriptions. The
game htis a tendency to genenite ninth-in-

ning rallies in head-to-head games, so

closei's often post tenlble statistics.

Strat-O-Matic: The user interlace

makes this program ideal for single-

game play. SiR/VI'-O-Matic is also excel-

STAnsnCAL DISPLAY
Baseball for Windows shines

in this category, offering a

wealth of statistics and control

over the reports in an easy-to-

use windowed environment.

Pursue the Pennant and S'lTtAT-O-MAT-

IC both keep a good set of statistics, as

does Full Count. The Full Count in-

terface is difficult to use, however.

IN SHORT
Pursue The Pennant: This game is

stiongest for season simulations. It h<is an in-

tuitive interface, so leagues ai e easy to set up

and maintain. Tlie designers have a wonder-

ful undei'standing of baseball concepts. IT'R-

BATTER UP! The best addition to the latest version of Strat-O-Matic

is the mouse-driven graphic interface, unusually intuitive for a

stat-based game.

lent for playing the role of one team in a

league. The play descriptions don’t quite

match up to Pursue the Pennant’s, but

having a decent base running system

more than makes up the difference.

S'I'R.at-O-M.atic also includes a computer

draft module and a function that acts as

an opposing General Manager, allowing

you to propose trades.

Full Count: Lance Haffner’s game
provides top-notch statistical accuracy at

a budget price. While

Full Count is a little

harder to use and a little

slower, you can get full

function out of the game
if you have the patience.

Its text library isn’t as

full as the other games,

and the software is a lit-

tle buggy right now.

Baseball For Win-
dows: The Windows en-

vironment allowed

programmers to put to-

gether a good-looking

game and set a new stan-

dard for statistical re-

ports. This game is ideal

for a leisurely game
against a friend, but the

AI and the lack of full

league setup function

are evidence that the designers knew this

game is too slow for competitive season

simulation.

Baseball enthusiasts are lucky to have

this much variety and quality available

S trat-O-Matic and Pursue the Pen

NAN T are both excellent, well-designed

complete software products. Basebali

FOR Windows is a glimpse of the fu

ture, but not quite a finished product

Full Count is not as well designed as

the other games, but it does a good job

simulating baseball. It’s too bad we
can’t just cut and paste the best fea-

tures from all of these products; com-

bined they would make something

close to the perfect simulation. Until

that mythic beast is born, we’ve got

several excellent, though imperfect,

games to keep us playing ball.

For more information about these

products, contact:

Full Count Baseball 6.0—$39.95
Ijince Hajfner Games, P.O. Box

100594, Nashville TN 37224,

(800) 477-7032

Strat-O-Matic Baseball 5.0—$59.95

Strat-O-Matic Game Co., Inc.,

46 Railroad Plaza, Glen Head, NY
11545, (800)645-3455

Baseball For Windows—$69.95

Miller Associates, Inc., 11 BuiiisAve.,

Suite 200, Nero Canaan, CT 06840,

(800) 654-5472

Pursue The Pennant—$74.95

Purme the Peimant, P.O. Box 19703,

Greensboro, NC 27419,

(800) 765- 4787
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"Bnndil at three 0-tlo:k!"

You shout to your wing moo os the

MiG slashes through the air.

Instinctively, you grab the

THRUSTMASTERf-lhFLCSstick,

punch the oFlerburner and take your

Falcon into battle.

G-forces rip at your body os you

tear through the sky in pursuit.

Adrenoline causes your hand to

tremble os you work the fully

programmable hot switches

and buttons.

Instantly, track your enemy and

choose the weapon of his destruction.

You pull hard right and loll in on

his six. "I hove o lock!" Squeezing

the two stage trigger, o Sidewinder

slices through the air - to the kill.

THRUSTMASTERF-16FLCS

* Unlimited Programmability

• Unparalleled Performance

* Uncompromising Reality

THRUSTMASTER^
THE REALITY SPECIALISTS

10150 SWNiMBUS AVENUE PORTLAND, OR 97223 - 4337 PHONE (503) 639 - 3200 FAX (503) 620 - 8094
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Tornado
StrikesAgain

It If/LS' DARK. A
PITCH HLACK,

MOONLESS, FOG

covered nighl

somewhere in cen-

iral Europe. I

could lell you Ihe

exact location, hut

then I'd have to in-

capacitate you, permanently. Screaming along at

450hl.s, a mere 200 feel above the ground, my .stomach

was suddenly shoved downwards as the AFDS (autopi-

lot) engaged the afterburner and raised the nose to

avoid a rapidly approaching hill. Glancing at the

MFD, I saw that we were three seconds latefor the next

waypoint. I ordered the auto-throttle to increase speed

to 525kls. Seconds later, my stomach lunged toward my

throat as AFDS crested the hill and pushed -2g to keep

Ihe aircraft only 200 feet above Ihe g)'ound. The addi-

tional speed -worked; I was now less than one .second

late for the waypoint, a.v my Tornado CR.4 passed the

u'aypoint, the AFDS banked the aircraft right and

ON THE RADAR
Hard'Core sim pilots will be glad to hear that Spectrum HoloByte is in the

early stages of the design for Falcon 4.0. But what about the not-so-hard-

core gamers, those who would like to fly a jet but could do without the

umpteen keyboard commands and 100-page manuals? Spectrum

HoloByte plans to fill this need for speed without the need to read with

Top Gun, a guns and glory flight sim for the novice user based upon the

Top Gun film. Pilots take the role of “Maverick” with the faithful “Goose"

in the back seat and test their mettle against other young pilots at the

Top Gun air combat school. The game will use a lot of footage from the

movie in both transition screens and In flight. The flight controls and

cockpit systems will be simplified to the point that anyone who can wig-

gle a joystick can fly. It's going to be a light one, but it might be just the

thing for gamers put off by the complexity of current sims. Look for Top

Gun in the early part of ‘95.

lumed loxcard the target. The additional speed would

cause my turn to be a little wider than originally

planned, but that wasn’t gohig to be a problem.

The lights and strobes ofthe enemy runway beckoxied

us as we broke over the last hill. AA/i tracers greeted us

as well, and the RWR lit up like a CJtrislma.s tree. I

activated ECM and began pumping chaffand flares. J

could feel vibrations from AAA hitthig the airframe.

With a .slight adjustment I was perfectly aligned over

the enemy runway. As / crossed the threshold I hit Ihe

"commit” button, and the JP-233 dispenser issued its

deadly load, causing the airframe to shake violently. It

takes only four seconds to deliver a JP-233 load, but it

seemed like an eternity. / couldn’t lell how many AAA
hits we'd taken, but I knew it had to be a lot. As lue

cleared the nonuay and 1 began the egress, our luck

ran out. An enemy .S’/IAT struck us dead center, destroy-

ing the port engine. Diving behind Ihe next hill, Ihe

radar altimeter indicated we were a mere 70 feel above

the ground. After a few tense seconds, it appeared we

had escaped. One engine down, ECM gear knocked

out, and one MFD destroyed. Getting home on one. en-

gine would require a lot of af-

terburner, and I wasn’t sure

we had enough fuel. Even if

we got home, there was the

matter of a one-engine, cross-

wind landing at night in heavy

fog. They may have .stopped

shooting at me, but Ihe mission

xoasfarfrom over...

llial’s wliat a typical hop

in Digital Integration’s 'I'or-

NADO is like. This British im-

port first hit US shelves in

1993 wirli Spectrum
HoloByte handling distribu-

tion and teclinical support.

For some reason, tliough,

sales were less than spectacu-

lar, and Torn.aix) never re-

ally caught on in the US.

Tornado could c|uite possi-

bly be the single most un-

TORNADO MAY

BE TOUGH TO

CONTROL, BUT YOU

DIDN’T COME TO

THE BAR & GRILL

TO PLAY KIDDY

GAMES, DID YOU?

by Tom “KC” Basham
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der-ratec! llight siniulalov of'all lime.

How good is 'loRNAlX)? Wlial about it Ls

under-rated? Four main aspects have

worked in unison to keep 'Foknado on my
system while many other combat llight sim-

ulators come and go: avionics, llight model,

landings and the overall experience.

PLYING BY THE BUTTONS
Tile term “avionics” was apparently

coined by Aviation Week & Space Technolo-

gy to refer to aviation-related electronics.

Most modern combat jets are computer-

filled technological maivels that are great-

ly oversimplified by PC-ba.sed simulations.

Most game publishers do not believe the

demand exists lor a complex

avionics simtilation. To date,

Spectrum HoloByte’s Falcon

3,0, MicroProse’s F-15 S’l'UiKi:;

L\glI' hi and F-14 Fi.i;r,T De-

fender stand alone alongside

Tornado as serious attempts

to model the electronics inside

the Jet. But even these sims

omit most navigational and ra-

dio equipment found in Mi-

crosoft’s Flkui t Simulator.

With four diflerent multi-

function displays, dozens of

instruments, numerous
weapons deliveiy modes, and

no “cheat” messages (stich as,

“Yoti just lost your right en-

gine” scrolling along the top

or bottom of the screen), 'Fornado is an

avionics fan’s nin'ana. During llight, no

one tells yoti which .systems are damaged

and which ones are functional. Like the

real world, yoti have to scan youi' instill-

ments and warning panels and make that

determination for yourself.

Tornado’s avionics stiite, therefore, is

a rare gem in the simiilaiion arena. One
common mi.sconception liatuitingToRN.i-

DO is “you fly the btittons more than you

lly the aircraft.” In one sense, this is true.

When all systems are fully opeiiitional,

you do spend your time pressing buttons

and configuring the autopilot (the

AFDS). But, when one id' those systems

takes damage, you must manually take

control and perform the relevant tasks.

That may mean Hying a bulky jet at 200

feet above the deck at oOOkts, that may

mean landing a damaged jet, that may
mean manually calculating j)ull-ti|} cues

for loft-bombing attacks. You have to

know much more than what buttons to

push; you nuist also know how to fly the

aircraft withotit the computer gadgetiy.

UNREAL HANDLING REALISM
What’s so great about 'Fornado’s flight

model? In short, it does eveiything that

Falcon 3.0, F-15 Strike Ea(;le III, and

F-14 Fleet Defender do, wliile making

few of the mistakes the.se make. Like Fal-

con 3, Tornado delivers a wonderful

sense of momentum and inertia. II you

haven’t felt Torn.ido's roll inertia, make

sure you're using high joystick sensitivity

by pressing SHIin'+V. Like the Micro-

Prose products, Tornado handles diller-

ently witli different weajKin and fuel

loadouts and performs difi’erently at dif-

ferent altitudes. Tornado accurately

models angle of attack (AOA) effects.

making for some incredibly realistic land-

ings. Tornado still lacks the critical but

often-overlooked stall buffet, but includes

buffet for other aerodynamic effects, such

as when the wings are set at the wrong-

sweep angle.

'Forn'ado handles the entire A(Wlift/di‘tig

relationship wonderfully. It even inciticles a

particularly nasty spin, although anti-spin

flight controls generally protect you from

this unless you’re heavily damaged.

Obviously, Tornado doesn’t handle

like an F-16. It shouldn’t. It handles like

a low altitude, high-speed, interdiction-

strike aircraft designed to fly fast and low,

iiot cank 9g in dogfights. 'Fornado, al-

though primarily a mud-moving simula-

tion, does include an F.3 Air Defense

Variant (ADV) for air-to-air fans. Keep in

mind, though, that Tornado was de-

sigried more for long-range bomber in-

tercepts than knife fights.

PERFECT LANDINGS
Landings are my personal favorite. Com-
bat is good. Avionics are good. Craphics

are good. Digiti'zed voices are good. But

landings can make or break a sim. Tor-

nado’s landings are incredibly detailed

and realistic. Because oITorn.ado’s flight

modeling, landings can be made with re-

alistic approaches, speeds and behavior.

The old rule, “Pitch for speed, power for

altitude” rings tnie here. Although Tor-

nado’s autopilot includes an automatic

ap|)roach mode, yoti can bring the bird

in manually any time you like. In fact,

during crosswind landings, you must
land manually. I’m aware of no other

combat simulation that really models

crosswind landings except for carrier-

based simulations such as Flee t Defend-

er. Even then, the crosswind component

is always a fixed value based on the carri-

er’s motion. Tornado is more akin to

Fi.iCiiiT SiM 5 in this regard, possessing

dynamic, variable crosswinds. Finally,

how many other simulations out there

actually model single-engine failures in

twin-engine aircraft? A single-engine

landing is challenging enough, but try it

at night, in heavy fog, with a crosswind.

F-14 Fleet Defender comes close with

biid weather landings, and Flight Sim 5

comes dose with crosswind landings, but

neither incorporates the whole effect

fotind in I'orn.ado.

MORE MISSIONS IN STORE
'Fhese are just a few of Tornado’s finest

points, and I haven’t even touched on

topics like mission planning, weapons de-

liveiy, situational awareness, etc. Torna-

do is one of those rare sims that delivers

that incredible “you are there” sensation.

If a couple of
1
P-233 runs on enemy air-

fields don’t fill you with admiration and

awe for the men who fly real Tornadoes

on I’eal combat runs, nothing will. No,

'Fornado isn’t the last word in PC-based

night simulation. Yes, Tornado does

have some flaws, most notably the inabili-

ty lo lly two-player mode in a single air-

craft as front-seater/back-seater.

Nonetheless, 'Fornado can’t be shot

down when compared with the rest of the

simulation mai'ket. Hopefully, the re-re-

lease of 'Forn.ado with new Desert Storm

missions will spark new interest in this of-

ten-overlooked prodtict. When the CD-
ROM arrives, don’t tiy' to reach me. I’ll

be out making some “deliveries” to a few

Iraqi airbases. Check six.

At press lime, the Toniado CD-ROM with

Desert Storm missions xvas released by Tiimark

Interactive xvith an SRP of $29.95. Tom
Basham xoas not answering his phone. -Ed.
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Take control of your elevators, ailerons, throttle, rudder, and flight and weapon commands with this

unique two-handed joystick - the Phoenix Flight & Weapons Control System.

Each of the 24 buttons can be programmed using a graphical interface, designed for

simplicity. The Phoenix is compatible with all games and flight simulators that support a standard

joystick and keyboard controls. No special support is required.

patibl

IffEdrrtastniQdetav
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^iOMidvi>ay Lane, Bel!inghaiti,WA 98226

• for Information G^l!: 1-800-663-^58, 6f)4-431 -5020 or fax 604-431 -51 55



run ill was (5*10x480 vviili full lexture

mapping I’or the sky and liie sea. It runs a

Hale jerky on a fast 486/0(5, but llie result

is amazing. Flying over beaches and

coastal regions is incredible, and tlie

ocean is rendered with amazing detail

—

complete with wliitecaps. The sky depicts

high stratus clouds with a separate layer

of Iluiry cumulus. Aircraft are rendered

in real-time using texture-mapped,

Gouraud-shaded OD polygons to the nth

degree. These puppies look like they

were done in ‘5D studio, init they’re actu-

ally synthesized on-the-lly.

While (he frame rate was acceptable

with this detail and a few enemy aircraft

in the ttir, most gamers will be Ih’ing in

the ;-i2()x400 double bufl'ered mode.
You'll get some of the high res imageiy

as in Acacs Ovkr EuroI’K, hut you won’t

take ([uiie a hit on the frame rate. Be-

ware, though—once you go high-res, you

can nei'er go back, no matter how high

the frame rale and smoothness of the an-

imation at lower resolutions.

CALLING THE BALL
'J'he carrier landing screen shots displays

the real simulation running at (510x480.

That's not retouched arhvork—the detail

is superb, with trucks on the deck, the

“iiieatball” fresnel landing system, even

animated deck crew. For launches, there’s

a Gat Ollicer who will actually touch his

hand to the deck to signal the deck crew

to launch your aircraft. If you think the

landings look hot, wait until you launch

from the catapult; jK'r, J tyfKiGiri'KR,

Fi.tiarr or TMit iN i'iuairk, Fi.i;e'i' DtirENnKR

and IIoRNirr all launch you from the cat,

but nothing looks (jiiite like this.

While a great deal of detail went into

the ‘ID objects and terrain, the cockjnls

(at least as far as I’ve seen in this early ver-

sion), are only rendered above the

canopy. While you can look side to side

and up (taking in the working rear-view

mirrors on the F-14 and F-18), there's no

lookdown “bathtub” view of a cluttered in-

strument panel. In I'acl, the entire “cock-

pit.” which is really a canopy Irame and

I lUl), can be toggled oil' as in YAC. Iver-

son clearly wants to kee|) your head out of

the cockpit and looking at your tidver-

saries—.something real pilots spend a lot

of lime doing. Wlien engaging the enemy

you’ll spend a great deal of rime looking

out the top of the aircraft, trying to “dri-

ve” him down into your IIUD.

'Fo keep the pilot workload down to a

minimum (and to allow you to concentrate

on the fun stull), there are small user-con-

ligurable windows that, like YAG, show var-

ious functions such as flight envelope,

navigation info, fuel info, and weapons

data. Additionally, the two most useful

items are the RWR (Radar Warning Re-

ceiver) and an over-simjjlilied radar. Any-

one oveiwhelmed in F-14 Fuacr DeI'ENDER

will welcome this, but the sei'ious sim driver

may mi.ss a comprehensive radar display.

’Hie tracking view is the easiest to use of

any (light sim I’ve seen. They’ve taken tlie

“lloaiing X” that designates targets from

YAC and combined it with a tracking

“padlock” tyjje view. Ifyou designate a tar-

get and he Hies out of your Held of vietv,

you’ll see an X. Fly the X to the center and

apply back|)ressure, and you’ll bring the

target riglit into your view; subsequently,

your FIUD will come into your Held of

view (simulating bringing the no.se of the

aircraft uj) to the target), where you’ll be

able to bring your weapons to bear.

KNIFE FIGHTS
AND FLIGHT MODELS
Iverson and Grace have gone to great

lengths to provide satisfying flight mod-
els that meet or exceed those of YAC.

. IVJ-Vi CEn yiEil£: COiVXiVlOl TiY I-tEitf'OIClVXiLD

.

e MS.
• vyi-JE-j 1 IE V/ V9il ig1''/Tvi I

f02 COMPUTER GAMING WORLD • NOVEMBER 1994



The complete collection

of Falcon 3.0 flight

simulations plus

Art of the Kill, the
ultimate dogTighting

trainer, on one CD-ROM!
pr

I

Never before

has such awe-

somenrepower

^ j'lKN'iGtnra and excitement

“me together.

R//rfj« Gold

combines the

' newest versions

• Falcon- 3.0,

ileadheu l\‘[iG-29
'^'

jet ainrafl. Over ’

6i0, 000 square milet H.0}7iet: NaVal
of reulhtic terrain ill p -i • j

^seven diUerent theaters ot) Ik£ r l^utO)
,

WSJ"-" andq?««ri»«;
Old) Falcon Gold has so much action. P

plus Art ofthe Kiir
'—a tremendous value!

Leant the secrets ofair-to-air combat from

the pros uith 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 Rilly-animated war

zones. Your gameplay decides the outcome

of every battle.

Art 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.

Experience deadly air-to-air and Nothing shinCS like
air-io-gromtd combat mth jully .

, j
realistk aircraft. tcllCOH LiOld.

2490 Mariner Square Loop, Alameda, CA 94501

For Visa/MasterCard orders call 24 hours a day,

7 days a week: (800) 695-GAME.
Circle Reader Service M109



PREVIEW

I
IntoTheDangerZone

^
A Preview ofElectronic Arts’ U.S. Navy FIGHTERS

5 ’ by Mike Weksler

El

iii

StilDti

E
ach new air combat simulation

TAKES US E\TR CLOSER TO AN EXPERI-

ENCE SO CON\'INCING rr SEEMS RFAI..

Flight models, graphics, and artili-

cial intelligence continue to push

the envelope of technological possibility

within the constraints of conventional

hardware. Simulations like Domark’s pio-

neering Flight Sim Toolkh' (and its add-

ons) sliowed what was considered

impossible only a year ago—a 3D poly-

gon-filled simulation miming in high res-

olution (1024x768) at a fast frame rate on

a 486 with 64-bit local bus graphics card.

Additionally, siins like Origin’s Strike

COMiNLVNDER and MicroProse’s Fleet De-

EENDER and 1942 Pacieic Air War
demonstrate how texture mapping, even

at low resolution, can trans-

form crude shapes into

sleek aircraft, life-like cock-

pits, and detailed targets

and buildings.

Now, with the advent of

U.S. Navt Fighters (USNF) from Elec-

tronic Arts, it is clear that a new genera-

tion of air combat simulations has arrived.

One night at the controls of an aircraft in

the texture-mapped U.S. Naw Figh'i'er.s

in 640x480 resolution, and you’ll never

want to go back to low-res. The game’s

designer and 3D programming impre-

sario Brent Iverson and producer Paul

Clrace are like the Sigfried and Roy of air

combat simulation, performing feats of

sheer magic with their products. Many of

you may be familiar with this team’s last

product: Chuck Yeager’s Air Combat
(YAC), which sho^ved that a simulation

could appeal to both hard-core types and

novices alike. After co-authoring a book

on YAC, 1 remember asking Iverson

“What’s next?” to which he replied in a

low-key manner, “1 think I want to do

something with modern naval aircraft.”

That was o\'er two years ago, and since

then. I’ve been dying to see what Iverson

and Grace have been working on. It ap-

pears that the two have stayed on target

and, by building upon what they learned

from YAC, the pair set forth to create yet

another thrilling air combat experience.

CAMPAIGN IN THE UKRAINE
USNF is a modern naval air combat sim-

ulation in a near-future scenario that

takes place in the Ukraine. Hard-line

radicals have given Yeltsin the boot and

want to take back the territories that are,

by and large, ethnically Russian, 'i'he

U.S. has decided that it’s in its best inter-

est il' the Ukraine stays out of Russian

hands. 1'his sets up an important item

that was missing in YAC—a campaign.

The aircraft earner Dwight 1). Eisenhow-

er is dispatched to the area, and you are

assigned to fly in a capture-the-flag-styie

campaign that pits Russia against the

Ukraine in a variety of mis-

sions. In addition to tradi-

tional carrier-based aircraft

such as the F-14 'Fomcat and

the F/A-18 Hornet, you may
fly the Su-33 Flanker—serious

Ukrainian earth-moving equipment.

For those who rip through the first cam-

WYSIWYG A real F-l 8 about to hook the

arresting gear (inset) looks almost as good as

the aircraft simulated in U.S. Navy Fighters.

paign, Electronic Arts plans to release

subsequent campaigns on CD-ROM.

PREPARE
POR PENTIUM TAKE-OPP
Iverson once told me that the more he

found out what air combat entailed, the

more he was amazed that it really look

place. Similarly, the more 1 find out what

game designers do with 3D graphics, the

more I’m amazed. USNF is hands-down a

graphical feast.

I took this baby up for lest flights on

three different screaming machines, a

Pentium 66 and two hot-rod 486s. A (43-

ROM-only product, USNF will run with

either a 15 megabyte hard drive installa-

tion, or the minimum install that only

copies a few meg onto the hard drive.

Even with a beta copy, I didn’t notice

much of a diflerence between the nvo. At

this point, 320x200, 320x400 double

buflered, 640x480 and up to 1024x768

resolution modes are supported.

I found that the most pleasing mode to
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They have taken into account energy

bleeding, drop tanks, stalls, spins, and

ordnance loadouts. Additionally, I have

noticed distinct handling dilTerences

when doing traps (earner landings).

Dogfighting in USNF should give you a

good mn for your money. Enemy maneu-

vering is more intense than in YAC, with

bandits tiying their damnedest to make

you overshoot. On the defensive side,

they’ve modeled things like heat-seaking

missiles which lose a lock

on your aircraft if you lly

towai'ds the sun (the

glare of which makes
this the first air combal

sim I've had to wear iny

Ray Bans to fly). Also,

you’ll see enemy chaff

show up on your radar

when bogies try to

counter one of your

radar guided missiles.

USNF, even in this

early version, has su-

perb sound sLippnri in-

cluding Roland Sound

(^,\N\'AS and General

MIDI drivers. Even (he

Gravis Ultrasound and

Creative Labs A\VKS2 are supported in

native mode. A symphony of sountl ef-

fects like wind rushing past the canoj)}',

droning jet noises, and aircraft sounds

(gear, flaps, arresting gear hook, speed

brake) reveal the designers’ attention to

detail and desire for an aurally authentic

experience. The menacing side-winder

growl was music to ni)' ears.

The most interesting audio I'eatures

are the voices of my RIO, wingman, vari-

ous controllers and battle chatter. It real-

ly sounds like you’re in the middle of the

action with all these voices. Yoti’ll even

hear a controller reading olf the heading

and altitude to you when you get vec-

tored to a waypoint.

PULL-MOTION
MISSION PLANNING
As much attention went into the interlace

as did the other portions of USNF. A
(light sim first is the use of full-motion

video for campaign mission briefings.

The production I’ve seen is actually quite

good, and the dialog is the stulV movies

like “Top Gun” are made of. Missions are

described in the ready room, Iciliowed by

more meetings in smaller rooms with just

a few people (and in a slightly better res-

olution). While a novel apjjroach, sea-

soned sim veterans may just skip the vids

and go right for the map. Here, the mis-

sion planning interface looks like a board

wargame. While not as sophisticated as

Tornado, the mission planner is suffi-

ciently Ilexible to handle waypoint set-

tings and yet not put off the rookies.

The interface is at its best in the Quick

Mission and Pro Mission modes. Face it,

sometimes you want a quick fix, and some-

Warriors of the cyber skies rejoice: project WingMon Extreme is complete,

the joystick has been perfected. Never has guidance control been so fluid,

trigger action so responsive, view control so easy. WingMan Extreme can

be the difference between the thrill of victory and the ejection seat of

defeat: a solid professional in a field of puny lightweights. WingMan

Extreme is waiting at your dealer, or to get product information by

fax, call 1 800 245 0000 and request document #7014. [wm
the joystick with ATTITUDE!

Costco mmaoWAL*WIART
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times you want to earn your wings. In

USNF, you gel quickie missions a la YAC,

or more intense mission planning for those

times when you liave several hours Uj plow

Ivan’s Fields with liis own wreckage.

TOP GUN SCHOOL
One of the most noteworthy features in

USNF is the “view aircraft” mode that lets

you check out the different aircraft, get

stats, and then click and instantly lly the

aircraft around. Once you’ve viewed all

tlie aircraft and flown a fe\v quick loops,

you’ll find some vety serious documenta-

tion that takes you through Basic drain-

ing, Training Academy, 'fraining

Squadron, Operational Deployment, and

then off to Fighter Weapons School. 'I'he

thorough docs are a welcome addition to

the product.

PINAL APPROACH
At this stage, llie air combat doesn’t seem

too difliailt. Wliat is missing is a sen.se of

pilot workload {i.e., the situation aware-

ness required to fly and fight is nowhere

near that of F.ai.CON 3.0). With your head

out of the cockpit, mostly looking up,

there’s little need for working the radar.

The attention to flight models, graphics.

and such things as night mips may make

up for any lack in pilot workload (and

such perceived lack may be due to my ear-

ly version of the code).

It appears that Iverson and Grace

have decided to keep things simple and

fun. Helpful assistance comes in the

form of vectors to troublespots and
heads up from your RIO and wingman
from time to time. Instead of a game like

Fleet Dei'ENDER where you can spend

much of the mission as

a radar weenie, this

game seems designed

to keep your head out

of your lap and looking

out of the aircraft.

Overall, this product

seems like it will bridge

the gap between light

flying-by-the-seat-of-the-

pants sims and severe,

flying-by-the-l)uttons,

micro-managing sims.

\Vliile you won’t be pre-

flighting the aircraft or

fiddling with radar

gear, you will have re-

source allocation and

robust mission manage-

ment. For some, it will be like flying in

their own “'fo]) Gun” movie. It brings

worthwhile new features to the genre as a

whole, and it should open up possibili-

ties to those new to the silicon skies. The
big question is whether or not most users

trill have the screaming machine neces-

saiy' to make the game soar.

SOFTWARE SUPPORT INTERBSl/Vi:
Your Reliable Source of IBIVI/PC CD-ROM Software At Rock-Bottom Prices!

ENTERT/MNMt-NT
7th Guest
Backraid Racers

Best of Microprese
Championship Wrestling

Choas Continuum
Conspiracy
Critical Path

Cybeirace
Dagger of Amon/Laura Bow 2 ,

Dcathstar Arcade Battles

Dune
Eye of Beholder 3

F-15 Strike Eagle 3
Gabriel Knight
Games 1994
Games Galore
Golden Immortal
Hugo’s House of Horrors

Indy Joncs/Fate of Atlantis ....

Iron Helix

Jutland

King's Quest 6
Lawnmower Man
Mad Dog McCree
Mad Dog McCrec 2
Mantis

Magic Death
Maniac Mansion 2
Multimedia Puzzel

MVP's Game Jamboree

Secret Monkey Island ..

S22.95
$24.95
$21.95
$11,95

$20.95

$24.95
$23.95

$22.95
$2195
59.95

$26.95

$16.95
$17.95

$26.95
$24.95
$11.95
$14.95
$9.95

$26.95
$23.95
$22,95
$21.95

$20.95
$23.95

$27.95

$15.95
$16.95
$27.95

$12.95
$9.95

$49.95
$26.95
$15.95

Secret Weapons Luftwaffe ....

Sirius 5 Foot 10 Pack
Space Quest 4

Star Trek 25th Anniversary .,

Star Wars/Rebel Assault

Stellar 7

TFX
Who Killed Sam Rupert

Who Shot Johnny Reck
Willy Beamish
World Circuit

.$15.95

.$33.95

.$17.95

.$22.95

.$46.95

,$20.95

,$26.95

,$16.95

.$39.95

.$15.95

.$19.95

EDUCAllONAL
Arthur's Teacher Trouble $19.95
Audubons Mammels or Birds ....S 17.95

Carmen World Delave $24.95
Dinosaurs! Multimedia Enc .... $18.95
Dinosaur Safari $18.95

Family Education Collection $22.95

Fatty Bear's Fun Pack $17.95
Interactive Storytime vl $ 14.95

Just Grandma and Me $18.95
Languages of the World $19.95
Learn DOS For Fun $11.95
Microsoft Dinosaurs $32.95
MacMillan Dictionacy/Kids .... $22.95
Mammals (Nat Geo.) $21.95
Our Solar System $9.95

REFEIU-NCE
Amcr Business Phone 6/92 $12.95
Bibles & Religion $9.95
Colossal Coolroook $9.95
Complete Bookshop $9.95

Complete Legal Guide $9.95

Compton's interactive Enc ..

Compter Reference Library

Cookbook Heaven 2
Desert Storm
Dictionaries & Languages ...

Direct Phone .,

Encarta, Microsoft
Family Doctor
Gardening
Guinness Records 1991
Holy Bible & Christian SW

.

Magic Chef CooKoootc
Mayo Clinic

Microsoft Bookshelf 1994...

Precision Mapping
Select Phone
Story of the World Cup
Time Almanac / 1990

Total Baseball 1994
Video Movie Guide
World Faetbook
World of Trains

World Traveller

PUBLISHING
Clipart Heaven 2
Clipart Warehouse
Corel Draw 3.0

GIFs Galore ...

Prinlshop Ensemble ....

Too Many Typefonis ..

PROGRAMMING
Encyclopcdis of Sound vl or v2 ...

$ >6.95

. $9.95
" 14.95

... $18.95

... $9.95

S 75.95

i 51.95

L9.95
.. $9.95

... $14.95
^ L6.95

... $9.95
.. $18.95
$39.95
$69.95
$144.95
$14.95

$14.95

$19.95

$24.95
$24.95
$25.95
S9.95

$23.95

S9.95
$49.95
$18.95
$79.95
$9.95

WINDOWS
CICA Microsoft Windows
Windows 1994
Windows Master
Winplatinum ....

Winciowware

MUSIC

Midi Music Shop Pro ..

Music Box 1994
Music Toolbox

MISCELLANEOUS
CD Caddies
CD Jewell Cases
Aclioni
Coffee Break Collection
Ham Radio
Kodak Photo Access
Lotus 1-2-3 vl.l

Multimedia Mania/Chestnut .

Multimedia Mania/z^acus ....

Multimedia Platinum
Multimedia Screensaver
Night Owl V13.
PCSig Library V13
Shareware Overload Trio
Software Vault 2
So Much Shareware 4
World of Ham Radio

$13.95
$23.95
$17.95
$12.95
$9.95

$11.95
S8.95

$16.95
$11.95

,..$11,95

$5.95
$0.95

$11.95
$14.95
$9.95

,$15.95

$41.95

. $9.95

,$29.95

. $9.95
$14.95
$23.95
$21,95
$19.95
$12.95
$19.95

,
$9,95

VSA & CANADA ISOOS 7<9
Accepted

rut,t, lUVAI,
llrosid Ran^col'TilksAvHiliible

IJ.S. r«.sk1enl.soi'4b Slates - add $5.50 pur order for ground

shipping. All olltoiMnay call forshipping costs. Callorwrilc

lor our latest free catalog . Software Support Inlcmalion:il

2700 N.b. Andresen Rd. #A-10 Vancouver Wji. 9}sOC>l
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’? yVjtiMi Gfsn Internationai

* For a free demo disk;
Call 1-BOO-B36-1802 (S5.95 for shipping

and handling), Or, download a demo
from Papyrus’ 8BS (617-576*7472),

from CompuServe (GO PAPYRUS),

or from Internet (ftp.std.com).

im. Is i
[

Its pure

h brute force

horse-

hat can blast you past

No wonder NASCARs is the world s

#7 motorsport.

And now Papyrus introduces

NASCAR RACING. A simulation so

real, you'll think you need a roll cage.

power monsters —
200 MPH in a couple of heartbeats. Or put you

against the wall in a careless instant

The affiaiaUv licensed NASCAR simulation. You’ll race on 9 diflerent NASCAR-sanctioned tracks. Drive the world’s hottest stock
(

cars— against top NASCAR drivers. They may blow you off the track at first But practice, practice, practice. You’ll start moving up.

From the perlectionists who brought you IndyCai* Racing.

Papyrus' "phenomenal" tndvCar Racing has won almost every

major award in the business. Guess what will win (Im year.

The real feel. l^eVe duplicated

real-car behavior— everything from

speed to engine setup, tire condition,

fuel load, and more.

Plus, you control spoiler angles,

tire types, camber, gear ratios,

suspension stiffness, you name it.

The combinations are endless.

And so is the fascination.

Realistic danger. Hit a wall

and you'll know it. Sparks shower,

parts fly off, wham! You my. be

able to go on, or it may mean back

to the garage. By the way. It’s one

thing running solo — but racing

in a crowded field, you need eyes

on the front, sides gnd back of

your head.

Available in stores tn November - just m time for Christmas!

Visit your focai retailer. Or call 1-800-836-1802

"Knock-down gorgeous"
on CD-ROM. That'S what EC
Gamer said about our crisp, clear

Sl/G/I graphics. (Sept. ’94) Looks

so real you can almost smell

burning rubber.

The real look. Papyrus’ exclu-

sive 3-D Super Texture"' technology

gives you JV-like realism — on

everything from cars to terrain to

track-side billboards. Even the paint

jobs and decals are authentic —
plus, you can custom-paint your

car vour way.



I
TheAirWar Escalates

^ Stmtegic Falcon Promotes Falcon ^.o From Colonel To General In One Fell Swoop
1 I

jl by Tom “KC" Basham

•j
ACKING GAMLS NAS ALWAYS BEEN A

I

I I EA\’ORrrE PASTIME OE 'EHE TECIINI-

|j-;, CAI.LV SA\AA' GAMER. 'I'llE MOST pop-

T''. H H iilar games give rise to a slew ol'

H H liiile pi'ogi'ams, “liacks” ifyou will,

that enable players to meddle with a

game, tweak its numbers to their advaii-

j:., tage, or even create new scenarios. Befoi'e

Doom spawned its tidal wave of level edi-

Tj tors, hacks and cheats, Falcon 3.0 could

claim the most user support of any prod-

uct, with a bevy of both “unoniciai” and

“olTicial" third-party suppori products.

Among the many Fai.gon supporters is

Bill White, author of the F'algcalc utility

I from Keyboard Commander Corps.

Falccalc is a popular utility that enables

:

pilots to citlculate fuel tise for mission

planning. While Fai.c;c:ai.c is a handy lit-

tle tool for serious sim-lieads, Wliite’s lat-

est project, STiGViTtac Fai.gon, may be

the single most interesting stipport ijrod-

Si R-YfEGic Falcon opens hidden doors

and lays bare the inner workings of Fal-

con 3.0 campaigns.

'Fite program begins with a few com-

mandments: Thou must use an included

d'SRwhen nmning F.ai.C()N 3.0 tifter us-

ing Str/Yeegic Falcon to edit

missions; 'Fhoti shalt not as-

sign allied Ilighis to ac-

complish yotir assigned

task; Thou shall not

view non-F-16 air-

craft from the load

armament screen;

'Fhoti shalt not get

too rambunctious

when adding and
deleting ground
forces; 'Fhoti mtisl enter

and exit the cockpit for

each mission before editing it

with Si'iLViTGic Falcon; and (inally,

tiioit must own a mouse. Although these

commandments seem a bit stringent at

times, if you obey them, S'I'RA’I EGIc Fal-

con has the power to shower yoti with

unlimited blessings.

Basically, S'IRategic

F'.alcon allows you to edit

a night grotip (“FAer have

a B-52 for a wingman?”),

edit any allied Highl

groups (“Let’s send those

stray F-l]7s somewhere
tLseful”), edit any enemy
flight groups (“There’s

too many MiG-29s over

the target. Let’s delete a

lew”), edit allied ground

forces (“Baghdad here we
come!”), or edit enemy
ground forces (“Mow
about a few less SA-7s at

Republican ('.tiard Base

5?”). Using S'l R.ATEGIC

Falcon within the speci-

lied guidelines, you can either make cur-

rent Falcon 3.0 campaigns easier or

more interesting with slight modilica-

lions, or you can assume command of the

entire theater and control the whole war,

basically transforming Fai.gon 3.0 into

a miniature wargame.

Falc;on 3.0 campaigns

are basically driven by

nodes. pA'eiy site in a

theater is a node.

F!ach side has some

set of nodes it must

capture to win the

war and some set of

nodes it must not

lose or it will lo.se the

war. Campaigns track

two major factors: sup-

ply lines and momentum.
If a node is completely sur-

I'ounded and cut olf, eventually it will

“staive” and die. Momentum is genei'ated

by your mission success rate: win three

missions a day and your forces will ad-

vance; lose three missions a day and your

side will lose. Aliei' enough days, the cam-

paign will automatically end. Besides con-

trolling forces, Str.atec:ic F.ai.con lets you

cheat. In its “Strategic” mode you can edit

each individual node (such as a bridge or

airbase) in a Fa[.con 3.0 theater. You can

make the node stronger, weaker, add de-

fenses, remove defenses, and even change

how often it produces new units. 'Fhe Oc-

cupation command allows you to edit

nofle ownershijj and edit supply line con-

nections. Furtlier, you can edit “victory

nodes,” or the list of nodes either side

must capture to win the war. Falcon 3.0

supports up to 15 victor)^ and 15 defeat

nodes. By changing tliese you change the

direction of the entire war.

S'I RATEGIC Falcon lets you change
many other, relatively mundane things.

Tired of overcast weather? Change it.

net yet. S'i'R.vi'EGic Falcon elfectively pro-

motes you from a mere Colonel

controlling a single scjuadron to a Gener-

al commanding the entire theater.

CHANGE IN FLIGHT PLANS After fine-tuning the orders of a support

CAP flight of A-4s, a second F-1 6 flight is added to handle the

primary task—but these pilots will actually be flying F-1 1 1 s!
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It's €ombat
no matter
how you
look at it!

= Merit Software"
Dallas, Texas 800-238-4277

[X'rk^bs

• GEMSOFTCORP.
Circle Reader Service #252

Fighter Wing is a new breed of flight

simulation game, offering the ultimate

arcade flight combat experience with the

world's fop fighter aircraft, but without the

steep learning curves. Armed with the high

performance Cemsoff'" 3-D engine with real time terrain generation

jsing real maps, a wide variety of challenging combat missions,

3nc/ actual combat video footage. Fighter Wing packs an awesome

arsenal that can oufgun any flight combat simulator.

• Fighter wing provides a "sit and shoot" experience

in a matter of minutes

• Featuring actual video footage from the award

winning TV series FirePower"^'

• Choose from Training Missions; Multiple player

Missions for up to 16 players playing over a Local

Area Network; and Complex Missions for 1-3

players competing against the computer

• Pilots can fly all of today's state-of-the-art aircraft

from the world's most powerful nations, in the

world's most dangerous hot spots.



PEEKING AT THE CAROS Has intelligence around the target area

been a bit spotty? With Strategic Falcon, you can see exactly what

you’re up against.

your PC the three-fingered reboot

Need a resupply llight to-

day? Arrange it. Want to

go backwards in time a

few days and keep fight-

ing the war even though

the campaign should be a

stalemate? Turn the clock

back. Tired of flying from

the same base far behind

friendly lines? Redeploy

to a new base.

In short, Str.atEGIC

Falcon provides most of

the functionality users

wish Falcon 3.0 had in-

cluded. Be warned,

though, STR.-vrEcic Fal-

con is a dangerous tool.

Although it has safety

checks designed to pre-

vent any catastrophic corru])iion of your

Falcon files, it makes Falcon operate

differently from the designer's intent.

S'l'R/VrEGic Fai.con’s changes dig deep

and often impact other, seemingly non-

related items, As long as yon observe

the safety checks described in the veiy

thorough manual, S'rRA'rt'tnc Falcon
will seiwe you well. Ignore those guide-

lines and you may find yourself giving

salute on a regular basis.

S'rR.*\TEGIC I'ALCON provides an incredi-

ble amount of insight into Falcon 3.0.

For example, ever wonder about the gi'id

lines on the campaign map? They deline

what Mr. ^Vhite calls “Kill Boxes.” All

units in a campaign are normally in a

standby, non-active state unless tliey’re

within the same kill box as you, the

player. Ever wonder where some of those

SAMs come from without warning? They

were proi)ably in the next kill box, just

across the border. They were inactive

until you crossed the line, then they

.suddenly came alive and started shooting

at you! Si'icvrEGic Fai.con doesn’t give

you unlimited powers, tliough. By design.

Falcon 3.0 allows a maximum of only 16

planes in a given mission, a maximum of

live different aircraft types in a single

mission, and a maximum of eight total

flights of both enemy and friendly

aircraft. SiR.-viEGic Falcon cannot

exceed these limits.

S’l'RyVrEcac F/\lcon is a veiy well-written

progiam which, as so many user-written

utilities have done, broadens the Falcon

3.0 world and provides new avenues

of enjoyment. With excellent documenta-

tion explaining the program’s

capability and limitations, Str.ategic

Falcon is a worthwhile addition to your

F/VLCON 3.0 collection.

Strategic Falcon is available from
Keyboard Commander Corps for $24.95.

(SbO) 262-6066. Requirements: Falcon

3.0 (nol compatible with Hornet or MiG-

29), Mouse compatible with latest version

(CD) ofFalcon,

Triad Campaign System'
New Gamemaster’s Version 1.1

Total computer management
of your role playing sessions.

Use our characters and world

or design your own. Complete

integration of all FRP game
functions. Tutorial included.

Features

Realistic play. Context-sensitive help file. Prompts for each menu op-

tion and control. Easily set routes, targets, spell effect areas using the

toolbar. All scenario playing commands accessible directly from the

map display. Encounter generator weighted by location, terrain,

population and environment. Example adventure included.

Maps - Open multiple maps. Move characiers from map to map. Calculate speed,

ranges, line of sight and cover. Display creature and location markers.

Combal - Place encounters on map with one command. Set largcl.s, execute automatic

combat. Optional pursuit of targets and return fire. Results reported. Sneaking, hiding

and searching, Set timers, [jag events with game lime.

Charuclcrs - Over 30 species templates. Integrated skills, movement, weapons, armor
and insentory. Professions and backgrounds.

Spcilcasling - System calculates spell les'el, area, range and other parameters. Set target

point and display spell area using the Spell Tool.

System Requiremenl.s - IBM/Comp with Window 3.1 Minimum 5 megs hard drive

space 4 megs of RAM.

VISA A MASTER CARD ORDERS (800) 784.1420 or (904) 494.3165

OR SEND CHECK/MONEV ORDER FOR S69.00 + S5.00 S S H TO

Nawu Triad Institute

PO Box 11246
Pensacola, FL 32524-1 246
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SIDELINE SOFTWARE
ORDERS 1-800 -888-9273 ONLY
YOUR PC IMPORT & CLOSEOUT CONNECTION

NEW PC TITLES
Sports SimulationArcade Pool

Battle isle 2 Floppy or CD RDM
Central Intellloence (CD ROM)
Chaos EnQine

Desert Strike

Dragon’s Lore

Helmdall2

In Extremis

Junple Strike Arcade Action 40
Lord ol the Realms Strategy 40
Micro Machines Racing Arcade 40
Oveiloid Flight Simulator 50
Project X Arcade 35
Rise of the Robots Fighting Game 45
Robinson’s Retiuiem Role Playing Game 45
Universe Adventure 45
Zepellin Strategy 45PO MAGAZINES

Gitthi lilcil itiw$ on ISt bislFCmlii ItomibtU.S. i Curoce! Tliiii hioh
ghss, lull color nufj/i'nei oltoloalart ilmo-oackii PLAYABLC cover DISKS OR
CD flOltS mrn tich inuo! Titlis includi: PC fomil, PC Ritltw, PC Zont.

PC Plot, PC Power. PC Homo. Uolllmoih Horn. CD ROU Uitr, tniPCCtmoil
Yourcnoicil Only $10 BacM

SHIPPING (UPSDtODne)Foruplo3oi6cci, bynaymenl:

rt.a Loudeiilall, Ft. 33309

DON'T MISS THESE DISCOUNT PC DEALS

!

A-Siomus 24.95 CybtrRice 24.95
D Spans Botinp 18.95 Davt LiabellerGoll (Griens) 28.95

. T— AAAf
Deluxt Strip Poitr 2 18.95A-Train 26.95

ArKiinlAnolWirlaSkies 24.95

Armagiriaan 18.95

Arctic Barans 21.95
ATACflAcmmaj 24.95

B-17 Bombir iMicmcrosil 24.95

Bara's Tale 3 13.95

BAT2 21.95
BaWiTKli2 18.95

Dracula

Duna 18.95

Dynpmix Football Pro 24.95

Epic 21.95
Eternam IDrakhan 2! 18.95

Ftastiback 24.95
Fool's Errand 16.95

Four Crystals olTraiar 21.95
BlrdsolPray 21.95 Global Conquest (Ulcroposa) 21.95

Bwiai Spans Football 18.95

Carman USA Deluxe 21.95

Castles 16.95

Centurion Dalinder ol Rome 18.95

Command RQ 18.95

Contraptions 18.95

Craepeis (Psygnasls) 18.95

HardbatlS 21.95
Harpoon S Baltla Set 2 18.95

Haro Quest 18.95

Istiar. Legend ol the Fonress 18.95
It Came From the Desen 14.95

Jack Nicholas Greatest IB 9.95

Joe and Mac Caveman Ninia 9.95

King's Quest 6 21.95

Legacy (Microprose) 24.95

Legend ol Kyrandla 21.95

Lemmings 2 28.95

Lir Devil 24.95

Mantis 24.95

Mike Dilka Football 18.95

Nigel Mansell’s Grand Prix 21.95
Out ol This World 21.95

Pacilic Islands 21.95

Palriot 24.95

Pirate's Cold 24.95
Populous S Data Disk 24.95

PowerMonger 19.95

Premier Manager 2 21.95

Pushover 18.95

Rex Nebular 24.95

SargonS 9.95

SEAL Team 24.95

Secret ol Monkey Island 2 21.95

Seven Cities ol Gold New Ed. 24.95

Shadowcaslar 26.95
Shadowlands 18.95

SlmAnl 21.95
SimEanh 21.95
Sim Lite 18.95

Sleepwalker 18.95

Space Crusade 18.95

SpecialForces 21.95

Spoils ol War (PAW) 18.95

Star Legions 21.95

Slral-0-Malic Baseball 21.95

Super Tetris 14.95
Task Force 1942 (Microp'ose) 24.95

Team Yankee 21.95

Thelmmonal 19.95

The Lost Admiral 14.95

TV. Spans Basab4ii 21.95
T.V. Spans Boxing 21.95

Twilight 2000 16.95

Wilma 6 21.95

Wilma 7 24.95

Utopia 1B.9S
V For Victory (Lukl) 21.95

W.W.F. 2 Wrestling 18.95

Waxworks 14.95

While Death (Raw) 18.95

Wing CommanderAcademy 24.95
Winter Olympic '94 LitHhammar 21.95

WUkia 18.95

Wrath of the Demon 16.95

Zool 21.95

Test Drive 3, Slar Control

Hoverforce
111 three games lor $21,951

Corporation,F-14 Tomcat
Supremacy

all ihrae games lor $21,951
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,C5,
Domatk, and Dvnamix-

,oloi your airciatt without
aver

• hand from the stick.

PRO for Macintosh'"' features a

. • nor three fire buttons, and a

rS-wS switch. It attaches to

?„uSd Oh LsE or later models

fin? software or higher.

f
® alternative to

the traditional mouse. It also serves as a
professional pointing device for desktop

fnfS mVf Available
for both IBM PC-compatible and Macintosh
rnmniitarf» 'wv,.

Macinlosh Is a registered trademark of Apple Computer, Inc. Circle Reader Service #J 90
3DO Is a trademark of The 3DO Company.) Park Center Drive • Vista, CA 92083 • Pliore: 619 598-2518 • FAX; 619-5g8-2524j
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TheDay
OfThe%ildcat
How To Co From Being A Target

To A Double Ace In 1 942 ; PAW

by Michael Rymaszewski

A
l'tW W’l'KKS AGO, WHKN I WAS

WORKING ON AN EARLIER 1942:

The Pagieic Air War strategy

article, I had an opporuinity to

talk to Ed Fletcher, head of the

1942 design team. At one point, I com-

plained that the planes in 1942 were a lit-

tle too easy to shoot down, and that the

maximum numbei' of kills shown on the

plane’s fuselage is 15. Mr. Fletcher glee-

fully told me that this particular moan
was totally unjustified; MicroProse had

been receiving e-mail from people who
had flown as many as a dozen fighter sor-

ties without getting a single kill,

'Hie article in September’s CGW dealt

largely with how to avoid getting killed

through one of the game’s design Haws.

This lime, we’ll deal with combat tactics

that should make you an ace twice over

by the time you’ve ilown eight missions.

The easiest way to become a 1 942 ace

is to fly the Zero, since it’s better than the

Wildcat. However, it was the Wildcat that

turned the tide of the Pacific War in

American favor, and I’m sure there are

many sim pilots out there who like the

extra challenge.

To show convincingly how tactics work

in practice, I’ve chosen to describe two

missions. The first one is escorting TBDs
off Midway in a strike against the japan-

ese carriers, 'fhere are sorties over

Guadalcanal that are more diflicult, but

to gel that far, you’ll first have to sun'ive

the Midway mission. Remember, becom-

ing an ace involves getting many kills,

and getting many kills involves not get-

ting killed. The second mission is against

Bettys attacking the American invasion

fleet off Guadalcanal. I’ve never failed to

get less than five victories in this one

—

ace in a single sortie, if you like—and so

should you.

AMERICAN KAMIKAZE
As I sit in the cockpit waiting for my
turn to take off, I feel a helpless bewil-

derment. What are those boys upstairs

smoking to send us off on a mission like

this—a handful of obsolete torpedo

bombers with a weak fighter escort

against the main Japanese battle fleet?

The briefing officer was smiling when he

said enemy opposition was going to be

heavy—no doubt from relief he isn’t fly-

ing himself.

As my Wildcat roars down the can'ier

deck, 1 reflect that at least the weather’s

decent—a cumulus here and there, some
ciniis wisps, but mostly blue sky. We are

escorting torpedo boys, which means go-

ing down to the deck; and Zeroes, with

their |>ale grey camouflage, are extremely

hard to .spot against clouds.

riie flight to the target is short—the

Japanese ships are just over 100 miles

away. We’ve barely reached ciiiising alti-

tude when it’s time to descend for the

Devastators’ approach run.

A slow minute passes by, then another.

I’m starting to wonder whether my earli-

er woiries were justified when the leading

Wildcat suddenly shoots foward. The
reason is a single grey clot, higher than

us, approaching fast. It’s them—the ene-

my.

I slap on full throttle, turn away from

the othei' Cats and climb. To hell with

formation flying—rule number one in

combat between fighters is to have a

height advantage. Ideally, you should be

climbing away from the enemy, but it’s

not possible this time.

Two more grey specks appear below

the first one; I decide to leave them for

the other Cats. I switch my guns to four;

it’s only too easy to run out of ammo
when fighting Zeroes, they have this tal-

ent for dancing out of your line of fire

the moment you press the trigger.

I’m still too low to engage the top-

most Zero when the two others pass be-

low my wing, going hell for leather at

the Devastators. My Zero is not getting

any closer—in fact, it seems to be mov-
ing away—then suddenly it turns in my
direction and dives after its friends. I

stand the Cat on its wingtip, rolling into

a sharp turn, and cut the throttle. Never

go in fast unless there’s someone on
your tail; Zeroes can turn on a dime,

and it’s easy to overshoot. I’m doing
around 250 knots faster than he is, and
that’s just right. To make things perfect,

there’s a rattle of defensive machine
gun fire from the Devastators—we’re

just passing over them, and my boy’s at-

tention is focused on evading their bul-

lets, not me. He goes into the standard

Zero evasive maneuver, a steep climb-

ing turn. I cut inside.

There’s only one way to hit a plane

that’s turning and that’s the old Hans
Joachim Marseille method. Hans
Joachim Marseille is quickly making a

name for himself over the Sahara as one

of the most lethal opponents around; he

gets as many as six victories per sortie, us-

ing just two-three cannon shells per

plane. His trick is to turn inside his oppo-

nent and hold fire until his prey disap-

pears under the nose of his

Me.sserschmidt.

I pull shaiply back on the stick and the

Cat slows down, turning tighter. The
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giinsiglit slides over llie rising sun on the

Zero’s fuselage, past the cockj)it, past the

black cowling, with me furiously kicking

alternate ruddei's to niaimain the same

line through the turn as the one he’s tak-

ing. The Zero disappears under my nose,

count one, two, now! I fire a nvo-second

burst at the empty blue sky and drop my
nose to see what’s going on. First time

lucky! The Zero Hies past, still turning

and climbing, but trailing a sti'eamer of

i)rown smoke.

The Cal’s losing speed I'apidly—
I
put

on emergency throttle, and in my excite-

ment fire another burst, hopelessly wide

this time. Rule number tw'o: don't fire

when you want to, fire when you’re sure

you’ll get him—you’ll miss half the time,

any'ivay. The Zero’s losing speed, tui iiing

tighter and tighter, first this way, then

that, and in spite of all my fratttic work

with the throttle and the rudder, 1 lose

him.

I check my six—nothing thei'e. 1 cut

the throttle and sweep to the right, then

to the left—there he is! I quickly tell my-

self that the other Uvo Cats are keeping

the Jap fighters busy, and that the torpe-

do boys won’t get hurt in the meantime.

All the same, I’ve got to huriy—other Ze-

roes are bound to appear any second.

1 tiy to burst from about 300 yards and

miss miserably.

Now I’ve alerted

him, and he goes

into a climbing

turn again—he

knows it’s hard for

a Wildcat to follow.

I cut inside going

much too fast. This

realization makes
me spray a wild,

ragged burst—then

I whiz past. I dip a

wing and glance

over my shoulder

and almost shout

with Joy—instead of

the Zei'o, there is a

vertical column of smoke.

I take a look around and see all is well.

A Zero is being kept busy by a Wildcat,

and all three Devastators are still there. I

decide to lend my friend a hand with his

Zero but even as I turn, another trio of

grey specks appear over the Japanese

ships. More Zeroes! Hang on; there were

three Zeroes in the first I'light, too,

weren’t there?

Suddenly, there are Zeroes eveiywhere.

The missing Zero from the first fiight

slides into sight, diving on the Devasta-

tors. ! go after him full (hi-oiile; before I

can blink, another Zero Hashes by right in

front—those guys from over the ships are

already here. 1 Avhij) round to the right,

but he’s going too fast— I uii'ii left, and

see another two jap fighters streaking to-

LIGHT MY FIRE An F4F on patrol from the VF5 squadron wastes no time

making sure the skies above the aircraft carrier Saratoga stay

friendly—from the CAP mission.

wards the Devastators. I leel hopelessly

conliised.

When in doubt, climl)—an extra cou-

ple of himdi-ed feet can come in very

handy. 1 ignore a Zero dial’s not doing

BLIND SPOT This Zero pilot fails to "check six" in time, and a Wildcat from

the Yorktown's VF3 takes care of the rest during a bomber escort mission.

anyone any harm, keep turning, keep

climbing—I’m up to 3,000 feel, and I see

a Zero chasing a Wildcal. The moment 1

go after it, it rolls away. A quick look at

the Devastators—they’re still doing okay.

I follow the Jap fighter, still climbing as

sharply as I can without losing too much
speed. I check my tail for the fifth time in

the last minute; amazingly, the sky be-

hind me is still empt)’. Someone should

be shooting at me by now.

'File Zero in liont is making a wide,

sweeping turn in preparation for a last

pass at the bombers. I push the stick for-

ward and almost immediately another

Zero zooms by right in front. He’s in no

position to hurt the Devastators, so I

keep going after my boy. Another two

Zeroes Hash by! Ignore them. But I

can’t, not totally,

cind open fire on

the one I’m chas-

ing way too early,

hitting the water

behind him.

That’s why you’ve

got to climb when-

ever you get the

chance; a moment
ago I was at 3,000

feet, now I’m down

to a few hundred.

All the lead I’ve

just fired into the

I^icilic didn’t go to

waste, however, be-

cause I've given my
Zero a scare. Pre-

dictably, he pulls u|) into a turn, Stick

back and to the left, hard rudder—the

gunsight slides along the grey fuselage

until it disa])pear,s li'om view—wail two

seconds, fire! That’s it—no smoke, no

band. Just a quick glimpse of the Zero

spiraling down and, seconds later, a

splash. Number two!

Quick check on the Devastators

—

they're still okay. There’s a single Zero

about 1,000 yards in front, quick, check

the six—there is a Zero there this time,

but he’s being kept busy by a Wildcal. I

give chase after the one in li'ont, but he’s

already turning round, diving at the C!al

behind me. I give him a short burst

across the nose at an impossible angle as

he whips by, so fast there is no sense in

trying to follow; 1 climb in a spiral in-

stead, looking around. Y'eah, you do a lot

of climbing and looking around if you

want to stay in the light.

I see a Wildcat spewing smoke, and a

while parachute; (lie three Devastators

are being attacked by a single Zero that’s

already on lire. 'Fhe smoke turns li-om

brown to black, and the Zero dives into

the water—but one of the bombers is

smoking, too; a jjarachute blooms. 'I'he

Devastators are close to the ships by now,

and I’m not going in there; I hale llak.

Better to stick around where I am and
help that other Wildcal. Check the ttiil for

the twentieth lime—there’s a Zero, but
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pretty far away, and I’m doing 230 knots.

I dive, turning gently, and I see that

this earlier maximum-denection hurst

of mine was well aimed after all—the

Zero chasing my friend is trailing

' smoke. I give him a “scare” burst from

1 too far away. He
i does tlie standard

I

stuff, that climbing

I

turn, and he’s go-

;

ing so slow that

' even though I’ve

throttled back, he

turns inside me
easily. 1 spiral up
until I see him
again, then glide

down in a shallow

: dive at minimum

I

revs. Even then,

I
I’m closing on him

I

too fast: I'll have to

' get him in that sin-

' gle pass. I have a

I

feeling the ammo in the four guns I’ve

' been firing is all but finished, so I switch

to six, step on the rudder, and take him

from wingtip to winglip. The Zero sags

and drops like a bird shot in mid-llight.

Number three!

Full throttle, stick back. Whenever
you’re not actually going after someone,

or evading fire—climb, climb, climb, By

the time I’ve gained some height and
turned 180 degi'ees, the other planes are

I

just liny specks, and it’s impossible to tell

j

friend from foe. 1 fly towards tiiem,

I

watching carefully. There is a single Wild-

' cat doing remarkably well with a Zero

—

I

and what I assume to be the two
' Devastators, until one of them breaks to-

j

wards me and I see it’s painted grey. I

I give him a short, hopeless burst as he

goes by, already starting the turn that will

put him on my tail. He’s going fast, but

so am I; by the time he finishes his turn,

I’ll be a mile away, and the mission’s

over—that single Devastator is going

home. 1 just keep climbing at a steady

200 knots. WTien it’s over, it’s over—it’s

I

senseless playing the hero, especially

I when short on ammo,

;

The two remaining Zeroes give chase
' half-heartedly, turning back fairly quick-

ly. I get home to three confirmed kills,

' the DFC, and promotion to Warrant Ofli-

I cer. Skill or luck? Both; throughout that

,

fight, I didn’t even get shot at once,

A DATE WITH BETTT5
I am patrolling the skies above Guadal-

canal; there is a lot of cirms at high alti-

tude, hut the visibility is fine. Being a

much decorated Warrant Officer, I am
leading the flight. I confess I am a little

scared of my wingmen; I don’t want them

near me. I’ve seen whole flights go down

in a burning tangle because they were fly-

ing loo tightly. War is a risky business and

all that, but I’d prefer to die from an ene-

my bullet than through the mistake of

some clod who isn’t fit to drive a tricycle.

For this reason, when an excited shout

comes over the radio about bandits at six

o’clock, I don’t turn left or right. Instead,

I roll over and pull on the slick, simulta-

neously cutting the throttle with my other

hand: the Wildcat dives like a brick, and I

have no wish to land among the fish. I

lose a couple of thousand feet, but end
up going at 320 knots right in the direc-

tion of the Japanese I'aiders. I am going

forth so bravely because I know there is

another flight of Wildcats patrolling (he

skies, and that they are closer to the ene-

my than I am. If I were in their shoes, I

would hang around and wait so that both

flights could attack the Japs together;

however, these boys are trigger-happy,

and they are already going towards inter-

ception point at full speed. It’s no skin off

my nose; they’ll get to tangle with the es-

cort, while my flight gets to knock clown

the bombers, claiming kills left, right and

center.

Ideally, all the bombers should be

knocked down before they reach the

ships, so I keep the Cat buzzing along at

top speed—accelerating in a shallow dive,

then regaining lost height in an equally

shallow climb. Fly straight and level, and
the Cat won’t go faster than 260; I’m do-

ing over 280.

A couple of minutes pass before 1 see

tracer flicker in the distance. The other

flight has airived already, and is mixing it

up with the Zeroes. I go to cruising

speed, keeping eyes peeled, and make
sure all six guns are switched on. I’m go-

ing to get things going with a frontal

pass; it works well against the Bettys.

There they are! A spattering of green

spots against the bluish grey water; they

are a good thousand feet lower than I

am. I throttle back and go into a steep

dive. The trick is to approach them from

below and climb before opening fire with

the engine barely ticking over; that way.

I’ll be going as slowly as possible, reduc-

ing the closing

speed to minimum.

I pull out of my
dive and start

climbing and see

I’ve misjudged

things; I’ll be at-

tacking from three

quarters front, and

that’s a difficult de-

flection shot. I

don’t have time to

do anything but hit

the throttle for 70%
power and lake the

Cat up in a steep

climbing turn. I

aim the nose at the

middle bomber—that way, I’ll get a de-

cent shot at the last one. I let the nose

drop for a fraction of a second to get a fix

on that last Betty—damn, it’s real close

—

I just have time to haul the stick back and
let rip with two one-second bursts. A mo-
ment later, the fat gi een fuselage with the

rising sun fills my windscreen— I roll

away as fast as I can—I’ve got him all

right, he’s streaking smoke!

194 COMPUTER GAMING WORLD • NOVEMBER 1994



HIG
DIE

• DESIGNED BY THE BEST:

The award-winning creators of

Chuck Yeager’s Air Combar.
• FIVE FIGHTERS:

F-14Tomcat,F/A-18Hornet,

F-22 Lightning II, A-7 Corsair II.

SU-33 Flanker,

• TOTAL IMMERSION;

All the sensation of modern air combat

with full texture-mapping, bit-mapped

animations, digitized explosions, video

briefings, and 4-track stereo sounds

including spoken audio,

• OPTIMIZE IT:

Multiple graphics options and selectable

resolution modes for MAX performance,

• 4 WAYS TO PLAY:

50 Single Missions, Tour of Duty with

Carrier Wing Command, Quick Mission

Builder. Pro Mission Builder.

• CHECK SIX? CHECK THIS:

Rearview mirrors, automatic “Tracking

view," pop-up v/indows, multiple external

views for maximum situational awareness.

'Hi-Res Screens Shown. Actual Screens May Vary. U S.

Navy Fighters, The Air Combat Series, and Chuck Yeagers

Air Combat are trademarks of Electronic Arts. The Electronic

Arts logo is a registered trademark ol Electronic Arts.

AIT? r'OMRAT



J

J

ij.

" '

J

ij

I

Full-throttle, dive, then go round,

climbing. I come out of my turn behind

and below the Beitys, which is fine. I like

to tackle the bombers from below; that

way you can slow down sharply when

you gel within range, and have that ex-

tra second to shoot him full of holes. As

I close up, the smoking Betty spews out

a couple of parachutes; moments later,

it tumbles towards the sea. One down,

four to go. I switch to four guns to con-

sei've ammo; there’s plenty of shooting

to be done.

I approacli the bombers cautiously; a

quick check re\'eals tliat while no Zeroes

are after my hide, there is a single smok-

ing Jap lighter above and to the left of

the bombers. He can’t see me—I'm below

and behind—and by the time he does,

it’ll be too late for him to do anything.

Without lighters to woiry about, flam-

ing Bettys is easier than shooting a pig in

a barrel, d'hey’re big, so you don’t have to

get close to hit them—which is just as

well, because concentrated fire from sev-

eral rear gunners can be lethal. I open up

with short bursts, making constant adjust-

ments to the dellection angle. I don’t no-

tice the Wildcat coming in from the side

until it’s 50 yards to my right—fortunate-

ly, he curves away towards the bomber I

am shooting at. He’s too late; my last

burst has knocked it out of the sky. I roll

away unscathed; that second Cat is draw-

ingall the defensive fire.

Tlie third Betty takes a long time to go

down; I keep firing for several second,

but only get the Job done with my veiy

last burst from about 50 yards. Tliis time,

the rear gunners manage to hit me sever-

al times, and I vow to myself I’ll not get

that close again. There are still two

bombers left, and you can’t count on the

others to do as well as yourself; I’ve seen

Wildcats maul defenseless Kates for what

seemed like hours without getting any re-

sults.

My next pass is no good; although

pieces fly off the Betty I’m firing at, it res-

olutely flies on. I promptly forget what I

Just promised myself and approach closer

than I should, and instantly the rear gun-

ners get me—the cockpit echoes with

pings and smacks. I break away to the

rightjust as a large piece of metal flies off

my cowling—and very nearly collides

with my wingman, coining in yet again

from that side. Tliose bloody wingmen

—

I wish they were tailmen instead, and
kept behind at all times.

Down, up, and round, and I'm behind

the two remaining bombers again. I lire

at that bulletproof Betty, and this time it

spins downward almost instantly; I had

damaged it after all. Only one Betty left

now; I switch back to six guns.

As I close up on the last bomber, I see

a Cat diving at it from above and left,

pursued by that smoking Zero. The idiot

misses, leaving me my fifth kill on a

plate, and oddly enough the Zero gives

up its pursuit. It takes station over the

bomber’s wing. Silly sod; he deserves

everything he’s got coming to him, as

soon as I’ve dealt with the Betty. I fire a

short burst at the bomber—it obligingly

streams black smoke and goes into a

death dive.

I roll away for that final circle that will

put me behind the Zero. When I see him

again, he’s already turning for home in a

gentle dive. I throttle back and approach

him in a very leisurely manner—there

are no other Jap fighters around, and

he’s a silting duck.

My first, careless burst misses. It turns

out he’s not a sitting duck after all; he’s

one wily bird, and I’m quite sure that if 1

overshoot, he’ll turn out to be an expert

shot as well. He’s constantly turning; left.
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SECRETS OF THE WILDCAT ACESnow I'igliL, now up, now down. I lower my
flaps and weave beliind him at 50% pow-

er, liring short bursts I'rom time to time.

I’m close— 1 can see tracers passing be-

tween his wing and tailplane—btit some-

how, no cigar.

Finally, I get angry. I pour on the

coals, get close, throttle back, and fire

from 40 yards—he Jerks away from the

tracer jxissing right in front of his cockpit

and does a falling leaf, neatly sliding be-

low my nose. 1 dive after him, and the

whole dance begins again—iij^, down,

left, right. In spite of full (laps, the Cat

stalls when I’m lii'ing at him from maybe

40 feet away, and it is only when I’m div-

ing that I discover I’m at 400 leet. If it

weren’t for flaps...

I pull out just in time to see a para-

chute opening; the smoking Zero, still

doing the falling Ictif, goes into (he drink.

Number six. Or did someone damage
him more badly than 1 did?

At the debriefing, it ttirns out he’s

mine, all right. Six kills—and ihe Navy

Cross, plus pi'omotion to Ensign, 'i'hai

makes it 20 kills in eight sorties, my best

\V'iklcat performance so far. Now if only

thei'e was space I’or more than 15 victo-

ries on that fuselage. W

The Wildcat being slower and less maneu-

verable than the Zero, you might find it dif-

ficult to get rid of that Jap fighter that has

attached itself limpet-like to your tail. Here

are a few tried-and-true methods of shak-

ing your pursuer:

If you are at least a couple of thou-

sand feet up, and have 150 knots-pius on

the clock (the more, the better): roll to one

side, and break in the opposite direction

when you’ve completed three quarters of

the roll. The Wildcat has a decent roll rate,

and if you help it along with the rudder, it

will move amazingly fast. Once in a while,

the Zero will still be there. Try a double roll

then. Remember—always break in the oth-

er direction— if you've rolled to the left,

break right, and vice-versa.

If you’re going low and slow: slam

down full flaps, pull on the stick, and use

the rudder to wriggle left and right at the

verge of stalling. Your opponent will over-

shoot, and there you’ll be, shooting at him.

Important; keep an eye on where he is. He’ll

be twisting and turning, too, trying to stay

on your tail, and sometimes he’ll be right

alongside, or under you, or above. It’s easy

to crash into him if you don’t watch it.

Sometimes things are truly hope-

less: there are three Zeroes on your case,

you’ve got no ammo, and every time you

shake the one that’s firing at you, another

one takes its place. If there are friends

around, get near them as fast as you can—
they’ll attack the enemy once you get close

enough. If there’s just you, run home—on a

CAP mission, friendly flak will drive the Ze-

roes away; if you’re over an enemy target,

they’ll eventually turn back to resume pa-

trolling their patch of sky. Don’t fly in a

straight line for a single second—do an

imitation of a car fishtailing wildly on a

wet road. You should be changing altitude

all the time as well, now climbing, now div-

ing. The risky moment is when reversing

your turn in order to keep on course—you

have all this tracer passing to your left,

say, and yet it’s left you have to go. Apply

full rudder and dive under the enemy’s line

of fire while turning. You'll often catch a

couple of slugs, but nowhere vital, and a

hit that doesn’t do any significant damage

is as good as a miss.

>=0= Finally, never try to outrun a Zero,

unless all you want is the extra half minute

to say your last prayers. ^

Its patented pivoting tray keeps your joystick ftotn sliding and
allows you to adjust its angle for maximum comfort. With your
flight controls positioned low and close, you'll be able to rest

back comfortably into your seat for a TRUE COCKPIT FEEL

The PCS turns your keyboard into a cockpit control panel allowing

you to easily access the keys without having to take your eyes off

the action. Clamps to any desk or tabletop.

I I
Anncn TAI I BIIPF Or send check or money order ror $24.95 +*Wl.t rlftt

$s.OO(54.Mowiforshlppingandhandlingto:

EBl-800>686-2523 awsr^erUnfon^
Eugene, OR 97405oulskle the US. cot (£03)6a6-1809

Now you Can Have Your Own GIRLFfll£ND ...
,

... a sensuous woman living m your computer/
- — n wotch li«i, folk to her, ask hsr questions ond lelole to Tier. Over lOQ oituol VGA
photoqiq;hs,allo<v you to see your girlfriend os you ask her to weor different outfits, and guide her into different odivities. As o true

ortiliciol intelligence progrom GIRLFRIEND stotts wiih a 3000 word vocobulory ond oduolfy grows the more you use It. She will remember
your name, your birthdoy, ond your likes and dislikes. GIRlfRIEND requires 7-10 MB o( free spore. We oiler the ADULT VERSION rontoinlng

i dilfeieni girts, LISA one SUZYoto special price of only $69. [reg. price $120.) N£WI Voice Kit $29.

Stimulating Games from Europel - Imported extiusively by S SofiTwore
P*TRIS is the sophislIcQled version of the populor block gome. You reveol stimuloiinq pictures ond cno/es while controlling the

jailing bl«ks. ORDER SG4
P+PIPE is the sophisticoted version of the Windows hit • Pipe for Windows • but you don't need Windows lo run it • you attempl lo

build 0 pipeline while exposing pictures ond movies -MANY EXCITING LEVELS. ORDER $G5
MOZAIK ollows you lo reossemble the most exciting women on earth over 45 celebrities in this super iigsow gome - use mouse or

keyboard. ORDER 5G6
lu u

Prices $35 each or order our SUPER GAME PACK at $89 far a» 3
On CD-ROM: HtURODAHCtRS Interoctive movie ond gome • novigole through the HeutoNETinseorch ol the NIIERODAHCERS. ORDER 0) U
Off CD-ROM; 30 DRfAMGERtS - See 3D images ol the top glomour models - ZOOM ond PAN feature - includes model stclisHcs ond

(onloct inlomrotion. ORDER CD 59

On CD-ROM: SCISSORS AND STONIS • Inleroclive movie and high stakes gome of chonce. ORDER CD 89

CD-ROM PRICES: $59 Each or SUPER BUNDLE; 3 for $T49

Our FREE CATALOG includes many more ADULT gomes, movies and pictures on both DISKS and CD-ROM

UO S4 VH • I S- Or FOREIGN 0.DERS ADD SR/DISK > IN PA ADD EAR * FAUST STATE AGE OVER 21 YEARS.

VISA/MC Orders Only: 800-243-JS IS Ext, 600UO / 24 HRS / 7 DAYS
FAX 121 51 997-2571 » Or CK/MO loiSeXXy Sotlwore, P.O. Box 2;0., Depl. 6001D, HalField, PA 19440
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Friendly to your hand.

Deadly to yourenemy
If only you hod knocked
out one more target.

If only...

No more alibis! Get a
new grip on excitement

with FX2000. The advanced ergo-
nomic design improves pilot

comfort and response—whether
right or left-handed.

Now you can dogfight longer, with

less combat and flight fatigue. Plus,

there are dual fire controls, switch-

able fire buttons, throttle control,

and more. Try FX2000.

So good, you
won't believe
its real.

Suncom
FOR IBM & COMPATIBLE PCs.

TECHNOLOGIES
The Hardware Advar^lage for Cnferlalnment Software

6400 W. Gross Point Rd,. Niles. IL 60714 708/647-4040

Falcon AT atlwork by Specitum Holobyte.
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inoi ally impaired yttiiiig knight,

thrust into a deiftjgic igverlahd that was

once peaceful Xentar, recruits a l^val ifrieijJ

and one beautinil sorceress in scareh 'of the,

-A
\ _i

legendary Falctm.Sword -^e Ulll^eapofl

a demon fear

?L/ur young hero’s courteous dee^^S

don't go unrervarded, as unabashed seductr^HI
' ’ W It

maidens offer restful interludes for tne Ih
i K/

weary warrior! Based ion the Japanese hit

movie and Nuinher One PC game, Drdgon Knight

Ill, these gorgeous lasses will
.

nndouhlahly thank

ifeir testosterone-laden hero in their pwn special

Availoble at finer software deabre 1 800 253

MEGA. Visa/Mastercard accepted. Downlood o FREE demo by

colling our 24 hour BBS -310 539 7739 (8 bits, no parity,
1
|lpp

bit, RIename xkdemo.exe} or for a diskette send S5 to Megatech ,

Software, PO Box 1 1333 Torrance CA 90510.

System ; IBM compatible, CD-ROM or diskette version ovailablor

Requires a 386-SX (486 recommended), VGA graphics, conven-

tionol memory only, sound...
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TM

Strategic Level Warfare For Your Macintosh

For one hundred years your people

were dominated by a mignty, foreign

empire. Now, weak from internal strife,

your oppressors have withdrawn to their

original homeland far to the north and
across the sea. Old national boarders

reappear and armies are raised to defend

them. Out of the newly reconstituted

nations only two stand strong. The battle

lines are drawn, your army awaits your

orders.

Onslaught puts you in command of a

me brink of war. Build a

level army using 18 different

unit types in order to conquer your age
old rival. Attack from land, air, and sea on
a detailed, randomly generated continent
until you are victorious or vanquished. In

Onslaught your troops are not disposable

ou must take care to train your soldiers

eae(*let them rest when needed.

Haven't you been waiting long

enough for a detailed and entertaining

strategic wargame?

Order Onslaught today!

1 -800-442-2805

Networkable
One Player or Two

,
, Sleek User Interface

Modem Play Using ARA
Full Range of Weather

Randomly Generated Maps
Replayable Game ''Movies"

Smooth 8 bit Maps and Artwork

68k and PowerMacintosh™ Native
Any 68020 or Greater Macintosh
Colors, 16 color/grays, and B&W

System 7™ or Greater

AppleLink: ASSAULTWARE .

'
'

America Online: FA! Internet: fai@sbore.net

Oiisl.ui(ihrk .1 Ir.idwiwrl; fronul As5.iultw.ife. Inc. Macintosli is .i tegisiered imdtfli.ifk of /\|tfile ConiptHcr, loc. Powtf M.iciiilosii jml System 7 on* (r.idt'm.itfcs of r\|jple Com|)iiU;t, Inc,



Oh Genre,

My Genre!
As MY OFFICE DESK DRAWER FILI-S

WITH Halloween candy (you

KNOW, THE C;OOn STUFF YOU BUY

for yourself with no inteiuion of

giving it away) and tlie nights

grow longer, there is time to re-

flect upon one of my favorite sub-

jects, wargaming. (Please, save the

sarcastic gasps of surprise at that

revelation.)

At a recent game convention here in the Los An-

geles area, I found myself involved in a discussion

with a respected group of people from the

boardgame side of the wargaming hobby. One toj)-

ic we discussed really stuck with me, and that was

the Irue idenlily of wargamers. The question was,

how pure are the so-called wargamers among us?

Do they play historical wargames almost to the ex-

clusion of all other genres, or are they a more

eclectic bunch?

Now, this group of gamers had among them Jon

Compton, who is the editor of a new boardgame

journal, GameFix magazine (the title

refers to its gimmick of including a

small, easily learned boardgame in

eveiy monthly issue, providing read-

ers a “game fix”). Jon's take on

wargamers is that, while they vocally

endorse the more “hard core” ele-

ments of their hobby, wargamers are

also a subset of a broader group of

gamers that we call strategy gamers.

Hence, eveiy wargamer is also a strateg)’ gamer.

Upon reflection, I bought into his argument.

Wliile it might be fatuous to say “Man does not live

by wargames alone,” there is wisdom in it. After all,

even the groggiest gi’ognard I know will “stoop” to

playing a good business simulation or other game

where strategy supersedes luck and tactical skill is

often the deciding factor. Heck, most of my
wargaming h-iends, both board and computer, love

empire building/god games of eveiy historical or

fictional genre you can name, be it with cards,

counters or computers. Give them the game, and

they will give you a challenge at it. Best of all,

they’re thrilled whenever their spouse, child or

non-gaming IViend shows the

slightest interest in any game

in which they are even pe-

ripherally interested. Usually

these “meeting ground”

games are less wargamey and

more strateg)' or luck orient-

ed. “Still,” they’ll tell you,

“the family tluil plays togeth-

er, stays together.” Now
there’s a pleasant ihotight for

the coining holidays....

Still, as the sugar from all

ol'lhat Halloween candy kicks

in, and I relied uj^on losing

my identity as a wargamer,

only to be known as a strategy

gamer, I just don’t see myself

adjusting comfortably to that

new title. For all the times

that I’ve had to defend this

Speaking of GameFix magazine, there's a double dose of good

news there for computer gamers. Not only are the boardgames it in-

cludes portable and playable enough to broaden the gaming horizons

of even the most hardened silicon strategist, but they’re fully support-

ing the Aide de Camp play-by-e-mail system. Game Publications Group

is expressly granting the rights to translate all of their games into ADC

format and freely distribute them. Finally, there will be some “public

domain” ADC software out there to download from the networks! For

more information on GameFixcaW (916) 362-0875.

Scott Hamilton of HPS Simulations has released a newsletter an-

nouncing many of the new features under consideration for Aide de

Camp 2.0. While everything from art, to engine, to interface is being

up-gunned, the project will not be started until after Hamilton com-

pletes a Western Front/Desert version of Tigers on the Prowl. Anyone

with a brilliant idea for a title of said game {Shermans on the March!)

or seeking more information should call (408) 241-6886.

(continued on page 204)

WARGAMER OR

STRATEGY

GAMER? A

COLUMNIST HAS

AN IDENTITY

CRISIS

by Alan Emrich
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wargiiming hobljy ol' ouvs to those who
know nothing of it but who only assumed

the worst of us, well, ..I’ve earned my
scars in those debates and am iDrotid of

them. I still want to be called a

“warganier,” Knowing the lessons of his-

toi7 that wargamers learn, and our stud-

ied appreciation for the losses that wars

produce. I’m proud to be counted

among the wargamers, first and Ibremost

(although tiiat doesn’t stop me from

playing card games with my wife and

son).

Were I in the armed forces, I would

prefer to be called a “soldier,” not a

“peace keeper.” I really wouldn’t want

that kind of euphemistic job title, just as

I don’t want to be known as a “slraieg)’

gamer” in preference to being a

“wargamer,” And while I’ll read GameFix,

playing and enjoying both the war and

strategy games in it, just don’t forget that

I’m a xvarganwr first and foremost. Now,

where’s my silver helmet? I feel a need to

do my Patton imitation... ^

G“2 (continuedfrom page 203)

«^And while I’m still on the subject of the

purity of wargaming, one product to keep an

eye out for is QQP’s The Pure Wargame. The

first installment will cover airborne opera-

tions during WWII, but this appears to be

only the beginning of a series of operational

level wargames. While QQP has done many

fine, abstract, military-oriented games (such

as The Perfect General), this one is targeted

at history lovers. Those less historically in-

clined can look for Bahles in Time, an ab-

stract strategy/wargame of the future, and

QQP’s computer translation of the fine,

chess-like boardgame Conquest.

*^The lineup at Three-Sixty Pacific has

changed with the departure of Carl C. Nor-

man. Carl has been overseeing Three-Six-

ty's Texas operations and, in particular, the

Harpoon projects. He’s off to Silicon Valley

to join ranks with SSI. In the meantime,

we’re still watching the possible IntraCorp,

Inc. buyout of Three-Sixty as mentioned in

last issue’s READ.ME column.

«- Bill Stealey, former CEO and ramrod at

MicroProse, has been hailed as the big in-

vestor behind Interactive Magic, a new

neighbor to MicroProse in Hunt Valley, MD.

Their president, Paul Lombardi, indicates

that the company’s main thrust will be in

flight sims. They will also be putting some

energy behind other types of vehicle simula-

tors and military strategy games.

Speaking of games that fly, Big Time

Software’s Charles Moylan became a popu-

lar guy with game publishers when they

learned he was preparing his Macintosh

Flight Commander game for Windows. He has

signed a deal with Avalon Hill, and Flight

Commander 2 should be out later this year.

After this substantial upgrade to their well

received Flight Commander modern jet era

strategy game, Charles plans to fly this en-

gine over to WWII where the air war over

Germany will be the subject of his next de-

sign effort.

^ And while we’re at Avalon Hill, they

seem to be having an identity problem with

Beyond Squad Leader. For the umpteenth time,

this game will not be a computerized ver-

sion of the mega-hit Advanced Squad

Leader boardgame. BSL features real-time

action (as opposed to the turn based

boardgame), and the scale is smailer—the

units of maneuver will be teams of 4-5 men

(20 per side, plus AFVs and other vehicles).

The game will also include a campaign ele-

ment where you can take your teams from

battle to battle, gaining experience every

step of the way. Specs are currently 486 or

Pentium, plus SMB of RAM, SVGA only, and

probably a CD-ROM by the time it’s released

next year.

Avalon Hill has also lost two of their top

in-house wargaming talents, Rex Martin

(who is going back to school) and S. Craig

Taylor, Jr. (who has left for MicroProse).

While their boardgame release schedule for

next year remains ambitious, their computer

games keep rolling along too. Their Com-

puter Third Reich, for example, while long

delayed, is having neural net concepts im-

plemented to supplement the game’s Al.

Also, computer players will have about 20

to 30 strategic plans per side to help insure

less predictable gameplay for solo gamers.

AH also wants to put in a play-by-e-mail

system, but that would mean allowing the

computer player to handle some defensive

“reaction” moves that the boardgame al-

lows to speed up play. Who knows, maybe

the variants will return in the play-by-email

version and an editor can be developed to

create computer play strategies and new

scenarios.

^ Incredible Simulations of Defend the

Alamo! fame is well into its Little Big Korn

campaign. Apparently, it will be company

level with 150’ per hex and feature a large,

scrolling map. Take no prisoners, guys!

One man who will never be a prisoner in

this industry Is Jeff "Johann” Johannigman.

He’s been with just about every software

publisher you can name (rumor has it that a

complete set of his business cards has be-

come a collector’s item), and is currently

involved in a new enterprise with several

ex-Origin folks and working on a project

called Lihle Wars. Johann describes it as

“sort of a SimCity with toy soldiers.”

^Johann is not the only cowboy in Austin,

though. The shooters at SImTex (Master of

Orion, Master of Magic) are busily putting to-

gether several games for several publishers.

Among them will be a project for Avalon Hill

which will be a computerized version of

their 1830 railroad building boardgame. Ru-

mor also has them outlining a Master of Ori-

on Deluxe (MOOD) project for MicroProse.

While I'm in the mood, did you know that

Sid Meier’s Civilization is being ported over to

the Super Nintendo system? Maybe there’s

hope for that next generation of gamers af-

ter all....

•While SSG’s Ian Trout might seem fishy,

his next project, The Last Blitzkrieg, won’t

be. While SSG would like to release it on

the 50th anniversary of the Battle of the

Bulge (that’s December 16th, 1994), the re-

lease might slip a little. The game boasts an

entirely new game system, complete with

devious artificial opponents, six scenarios

and a campaign game. The filmed replay

and PBEM features sound terrific.

^In the meantime, fans of SSG’s Warlords

II who want to relive their glory days on the

original Warlords map can send away for

their llluria scenario disk. The price, $10

plus $1 postage and handling. Send it to

SSG, P.O. Box 30085, Pensacola, FL

32503-1085 or call them at (904) 469-

8880. (And I bet the Sirians are still tough

to win with!)

•^Tough to win also describes the last few

games of Command HQ I played. While

Robert E. Lee works feverishly on a new ver-

sion of the game, our readers are reminded

to contact the CHQ Player’s Club BBS at

(407) 736-1205 for more information on

beta testing its next incarnation. You can

also contact Robert E. Lee via CompuServe

at [72124,707].

•^Fans of SSI's Tanks! will want to note that

Novastar Game Company is in the process

of unleashing a whopping 20 scenario disks

for that game. These are the same people

who recently rereleased 18 out-of-print SSI

wargames. For more information, contact

them at (916) 624-7113.^
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THEMSELVES AND SEEK THEIR FORTUNES, AN

OPPORTUNITY ISNOWOFFERED.

EE PREPARED, FOR YOU WIPE ENDURE TESTS

OF COURAGE AND SKILL AS YOU VOYAGE TO

DISTANT AND NEWLY CHARTED PORTS IN

PURSUIT OF GREAT WEALTH.

BE ALERT ... ANNOUNCEMENTS PERTAINING

TO THESE HIGH SEAS ADVENTURES ARE

FORTHCOMING.

" hav(

''’ejourne,

'^Port
Trader t

ARRIVING SOON ATA PORT NEAR YOU

Impressions
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REVIEW

Soldiers In
TheSandbox
New World’s IRON CROSS

Plays Fast And Loose With World War II

by Josh Bruce

I

N THE MINDS OF MOST GAMERS, NeW
World Computing has been itpe-

CAST AS THE ROLE-l’LAYING COMPANY

responsible for the Might and Magic

series. But while New World has cut

more than a fetv slices of their loaf from

the M&M games, they have also pub-

lished many liglu-weighi, fun, and
playable strategy games including King’s

Boun'it, Spaceward Ho!, and Empire

Deluxe, one of the most commercially

successful and en-

during introductory

wargames. It’s no

surprise, then, that

Iron Cross, their

latest strategy game,

is obstensibly a fun,

fast, and furious

real-time game.

Rather than in a fan-

tasy, space, or ab-

stract setting,

however, the action

takes place in the

France of World
War II, offering ttvo

dozen scenarios and

• flexible unit choices.

'Hie battleground is displayed in a top-

down perspective that will immediately

remind players of either the view from

the Goodyear blimp, or David Letter-

man’s sky-cam, as ant-like infanti7 crawl

across the screen and planes circle be-

neath the player. While this view might

be a little disconcerting at first, it is ex-

tremely functional and visually pleasing

once you become adjusted to it. The
maps are extremely well done, with ter-

rain laid out as it would naturally appear,

without the constrictions of a hex grid.

Woods are a deep, realistic green, and

buildings (both wood and stone) are laid

out with multiple levels and a veiy tex-

tured appearance. It’s vei^ pretty, until

the action starts; then, the terrain gets

pot-holed, cliarred, and mangled in

eveiy which way.

BURN, BABY, BURN
Not since Crush, Crumble, and Chomp
have forests burned and cities been re-

duced to rubble

in such visually

violent fashion.

Every time a

weapon lai'ger

than a machine
gun fires into a

building, forest,

or field, there is

a chance that the

area will be de-

stroyed. In the

heat of battle,

with Oame-
throwers speu'ing

and artillery

rounds speeding

overhead, any-

thing standing jn'obably won’t be when
the battle is over. And while you don’t get

any victoiy points for completely depo|)-

ulating woods and leveling villages, you

do get a guilty sense of satisfaction.

Fires are particularly devastating, since

not only will they spread to other areas of

the map, they will also destroy anything

that happens to get in llieir way. While it

is an interesting tactic to set fire to one

section of a building and waich as the en-

emy units cjiiite literally “bake off,” it is

really overdone. The flame-thrower is far

too prevalent in Iron Cross. This special

weapon was only used by certain elite in-

fantry in World War Two; yet in Iron

Cross, any formation can possess one,

which leads to some wild fire fights, quite

literally, but is completely unrealistic.

The units firing these potent weapons

of destruction are either individual tanks

or guns, with infantry squads numbei'ing

about 20 men apiece. Each individual

tank type has its own top-view profile,

making unit identification easy. As with

the buildings and forests, tanks perish in

dramatic fashion—a gi'aphical explosion

covers the unit, as smoke and fire pour

from within its confines, and finally an

explosion sends the turret skyward. Be-

tween the flame throwers and tlie demise

of tanks we begin to get a sense thai Iron

Cross is more about balls of flame, thun-

dei'ing explosions, and playground war

drama than historical simulation.

OK, MEN, MOVE OUT!
Units ai'e accessed by simply clicking on

the unit you want to give orders to. You
can then select what mode you want the

unit to be in, either attack only, move
only, attack and move, or move and at-

tack. Once a unit is accessed, all enemy
forces that the unit can see are encom-

passed in a square, and combat is initiat-

ed by clicking on any of the available

targets.

Movement is handled in a similar

fashion, with the player simply clicking

on where they want the unit to move to.

Once your orders are entered, you can

sit back and watch as your fearless disci-

ples cany out youi' plans. The interface

is extremely intuitive, and players

should be able to leap right into the

mouse; supports most major sound cards.

Protection: None
Designer: Phil Steinmeyer

Publisher: New World Computing

Woodland Hills, CA
(800) 325-8898
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It's ptii game on pui teinis. Kox-basel

tactical, detailed. Sounds pod. Looks euen

better. You knotu the rules. Time to play.

The Futuie of Combat is Koui.

' Tactical, turn-based hex utargame

Superb 2SB color SilEII graphics

full scenario builders unit editor

' 18 types of near-future military hardware

Hodem play

1 hex ‘ ! km (range)

i turn = S minutes

' Fully animated mouement S combat

Impressions

i'KXXX LiXJlS

Full scenario editor and builder Pull up information on any class of units
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ter by choosing a name, which side to

play, and a difficulty setting. Then you

have to access one of these characters

before you can pick a scenario, with pro-

THERE GOES THE CHALET Allied troops move in on a German-occupied

village. There won't be much left of the architecture by the time the

fighting is through.

motions or demotions dependent upon
how well you do with this character. Un-

FamM'

MILITARY FIRE SALE You can choose from a wide variety of troop,

armor, and artillery types when forming your force. Load up on flame-

thrower units if you're into pyrotechnics.

British paratroopers at Arnhem in A

Bridge Too Far. And I ihouglil / didn't

have any job security....

Iron Cross also has some glaring

omissions in its sys-

tem. The worst has to

be the lack of indirect

fire. Artillery cannot

shoot over tei'rain in

Iron Cross. Kver

since the Great Gods

of Wargaining de-

creed that movement
points could not be

transferred from one

unit to another, nor

saved for use on a lat-

er turn, the ability of

artilleiy to blow large

holes in small things

veiy far away has been

one of the basic cre-

dos of wargaming.
This design decision

makes artillery units

virtually useless in the game, 'fhe ab-

sence of such details really leaves yon

feeling that Iron Cross has none of the

historical flavor so necessaiy for enjoy-

ment, and you have little sense that you

are learning anything about the conllict.

The historical commentaiy in the manu-
al, as good as it is, fails to iind voice any-

where in the game.

Ultimately, this game is far too unreal-

istic, even for a low-complexity wargame.

It is the wargaming equi\’alent ol' playing

soldiers in the dirt: you pick your men,

set them up and knock them down. And
while pushing units around and watching

things burn might be fun for a while, it’s

not going to hold a wai'gamer’s attention

for long—especially wiili so many oilier

more playable and historically interesting-

toys in our toybox. W

game with only a brief glance at the

rulebook. However, if players do skip

the rules, then they will also be skipping

one of the best features of Iron Cross.

While the instructions are pretty stan-

dard, Iron Cross truly shines in its his-

torical commentary. Each scenario

comes complete with a full explanation

of the battle, orders of the day for both

sides, and a listing of recent events.

While members of the “Let’s Kill it Be-

cause it’s Big” fraternity may skip over

this section, most wargamers will enjoy

the historical perspective.

There are 12 historical scenarios, and

a custom design option that allows play-

ers to modify any of the original scenar-

ios, or to create their own with another

12 maps that have such heroic titles as

Town 5 and Valley 2. Upon selecting a

scenario to play, you are allotted a given

number of points with which you must

purchase your forces. Certain types of

units are unavailable in certain scenar-

ios; for example, in Prelude, a comman-
do-style raid which takes place right

before D-Day, no armor or artilleiy may
be purchased by

either side—fair

enough. But most

scenarios give

players far too

much flexibility in

selecting their

starting forces.

\\Tiile you can cer-

tainly get some
perverse joy at

Omaha Beach by

playing the Ger-

mans and picking

nothing but

JagdPanthers, if

Rommel had actu-

ally had these be-

hemoths on hand,

then Eisenhower
would never have

landed at Normandy in the first place!

Further, in Easy Company’s Hard Day, a

battalion of American paratroopers is at-

tacking a German-held village; yet with

this system, the paratroopers can be

completely equipped with Pershing

tanks. How’d they get there? Oh, yes, of

course, really big parachutes!

In addition, there is no campaign
game. The only thing remotely linking

the scenarios together is a primitive

role-playing element. Before a scenario

begins, you are asked to create a charac-

fortunately, there is nothing to prevent

you from achieving the highest ranking

possible by simply continually playing

the same scenario until it is mastered, or

from playing the same character in 300

battles until enough points are accumu-

lated to make you a General of the

Army. Further, if your character chooses

to fight for the Allies, then you can find

yourself commanding an American
corps m Avenging Malmedy, a battalion of

American tanks in Bridgehead at

Remagen, or a couple of companies of

IRON CROSS

RATING 1/2

PROS Great graphics, slick inter-

face, and ^vondeiful historical wrap-

pings.

CONS Unfortunately, when you tear

off the wrapper, there isn’t much in-

side. The gameplay has only the loos-

est ties to histoiy, and the excitement

of the crash’em basli’cm action fades

quickly.
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STRATEGY

Make^ur

ton’s 'I'lGKits ON 'mi'; Prowl game, wliicli

Standi
Using US Army Principles

To Plan A Sound Defense

by Gregory M. Smith

Lillie minds Uy lo defend eveiytliing al

once, bill sensible people look only al the

main point. They puny the worst blows

and stand a little hurl, ifthereby the)' avoid

a greater one. Ifyou liy lo hold eveiylhing,

you hold nothing.—Frederick The Great

A
s AN Ol'FICiiR IN TTIl-: US ARMV /YND

AS A WARGAMER, ONE OF MY
FAVORrn- 01*ER.ATT0NS TO PLAN IS A

good defense. Whether on the

field or in front of my favorite

game, I’ve found that tlie principles used

by the US Army to plan a clelense have

sen'ed me well. In order to pass on these

principles to fellow wargamers who
liaven’t had the benefit of olficer train-

ing, I’ll discuss them using Scott Hamil-

olfers a good taciical model of the mod-
ern battlelield.

The US Army uses (bur main defensive

planning stejrs which you can adopt to

Ibrm a systematic winning aj^proach.

These are;

1 . Analyze tlie tei i'ain by using the

OAKOC process, discussed below, fl’his

is not a typo; the acronym used to be

OCOIsA for years, but was doctrinally

changed in 1994).

2. Decide on where lo kill the enemy,

and place farget Reference Points

(TRPs) and Engagement Areas (EAs).

3. Position weapons systems to cover

'I'arget Reference Points.and Engage-

ment Areas.

4.

Integrate Combat Support and
Combat Sen’ice Support systems.

The main problem most people tend

to have is that they put steps 2 and 3 out

of order. They’ll see some good terrain

and start putting units on that tenain

—

this is totally wrong! You must decide

where the enemy will most likely ap-

proach, and then decide what areas will

become your killing grounds. Once you

decide where to take on the enemy, then

it becomes much more readily apparent

where to place units to get the most out

of the terrain.

I’ll use the “Adamow” map from the

basic TiGF.its ON the Prowl set as the ba-

sis for this discussion, with a “from
scratch” scenario of one German tank

company and two infantry companies

against a Soviet brigade. Although I am
using Tigers on the Prout, this process

can be used with virtually any tactical

game—provided it models real-world

tactics with reasonable accuracy.

THE ABC'S
OF TERRAIN ANALYSIS
OAKOC is an Army acronym that stands

for:

Obseiwation—What are the best places

h orn which to observe enemy movement,

and to discern the enemy’s intentions?

Avenues of Approach—What are the

high speed approaches to the defensive

area? Are there Hanking entiy points?

Midden approach routes?

Key Terrain—What terrain features

dominate the area through fields of fire

or as obseiwalion points?

Obstacles—What natural obstacles ex-

ist, and what man-made barriers can be

easily placed or already exist to impede
the enemy’s progress?
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As a strategy game, PANZER GENERAL will stimulate your mind. But

your eyes and ears won’t believe how great it looks and sounds:

stunning SuperVGA graphics,

/ authentic World War II

/ y ! combat photography

M 1

footage 'plus

m- CD-quality music and ^&|^||^^|
dynamite sound effects.

You’ll love the way

it plays: Panzer

‘ -X ^WL General is one \
VI*" blazingly fast

game!

The year
vf ^iMIiMJL'.

is 1939; you

; are a German

with a fresh

command
in Poland.

$ Anything can

happen, and every

Wg^^' game you play will be dif- 1|^H|B|||^hP
ferent. Win and advance to the

next front of your choice. Lead well

and your increasingly battle-hardened

core group of units could be plowing across A

Europe, North Africa and the Eastern
^ ji

Front. You could even end up in England

by 1940— or in America by 1945!

Besides the campaign game, there are

35 progressive scenarios which you can - .x

or Axis side.

On CD-ROM and

3.5" disks for IBM & Compatibles.

play as either the Allied

Choose from 350 unit types, from Tiger tanks to B-17 Flying Fortrej

PANZER GENERAL. Setting a
new standard
in strategy

I gaming.

To order, visit your retailer or call SSI Direct Sales at

(40«) 737-6800 with VISA or mastkrcard in U.S. and Cam
©1994 Sirategic Siinulaliura. Inr-. All rights resfrvetl.



Cover and Concealment—VVliat delen-

sive terrain, natural or man-made, can

shield my units from harm, or hide them

from the enemy?

Looking at the Adamow map (fig. 1),

we can see that the terrain gently slopes

upward from right to left, giving the de-

fenders somewhat of an advantage. A
large wooded area slows the attacker to

the south, while a smaller wooded area

does so to the north. The road network

runs generally east-west throughout the

sector, with smaller trails running

through the wooded area in the south.

The river network will tend to channel

the enemy into corridors which run east-

west, hampering his lateral movement.

Now it’s time to put the OAKOC process

to work in analyzing the scenario.

Observation: The small hill centered

on hex 3622 gives an excellent view of

force movements to the east, as does the

larger plateau further west. The small

woods near the center of the map
(around hex 5722) are one level higher

than the low eastern terrain, and pro-

vides a good vantage point to view the

large town centered at hex 7027.

Avenues of Approach: There are basi-

cally three routes which could be used by

an attacker, the first two of which could

handle a full battalion each, and the third

along which a company-sized unit could

reasonably maneuver. Our first Avenue

of Approach (AAl) is about 10 hexes

wide and runs along the road netwoi k to

the north of the small hill, basically cen-

tered on hexes 6722-5819-41 15-2021.

The second Avenue (AA2) is about 5 hex-

es wide and runs along the center road,

around hexes 6727-4625-3328-2021.

The final Avejiue (AA3) is the smallest,

and is essentially comprised of the trail

that runs east to west through the large

wooded tract. Notice how the river net-

work prevents the attacker from getting

south of the center road unless he crosses

at the bridge at hex 4927.

Key Terrain: ^Vithout a doubt, the

prime real estate is the center bill. From
this commanding location, units can ob-

serv'e and fire on any enemy appi'oaching

from either of the two larger approach

routes. Further, armor on the hill can

easily re-deploy to better engage a threat

from either direction. Other key terrain

would include the town at hex 41 16, the

woods around hex 5722, and the town at

hex 3426. Finally, don’t forget the

plateau on the northwestern edge of the

board, as it tends to negate any enemy

jjenetration in that direction.

Obstacles; Obviously the river itsell' is

a major natural barriei' to movement, as

are the large woods in the south. As pre-

viously mentioned, the river network

channels any enemy attacks along the

center road, and also prevents any easy

north-to-south re-deployment of forces.

Cover and Concealment: There are

plenty of woods hexes to provide cover

and concealment for mortar and infantry

units. The center woods (around hex

5722) is a near-perfect spot for a well-

hidden forward observation post. Of
course, the town near hex 3426 and the

woods to the north would also provide

good defensive covei'. Beware of the ene-

my infiltrating into the southern wooded

tract, where his units will have excellent

concealment—although his progress

would be greatly slowed there. Enemy in-

direct units may be housed in the two

eastern towns, which provide good con-

cealment for infantiy as well. Emplaced

armor units will likewise find some cover

from the elevation of the center bill.

The best of intentions are wrecked by the

iveather.—Heinz Guderian

During your terrain analysis, you

should of course include the weather. In

TtGtRS ON ‘iHt; PROtvi., this can range

from great to terrible, from snow to rain,

from day to night, all of which influence

your defensive planning dill'erently. What

might be a wonderful dayligbt defense

might fall apart under limited illumina-

tion. A defense that depends on the abili-

ty of a tank resen’c to react to a hole in

the line might be severely limited in a

muddy scenario. Minimize the eiVects of

weather as much as possiljle with illumi-

n'ation flares and the like; but mostly,

know your unit capabilities, and know

how the weather will affect them.

Agitate the enemy and ascertain the pattern

ofhis movement. Determine his dispositions

and so ascertain the field of battle

—Sun Tzu

Now thtit we htive a good f eel for where

the enemy is coming, we should decide

on where we want to kill him. 4'he best

engagement area is near hex 43 1 6 in AAl

and hex 5225 in AA2, therelbre we’ll call

those hexes Target Reference Points, or

TRPs, 101 and 102 respectively.

Another type of direct fire-control

measure is tlie engagement area (EA).

We could, in addition to the TRPs, call

the rectangle marked by hexes 3910-

3918-4618-4610 “Engagement Area
STURM," or “EA STURM" for short.

The doctrinal definition of an EA de-

mands that at least two sub-units be able

to fire into it. llie advantage is that any

enemy unit finding itself in the kill zone

should be open to flanking shots from
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201 Bellevue Building,

Newark, DE 19702

Four hostages are being held at the American Embassy in London!; West
End. You are in control of the smallest and most secretive fighting unit in the

British Army - The Sabre Team. It is your duty to infiltrate the embassy, res-

cue the hostages, and treat the terrorists with extreme prejudice. Complete

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.

Available for IBM" Compatibles on 3.5" disk and CD-ROM
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game landscapes.
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T 5 challenging missions with
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one of ihe two friendly units, exposing

more vulnerable armor. In AA‘^, we’ll

need to ambush any penetrating units.

So we’ll put TRP 103 at hex 4.'i39 and

TR.P 104 at hex 3637.

Now for the fun part—placing] units!

Assuming we have one Panther company

and two infantn’ companies to stop a So-

viet brigade, how can we best place the

units?(Fig. 2)

The Panther company should have po-

sitions on the center hill, possibly along

hexes 4022, 4023, 4124, and 4 125. From

there they can cover EA STURM and

also pour lire into TRP 102. Notice that

the range to TRPs 101 and 102 is about

1200 meters, which is a good lii'ing dis-

tance for the Panthers (depending on en-

emy armor thickness).

llte first infantr)' company should pro-

vide fires into EA STURM. Several pla-

toons can cover it from hexes 3908 and

3909, and possibly a platoon at 3809. An-

other pmdent move is to place some de-

tachments to provide early warning at

hex 41 16 and hex 5722.

Since AA3 is heavily wooded, anti-tank

ambushes at point-blank range would be

most effective. Place one infantry compa-

ny to cover the south, with a few detach-

ments to provide olxseiwation along the

wood’s edge. .Most of the company
should be deployed in depth to cover

'I'RPs 103 and 104. Any other direct fire

AT weapons should be used to help cover

EA S'l'URM, the majca' threat. If tliey are

very short-ranged (such as an AT pla-

toon) they’ll ju'obably be better served

blocking olf /\A3.

C/o.ve/v allied lo Ihe coafideace xvliirh is due

la good leadersliij) is llial xehich is caused

by Ihe feeling of being supported.

—Sir Basil Liddell Hart

Now is the time to place all those neat

additional units and assets, such as im-

proved positions, wire, mines, artillei7 ,

and pre-planned targets. The objective is

not to place them haphazardly: rather,

they should be integrated into your plan

and irsed as a '‘combat multiplier” for your

forces. Obstacles should be tied into your

engagement areas and TRPs, and should

be covered by direct fire. Obstacles are not

intended lo kill the enemy, merely lo slow

him down so that your other weajjons are

more efi'ective. Each TRP ought lo be a

pre-jDlanned ariilleiy target, coordinated

with wire and mine emplacements.

Planning a successful defense is a

tough but rewarding job. Usually the de-

fender is outnumbered, sometimes badly,

and there never seems to be enough ar-

tilleiy to go around. Our analysis of the

scenario includes an accepted risk in the

far north area of the map. An enemy
thrust along this route would require a

tank movement to the northern plateau

to counter it. Our final lesson then, is

that planning not only brings risk, but

also requires that you respond to the ene-

my. ^Vhile it won’t guarantee victory,

sound planning based on the four steps

listed above, will both minimize risks and

increase your options in dealing with

bold maneuvers frtJin large enemy forces.

Good luck—and good defense.

Gregory M. Smith had over 12 years expe-

rience as an Amor officer with the US Anny,

seroing as a tank platoon leader, XO and

company commander. He taught militaiy his-

to)y and leadership at the US Anny Armor

School, and is currently a Professor ofMilitary

Science at California University ofPennsylva-

nia. During Desert Stoxin he served with the

Isl Infanhy Division in an MlAl taxik bat-

talion. Greg has been playing wargames since

1973. W

For an interesting and often winning game of Grandest Fleet, try a

lopsided fleet set-up. What I mean by lopsided is that your initial
fleet would consist of 80% subs - or 85% carriers - or 90% cruisers.
You will be amazed at what can happen with this type of set-up, cruisers
especially, have a lot of fire power for their relatively low buy
points. A lopsided set-up will prove challenging and usually a lot of

fun. If you choose mostly siabs, for instance, they will be deadly and stealthy,
but you must carefully plan your moves to stay away from ships most destructive to

subs. Go for it?! You will be intrigued.

In the random maps , don ' t shy away from the small maps . They may not be the big
macho game that the humongus maps render, but these small ones are challenging,
especially at the higher levels. In any of the random maps start with one,
possibly two, strong bases of operation and strike out offensively from there,

is very ten5>ting to spread your forces over the map to get those victory points
quickly. My suggestion is, don't spread out. Have that big attack fleet (or 2)

and roll over your opponent.
If you don't use bombers - use bombers!! They are infininitly valuable. a) To re-
inforce an offensive, b) Help defend a thin defense, c) Bombard enemy towns, and
d) To keep your opponent constantly off guard.

Quantum Quality Productions
495 Highway 202, Flemington, N.J. 08822

It

Circle Redder Service # / 79
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{^inline ROMMEl^, MONTC It was hardened master-minds like these that

devised the strategies and led the forces in the fight for Europe during VWVII. Now it’s your turn to play

general, giving orders to your best commanders in KOEI’s exciting new video game OPERATION EUROPE.

Take charge of the Allies as they prepare to liberate Europe or lead the

ruthless ^is in its push for global domination. Victory can be yours in the

War in Africa, the famous tank battles at Kursk, Battle of the Bulge, Battle

for Normandy and the Fight for Berlin.

Along the way, assassinate enemy commanders using Special Forces, have

engineers destroy bridges and lay mines, sabotage supply lines and drop

paratroop units into occupied cities.

Operation Europe from KOEI! With this gang, the world will never be the same again!

^ Relive historical WWII battles in six separate scenarios

^ Select your commanding officers from a list of historical

figures that Include Patton, Rommel and Montgomery

AS COMMANOER FOSITIDN
YOUR REGIMENTS FOR VICTORY!

OUTFLANK YOUR ENEMY
ON THE BATTLEFIELD!

ORDER YOUR TANKS TO OPEN
nRE ON THE AXIS' GUNS!

AVAILABLE FOR SNES A SEGA.

Koei Games are available for all systems in

retail outlets nationwide! If you can't find

the Koei product you are looking for, call

us at 4I5-348-0500 (9am to 5pm PST).

^ Sabotage supply lines to enemy cities by bombing bridges

^ Eliminate enemy commanders using Special Forces units

^ One or two player excitement

KOEj
KOEI Corporation, 1350 Bayshore Hwy., Suite 540. Burlingame, CA 94010

Operation Europe is a trademark of KOEI Corporation. Nintendo, Nintendo Encertainmont System, Sega, Sega Genesis

and the official seals arc trademarks of Nintendo olAmeria and Sega of America.
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REVIEW
I

Dungeons
&Donjons
Impressions' LORDS or THE REALM:

A Holistic Strategy Came

by Johnny L Wilson

I

I' ^’OU ONLY rillNK ()1‘ (ASTLI'Jb ANTl-

QLIATKD I'OK'l'RESSKS 'I'lIA'I' SEin'El) AS

‘ITIK DlWEiY IIOMICILLS Ol' A I’KIVILEC'-Kn

class, y(ui probably won’t like Impres-

sions’ Lorixs or i'iii'; Realm. If you

think ol' castles as centers ol’politiciii, niili-

taiy and economic inlliieiice which could

block invasions and control entire pojjula-

tions, Lords orn-tE REAi.\t is likely to be

your kind of game. Like Interplay’s G\s-

rU'is series, I^ords allows you to control a

Ref and build cas-

tles (both historical

Hoorj)lans and cus-

tom designs) on

your way to becom-

ing king. In I.ords.

however, yoit strive

to become the king

of a j);trticular

counirv, Kiighind,

and must do con-

siderably more mi-

cro-managing to be

successful. ’Llie re-

ally good news for

strategy gamers is

lluit you can com-

pete against human-controlled oppo-

nents, either by hot-sealing at the stime

computer or by playing vi;i modem.

Ev(')i. a rural castle could not safely

be bypassed, because its gY/n'/.vcj?/

could cut the invader's supply lines.

The mobility of the garrison—nea.rly

always supplied with horses—con-

ferred a large strategic radius for

many purposes.

— joseph & Frttnees Cues,

Lile in a Medieval Castle, p. 1S7.

The first thing I discovered about

Lord.s was that it offered a considerable

amount of historical realism. In one of my
first sessions with the game, I tried to con-

quer as many different counties as quickly

as possible. I was reasonably successful,

too. Yet, as soon as I spread myself slight-

ly too thin (probably due to a megaloma-

niac’s naivete that my artificial opponents

were “too dumb” to. notice), OJie of the

computer players recaptured a recently

conquered county, and an unwelcome

message flashed

on the screen: I

didn't simply lose

that county, I lost

all the counties

the other side of

that county. 'I'he

game graciously

allows you to keep

playing the coun-

ties where you

have the most

population, but

such a miscalcula-

tion can really

mess up a game
plan. Yet, that fea-

ture vividly illustrates the point ihttl the

(lies were trying to make in the above

(]U()iation from their book.

I also appreciated the provision for

creating a combination mercenary and

raised army, as well as the realistically

small numbers of combatants. In Lords,

you are much better oif hiring merceiiai'-

ies to do the bulk of yoiii' fighting for

you, since your vassals are usually much
ntore willing to pay scutage (funds paid

in lieu of militar}' service) than seiwe in

your army. Since the game monitors the

Ihtppiness Index in each county quite

carefully, mercenaries seem relatively in-

expensive. Unfortunately, they are not al-

ways available in the quantities that you

need. Fifty knights aren’t going to do a

lot of good if they’re facing 250 enemy

archers. So, I find myself doing two

things; I) choosing the “Raise Army”
icon regularly in orcler to check the tivail-

abilit.y of mercenary troops (you don’t

have to raise the army if you don’t find

the units for which you’re seeking) and 2)

drafting some cannon-fodder I'rom the

county to accompany any elite mercenaiy

troops I hire (since I can tise them to de-

llect enemy lire from the more elfective

elite troops). On occasion. I’ve had units

of mercemir)' iirchers defetil armies that

vtLstly outnumbered them because the

computer’s armies were chtising the foot-

bound jieasant cannon-fodder while my
archers whittled them down to si/e.

.Another positive lactor is the tvay in

whicli combat is handled. Whenever ;i

knight icon (representing an army) touch-

es a j)e;is;uit icon (representing jxjpular

resistance), the town cross icon, or an op-

posing knight icon, a dialogue box pops

up and asks if you wtint to attack. If you re-

])ly ailirmatively, the screen dissolves into

a tiicticiil btiitle screen reminiscent of Im-

pressions' Micro-Miniatures series or the

tactical battles in 'FiiE Sword oEftiE Samu-

rai from MicroProse. Vou just jx)int ;md

click to set (brmations, indicate objectives,

and establish targets. It was ptiriicularly

nice to see that there were terrain elfecis

on the randomized biiltlefielcls and that it

was possible to lake advantage ol’ the ter-

rain by luring enemy soldiers into swampy

areas and mowing them down at long

range with my archers (a lactic you may
have used in the land battles of PiR.\'ri-;s!).

In siege warfare, you liave the option of

tiying to lake out the castle with a full-

Loros op the Realm

Price: $69.95

System

Requirements:

IBM-compatible

386, VGA
graphics, 10

MB hard drive

space, mouse;

supports most

major sound

cards

# of Players: 1-2 (modem)
Protection: None

Designer: Chris Foster and David Lester

Publisher:' Impressions Software

Cambridge, MA
(617) 225-0848
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Quantum Quality Productions.'inc,

The finest computer bridge game ever created!

Take part in the world renowned "Bridge

Olympiad" tournament right in the comforts of

your own home. Bridge masters are calling this

bridge game the most challenging ever! The

computer will test bridge masters’ abilities while

being the mentor for novice players. Practice

slams, defensive play, and how to play no trump

hands. Choose the type of partner you want to

play with. Each partner has different bridge

techniques and styles.

"A great way to practice before an upcoming

tournament"

“I have never seen such a clever computer partner

and opponent"

• Masterful Computer Opponents

• Complete Player History

• Largest Number of Bidding Conventions On

the Market

• The Bridge Game For A Lifetime

• Tournament Play

• A Myriad of Computer Players, Each With A
Different Playing Style and Personality

“Bridge Olympiad” 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 08822

Copyright 1994 Q.Q.P. All rights reserved.

IBM is a trademark of International

Business Machines.

Circle Reader Service §103
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The Yeomenof :

CornwoU
;

are ihccortons.

From an initial 246 men,
20/ live CO finite o^ain,
39 lie (lead.

The enemy army
is uantitushed.

Clich riyhe to exit.

You rule you lands wtcti

yrace and shill, my lord.

These are very good times
for us. I loch fm-ivardta
your coronation! i

I’easanfti 130/ Up
counties 1

Av..si2e 130/ 1,10

Health, perfect Health
I lappmeis; 39 ooivn
Food I'eserve;! 8910 up
Farm, output 214 Up J

EAT YOUR HEART OUT, HENRY V Digitized heralds hail your greatest victories.

Ilcclged siege or, as in real life, siirroiiiKl-

ing the place and stamng the ojjposing

army to death. I'he first option is much
more entertaining, since you use the

mouse to divide your total forces into for-

agers to locate food, builders to create ujj

to live different types of siege engines

(ladders, lowers, catajjults, trebuchets and

rams), and lighters to start using those

siege engines. I'he only thing missing

seems to be an option for having your

miners dig lunnels under the castle walls

so another group could gather some
obese pigs together and use their lard to

light a lire .so hot that it would destroy all

the limbering and undermine a .section of

the kecj). I'he undermined keep wall

would then, of necessity, fall. 01 course,

(he assumption may be that all of the cas-

tles in Lords are built on a solid rock

foundaiion such as Chepstow, in Wales.

No lord, however fond offighting,

could afford to neglect his estates.

Many txoelflh- and (hirteenth-centiu'y

lords passed ap perfectly good wars

and even stubbornly resisted partici-

pating in them because it meant leav-

ing their lands.

Lil'e in a Medieval Castle, p. ‘59.

In Lords or iin-: Ricalm, it is vital to

manage )’our dels properly. It is up to

you to be certain that your serfs and

pledged men can be fed, because in the

days before there were fixed market-

places, you couldn’t just open your irea-

suiy and feed the masses. You will have

to set aside an appropriate amount of

your (ields for agriculture, both lbi‘ grow-

ing gi’ain and for raising cattle and

sheep. You even have to decide how to

rotate crops. In the medieval period.

most farmers used

the three field

method. They
would sow one field

with winter wheat,

the second with

sjjring oats, barley

or beatis, and allow

(he third to lie fal-

low. 'Lite next win-

ter, the third field

woidcl be planted

to winter wheal and

the first field to

spi'ing oats or bar-

ley and the second

field would lie fal-

low. Fortunately, Impressions has simpli-

fied this j)rocess. Now, you only have one

growing and han-esting season (Spring

and Fail, respectively) and it is pretty easy

to manage your

crop and livestock

rotation with a rip-

ple effect going

from the fields dis-

played on one side

of the ci'op rotation

screen to the other,

LIuman re-

sources, how'evei',

are as critical to

your success in

Lords as agricultm-

al management.
You get to be a cen-

tralized Labor De-

partment and
determine how the

workforce in each county shall be aj)poi'-

tioned. The labor management screen di-

vides jjeasants into nine task areas: four

for agriculture (field maintenance, cattle

rtiising, sheep herd-

ing, and grain

growing) and five

I’or nascent indus-

trialization (con-

struction labor for

the castle, miners to

produce iron for

weapons, (|uanyers

to cut stone for

building the castle

())• for .sale, foresters

to cut wood for cas-

tles or sale, and ar-

morers who make

scale on the screen. Above each scale are

two sets of numbers. Hie numbers on the

left represent the number of laborers cur-

I'cntly assigned to that task, and the num-

bers on the right represent the number of

laborers needed for maximum elliciency

in tluit task.

On my first playing of the game, this

seemed deceptively easy. Later, I came to

realize that it is inelficient to move labor-

ers from Jobs that need one skill set to

jt)h.s that need another. That’s when I no-

ticed that the skilled labor positions had

a percentage listed that vacillated up and

down as I tried to move laborers away

from that sector into another, or as I

tried to add laborers to that sector. This

.simulated economy is set up so that you

have to make tough choices.

(j)unt Robert was to receive a “money

fief’ of500 pounds a year to fight on

King Henry's side luitli i,0()0

knights, or, if he runs simultaneously

summoned by King Philip, to Jight on

both sides at once, taking the field in

the weapons). Each jhOSE LIPS, THOSE EYES Don’t be fooled by the Countess’ appearance. She
task area is repre-

is a tough-as-nails negotiator.

sented by a sliding

THE SINCEREST FORM OF FLAnERY Even while he drops empty

compliments, your advisor feeds you invaluable information.
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FOLLOW ME, MEN! You are free to lead your faithful soldiers anywhere

—

even into a formation-breaking swamp.

person for Philip, but xuith only 20
knights, while sending 980 knights to

fightfor Heniy.

Life in a Medieval C-astle, p. 53

As the incidcTit just related indicates,

diplomatic skill was extremely useful in

the medieval period. As in Interplay’s C.\s-

'I'LKS 2, diplomacy is extremely important

in Lords of 'n-ti-: Rkalm. Provision has

been made for the artificial opponents to

keep ti'ack ol' any

sleights or overtures

you make toward

them, and those

maneuvers can ei-

liier bless or curse

you in the remain-

der of the game.

Naturally, there is

provision for diplo-

matic messages be-

tween human
opponents, as well.

Unlike Castles 2,

you have more ways

to signal disregard

for an opponent. It

is not simply a mat-

ter of being for or against a given oppo-

nent—your actions and attitudes add up

o^’er the course of a game.

A characteristic feature [of a success-

ful harvest day] was the “sporting

chance;” at the end of the working

day the lord gave each hay-maker a

bundle ofhay as large as he could lift

with his scythe, or a sheep was loosed

in the field, and if the mowers could

catch it, they could roast it.

Life in a Medieval Castle, p. 155

In summaiy, what Impressions has given

gamers in Lords of fhe RivM.m is: I) the

Joy of castle-building with an added di-

mension of economic management; 2) the

strategic challenge of a wargnme, complete

with tactical resolution; 3) KiNGMARER-style

diplomatic maneuvering with more op-

tions; and 4) two diiferent multi-player op-

tions in which to experience these

challenges. David Lester tmd Chris Foster

have given strategy gamers a “sporting

chance” to win at a game at which too

many historical personages ha\’e lost. ^

LORDS OF THE REALM

RATING ate 1/2

PROS Nice graphics and excellent

balance between economic, diplomat-

ic and military strategy, with added

bonus of multi-player options.

CONS In spite of historical detail,

needs scenarios with historical oppo-

nents and situations.

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 for this editor is $59.95. That’s under $1 . 50 per editor. Upgrades will be

available for new games as they 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, Tleasures 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, MegaTraveller

(1 or 2), Keef the Thief, Escape from Hell, Ultima Underworld (1 or 2),

IWilight 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 a/so available.

Please add $4.00 for shipping and handling.

Open from 9AM -9 PM every day for your convenience,

GOSSELIIM COMPUTER CONSULTANTS
P.O. Box 1083 • Brighton. Ml 48116 • (313] 229-2453

Circle Reader Service #69

'V 1 359 FRANK

The Infinity Machine works with virtually ANY game.

Our easy to use interface allows you to edit or freeze

almost any game feature - such as lives, gold, or energy - in

real time. Our slow-motion mode lets you breeze through the tough

spots like no tomorrow! What are you waiting for? Start living today!

$34.95us®®jz
DRIVE • MONROE, MICHIGAN 48161

TO ORDER, CALL 800-457-1161
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COME ON
DOWNY

|

0'

A Spectacular Subterranean
Journey Awaits!

Descend into the nether realm of Underdark and

the fabled city of MenzoberrMZfin. You’ll discover

a role-playing adventure unlike einy you’ve ever

experienced! New monsters abound. New tactics

and abilities meike combat more intense.

You can even levitate emd fly while fighting!

S
tate-of-the-eut digitized voices, sounds and

sights tremsform the Menzoberranzan
'

g^une into a powerful sensory experience.

Crisp, cle^ul high-resolution VGA delivers

the graphic beauty of Super-VGA >

^

-without an SVGA card! *

f «:' '

This fresh and excitmg role-playing epic *
, , j

is the most challenging journey i

through the FORGOTTEN REALMS'-
I

game world yet!
'

On CD-ROM and
S.S” disks for DIM ^^1
& Compatibles

Screens shown: 256-color High-Res VGA.

ADVANCED DUNGEONS a DRAGONS,
AD8 D. fORGOmN REALMS,

'

7TIU MENZOBERRANZAN. (he TSR logo

' V ?rAF and aItTSncharacten, charactor

'i J}!' f’on'da, and (he dltllncliva
' ' ' * likenesses theteof are trademarks

owned by and used under license

IromTSR, Inc., Uke Geneva, Wl, U.S.A.

019M TSR, Inc. ®1994 Slralagic SImulallont, Inc.

All lights reserved.
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AFew
Good Bugs
Entomolo^ Infests The Wargame

In Dynamix’ BATTLE BUGS

by Robert L. Hayes, Jr.

“1 love the smell ofleftovers in the morning.

!l smells like victory.”

—Sergeant Cock E. Roach

t's war here in the

trenches between kitchen tiles. Heavi-

ly armed and pincered insects ask no

quarter and give no

mercy. They sting,

they hop, they fly and

they swim, and if you’re

in the way of their next

meal, you might be-

come one yourself. 'Flie

best you can do is train

well, move, and defend

in coordinated swarms,

and be the first with the

most at Cola Lake or

Watermelon Hill #39.

You might think a

combat game about

bugs would be pretty

light fare, the gaming

equivalent of a wine

and fruit picnic instead of a typical

wargaming ox roast. But before strategy

gamers sc^uash Dynamix’ BA'iTt.K Bugs

with a Kleenex and flush it down the toi-

let, they should give this game a look;

there’s actually more here than meets the

antennae.

B,vrii.E Bugs is a detailed wargame of

tactical combat between warring insect

tribes, complete with traditional hexago-

nal movement (though you don’t get to

see the grid). The game combines a rea-

sonably good combat system with a deeply

disturbed sense of humor to produce an

experience tliat is playable, qtiick and (im.

POOD, FLAG AND GLORY
Batile Bugs is organized around a .series

of battles (56 in all) which make up a cam-

paign. llie goals of each battle are simple,

eithei' the slaughter of your oj^ponent’s

army or the capture of all the l()od on the

battlefield. There are no branches in the

campaign; if you lose a battle, you simply

play it over

again until you

win. Ifytm lose

a given battle

enougli times,

you will be giv-

en the option

to skip it and

move ahead.

Results of pre-

vious battles

do not affect

future battles;

each light is a

set-piece affair

that does not

change. Natu-

rally, the bat-

tles increase in complexity as the game
proceeds, with the two-on-one introducto-

ly scenario building up to massive battles

involving dozens of insects on a side.

Good performance wins medals, but oth-

envise there is no scoring system, 'file de-

signers evidently fed the play is the thing,

so players in need of ego massage from

their games will not find such suasion

here. Each battle is named, usually with a

pun so foul that good taste prevents me
from repeating them.

The Ba’I'ixk Bugs interface is slick, pol-

ished and reasonably intuitive. A handy

on-line help feature means that the man-

ual can be read once and tossed aside.

You can control your insect army individ-

ually or in small groups if controlling

packs of little pests is more your thing.

Each type of bug has a range of stan-

dard abilities (attack strength, hit points,

defense strength, movement speed), and

mtmy insects have special powers or abili-

ties. Ants and pill bugs (what I believe .sci-

entists call “rolly-pollies”) can throw

bombs, for example, while grasshoppers

and fleas can jump; the special abiliy of

the bombai dier beetle need not be expli-

cated in a family magazine. The various

insects ai'e artfully rendered, and visual

puns are eveiywhere. Wasps, for example,

wear tuxedos, cany Ci&Ts, and stagger

about intoxicated when stunned by an en-

emy bomb blast. The insect animations

are clever in the extreme; unlike most cute

cartoon characters, the.se do not soon pall.

TROOP INSECTION
The wargame aspect of BAn u-: Bugs has

not been neglected, fortunately, and tac-

tical wargamers will feel light at home or-

dering their insects about the tabletops.

The game is |}layed in real-time, but can

be paused at any time for inspection of

troops or changes in orders. It is general-

ly easy to move units about the playfield,

with a few exceptions. One particularly

glaring problem is that a small bug can

become “lost” behind a larger one in the

non-rotating isometric view that is the

player’s window on the game world; if the

larger bug is immobilized for some rea-

son (combat, bomb blast effects, etc.)

then the smaller bug cannot be accessed

for orders or information gathering, oc-

casionally with highly troublesome re-

sults. On the whole, however, the control

system works fluidly and well, and players

will not spend much time tiying to get

their units to behave properly.

Battle Bugs

Price: $44.95

System

Requirements:

IBM compatible

386 or better, 2

MB RAM, SVGA
or VGA graphics,

8 MB hard drive

space, mouse;

supports AdLib

and Sound

Blaster sound cards.

Protection: Documentation Check

Designer: Dennis Caswell, Craig Nelson.

Stephen Lewis, Mark Holmes

Publisher: Sierra On-Line

Coarsegold, CA
(800) 757-7707
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THE BUG BUNKER Operatives report enemy movement

near this vital Plop Tart. General Beatlebug orders you to

quash their forces and hold the pastry at all costs.

When units fight, they do so one-on-

one. Additional insects can pile into the

melee, assailing the enemy while being

unmolested themselves, since their target

is already engaged in a life-or-death strug-

gle. Aerial units (flies, bees, wasps, etc.)

can drop a variety of ordnance into masses

of enemy troops, while grenadiers can

throw some bombs while safe on the

gi'ound. Firecrackers and plain old bombs

will weak havoc over a large area, uiiile

rocks will smash one bug at a time. Sky-

rockets shoot down flyers, while limburger

cheese generates a long-lasting odor that

nauseates and confuses any unit which

passes through it. Poison can be laid down

to reduce the energy level of bugs that

need energy to fly or jump. Some units

are immune to some of tliese effects; cock-

roaches laugh at poison, for example,

while pill bugs are immune to explosives.

A variety of ten'ain types makes the tac-

tical decision-making process much more

interesting. Should your rhino beetle start

plodding tlirough the match-covered mid-

dle of the battlefield, or take the

longer route over the soup spoon?

The various food items which often

comprise the victoiy conditions for

the game also have vaiying terrain

effects. Some cannot be climbed at

all, and battles will be fougiit

around them, while others can be

captured easily by fast-moving fliers

skimming over the dismayed enemy

defenders. Insect generals who ig-

nore leirain will soon share the fate

of theii' larger brethren who do the

same, and their enemies will enjoy

the spoils of victoiy.

BUGS IN THE MACHINE
Game speed is adequate on e\'en a

lowball 386 clunker, so players should

have no difficulty keeping up the pace.

The music and sound effects aren’t bad,

but will suffer the “listen to it once

dien turn it off fore\'er’’ fate of most

wargame soundtracks. The game
uses 256-color VGA gi-aphics for the

basic screens, though players with

SVGA cards will find them utilized

with an 800x600 mode which dis-

plays considerably more battlefield

teiTain (and whicli doesn’t slow tlie

game unplayably, even on the

aforementioned lowball machine).

Requiring only two megabytes of

RAM and a piddling eight megs of

hard drive space, B,vm.E Bugs will

run on practically any computer

made this decade. It is refreshing to

find a quality game with good
graphics and sound that will run

even on slightly older machines.

The manual is clearly-written and tells

you eveiything you need to know to get

playing the game, making the also-excel-

lent on-line help feature somewhat

superfluous, though still useful dur-

ing those 3 AM gameplay sessions

when digging around for the manu-

al would disrupt a carefully planned

offensive. Miracle of miracle.s, Ba i
-

TLii; Bugs includes a two-player

mode (though, regrettably, not a

modem play feature) that works re-

markably well and which minimizes

“hot seating.” Players play the ordi-

naiy scenai'ios, with one jjlayer tak-

ing on the role of the computer’s

side. Each player has a user-config-

urable amount of “orders time,” but

the time they can spend is limited.

Once the lime is gone, the game
ticks down to its conclusion with no

further input allowed from that side, rhis

is a unique and workable way to handle a

real-time game, and it has the side benefit

of allowing foi' easy handicapping. Your

little brother keeps slaughtering you? Sim-

ply reduce his orders time Ijy half and

watch him scramble to ixy and keep up.

THE LAST BITES
All the above discussion of terrain, unit

movement, and tactical finesse should not

deter the gamer looking for a simjfie good

time. B,-Yrn.i': Bugs is nothing if not an en-

joyable game to play. The manual anrl

graphic elements of the game are unilitrin-

ly hilarious, from the radar display I'unning

on a “No Eniiendo Lame Boy” to grulf spi-

ders whirling into battle in a 'I'asmanian-

devil-like tornado. Ba'ITLI': Bugs manages

to achieve that rare fusion, a meaningful

tactic'al game which is funny as well as fiin

to play. No one will lose theirjob or spouse

to an overdose of BATiiJi Butts playing, but

plent)' of gamers will have many enjo)'able

evenings of conqueiing cheese wedges and

slaughtering .spiders. W

THE EDITORS SPEAK
I

BATTLE BUGS

RATING # aiJL aSt 1/2

PROS A whimsical and challeging

strategy’ game that runs well on low

end machines. Nice implementation

of the two player mode. Fortunately,

no bad “bug” puns are needed, since

the program runs flawlessly.

CONS In addition to one or two in-

terface niggles, the game is not ex-

ceptionally deep and has little replay

value. Definitely for the casual gamer

or the wargamer on R&R,

SAY YOUR PRAYERS, MANTIS A tiny command interface

gives bug soldiers their marching orders, in this case to

crawl over and kick that mantis' thorax.

BEE BOMBARDIERS Flying insects with firecrackers or

bombs are fleet and pack a whollop. Pirated electricity

powers the tactical CRT displays at bottom.
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1 800-233-0010
Tech Support: (608) 836-8001

P.O. 60x55164

Madison, Wl 53705-8964

Visa / M.C. / AMEX weicomedi

Hours: M-F 9am - 6pm
Sat. 9am -1pm CST

MITSUMI $129 !

Doubie Speed FXUOID
^

The 250ms. .350KB/.scc Milsuini dimlilc-.speeil blows

away other CD-ROM drives costiii" twice :is muchl The

Mitsumi comes complete with a l6-bil interface card,

instailation .software and cables to connect!

CCHINON
Cl)S53S Double Speed CDROM drive

• - - iflW !> I

With an access time of 250ms.

and a double speed d.nta transfer

rale of .3()0KB/sec and a 256KB
buffer, the CDS-535 is one of the

fa.sicst double-speeds around!

PC Magazine Bdilor's Choice!

New Low Price! $249

NECingii
MultiSpiniXi

This NEC triple speed CIO-ROM
drive features a lightning fast

I95nis access lime. 450KB/sec
transfer rate, and a conlinuuus-

flow 256KB cache. Exceeds

MI’C level 2 speciricaiions and is

PhoioCD Multisession and

QuickTime compliant. .Switch-

able SCSl-l/SCSI-2 interface.

Triple Speed! $405

4PLEX Quad Speed

PIcxior'snew 4)’LEX quad spcci

CD-ROM brings a slunning new
level of multimedia performance

to your computer. The drisc

features a fi<X>KB/sec transfer rale

I50nis seek lime (220nis access),

and a I megabyte huffer! Includes

a 2-year inamifaciurer's warranty

Quad Speed! $465

CRUATIVE

Game Blaster CD 16

The Game lilasier CD 16 mullinicdia upgrade kit

features a Sound Blaster 16. a double speed CD-ROM
drive, pair of speakers, high performance joystick, and

an incredible software bundle including Rebel Assault.

Return to Zork. Iron Helix. Sim City 2(MH). Civili/aiion.

New Gruber's Multimedia Encyclopedia. Lemmings,

Indianapolis, The Simulation, Silenl Sendee II. FI17A
Slcalth I-ighier, Raiho:id Tycoon and more!

Best Price! $365

MULTIMEDIA HARDWARE
MM UPGRADE KITS

Game Blaster CD 16 365
Edutainment CD 16 395
Discovery CD 16 299
Digital Edge 3X 655
Creative Omni CD inf. 1 95
Creative Omni CD 3X 349
Media Vision Reno 275
MV 2000 Family kit 329
MV 3000 Super kit 389
MV 4000 Premium kil 495
MV 5000 Pro kit 685
Reveal DC230 Hm Ofc kit 239
Reveal DC240 Educ, kit 239
Reveal DC250 Ent. kll 249

Reveal DC260 Edut. Kit 249
Sony Medio Magla kit 1 45

CD-ROM DRIVES
AztechCDA268-01Aw/kit 129

Chinon CDS 535 internal 249
Chinon CDS 535 int. w/kit 284
Chinon CDX 535 externol 355
Chinon CDX 535 exf. w/kit 389
Creative Omni CD int. 195
Creative Omni CD 3X (Newl) 349
Mitsumi FXOOl D dbl spd w/kIt 1 29
NEC Multispin 3Xi internol 405
NEC Multispin 3Xe external 439
NEC Multispin 3Xp portable 379

NEC Multispin 4X Pro 899
Plextor DM3028 Internal 255
Plextor DM3028 Int. w/klt 319
Plextor DM5028 external 379
Plextor DM501 8 ext. w/kit 429
Plextor QUAD Speed 465
Plextor QUAD w/16-bll kit 529
Toshiba 3401B internal 319
Sony CDU-33A bare drive 145
Sony CDU 33A w/kit 8i 2 CDs 145

SonyCDU-561-01 int. 259
SonvCDU-7811-10ext. 489

SOUND CARDS
Audio Magician Plus 49
Gravis Ultrasound 1 1

7

Gravis Ultrasound MAX
MV Pro Audio Studio 1

6

MV Pro Audio Spectrum 1

6

MV Pro Audio Sped 1 6 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 Wdvetdble Upgd
Roland Sound Canvas DB
Sound Blosler Deluxe
Sound Blaster Pro Deluxe
Sound Blaster Pro Value Ed.

Sound Blaster 16 Basic
Sound Bloster 16 Value Ed.

169 Sound Bloster 16 MultiCD 135
119 Sound Blaster 16 MultiCO/ASP 159
97 Sound Blaster SCSI-2 139

77 Sound Blaster SCSi-2/ASP 195

65 Sound Blaster AWE-32 259
259 ASP upgrode chip 52
145 Wove Blaster Option 169

Jgi, VIDEO CAPTURE/OUTPUT
144 ADS Gome Zopper 74

i63 Video Blaster SE 239

55 Video Spigot for Windows 199
79 Pro Movie Spectrum 1 09

79 Sigma Designs ReelMagic 357
99 Reel Magic Lite (NEWI) 259
105 Coll lor speokets, SCSI controllers, morel

CD-ROM TITLES Wfe only sell CD-ROM!
1942: Pacific Air War 47
5ft 10 Pack 30
71h Guest 43
7lhGuest2:111hHour 53
7lh Guest/Dune 34
Absolute Zero 39
Aces of the Deep 44
Aces of the Pacific 38
Aces over Europe 38
Aegis: Guordlon of Fleet 48
Al-Qadim 38
Alone in the Dark 44
Animals!, San Diego Zoo 1

4

Armored Fist 46
Arthur's Teach Trouble 17

Babylon 5 Coll

Battle Isle II 39
Beneath o Steel Sky 39
Betrayal at Krondor 23
Bioforge Call

Bloodnet 41

Buzz Aldrin Race Space 42
C.l.T.Y. 2000 31

Capitol Punishment 39
Castles II 46
Cot Came Back, The 32
CD Challenge Pack 26
CD-ROMIXI Freex 14
CD-ROMIXI Hardcase 14

CD-ROMIXI Prim© 14
CHAOS Continuum 40
Chessmstr4000/l.,D, 2 24
Cinemanla '94 36
Colonization 46
Commonche w/Mis. 52
Componions of Xonth 33
Comptons Int. Encyc, 29
Conspiracy
Corridor?
Cowboy Casino
Creoture Shock
Crime Patrol

Crime Patrol 2
Critical Path
Curse of Enchontia
Cyberid
CyberRoce
Cyclones

Call

Oaemonsgote 32
Dark Forces 47
Dark Legion 35
Dark Seed 37
Darksun 47
Day of the Tentacle 37
Dead Zone 51

Doom II 44
Draculd Unleoshed 45
Drogons loir 33
Drogons Loir MPEG 39
Drogons Loir II Call
Dragonsphere 24
Dungeon Hack 37
Empire DIx: Masters 26
Encarlo ‘94 49
ESPNBBTonlte 43
ESPN Soccer 33
ESPN Sun, NIte FB 39
Evasive Action Call
F14 Fleet Defender 47
F15 Strike Eagle 3 46
Falcon Gold 49
Family Doctor 3rd 16

Fontosy Empires 36
Fantosy Flefdom 48
Fast Attack 47
Firm, Tho MPEG 21

Flight Sim Toolkit 52
Forgotten Castle 54
Fortress of Dr. Rad. 47
Front Page Baseball 46
Front Page FB '95 46
Frontier Elite II 34
Gobriel Knight 43
Gettysburg 39
Goblins Quest III 19
Grandest Fleet 35
Great NvI Battles I 49
Great NvI Battles II 39
Groilers Encyc v6.0 29
Guiness Disc of Rec. 34
GunshIp 2000 w/Scen. 35
Hofpoon II Call
Harrier Assault SVGA 37
Harvester 46
HellCobvl.l 46
Hell; Cyberpunk Thrill Coll

Heroes of Might & Mag 44
Horde, The 21

Horde, The MPEG 34

How to Create MItimda 22
Humans, The 23
Hunt for Red Oct MPEG 21

Hunters of Ralk Coll

IncQ 2 24
Indy Jones Fate Atlont 37

Inherit the Earth 33
Interplay’s 10 Yr Anth 46
Iron Helix 54
Jagged Alliance 47
Jet Pack 41

Joe Montana Football 54
Jones In the Fast Lone 36
Journeyman Pro], The 42
Jump Raven 41

Jurassic Park 35
Just Grondma & Me 18

Jutland 44
King's Quest Comp. 53
King's Quest VI 39
King's Quest VI Upgd 22
Kings Quest VI! 48
Lands of Lore 39
Laura Bow 2 23
Lawnmower Man 37
Leg of Kyrandta Bk I 33
Leg of Kyrandlo Bk II 36
Lemmings 2, Tribes 27
Lesuire Suit Lorry 6 39
Unks 19
Unks Pro 486 Col!

Lord of Rings MPEG Coll

Lords of Midnight 43
Lost Trees Infocom II 35
Lost Trees Infocom 31

Lunicus 39
Mad Dog II 33
Mad Dog McCree 28
Mon Enough 34
Mon Enough MPEG Call

Mosterol Magic 45
Motinee MPEG 27
Mech Commander 43
Mech Warrior II 45
MeggRace ^2

Metoltech II

Microcosm
Microsoft Golf 26

MilTenium Auction 46
Morphology 101 29
MPt Wizard 2.0 12

MPC Wiz 2.0 MPEG 32
Multimedio Stort Pak 23
Myst MPC 46
Naked Gun 2.5 MPEG 21

Nascor Racing 39
Nat. Geo Pic. Atlas 56
New Kid on the BIck 35
NHL Hockey '96 38
Nociropolis 47
Out of the Sun 47
Outpost 39
Pacific Strike 48

aemaster Call

ician 34
PSA Tour Golf 47
Phonlosmagorio 48
Phoenix Fighter 47
Photo CD Access 12

Photo CD Workshop 22
Police Quest 4 39
Police Quest 4 MPEG Call
Prohisforlo, GroHer's 19
Privateer 46
Privateer/Strike Com 42
Psychotron 39
Quonlum Gate 44
Raiden Coll
Rovenloft 46
Rebel Assault 42
Red Baron/AIOT.K, 36
Return to Ringworid 42
Return to Zork 42
Return to Zrk MPEG 43
Robinson's Req 31

Sam 8c Mox Hit the Rd 37
Seawolf 43
Secret of Monk isl ll 39
Secret Weap of Luff 44
Shodowcaster 42
Sim Town Call

SimCily 2000 34

SimCity Enhanced
Skyrealms of Jorune
Sliver MPEG
Space Ace MPEG
Space Pirates

Spear of Destiny
Spirit of Excalibur
Sporting News MPEG
Star Crusader
Star Trek 25th Anniv
Stor Trek Deep Spe 9
SlorTrek Next Gen
Star Trek Sir Fit Acad
Star Trek VI MPEG
Star Trek: Jdgmnt RIe
Stor Wars Chess MPC
Storship Rogorion
Strike Comm/Tactical
Stronghold
Subwar Plus

Superhero; Lge Hob.
Syndicate Plus

System Shock
T2 Chesswors
Terminator Ramp
Test Pilot

Tetris Gold
TFX
Theme Pork
Tony LoRusso BB 2
Top Gun MPEG
Total Baseball 1994
Totol Distortion

U.S, Atlas 4.0

Ultima I -VI
Ultima Under. 1 &2
Ultima VII Complete
Ultima VIII w/Speh
Ultimate Domain
Ultimate Football
Under Killing Moon
Under Kill Mn MPEG
Video Cube; Space
Vid Cube; Spe MPEG
Video Cube: Sports
Video Game Soln CD
Who Shot Johnny Rck
Wild Blue Yonder

45 Wing I /Wing II DIx 33
41 Wing Comm Armada 46
21 Wing Comm I Deluxe 29
39 Wing Comm II Deluxe 29
41 Wing Comm ll/Ult UW 29
39 Wing Comm III 46
21 Wing Comm/UltIma VI 29

Call Wings GIry 1917-1918 46
47 WolfPock 28
51 World Circuit 34
41 World Circuit II Coll

54 World Cup 1930-94 36
51 World of Xeen 38
21 World View MPEG Coll

53 World War II 21

39 Worldview 27
42 Wroth of the Gods 42
52 X-COM 38
35 Zephyr 45
47 Zillion Sounds 19

g HOT TITLES!

47 3D Body Adventure 39

26 Arthur's Teocher Trouble 1

7

44 Body Works 3.0 39
43 Bookshelf '94 36
32 Cinemonia '94 36
44 Comptons Int. Encyc. '94 29
39 Corel Gallery 36
45 Encorta '94 49
21 Expert Astronomer 34

22 Family Doctor 3td Edition 16

Coll Global Explorer 53
32 Grr^iers Encyc. v6.0 29
29 Hobbes OS/2 16

29 Just Grondma 8i Me 18

39 Mayo Clinic FmlyHIthBk 18

A6 Microsoft Dinosaurs 32
Call Monorch Notes 42
47 PharmAssisf 21

51 PhoneDisc USA Business 49
Call PhoneDisc USA Power F, 149
21 PhoneDisc USA Resident. 49
32 Prehistoria. Grolier's 19

21 Space Adventure 28

22 Sports lllus '94 Almanac 18

33 Top 60 Gomes for Win 24

38 U.S. History 16

No surcharge on credit cords. CODs accepted with 36 charge. Software shipping S5/order, Conada SB/order, hardware shipping Is 5%, Canada Is 6%. Personal and company
checks allow 14 days. Returns must have an RMA #, call. Software sales final unless defective. Returns subject to 15% restocking fee. Pricing and avollablllly subject to change.
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REVIEW

HotToddies
WithThe Squaddie
British Special Forces Strike Terrorist Targets In Sabre Team

by Jeff James

W
ITH TMK klU.KA.SE OF SaIIRE

’ 1'
[•;AM

,
U . K . DEVE 1.0 1> F. R

KRISALIS AND STATESIDE

I’LiBiJSiiER Microleague
Interactive ha\ejoined I'orces

to send a strike team into American-held

territoiT. In the testoslerone-satiiratcd

field of modern inlaiuiy combat simula-

tions, the Yanks have been getting all the

computer simulated glory. Most of the

elite U.S. forces (U.S. Navy SEALS, U.S.

Ai'my Rangei's and the Green Berets)

have been featured in a computer game
of some sort, with Electronic Arts’ SEAL
Team being the most notable product of

the bunch. In Sabre Team, the elite spe-

cial forces of the British Army fimilly

have a chance to nuike their mark.

TALLY-HO!
The first thing you’ll need to do after se-

lecting a ditliculty level is review the eight

soldiers in vour squad to decide which

four you want on a particular mission.

Each soldier is unic|ue, rated in a wide

range of skill categories—from marks-

numship to movement—with a percentile

I’ating of 0 to 99. After you’ve examined

your grunts, you musi equip each soldier

indiviclually, taking into account liis

strengths tind

weaknesses. .A

strong soldier can

lug a lot of ecjuip-

ment, while a

scrawnier—but

more dexterous

—

trooper is des-

tijied to be a

sharpshooter. .A

healthy variety of

modern combat
e(]uipment is

available, includ-

ing tear gas, stun

grenades, gas masks, bullet-proof vests

and a wide range of riiles, silenced .sub-

machine guns and other weapons. Unfor-

tunately, exchanging ec|uipment between

characters is a bit cumbersome, even

when you’re back at your base. Equip-

ment ctm’t be trtmsferred without first

manually dropping the

item in question and then

hat'ing the intended recipi-

ent pick iij) it up.

X-COM MEETS
SEAL TEAM
Once your sijuad is ai'ined

to its gritted teeth, you’re

ready to hit the combat
zoue. .At the outset, you’re

given ;i limited number of

iusertiou points. Once the

tetmi is in. the regular turji

se(|uence begins where you

alteruiite turns with the

compuler-con trolled opp<i-

nent.. Your squaddies’ movements are

medialed by an interface not unlike the

one I'ound in MicroProse’s X-CiOM. The
upper two-thirds of ihe sci'een contains

an isometric, overhead view ol'

your troopers and their sui -

roundings. The bottom third

of the screen disjfiays 14

block)' icons lltat are used to

control your chtiracters. Each

of the icons animates when
you move the mouse pointer

over it, making it a boon for

interfiice-jfiiobic novices. All

the action takes place on one

level, so there ;ire no stairs to

climb or elevators to mess
with. Everything literally lies

at the same level, so hunting

bad guys is a simple matter of systemati-

cally exploring rooms until you elimi-

nate them all.

Gentral to the game is what Krisalis

dubs “action points.” As in X-COM, each

of ihe soldiers in the game—friendlies

and hostiles—have a set tuimbei' of ac-

tion points at the beginning of each tui'ii.

Even' action a soldier undertakes, from

changing facing to reloading a weapon,

costs a certain number of points. If you

manage to save some jjoims at the end of

youi' turn, there’s a good chance your

li'oopers may be able to lii’e on enemies if

they wander into a line ol' sight. Even

ihough only one opportunity move is

IJossible per turn, mtistering this feature

is essential to winning ihe g;mie.

THE U.N.'S MOST WANTED
in order to win, your .squtid will have to

blast its way through five increasingly dil-

licult missions. In mission one, your team

must rescue hostages from an embassy.

INFOCALYPSE NOW A squad member breaks into a

supercomputing nerve center to foil a doomsday plot. Or perhaps

to put an end to illegal software duplication.

Sabre Team

Price: $59.95 CD, $49.95

floppy

System Requirements: IBM-

compatible 386 or better, 2MB
RAM, VGA graphics, 8MB hard

drive space; supports Sound
Blaster sound cards. CD and

floppy versions available.-

Protection: None

Developer: Krisalis Software

Publisher: Microleague

Interactive Software

Newark, DE

(800) 334-6572
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DISTRIBUTION
1-800-SOS-GAME

HobbycrKfl, Inc

Haatlogc Books
Hsstiogs Books
Rosmtng Panther II..

Hastings Books
Roaming Panther

Things for Thinkers.

Hankee's

Last Grenadier

D & J Hobbles

.Anchorage AK

.Conway AR

.Jonesboro^ AR

.Glendale AZ

.Flagstaff AZ

.Mesay AZ

.Tucson AZ

.Bnena Park CA
(|lttfbank CA
.Campbell CA
.Citrus Heights CA
.C&pertino CA
.Dnblln, CA
.FaWleld. , . . CA

.Long Bek^ ' CA

.Longrfhm^ CA

.Los AngH^r If ,. CA

.Modesto ' JyCA

.Moorpark^;- ^ ^ CA

.Northrldgk^ CA

.Novato CA

.Palo Alto CA

.Pleasant Hill CA

.Sacramento CA

.San hlateo CA

.Santa Clara CA

.Slmi Valley CA

.Uklah CA

.VaUeJo CA

.Aurora CO

.Fort CotUns CO

.Greeley CO

.Lafayette CO

.Lakewood CO

.Groton CT

.Claymont OB

.Orlando FL

.Tampa FL

.Ulver Spring

.ffewiston

Wai^tiorse'Hobbles.....K..

^deW Hobby
Rider's Bobby
Hobby House
Rider’s Hobby
Stadium Cards ft Comics.

.JUbuquerque

..Albuquerque

.JUbuquerqne

..Las Cruces

l.Tularosa

..Las Vegas

..Las Vegas

..Reno

.JUbaay ^

..Buffalo ^

..Rochester

2 stores: Johnson Ave. & University Heights Mall

The newest expansion set for

The Gathering

Maoic: The Gathering is the exciting

trading card game in which dueling wizards
battle using creatures, artifacts, and mighty
sorcery. Fallen Empires is the newest limited

edition expansion set of cards, adding over 1 00
new speiis to the game. Visit any of these fine

Wargames West-sponsored stores in your area
to get Magic: The Gathering and Fallen Empires

Wargames West should be your store's

distributor! We offer America’s fastest
shipping, computerized inventory, and
free advertising in top magazines!

PO Box 9496
Albuquerque, NM 87119-9496

now. But hurry - supplies are limited! ^ lilu^Sus;Itliis. Spncira liV^nngbain

¥ 1
iD

1 (?i (lJI 0 1

IIJ
l|l lii |lm11m3mM

Comic Ink

Comiec ft ComU
Scencrlo Game ShopA

....Fni^falA \

Dragon's Lair

Comlo City

Gomca For Luse,

Lost Grcnadte^
....Moorparl^;- ^
....Northrldge^

Gameseape ....Palo Alto

Even BeUer Gnmea ....Sacramento

Gator Games ....San hlateo

Game-A-HoUcs ....Santa Clara

Comlo Odyssey 2 ....Slmi Valley

War Horae Oamee
Neverland.. ....VaUeJo

Doa'a Hobblea

Infinity CoiblCB ft Games...

Citadel ...A ....Groton

Games Pins Arlingtcm''

Eagle Games Bellingham

Shadow Comics Kenoewiclt^

Danger Room Comice Olympia

Hastings Books Spokane
Five Star Video Tacoma
Games Flue WoodlnvUe'

Ron's Colne & Books Taklma
,

2 stores: State Street ft Odana Road
AUSTRALIA:
Phantom 2ione

CANADA:
Dragonstrifce Gomes .Victoria

”

Magic: The Gathering and Fallen Empires are official trademarks of Wizards of the Coast.
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Name: P.J. Roderick

Strength: 58X
tlO-rksmOiftship: 35/i
Initiol RP: 46 Loaded RP: 42

1. Bullet-proof jacket

2.

HP5K
Smrn, 30 Round magazine

3* SR—80
S.SSmm, 30 Round magazine

WEAPONS TO
DROP

lx f11SR2

Name: M16f^
uR rifle
iCalibre: 5.56mm Range: 600m
hag capacity: 30
Rate of Fire: 950rpm (cyclic)
[weight: 3.72kg Length:

CHICKEN OF THE SEA A terrorist cowers by a bulkhead while a Sabre Team

sniper tries to perform a remote tracheotomy with a Smrn slug.

Mission two takes you and your squad lo

a sweltering jungle venue to rescue

NATO ol'Cicials, wliile mission llii'cc

sends you deep into a NORAD-like
niouniain (brti'ess to destroy ;i baicii ol

war-niongering superconipniers. The
Achille Lauro hijacking is tlie ihenie in

mission four, wliere you must boarri a

cniise ship and eliminate ;ill the icri'orisls

on board. Final!}', mission live jUts the

Sabre Team against a

power-mad dictator in

the Middle East.

Regcirdless ol'the mis-

sion, following sound

tactics will ustially see

you through. Advancing

in small increments will

leave your soldiers

e n 0 ti gh m ovem e n t

|K)ints to (ire during the

opportunity move
pliase, while ha\'ing

them ach’ance as a sin-

gle group will limit your

casualties. Splitting your

stjuad up is always an

option if you trant to

cover more territoiy, btil it also inci'eases

the likelihood of an ambush. Sorting out

which soldier is which is more difllcult

than it should be, as you must check a

soldier’s statistics or other menu option

to see tvho he is: ail vour soldiers look the

.same on tlie screen, with the exception of

having a dill'erent movement point value,

Likewise, current weapons aren't dis-

played either—you’ll ha\'e to open the in-

venioiy screen to see what
)
Our soldiers

are armed with.

One novel asjDect of S-ViiRt; 'I'ka.m is how

the game treats hostages. If you’ve man-

aged to find one, you have the opportu-

nity 1.0 control his movement at the start

of the next turn. .\1-

ihotigb you can't use

them as extra soldiers

(they’re prohibited from

using weapons), }'ou can

j)ersonally select their

escape route. Using this

feature you can form a

protective perimeter

arouuci the hostages

while your team escoits

them from the mission

zone. In some missiiuis

t'ou'll see a constant in-

flux of enemv reiufi)rce-

ments. so pro\'iding

protection for vour de-

fenseless charges is a loj) prioritv.

A port from an .‘Vmiga original, the

IBM PU version of S.AiiRt: Ti:.\.\i features

the same crisp, well-drawn graphics.

Aside from looking a bit carioonisb. the

overall visual appearance of the game is

detailed and easily v’isible. Digitized

sound effects are used to good effect

tliroughoul the game, with a slronglv-ac-

cenled English voice announcing when

SHOVE OFF Soldier P.J. Roderick displays some proper British sense

by dumping an MIB in favor of his country’s renowned MP5

submachine gun.

units are down, and alerting you lo oilier

important information. Tlie audio

worked flawlessly on a Souiitl Bltister Pro,

ahliough the game locked u]5 se\'eral

limes when I lestetl it on a machine using

a Gravis Ultrasound .\I.-\X using the

SBOS emulator.

FOIBLES IN THE FOXHOLE
In addition to meager audio support,

S.-UiRt; Ti';.\.\i seems to sulfer from a case

of design schizophrcniii; it can’t decide

whether it’s a realistic combat sinuilalion

or an arcade blasL-fcsl. On the realistic

side, there are loads of little details that

grognards should love. Weapons are

given a “rtidiaied noise distance” uhicii

indicates how far each weapon can be

lieard wiien fired, (aiicial to a stealihv

approach, this feature allows you to pick

and choose the quietest weapons at your

dispo.sal. Weaj)f)ns are also given a 100%

damage distance, with damage realisti-

cally decreasing with range. Yet these

and other attempts at realism are

marred by a number ol' glaring omis-

sions. Some of the most basic infaniiT

tactics taugbl to e\’erv soldier—such as

assuming a prone, croiicliing or kneel-

ing position to lessen the chance of be-

ing seen and I'ired uj)on—are

impossible to use in .S.-viiRK 'IT.wi. .As is,

your troopers go about ibcir objectives

in a full upright position.

Another curious glitch concerns the be-

havior of the hostages in the third mi.s-

sion, in which yon imisl eliminate all the

teiTorists aboard a crui.se ship. In this mis-

sion all the hostages are invincil)le, appar-

ently able to endure nnliniiied amounts

of damage and remain standing. On .sev-

eral occasions an obstinate hostage situat-

ed himself between my troojjers and a

terrorist, then proceeded to undinchingly

soak lip dozens ol' hits from automatic

weapons at close rtmge, giving netv mean-

ing to the term "human shield.”

MISSION MOSTLY
ACCOMPLISHED
Quibbles noiwiihsianding, Sabrk Tlui
does emerge as a highly ])!ay:ible— if

somewhat superficial—new entry into

the tactical inf'anliT combat arena, 'i'he

pla}'ing iniei'I'ace is polished and eas}' to

learn, making S,-\iiRK Tk.xm a perfect

game for squad-leading novices. If

}'ou're looking for realism and attention

to detail, look lo Electronic Arts' SEAL
Team to I'uHlll those mission require-

ments. Tl'you like your gaming fare light

and enjoyable, and if you’ve played X-

COM for all it’s worth, Sabre
'

1'eam is

worth a slioi.

usmm
SABRE TEAM

RATING it it ait

PROS Easy to learn, easy to play and

easy on the eye.s—a perfect learning

tool for ncoplu'le sc|uad leaders.

CONS Fays lip ser\ ice to accuracy

and detail. More akin to X-COM than

to SEALTlv\,\i, and less interesting

than both.

228 COMPUTER GAMING WORLD • NOVEMBER 1994



Gold. GREEd. GaIIantry.

The gold is gone. Greed runs rampant. Gallantry will

prevail. The legend of Zorro lives on in a whip and

blade adventure of swashbuckling proportions.

Featuring fuil-motion video.

Available on IBM CD-ROM.
Capstone
TIIKI’IN'NACIJiOr

N'l'I'KTAlNMHNTSOFTVVARi;

To order call: (305) 373-7700 * (800) 408-7226 • BBS (305) 374-0872

Sollware Creations BBS (508) 365-2359, 2400 Baud • (508) 368-7139, U S. Robotics • (508) 365-0352, 14.4-28,8K

Zofro'“ and ©1994 Zorro Prortticlions. Inc. Licensed l>y TItc Imagination Factory, Capstone Is a trademark ot InItaCorp, Inc.
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STRATEGY
|

TheKublaiWho
WouldBeKhan
Winning The World Conquest Scenario In Cenghis Khan

by Terry Lee Coleman and Josh Bruce

G
enghis Khan II is a g.\me tmat is

HASY '10 Gi:r iN'ic), iiur \'erv dikei-

cui.r 'I'o GET oiri‘ oe wri'ii your

warganiing pride iiiiacl. To be-

come concjiieroi' ol' all you sun'cy

I'equires not only a keen strategic mind,

but a sound knowledge ol' battlefield tac-

M tics and cU|}loniaiic finesse. With the inar-

W quee value of Genghis Khan, we assume

M most players will tackle the conquest of

W Mongolia first, Mongolia is a harsli lanrl,

H however, and this is not the simple inlro-

ductoiy scenario that beginners might a,s-

SLime it to be. Carving out a mcagci'

existence on the Asian steppes is dilficult

enough without tlie constant threats I'rom

other Mongol tribes.

Buying time to build a nation of both

economic and military miglit requires iliat

you win friends and inlluence people

through politics. Alliances keep you stile

from attack (unlike sneak attacks in Civi-

Li7AnoN), but prevent you from jumping

your neighbor as well. Making peace with

eveiyone might mtike you a hit at KashiTiir

parties, but potential expansion will be

limited. Always have an enemy to invade

;md avoid the Switzerland Syndrome.

B)’ creating a four-yetir tilliance Tvith a

nation several areas away, you will be able

to invade the provinces in between without

fear of much interfei’ence, Allernaiely, an

alliance with a nation on your border al-

lows you to turn your back wiihout fear of

getling a knife bettveen \'our ribs.

In the Mongolia scenai'io, you should

first ally witli Jamuga, who is easily the

biggest tlu'eat. Send an aide with at least a

"B" rating in b(jlh i’oliiics and Cliarm

(weird hair and accent optional), as some-

one less well-equipped to negotiate will of-

ten insult opposing leaders. The old

adage, “Never fight a iTvo-lront war,” is

just as tnie as always. Subjugate 'lorgural

Khan’s forces before

fiiher tribes conspire to

eliminate you from the

game, using alliances as

needed. Afteiwards, you

must move against |a-

muga, so time your al-

liance against him
accorditigiy; your “sworn

brother” has well-de-

fended lands, but when

you finally l.riumpli,

your power base will

.swell.

PATIENCE MARKS
THE TRUE LEAPER
Now consolidate for a

few turns, focusing on making enough

money to outlit your army. Tax to build

ujT your war chest, since Temujin’s “A”

charm mting helps to prevent revolt. Fun-

nel gold and troops into your home
province and l)uild l-l-Ki iNIongols and

Nomads. Don’t launch an attack until

Training and Arms are both above 90.

You may have to Uike a lew chances at litis

point due to the randomness of comj^uier

DO THE GENGHIS SHUFFLE India offers great targets for hit-and-run

raids—just don't expect your enemy to stand idle while you pillage.

()j)])oncnt responses. II an invasion force

knocks at vour door, note where the ene-

my legions are, especially its #1 legion.

Watch to see if any of the enemy legions

go into hiding in the hope of ambusiiing

your legions, and maneuver your army

around these forces. Remember that the

(objective is to defeat tlie enemy’s #1 le-

gion, .so all efforts sliould be foaised on at-

tticking this unit while avoiding other

l()rces.

II' you are too weak to conquer a

province outright, or merely want to hold

on, invade a province and fight some of

the lesser legions in the enemy army.

Once ihese are destroyed, begin looting

unoccupied towns with all of your troops.

'I'his has the dual benefit of increasing

your own stocks of food and gold, while

clepleling the enemy province of resources

tintl lowei'ing jDopiilar suppoH. Should the

tide begin to turn against your forces, sim-

ply wiihclnaw and watch as rebellion and

re\T)iution Tmick the enemy prcwince. An
excellent means of disarming an enemy,

tliis may even cause the province to fonn a

new nation. In either case, the land is ripe

for plucking. After conquering it, give

some of your plundered goods back to the

people to ensure iheii' loyally.

Beginning conquerors miglit get away

with an economic policy of high taxation

and pillaging, but to truly succeed in

CiENGiiis Kh.an II, one must master the in-

tricacies of trade. 'I’he ideal of course, is

simply to buy low and sell high. However,

as you conquer new territory, different

merchanls vie for your attention, with

silks, fine porcelain, even aianaments. In

the .Mongolia scenario, the fast buck is

1‘arc, but you should purchase arms when-

ever )’ou can afford them. In ^Vorld Con-

quest, )'ou become almost a “Merchant

Klian,” as you have four traders who visit

on a regular basis. Of ihese, the Uighur
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COMBINED ARMS, MONGOL-STYLE A coordinated attack from a

balanced force finds Nomad and Elephant units moving in on enemy

infantry that has been demoralized by artillery fire.

are the least useful thieves, with the Chi-

nese playing the part of the local cliseounl

house. Regarclle.ss of market I'aies, it al-

ways helps to have a few Ming vases or

Japanese silks around for the Islamic and

\'enetian traders. By playing various mer-

chants off each other and making ihe best

of high trade rates, a fortune can be made
on the excliange—provided that yotir en-

emies leave you alone.

CROSS-BRED UNITS
A realistic aspect ol' tliis simj)le game is

that troops must be trained and armed af-

ter purchase, resiilling in high costs and

time delays. While expensive, arms tire

critical to an effective fighting force, de-

termining iiow many ranged attacks your

missile units can make. Well-trained

troops have better morale and lake far

fewer losses in combat.

An obvious strtiiegy' is to buy onh’ the

best unit types, such as Mongols, but even

in the Mongolia scenario, this won’t work

100% of the time. Lesser units bought at

rile army discount depot will wear down

outnumbered elite units, a problem e\'en

more pronounced when altcmpiing

World Contjiiest. The availability of units

varies with the culture of the region.

Knights do not come from Japan, and

elephants cannot be raised in Mongolia.

Mercenaries can help circumvent this as

unit types can be hired anywhere, but

they are a costly substitute. The most elli-

cient way of dealing with tliis jii'oblem is

to let your army go native. After coiK|iier-

ing a province and taking losses, it is of-

ten best to recruit local troops—strange as

they may be—to serve as replacements.

TRAIN FOR TERRAIN
With the variety of terrain, ajiproacli is

eveitythiiig when attempting to gain con-

trol of all enemy cities in the jirovince.

Take plenty of supplies so that the

morale of your troops remains high.

Place your best troops with youi' king,

and expect the enemy to do the same.

Ambushes are most useful in picking olf

lesser formations, provided yon make
your #1 legion a temjiting target. After

other legions :ii‘e defeated, destroy their

best legion at your leisure. Keep backup

legions nearby and reorganize freely to

ensure constant pressure until the enemy
cracks. Should you stand to lose an indi-

vidual battle, retreat that force, as dam-
aged units ^vill return to full strength in

the coming .season.

One diniculty many new phiyers have

with Gi-Nciiis Kii.vn II is

that they tiy to conduct

battles operationally, as

in RoMANct: ov 'i'HE

Three KiN(;noMS 3,

without considering the

tactical nature of

Genghis Kh.vn II. The
battle boai'd, despite its

abstractions, gives a

good overall view as to

why the Mongols were

sLicli a fine mobile stiike

force. With high move-

ment rates, Mongol and

Nomad units can outrun

slower units. If trained

and armed well, they

put out a ii'einendous

rate of lire, allowing

them to close, fire and then fall back, re-

peating the process on the following

turn. In the Mongolia scenario, there are

no hea\y cavaliy to counter Mongols, so

make tliem your mainstay. There is little

need for foot units, although .Shorlbows

are reasonable (and cheap) defenders.

Regardless of the opposition yon face,

it helps to keep in mind a few simple tij).s.

With terrain often vaiyiiig greatly from

one tactical hoard to another, use the la)'

of the land to your advantage. Trees in-

hibit enemy movement and sliickl you

from enemy lire, while lakes slow down
attackers, improving the elfeclivencss ol'

defensive missile fire. Mobility is eveiy-

thing. Keep at least one half to two-thirds

of your forces made up of Nomad, Mon-

gol, Samurai or Horse Archers whenever

possible. Ktiow your troops: 'fraining

and arms are the most imjDoriani I'aclors

in the game, and a single legion with skill

levels of 90 will dei'eat nvice the forces at

40 eveiy time. Don't be too proud to re-

treat when necessaiy. \Vhenever one of

your units is reduced to under 100 men,

it should be withdrawn to the rear ol' tlie

battlefield, In an extreme emergency,

these units sen'e as a tactical reseiwe, but

should be kepi well away from any hard

fighting. Any unit completely destroyed

is lost forever: but if it suiwives the battle

witli even one man, it will be reuiriicd to

full strength after the invasion.

In the endgame, you must tliink al)oiit

not only defeating your last Mongolian

enemy, but in how you will transilion to

the World Gonquest Scenario. I(')’ou

have not already done so. spend some
time with your queen and produce an

heir. Slie sliould provide you with infor-

mation on pr)tential traitors (who should

never be given governorship of a

pnnince, but are perfectly fine to keep

for bailie generals). Female ofl'spritig

should he married off to potential trou-

biemakers lo bind their loyalty I'orever.

You can never have too many ofi'spring.

Your sons are always born with high

values and make excellent Genei'als or

Governors. M least one of youi' relatives

(or in-laws) should be made ihe Gover-

nor of an)' major conquest, such ;is Chi-

na, Mongolia, or France. Wliile you may
have lo wail a wliiie for your ollspiing to

gel rolling, don’t be too harsh. Joti, like

his bi'others, will be turning the world on

its ear by the time he’s ten years old

—

hardly a juvenile delinquent.

THE STORM IN THE CALM
When you move lo the World Conc|uest

map, all yotii' hai'd-earned vicioi'ies are

reduced to a single space. Still, the rest ol'

the world is unprepared for the force of

the Mongols, so strike hard and (luick!)',

using your mobility- to utmost advaniage.

Both of your sons, especially Joti, tire ag-

gi'essive types and ai'e best used for terri-

torial exjxinsion, but make sure to give

each a good advisor, lest they mismanage

funds and slum provincial gi'owiii. Strike

south first, as the Chinese have low arms

and rich prot'inces. Capture Litiodong,

Gansu, Tibet, Hopei and Dzungaria in

roughly that orcler. Kao-Cfiiang tind

Turkestan mtiy (dllotv if time, gold, and

troops permit.

Japan is (he most dilficiilt early opjjo-

nent. Samurai are second onlv to Mon-
gols in versatilit)', and defeating them in

the open is difficult (an overseas invtision
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GENGHIS KHAN II: UNIT VALUES
NAME CLOSE COMBAT CHARGE LONG RANGE DEFENSE COST

Light Infantry

Heavy Infantry

Pikemen

Artillery

Shortbow

Longbow

Crossbow

Elephant

Catapult

Nomands

Lancers

Mongols

Horse Archers

Mameluke

Knights

Samurai

300

400

400

800

500

600

600

1500

800

900

1100

1200

1300

1300

1400

1200

* = high chance of causing immediate disruption
** = lesser chance of causing immediate disruption

is iiisaiiih' carh' in the game). Instead, en-

tice the ]aj)anese into an imwinnable ^var

in Korea oi' Miinan. Bleed them df\’ and

strike into the weakened heart of Nippon.

Execute all Japanese leaders: they are

power-hungiy and will beliciy you. Imme-

diately recruit all the Samtii’ai you can al-

Ibrd and send them to 1-lunan, where

the\’ will help )’ou in a lough campaign

against the Klimer in Annam. Reorganize

and plunge into Burma and Hindustan,

where you’ll I'lm out of steam. If threat-

ened by the ai'i'oganl Indians, raid them

to gain time, then btiild up units, as the

Indians pi'epare to invade )’oti.

Ihe Indians are worthy ojDjxtnents, but

not at all subtle. Set ambushes and whittle

them down before they reach your palace.

Elejdianis are tough, but slow, so use ar-

tilleiy against them, with charges from

.Mongols when they start to waver. \\’ith

luck, you can capture the enem\’ emperor.

E\’en if he retreats, you should immediate-

ly follow tviih a ihnist into the Ptmjab or

Southern India. I'liis is tjite leader you

cannot intimidate into stirrendering, so be

resigned to a long

iraling in the short tei'ni. Horse Archers

are veiy similar to Nomads and are better

missile units. .Mamalukes can give e\’cn

Mongols a lough light toe-to-toe. The best

force to tackle these troublesome opj)o-

nenis is composed of one Kleplnmi. one

.•\rtilleiy, one Samui'ai and one Mongol

(or two Mongols if Samurai tiren’l a\’ail-

able). The Ainillety demoralize enemy
units, the Mongols hii-and-i'un, and the

Samurai and Elephant can charge the

shaken enemy, [ffunds are a concern, No-

tnads are always a good alic;rnalive, with

Shortbows good liu' defense, or for attri-

tion shots x’ersiis Horse Archers.

Regardless of how orgaiii/cd you are, it

beemnes iinjiractical to wail for units to

trek from the far reaches of vour empire.

.So vou must athijM to a new tvpc of war-

fare featiiring cheap, dispenstible units.

Hoard your Mongol, Elephant and No-

mad units, saving them I'or the death blow

to the opponent. I’hiy delensiveh’ in

.Al'rica, then counter-punch, as ClatajDults

are not good o(Tensi\’e weaponn’. Once
.Alrica is subjugated, be watv about invad-

siruggle. Next, con-

sider allying with ei-

ther the Persians or

llie Kipchak so that

you may defeat

them in detail.

Ihe inoblem
vou'll liice is a great

\'arieiy of oppo-

nents and tact ics.

While this is mtich

ol the appeal to the

game, it can be liais-

PRODUCT PRICES BY MERCHANTS
PRODUCT UIGHUR ISLAMIC VENETIAN CHINES

Fur 1.0 .8 ,9 1.2

Silk 2.4 3.2 3.9 1.4

Gems 2.5 2,7 3.0 2,8

Jewelry 1.6 2.1 1.8 1.8

Medicine 1.5 1.0 1.8 1.2

Woodwork 1.6 1.4 1.2 1.0

Ceramics 1.6 2.1 2.6 1.2

Glass 1.2 .8 1.0 1.8

Textiles 1.9 1.6 1.4 2.0

Spice 2.8 2.2 3.6 1.8

Food 1.2 1.2 1.2 1,2

Arms 6.6 5.4 6.0 4.8

ing Spain. Iberia is lough in most scenar-

ios, especially bv sea. Instead, move on

the northern front through Russia and

the Baltic Coast. The situation is often to

your advantage, with several petty lords

\ying for dominance.

KHAN'S EUROPEAN VACATION
Western Europe is an enigma. A cornu-

copia of leaders are mixed with some veiy

interesting units. Eongbows are familiar

to you [fom China, but here they are used

in offensive I'ashimi as well as in jjassive

del'ense. Cro.ssbows ai'e superb “stoppers”

and can even hall an elephant charge.

Knights have good morale and are lerrilic

chrse-in, like a boxer who moves to the

body in the late rounds. More than units,

the European mentality is defensive, tvilh

typical provinces having defen.ses of 20 or

more, enlumced b\’ the cumbersome, but

hard-hitting Pikemen. .Against a good

computer opponent, sraivingoui the ene-

ni)’ is tinlikely, and raids are likely to be

bloody for both sides.

Hie best siege method is to find a weak

kingdom and overrun it, adding its Euro-

pean units to your stable. If you must as-

sault a well-del'ended castle, use one
Mongol, tme C^atapult (or .Ariillety), one

l.ongbow and one Knight, realizing that

you will need two or ihi'ee assaults (and

fresh units) before the citadel falls. 'Ehe

C.atapuli won't run out of ammnniiion,

and .Anilieiy is veiy ell'ective at denioi'aliz-

ing enemy units. Longbows are the most

expendable and may be replaced by Cro.ss-

bows. Light InfantiT are viriuallv useless

lor sieges, being decimated bt’ missile lire

before closing to elfecrive shock range.

Watch the approach lanes—especialK the

moats—and keep units out of enemy mis-

sile range until your attack is coordinated.

Charge mercilessly with Knights, and be

prepared lor a real bloodbath.

Once you have develoiied an assault

sU'le )’Ou are comhiriable with, your next

task is to reach the Atlantic befoi'e you go

to that great battleground in the sky.

While probing Ibr weaknesses, I'ccruit Eu-

ropeans as advisors ;uid governors, as

they love to play grand political games

(perhaps they are all descendants of

Byzantines and Medicis?). Iberia iails fair-

ly easily once France is con(|tiered. and

England can be i.solaled and taken much
easier than ]a|3an, il'onK because Richard

is hardly the eijual of Minamoio. Even the

great Genghis Khan I'ailed to complete

this epic task in his lil'etime, so you are

honored indeed in its com|ilelion.
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TALDs:Tlie
Great Equalizer
Make The Most Of Your Missiles In Harpoon II,

Part Two of Three

by Tom “KC” Basham

M
any im.wkrs iiavk cctmpi.ainkd

ABOUT POOR MISSILE PERFOR-

MANCE IN Harpoon II. Missiles

simply doii’i liii wiih the efFec-

livcness lliai one expects from

lii-Lech, niLiki-billioii dollar hardware.

'Fake the game’s namesake, Ibr example.

The Harpoon missile falls I'ar short of

McDonnell Douglas’ mamilaciurer speci-

fications. A fcTv mil-

itary contacts have

criticized Harpoon

11 as being overly

pessimistic, while

other industiy con-

tacts have, without

breaching security

barriers, confided

tiiat they concur

with Harpoon IPs

modeling algo-

rithuTS and hit

rates. Clearly,

thotigh, the U.S.

Navy couldn’t sur-

vive with such poor

success rates; there must he more to the

puzzle. In Hari’oon II, tlie 'FALD is the

great equalizer.

'Fhe ADM-bll Tiiclical Air Launched

Decoy, or TALI), is an extremely effec-

tive, but sparsely documented counter

measure device, I’ropei' 'I’ALD use not

only protects aircraft Irom surl'ace-to-air

missiles, but greatly inijn'oves anti-ship

missile effectiveness as well.

Fo understand the FALD, you must

first understand Hari’oon IFs radar sys-

tem. Every radar has some numbei' of

control chanitels. Basically, il'a radar has

1^5 contrt)! channels, it can track 25 dil-

ferent targets at once. Harpoon IFs virtu-

al radar operators always give priority to

inbound contacts following typical missile

profiles. In other words, the radar opera-

tor will foctis attention on contacts which

preseni the liighesl threat. If, howe\'er,

the radar operator is busy tracking 25

bombers (or however many control ciian-

nels his radar has), then he hits no addi-

tional channels available for missile

tracking. Effectively, if)’ou occupy his full

attention witli aircraft or other low-ihreat

air contacts before firing missiles, he’ll

never “see” the incoming missiles.

Fmaher, most radar operators ai'e re-

Utctani to actively broadcast and subse-

quently reveal their position.

Accordingly, many virttial radar opera-

tors do not go active until a threat is de-

tected \ ia passive means, such as visual

sciins or infra-red systems. You may find

it impossible to fire a first round of A(IM-
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INSTANT RECALL It is often helpful to name the waypoints of a mission

based upon the action you expect in a zone. Here, four reference points

named CAP 1-4 define a combat air patrol zone.

88 HARM anti-radiation missiles to soft-

en the target u|) when he won’t activate

his radar.

This is where rlie 'FALD steps in. 'Fhe

TALD lias two intiin functions: 1) over-

whelm the radar operator and effectively

blind him, and 2) entice the radar opera-

tor to use active missions, thus setting ihe

stage for a HARM attack. To accomplish

either of these goals you must manually

control the 'FALD-etjuipped aircraft.

Without manual guidance, TALD-carry-

ing aircraft lly to the assigned station,

then lazily release an occasional TALD
whenever they leel threatened. To make
TALDs fulfill their potential, you must

take control.

OK, so what exactly does a TALD do?

ATAld) glides in a straight line. It does-

n’t maneuver, nor does il broadcast any

signals. Its shape is designed to provide

maximtim radar cross section (RCS),

causing it to appeal’ on I’adar much larg-

er than it really is. Since the TALD has

no engine and only glides, the higher the

altitude you launch it from, die farther it

flies. 'Fhe 'iWLD glides at around 400kts,

undoubtedly slowing as it descends. The
combination of speed and RCS conform

to a typical heavy-bomber flight profile,

at least initially.

The A-6E can cari-y 26 'FALDs, the F/A-

18 only eight. 'FAl.Ds are never actually

visible on youi- screen, so you must have

faith tliat they are really thei’e! T/M.Ds are

fired using the bearing-only attack com-

mand, CTRL-Fl. )'ou pick an “activation

point” as you would for any other bearing-

only attack, and the 'FALDs fly in a

straight line toward, and past, that point.
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^ This is space combat
,

Rv at its very best— as oniy
’ \ CD-ROiVi can deiiver! J
^ / \ FASA’S RENEGADE,V y LEGiON® INTERCEPTOR®

game syst||Ti comes alive, with »
spectaculag^per-VGA graphics,

cinematics, dijjized voices, music 9
Jy and sound effeq^ljist.how hot does |t)|9

^ look? The awesoii^fflWork you.i«ed{{iet^|

is composed from a^dfiftgame graihjcpj^ ^

Once you dogfjght in s^giRerreget/erSfyle',

you’ll know what it’s likeVlp'iteallyrsweatibulletsI
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BLINDING THE ENEMY
Blinding llie enemy with 'I'ALDs is (aii'ly

siinjdc. The A-6E makes the best 'I'AI.D

plallbrm since a single aircraft can cany

sucli a high number ofT.-VLOs. Oeneral-

ly, ! determine how many A-bb'.s 1 need

for an anti-surface (AStiW) attack, then

allocate at least four A-6Es Uj 'i'ALD duty,

even if that means reducing the number

of A-(3Es used in

the attack itself.

1 normally

launch the four A-

bEs in a single

groiij) just ahead of

the strike package.

1 like the TALD
llight to arrive on

station about trvo to

three minutes

ahead of the strike

package. Once on

station I begin

launching 'EALDs.

I fire at least 30

when attacking a

small surface action

group (SAG) and

over 60 against

kirge battle groups

per attack. I typically fire over 300

'lAI.Ds during the course of a scenario. 1

don’t know exactly how many TALDs are

snllicient, btit these figtires seem to work

reasonably well. Posititming the I'ALD

group at high altitude and 60 or 80nm
from the target, I fire them in grottps ol'

three or live along nitiltijjle beai'ings to-

ward the target. The large number of

contacts, altliough probably considered

"low priority bomber contacts” by the vir-

tual radar operator, eR'ectively (ill all of

the target's radar channels. As Mike

Steele, the game’s designer, put it; “If

there are no control channels left when

the missiles airive, bummer.’’

The end result: you hide a barrage of

missiles behind a virtual wall ofTALDs. 1

found that most anti-air warfare (.A/WV)

ships easily intercept 18 of 20 inbound

missiles when TALDs are not used, fir-

ing l(S or less missiles at an isolated shijj

usually resulted in all 18 being intercept-

ed. E\’en 20 missiles usually failed to pen-

etrate when multiple target shijjs

provided muttial air defense, for decades

the U.S. Navy’s carrier aircraft posed the

greatest threat to the Soviet surface navy.

Soviet designers responded appropriate-

ly with hea\y .surface-to-air defenses de-

signed to intercept waves of inbound

Yankee missiles. In most scenarios

against capable opponents, you can emp-

ty vour magazines btit still cait't muster

enough missiles to do signilicant (if any)

damage. However, rej)eated experiments

using only ten Harpoon missiles against a

single, well-armed surface ship restiked

in nine or even ten missile hits wlten a

wall ofTALDs were first used to blind en-

ber ol missiles recpiired to achieve at least

one hit, dropped Irom 20 missiles to

achieve two hits to ten missiles to achieve

nine hits.

’Liming of the TALD attack and launch

range are the most imjDortant variables in

TALD effectiveness. 'f.ALDs nitisi be

launched two or three minutes beliire the

missiles, and should be launched I'rom

high altittide to maximize their glide time.

If the TALDs glide into the ocean and dis-

appear, the enemy radar control channels

are freed to search lor missiles again.

ENTICING RADAR OPERATORS
What happens when you are severely lim-

ited on air assets, as in the “To Tlie

Death!” scenario? “To fhe Death!” con-

tains no A-6Es and only a limited num-

ber of 17A-18s. Since the F/A-18 carries

far fewer 'lALDs than an A-6E, you can-

not muster a reasonable TALD force

without tising the entire I7A-18 force.

This leaves you with no aircraft available

for anti-ship missiles.

The stduiion, although less effective

than a massed TALD attack, uses a small-

er number of 'LALDs to “threaten” the

enemy. Launching one or two TALDs at

each ship in the target battle group often

entices eacli ship to activate radar, appar-

ently becatise the 'LALDs are detected vi-

sually. Once the ships are emitting a

signal, yotir I7A-i8s and EA-6Bs can

launch a barrage of AGM-88 HARMs.
Some, j)robably most, of the missiles will

be intercepted, but any that get through

will "poke otii the enemy’s eyes.” It may
take 5e\'eral LLARM
attacks, but you can

eventually whittle

down the enemy’s

radar resources,

then launch a vol-

ley of Harpoon or

'L.ASM missiles and

begin sinking

ships.

'LALDs never

show up on your

screen. Sixty or

seventy TALDs
would generate too

much clutter and

reduce the win-

dow’s effectiveness,

basically defeating

the 'LALD’s pur-

pose. T.ALDs

should confuse the

eneni)', not the user. Hiding missile bar-

rages behind a curtain of 'LALDs signifi-

cantly increases their likelihood of hitting

as well as keeping stirface-based radars

too busy to engage the inbound strike

aircraft.

Tom Basham and Ed Dille co-authored

Harpoon II: The Official Slralegy from Frima

Publishing.

HAILSTORM! A barrage of missiles heads toward a target. Using TALDs

properly can reduce the number of missiles required to score a hit.

HUNKER IN THE BUNKER TALDs aren’t just for surface vessels anymore.

They can also increase the effectiveness of attacks against high priority

targets, like this command bunker.

emy radar. The “cost of entiy,” or num-
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HARVESTER
Harvester is a graphically violent

experience in terror, combining role

playing action and arcade style

combat with an intense, cinematic

story line.

$45

ULTIMATE FOOTBALL
Play an action-oriented simulation

of the NFL or setup, run, and

manage fantasy football leagues

and teams using the real National

Football League Players

Association player roster. $45

MULTIMEDIA
GETTYSBURG $43
Experience The Battle of Gettysburg or

Assume Commend and Change the Course

of History. Featuring over twenty minutes

of scene from Turner Pictures' acclaimed

epic Gettysburg with special narration by

Civil War authority Shelby Foote.

II

il.

$299

System has real value! Sony double-
.

speed interna! CD-ROM Drive. Sonic sj

16 Sound Card. LABTEC Amplihed

Speaker System. Deluxe Microphone.

Includes 4 CD ROMS: Voyetra Sound

Software. David Leadbetter Greens.

Strike Eagle III. Compton’s Family

Encyclopedia.

OUTPOST
BOOM. Earth is destroyed by a

catastrophic event, and you're

responsible for rebuilding civilization on

another planet. Lucky you. Where you

go and if you survive is up to you- there’s

a galaxy of possibilities.

$45

REELMAGIC LITE
MPEG audio and video playback

from a standard CD-ROM. Full-

screen, full-motion video In full

color. CD-quality MPEG audio.

Easy connection to sound cards.

Look for ReelMagic-compatible

THEME PARK$42
Think you can design and build the greatest

amusement park in the world? You can

select the site, you Isyout the rides, in tact.

You control every aspect of running a highly

profitable amusement park: from hiring

employees, to developing nevr rides, to

meinlaming an adequate supply of soft

drinks. Any mialakaa and the bustling

hordes of lunseekers will let you knowl

-F^LY Entertainment
ttSFam ci^ROw
5 Foot 10 Pak Volume I $30 Electric Sd-fi Anthology $21

7lh Guesl $47 Escape From The Dead Zone Call

7th Guest W/dune $47 Eye Of The Beholderl,2,3 $53

7th Guest 2: The 11th Hour $55 F-117aW/F151l $45

Aegis, Guardian Of Fleet $50 Falcon Gold $50

Alien Legacy $42 Fantasy Fiefdom $50

Alien Logic $42 Fast Attack $48

Al-qadin $42 Fighter Wing $39

Alone In The Dark $48 Rrefighler $33

Alone In The Daik2 $48 Games Platinum $14

Animal Kingdom $22 Gateway 2 $29

Armored Fist $50 Gettysburg $43

B17/Silent Service 2 $37 Giga Games Aug 93 $17

Battle isle 2 $40 Great Naval Battles 2 $42

Battles Of Time $35 H.A,W,C. $32

Beneath A Steel Sky 539 Harvester $45

Blood Bowl $34 Hell Cab $43

Campaign $35 Horde, The $35

Chessmaster 3000 $28 Interactive Game Madness $26

Coloring Book $26 Iron Helix $56

Comanche Maximum Overkill $60 Jagged Alliance Call

Coral Heel $43 Jump Raven $41

Corridor 7 Call Jurassic Park $37

Cowboy Casino $35 Jutland $45

Creature Shock call Knight OlZentar $44

Crime Patrol 539 Lamis Of Lore $43

Crime Patrol II $39 Lands Of Lore 2 $43

Cyber Race $39 LawnmowerMan $41

Cyclone rs $47 Legend Ol Kyrandia $35

D-day: Operalion Overlord $28 Legend Of Kyrandia Bk 2 $40

Daring To Fly $43 Lemmings 3 Call

Dark Sun • Shattered Land $53 Lode Runner-Tbe Legend Relums

Dark Sun -Wake ol the RavagerCall Call

Darkseed $41 Lost Eden Call

Day OfTheTentade $42 LostTreasutes Ollnlocom S36

Deathsiar Arcade $14 Lunicus $41

Deep Voyage $28 Mad Dog il $35

Oete-v $44 Mad Dog McCree $35

Dennis Miller News To Me $27 Man Enough $42

Dragon Lore $37 Mech Commander Cal!

Dragons Lair $39 Megarace $36

Diagcxisphere $50 Menzoberranzan-Ad&d Call

Dune $50 Microcosm $48

Under A Killing Moon S55

Viper S22

Virtual Vegas Si9

WhoShoUrtimyRock S37

Wid Blue Yonder S50

Windoware S14

Wing Comm 2AJItimaUndivrild S31

Wings of Glory S51

Wollpack S36

•cull

S28

S23

IS Of Arkania: Star Trail

World View

WotldWarll

Wrath Of The Gods $44

X-com Call

Zorro $26

'' (18&OVER)

fTAINMENTMeAU
£ READER SVWICEttQE
JTWAWLTTnVBS

XURQ Magazines

arTrek25thAniversary $54

ar Trek Deep Space 9 Call

ar Trek Deep Space 9-lhe hunt S41

ar Trek Nexi Generation $59

rike Commander WiTac-op S55

T2: Chess Wa

irt Storm
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EARUY Learning
Advanced Spelling Tricks $33

Best Neighborhood Ever $33

Busiest Neighborhood Ever $33

Busy Town $35

GusGoesToCyberlown $29

Kidworks 2 $39

Liv.bk. Just Grandmas Me $41

Liv.bk. New Kid On Block $41

Liv.bk. Ruff's Bone $41

Liv.bk. ToUoiseS Hare $41

Nigels World $32

FAMILY Learning

Audubon Birds

Berlitz Think, Talk French

Berlitz Think, Talk German

Berlitz Think, Talk llalian

Beyond Planet Earth
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CD-ROM TODAY S11

CD-ROM USER S11
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Buzz Aldrin Space $41
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ESPN Baseball Hitting S48

ESPN Golf Tom Kile S64

Great Literature Plus $41

HistoryOtTheWorld $51

History Line $21

In The Company Of Whales $39

JFK Assassination $41

Learn To Speak Eng/Engl $56

Learn To Speak Eng/French $56

Learn To Speak Eng/German $56

Learn To Speak Eng/Spanish $56

Mavis Beacon Tches Typing 2 $35

Mayo Clinic Health Bk $48

Monarch Notes $45

Nat.Geo. - Mammals Ency S51

Nat.Geo. - Presidents $44

NaLGeo.- World Piet. Allas $62

National Parks Amer $44

New Family Bible S30

Normandy Great Crusade 839

Ocean Life Vol 2 S32

Ocean Life Vol 3 S32

Prehistoria $52

Random House Diet 2nd Ed S50

Shakespeare $20

Sharks! 339

SolarSyslem $11

Space Visual History $32

Tropical Raintoresl 331

Woodslock25lhAnniv. $38
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P
lay with thousands of gamers on the

Information Super Highway and lose

yourself in the graphic adventures

and traditional games offered on the

Multi-Player Games Network.

MPG-NET gives you something you just

can't find onatloppy disk., .another

human mind. Whether you like fantasy

role-playing, 3D action, war simulation or

card games, MPG-NET offers games

24 hours a day, seven days a week with

players from all over the globe. keksijI

Fief Quest

Empire Builder

MPG-Net Lobby
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In December 1994, MPG-NET goes

all graphic! No more text menus. No

heartaches trying to log on. It’s never

been easier to be on-line!

Here’s what else you’ll tind:

• Electronic Bulletin Boards filled

with the latest adventure reports and

discussions hy gamers from all over

the world!

• Download files from our database

and read the latest In gaming news,

updates and stories from other

members. It’s as easy as visiting

your hometown library!

• The Persona Creation Room-lets you

generate a face to match your on-line

personality!

• Conference Roems-have real-time

• More games than you’ve ever seen

before!

MPG-NET can be accessed with a local

phone call from over 600 cities in the

USA and 40 nations worldwide. All you

need is a modem, a phone line and a

computer to join the fun! Call our 800

number from 9am to 8pm Eastern time

on weekdays to receive our tree starter kit.

conversations with people all over the MPG-NET-twenty four hours a day,

world and see more than just their seven days a week, bringing you games

words, you'll get a chance to see what that will take you out of this world!

they look like!

• Electronic Mall-send and receive

messages with all your friends and

plan when to meet and play yeur

favorite game!

Conference Table

1994 MPG-NET, Inc. Multi-player

Games Network and MPG-NET are

service marks ol MPG-NET, Inc. The
Kingdom ot Drakkar is a trademark of

Orakkar Corp. Empire Builder is a

trademark ol Mayloir Games, Inc.

Operation Market-Garden and Star

Cruiser are trademarks ot GOW
Games, tnc. Flefquest and Warlords

of Ihe Apocalypse are trademarks ol

the Dreamers Guild. All other brand

and product names are trademarks or

registered irademorks ol their

respective holders.

The
Occatners

Culld Your Multi-Player Games Network'

Lisiry
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More Man-to-Alien Tactics

For MicroProse’s XrCOM

by Sgt. Robert R. Mayer

X
-COM NLKDS CiOOn TROOl’fiRS, AND

I'liAT Ml'ANS LIVE TROOPERS.

I didn’t MAKE SEROLANT !5V BEING

.slupid, SO listen up and you

iniglil learn something.

You can do a lot to ensure a successful

X-COM mission before you ever lift off.

That crashed UFO, enemy base, or

counter-terror operation can wait a few

minutes wlhle you prepare. Mission plan-

ning involves balancing the lime, place,

and type of mission with available re-

sources. Yon have to manage manpower

and equiinnent; choose the soldiers you

want and the wea])ons they'll need to

com|)lele thejob.

Choosing soldiers isn't ahvays a

straightfonvard task. You don’t ahvays

want to lake just the best, most experi-

enced tr(K)ps. You want rookies to be-

come veterans, so

mix in some raw

recruits with your

squaddies. Using a

standard night

trooper squad, two

sergeants, Iwo

squaddies, and
four rookies usually

works well. With

fireleams ol' two

troopers eacli,

every team can

have one rookie

(never pair rookies

with rookies if you

can help it). Once
you get soldiers up

in rank, don’t take them along on eveiy

mission; use easy mi.ssions to build up the

skills of your youngei' ti'oops.

Once you’ve got your troo|)s, you have

to pick your weapons. U.sually you’ll keep

a good vai'iety on the Skyranger, so you

don’t have to choose until you gel to the

battle area. It’s a good idea, though, to

make sure you aren’t, forgetting anything

essential before you lift oil—like a MWP.
Always take ;m HVVl’ if you’ve got one.

Early on, the cannon armed MWPs are

my favorites, ’fhey aren’t terribly power-

lul, but they htive IK) rounds of ammo
and are great scouts. Eventually you’ll

want to replace all MWPs \viih hovertank

plasma throwers—just about the best

there is.

Clioose your weapons according to

your soldiers’ abilities and your mission.

Loading up a weak, slow troojjer with

heaAy weapons is worse than useless. Sol-

diers who are accurate but slow should

get effective single shot weapons, while

troopers with lots of action ixtints desetve

rapid fire rifles. East and accurttte sol-

diers are what you hope t(j develop

through successl'ul combats. Check the

stats lor all your soldiers eveiy once in a

while; you might wtiiil to name them ac-

cording to their specialties: Machine Gun
Kelly, Rocket Man, (irentidier, etc. This

makes equip|)ing your sc]uad easier when

you begin a mission.

It doesn’t do much good to load up
on rocket launchers and high explosives

on counter-terror missions; you’ll proba-

bly kill more civilians than aliens that

way. Don’t bother minimizing destruc-

tion if you’re going alter a downed UEO
(unless you need n live capture); there

are no penalties for collateral damage
here! No matter what the mission, make
sure eveiy one has armor. Get your lab

boys on this c|uick. Armor can’t cover for

bad tactics, but it can save your life now
and again.

At the landing zone, you should con-

ligTire your troops to match the expected

threat. 'Faking on an intact three-decker

alien battleship? You’ll need Firepower

and plenty of it. 'Eerror raid? Well, load

up on lasers and jdasma for precision

work. Do you need to capture an alien?

Make sure someone has stun rods or stun

bombs. Before you ever exit your vehicle,

you should have a good idea ol' who is

going to do what, and why.
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Advanced Wave table
BY Sound blaster. %

ACCEPT NO IMITATIONS.

The New Sound Blaster AWE32r

Introducing the wave of the future: the new Sound

Blaster AWE32. It cornbincs advanced wave table

l
-
i T^VTlHH synthesis, a powerful digital signal processor, and

the hottest audio effects all on the same sound card. That’s

why it’s the next generation PC sound standard.

The Sound Blaster AWE32 puts the world’s purest

music synthesis technology (from E-mu Systems) inside your

PC. It also includes effects like chorus and reverb for

increased depth and richness. And QSound so you can

position sounds in 3D. It even comes with downloadable

~ —
[
Sound Blaster AWE32 Includes:

]

Sound blastes AWE32 General midi interface hsc Interactive SE

TRUE 16-BIT CD SOUND THREE CD-ROM INTERFACES CREATIVE WAVESTUDIO" 2.0

ADVANCED WAVEFFECTS’ MICROPHONE QSOUND CONTROL PANEL

Synthesis Software includes; Creative Ensemble"

32-VoiCE Polyphony Cakewalk apprentice Creative Soundo'LE"

Sampung Subsystem for windows Creative mosaic

SoimdTont'“ technology, so you can add to the library of

sampled sound effects and instruments. And the latest speech

technology, so you can navigate through all the major

Windows”' applications using voice commands.

Of course, it’s a Sound Blaster. So it makes all your

favorite games and .software sound more outrageous than

you ever imagined. All this sound technology could cost you

thousands. But the new

Sound Blaster AWP32 is

only $399.* No other sound

card comes dose. Sound

interesting? Visit your

local Creative Labs dealer.

Or call 1-800-998-5227.

WAKE UP THE REST OF YOUR BRAIN.'

'l.rslni.ipX'TH'lf 65-77^

Circk' Rc.idcr Son/icc /fl .il



Know what you’re getting into. 'I'ly to

plan missions to take place during day-

light; it’s much easier to see when the sun

is up, or so they tell me. Look at the bat-

tlefield map belore you exit your veiiicle.

Sometimes, the UFO is already visible,

and in a counter-terror raid, you can at

least get some sort of feel f'oi- the land-

.scape. Once you have an idea of the sur-

roundings, move out carellilly.

Your first priority is to secure the

landing zone. Start out the door with

your HWP, and follow iij:) by fanning

out your stjuad to either side of the

Skyranger. Move out by teams, and
don't bunch up around the ramp.
Oheck the overhead map between each

soldier’s move. If you sjxjt aliens, or

they fire on you (aren’t you glad the

tank’s up front?), you don’t have to lake

them out immediately. Wail until you

can get clear of the Skyranger’s ramp
and bring a couple of troopers and the

HWP to bear. Ifyoii just blaze away with

the first guy (or tank) out, you could use

up all your action points and block the

doorway Ibr the rest of tlie sc|uad.

Aliens don’t |}lay fair, and they’ve been

known to lob blaster bombs into a gag-

gle of green grunts gawking on the

gangway.

Always operate in teams of two or

three soldiers (see 'Fable I). W'hen you

advance, move so at least one member of

the team can provide covering lire. Half

of the team moves while the other half

waits on overwatch to take care of sni‘-

prises. Clenerally, move your rookies

and leave veterans with enough
points lor a quick attack (green

troops usually won't get to fire).

This gets easier as your soldiers

gain experience, action points and

reaction ratings. W'hen you spot

alien, let the o\'envatch soldiers lake

him out; if that fails, vou still have other

team members to tiy. Change your fac-

ing periodically to scout around )’ou. If

you can help it, never send a trooper to

do a job alone.

Don’t forget to crouch. X-COM does-

n’t pay extra for heroes. Kneeling behind

TABLE 1: FIRE TEAM MIXES

walls and hedges is a great way to sia)'

alive. Sometimes, you can exit an alien’s

line of sight this way. Using cacti, lamp

posts, and stone walls for cover really

ptiys off. \’ou can even duck behind the

wheels of your .Skyranger if necessary.

ed siglil of ilu^ alien jrosiiions, so have

someone autofire towards the general

origin of eneni)^ lire. You'll be surprised

how ol'K-n this nails aliens. Area effect

weapons like rockets work well for this,

but be sure you have a clear line of lire

to the target area;

no one likes a

rocket exploding

in liis face.

Don't forget

psionics. Seclf)ids

and F.lhcreals will

rrs- na' r<^x

J

\r^r rnx r?-

UP CLOSE AND PERSONAL Effective posi

ttieir fields of fire to support the entire i

Muton soldier will soon discover, stone <

tioning of X-COM soldiers allows

squad, which this unfortunate

wall notwithstanding.

Just don't hide behind a gas pump: they

blow up nicel)' when shot!

be careful not to bunch up as vou

move out. Three or four troopers in a

tangle make an inviting target and make
it darn hard to shoot salely. Remember,

your soldiers can shoot each other in the

back by accident, especially when they're

spraving auiolire. In emergencies, sol-

diers with good accuracy can shoot over

or around their buddies, but this is risky

at best.

Once out and about. )’ou’ve got to

find the Itad gu\’s. L'sualh’, they'll

find yon, greeting \’ou warmlv

with a blast of plasma or a

grenade. Unless ^•ou’re on a

counter-terror mission, where civil-

casualties are possible, don't hesi-

tate to perform recon bv fire. The
aliens can see farther than \’ou can, espe-

cially at night, ft’s somelitnes best just to

spray the countr\'side with fire at the

slightest liini of an alien, l.asers are ex-

cellent for this, as tlu‘\’ use no ammo. As

you advance your teams, lhe\' will come
under lire. Ollen, your troops ha\’e limit-

# Troopers Teams

8

9

10

4x2

3x3

5x2

_SgL
2

1

2-3

Sqd

2

2

2-3

Hvy

2

2-3

2-3

Note; When you get the Avenger, you can take more than one HWP—do it!

If)’ to panic your

troops, or even

take over llteir

minds. If that ball-

pens. your buddy
will start firing on

\'ou, leaving you to

either take him out

or wail and hojm
the mind control

wears olF. /Vnother

reason not to

biiiicb up: a mind-controlled trooitercan

only kill people he can see. As soon as

possible, put eveiyone through psi train-

ing to discoxer who is feeble minded,

and thus, who should be left at home
when tackling an F.ihcreal mission. Y<ni

can use psi-amps to turn llie tables on

the aliens, but it's itsiially easier just to

shoot them.

GALACTIC REPO MAN
'I'lie tactical choices you make dej)end

large!}’ on the tx’pe ol' mission, the most

common being reeoveiv of L’FOs. These

missions occur rlay or night, in ex eiv t\ pe

of terrain. Free-wheeling destruction is

the rule here, its there aren't an\’ civilians

to get in the way. I^oekel lainiehers and

grenades are alwax’s useful. While there

will almost alwa)'s be some aliens in the

ship itself, don’t forget lo seeiire your

perimeter. The aliens love to lurk in the

dark comers ol the map. Send some
teams to sweep the map while others .se-

cure the ship, I IWI’s are great lor scout-

ing. as ihex’ lend lo draw fire and can

lake a lot ofdamage.

When atiaeking a large (two or three

sloiy) Ld‘'(). he wary ol'alieiis firing down
lift shafts and through holes in the ceil-

ings. ^’oll can (ii'c hack, of eoiirse; just use

(he ladder bullous on the tactical display

(o sliili your view lo the upper lexel when

(argeling. I( it's impossible to explore a

level beeaii.se ol'lloor damage, stand back

and lob some rockets or grenades up
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November's lop Titles

Only a Titan

tan provide
. _ 1

there and the

aliens will generally

oblige by dying.

Team tactics are a

must inside ships,

where e\’eiy corner

can hide a lurking

Snakeman. W'iih

teams, one guy can

spot while another

shoots. Remember,

a mission isii t over

until the last Elhe-

real’s dead. ...so be

thorough. Aliens

are sneaky by na-

ture. Be absoltitely

sure you’ve cleared

the ship or a building before you va-

MOVE ASIDE, THE GANG'S ALL HERE After snapping off a couple of shots,

the astute sergeant will move away from the door so other squad members

may crash the alien party.

moose. Olten, aliens will patiently wail by

the door to gel you as you leave.

Clearing UFOs is simple. A two troop-

er team can handle veiy small ships, but

larger UFOs recjuire two or three teams.

Use alteimate movement to insure

against unplea.sant .surprises, and always

check your back. You’ll often find two or

even three aliens clumped together at

doors or lift shafts—grenade bail! Multi-

level shijxs usually have one lift shaft that

goes only to ilie second level, while the

other sliali goes only to the third level.

When using these lifts, never go up (or

down, if the UFO isn’t cleared) unless

you’ve got a full complement (40 or

more) of action points. You don’t want to

be surprised. Leave

the heavy weapons

boys outside; this is

laser ;ind plasma

work, folks.

Much of your

lighting will he

among the fields

and farms of bucol-

ic 'Ferra. Even

there things can

get tough. I ledges,

fences, and stone

walls make dead

end courtyards;

wheat fields hide

sneaky Sectoids.

Don’t be afraid to

blast a route

through the farm. Desert is easy; just

sand, snakes and hills. In the daytime,

visibility is excellent and the cacti are

good cover. In the arctic wastes, water

will often impede your troops, so don’t

get caught in the middle of a lake with-

out an e.scape route. You can hide behind

ice ledges, but its better to have hover

tanks and Hying suits. In all cases, re-

member to use the vertical route. You
can climb (or lly) to upper stories and

even rool's to get a better view. Use the

view keys to scan the tops of hills and up-

per stories j)criodically.

THE WAR COMES HOME
You can choose when to attack alien

bases, but they don't give you the option

of refusing to defend your home. Don’t

raid alien bases until you have a good,

experienced squad, plasma weapons, and

advanced MVVPs. Sure, you can do it ear-

lier, but it’s risky. Unfortunately, you

have to defend even if all you’ve got is

four grunts with rilles. Defending a base

is more complex than it looks. Aliens

only aj)j)car via lift shafts or hangers, but

in a large complex base this can still be

confusing. Explosives are mijre danger-

ous to you (ban to the enemy, because of

HALL MONITOR When the hugs have breached one of your bases, keep

your soldiers well-spaced in case of blaster bombs, and scout the

corridors with a less-vulnerable HWP.

$52 Harvester CD
$46 Noctropoiis CD
$52 Phantasmagoria CD
$58 Star Trek; TNG CD
Call Dark Forces

$44 Doom 2

$48 NASCAR CD
$48 Across the Rhine

$35 Brett Hull Hockey
$39 Master of Magic

$45 Out of this World 2

$43 Victory at Sea
$42 Zephyr

$47 System Shock
$46 Colonization

$47 Wings of Glory

$45 Ultimate Football

$47 BioForge

Send us $2 for our color catalog containing

full descriptions and up-to-date pricing on

the latest and greatest titles for IBM and

the Mac. Also comes with a S2 off coupon.

1-800-247-5447

Circle RciKlcr Service #7 77

We accept

advance

purchases

and game

reservations

Same-day

shipping for

orders

received

before

4 pm ET
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TABLE: 2 WEAPONS DATA
WEAPON SNAP AIM AUTO DAMAGE AMMO
Pistol 60/18 78/30 — 26 AP Clip (12)

Laser Pistol 40/20 68/55 28/25 46 laser No

Rifle 60/25 110/80 35/35 30 AP Clip (20)

Laser Rifle 65/25 100/50 46/34 60 laser No

Plasma Rifle 86/30 100/60 55/36 80 plasma Clip (28)

Hvy Plasma 75/30 110/60 50/35 115 plasma Clip (35)

Hvy Cannon 60/33 90/80 — 56 AP Clip (6)

52 HE

60 1

Auto Cannon 56/33 82/80 32/40 42 AP

44 HE

Clip (14)

48 1

Rkt Launcher 55/45 115/75 75 HE

100 HE

90 1

Rocket (1)

Hvy Laser 50/33 84/75 — 85 laser No

Grenade 50 HE

Smoke Grenade 60 HE-i-smoke

Proximity Grenade 70 HE

High Explosive HOME
Alien Grenade 90 HE

Small Launcher 65/40 110/75 _ 90 Stun Stun bomb

Blaster Launcher — 120/80 — 200 HE Blaster bom

Note: #/# for Snap, Aimed, and Autofire are accuracy/Action Point cost, both as percentages.

the close proximity of' your buddies. Use

lasers and plasma guns. Stop, look, and

listen! Spin your guys around at intersec-

tions and near lilt shall and hanger en-

trances. Often, you will start out staring

down an alien. Kill him, look for more.

As you advance, keep your soldiers to-

gether but spread oul your teams to cov-

er the whole base. Move on alternating

sides of the hallway. Don’t put your

troops in a straight line, because the sol-

dier behind won’t be able to fire at tar-

gets to the front. F.nd your move against

a wall, facing the direction of most dan-

ger. As in all cases involving doors, don’t

spend your last action points opening a

door to an uncleared I'oom; it can be veiy

unpleasant.

Watch oul for exploding equipment.

In X-COM bases, the mechanics love to

leave oil drums around the hangars,

while the aliens pojmlate their bases with

generators and other weird stuff lliai

blows up nicely. Now, if the aliens want to

lounge around by these things, fine, but

don’t you end your move near them. Be

careful of long corridors; a missed shot

can overshoot and hit a friendlv. Lead

with your HWP, more for scouting than

firepower. Aliens will almost always target

it instead of you. Old HWPs are fine for

base defense, so keep some handy when

you upgrade.

COUNTER-TO-COUNTER
TERRORISM
The most dangerous missions by far are

raids on alien terror sites. These take

place in populated, urban areas and in-

volve lots of enemies. Speed and accuracy

are paramount if you hope to wipe out

the aliens before they eradicate the local

j)opulation. Remember: killing civilians is

bad. Your bosses won’t be pleased. Wlien

in doubt, let the aliens do the killing and

then kill the aliens rather than risk hit-

ting a civilian, riiink before you shoot.

Counter terror operations usually ^
involve some of the nastier aliens,

jiarticularly the C]htysalids. 'fhese

suckers don’t shoot you, they turn yHli
you into an alien! Ugh. 'fhe new-

ly minted extraterrestrials will

then turn into Cdirysalids when 1b|
“killed.” I’ve seen one of these O'ea-

tiircs nail three unwaiy troopers all in a

single move. Chiysalids die easy, but the

things they turn you into can take three

or four shots just to change into

Cihrysalid form. You might also meet big,

ugly things like Reapers and Sectopods.

Watch oul for the little flying saucers the

Sectoids keep as pels; they go boom
when they die.

(hi the till side, there’s good covei' in

cites. Lampposts, phone booths, picket

fences, and buildings are great to hide

behind. Unfortunately, the city is dark,

and the aliens have a liead start. Move
fast, but carefully; a healthy sc|uad is

worth a few dead civilians. Stun bombs

are great, as they are fairly .safe area ef-

fect weapons. An HWP is almost essen-

tial, for scouting and drawing fire, and

flying suits add tremendously to your ma-

neuverability. Use your teams aggressive-

ly and you can clear successive blocks in a

reasonable time. When facing C^hiysalids,

never get too aggressive. Always leave

enough action points for defensive fire

against .surprise attacks.

Bn When clearing buildings, use your

jHn team tactics. Seoul through the win-

'Sj (lows, and go ihrough the doors

with enough action points to shoot

r or get back out and cleai'. Some-

times you just might want to blast the

walls or toss a grenade through a win-

dow, if there are no ch’ilians alioui. Be

careful of stairs, as the aliens love to slide

plasma bolts down the banisters. A sol-

diei' in a flying suit can shoot llnxnigh the

roof and come in from the lop, prefer-

ably while another trooper comes in from

the ground floor, making a Sectoid sand-

wich. Of course, you can always have your

HWP Just level the thing....

PLAK JACKETS AND FIREPOWER
Just as important as tactics are youi'

weapons (see Table 2). At first, your

choices are limited, but they improve

with research. You’ve got two types of

weapons: ih)int effect, like rifles and
pistols; and ai'ea effect, like grenades

and rockets, ^'ou use point weapons to

kill aliens one at a time, and area

weaiDons to kill multiple aliens at the

same time. Three things maitcr with

weapons: accuracy, speed and damage.

All the weajjons can hit whaie\’er you

can see, so range isn’t an issue. What's

important is being able to hit the lai'gel

and kill it.

For mosi of your missions, the basic

weapon will be some sort of rifle. Your

basic autorifle is OK, but it lacks punch

and ammo. W'iih only 20 rounds and lit-

tle stopping power, the standard issue is

a stopgap measure. Your regular pistol is

best Li.sed to give heavy weapons troo|)ei's

a back-up. A .s(]uad armed with rifles, an

autocannon, and a rocket launcher is de-

cent, but you have to shoot carefully and

hit aliens several limes before they go

248 COMPUTER GAMING WORLD • NOVEMBER 1994



SPSe’7^‘2^ P.O. BOX 6295
SALINAS, CA
93912-6295

s^se‘7i^owes

Dec^.5)

DSaiJ.Sl

DxnlMte.Lev*lC51
[ton2®A51
Craven's LffeO«i!Ef lOS
Cra^i't^f'Cw.SI

&eiii?^'aW3
(Xre^
OreZaSl
Cu^ Mass 2P^.9

tnpff WxieO.5)

EnweCh^s^NICn
wiotlSl

nineslMffrieriCD/3.9

f-15 fi2a
F*ai lOaS!

m
m
44/38

48/44

i/35) 4^40
)i 4//44

•m/351 39

if

iaskface 19

Ttmratj M!

SSI CLASSES

&24

BaGlec4A(ti^

Bailies dftokr is

CcrfctkWteEast 15

G^shifTumgftrt 15

ae ‘.5

RebddffgeatOxkarnajea 15

RedLditn 15

SecmFicm 15

StftGfjnTsTrd 15

Scnsdltety 15

StarCnmand 15

StetiCiiisade 15

StuntoasEifope 15

Vt’argarreCcrssuctcrSEi 15

Warli 15

WeslanFrtrt IS

OPKN: 6,\M-l 1PM PST RVKRYDAV

1 -800-983-4321
ALL PRODUCTS LISTED ARE NEW
SATISFACTION GUARANTEED III

CALL FOR CURRENT
PRICES AND PRODUCTS

GdAts ll

.

Kanxxn?

kiula2
hdara Jcner^lirts

hdani 37e$ lail Ciusade

kkEdtieE^
KfUsQuestSerG

Kligs Quest?

bnbsdLcre
L^enddK/an&
L^erddi^fanb

15

SeaidMo
SeaeidF4ai'AlsM2
Si^dlheCaiid
ShadwdYsatte
ShijwSjcsEr
ShaJcMUster

Sd&tfsInaedUeTcas

SnC^20C0
Srfarni
-

"«l,4,cr5

Sts Trek.

’^254]

iJutemerlRt!

lal

BaOesdldpd^i^ lOee.

BeOesdltapdeoi? 25

Wsesre dis Set ilsks M6 15

Icalfcrriogiscaispdjisl

1942ftdc/«Ws
/Ti Guest

lltiHor

/cestWEirxe
tocBstfFtn
/EkUkOiarioE

/OSD.CtiseAueBoids

/OiD.Geri; s Qrse

JOUlDskStn

FOiDiyedtcGdcUsl•— :)5d«eBdtte2

fer^
linB3
lbn34
UitbS
llxm6
LbTa75bdiGa!e

Ulr[a7:Ser^l4e

UbraS
UiraSIPma)
llrBlMr^lcr2
VddDsImks
ViK/Beanish

Mre Carmsids 4nrs(^

MigsdO^
Mzsdy&GneCsTKFiee
Wardy /ihisaders Crk

Ifdla^ SD.S^ Desliiy

XGOH
XWG

PAVMKST ; MONKY 4)«1)KKS.IHK:< KSK)RUKRS SHII’PHD YYHKN t'HKCK Tl.KARSl.VI.SA.MASTTKfARU

SHIPPING ! $4 OVKRNUIHT him S4imV’AKh3CAI.I. KOH HARDWARKl. COD ADI>$4 PRR OKDKR. HANDII.INO $2 1'KR ORDKK.
MOST ORDKRS I’l.ACKD IIV .««.M INTSHIPSAMK DAY. ORDKRS 1*I-\CKD UY HAM I’ST ON SATI RDAY WII.I.SIIIPSATCKDAY. SUIl'PIM;

TIMUS M>T<;LARAVrKKD.

WKSKI.I.OVKR 5.IHHI COMI'l.TKK & VIDKO (SAMK I'RODl'CTS SO IK YOl' DON'T SKK WHAT YOCK I.OOKIM; H>R IM.KASK CAI.I. US

AT 1-800-9834321 OR 1-408-751-6975 51 q

Circle Reader Service 0115



TABLE 3: ARMOR DATA
ARMOR Front Right/Left Rear Linder

Personal Armor 50 40 30 30
Power Suit 100 80 70 60

Flying Suit 110 90 80 70

down, Make sure you have more than

STARLITE
ELECTRONIC

TEL: 800-552-9880
FAX: 415-548-1639
CD ROM DRIVE/SOUND CARDS
PANASONIC 562.2X,320MS S149

PANASONIC 562 EXTERNAL S185

MITSUMI FX 0OI,2X;!5OMS S139

SONYCUD33A.2X290MS S145

NEC CDR-510 3X.195MS SCSI II $3.19

SOUND BLASTER PRO VALUE
SOUND BLASTER PRO 16 VALUE $95

sown BLASTER In SCSI II $155

SOUND BLASTER 16 ASP $160

CD SOFTWARE
7TH GUEST $22

lOlBESTGAMES $20

A HARD DATS AND NIGHT $P
ARITIER'STEACHERTROUBLE SIT

AMERICAN HERITAGE DICTIONARY $25
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CITY 2000 $25
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one soldier firing on each target.

Grenades are elfective equalizers, if you

remember to prime them with enough
time left to dirow, or enough fuse to wait

uiuil next turn to go off! Once you get

laser weapons, your situation improves

dramatically. Even laser pistols are better

than regular rifles. They pack a wallop,

they’re fast, and their volume of fire

makes up for their inaccuracy. Still, you’ll

want laser rifles soon, l^iser rilles are usu-

ally the best bang for the buck. They hit

hard, often killing Floaters with one shot,

and they fire fast and accurately. Best of

all, they don’t use ammo, so they’re gi'eat

for spraying the countiyside. Squads can

be successful with just laser weapons
much of (he lime.

Some aliens, like Mutons, shrug off

laser blasts, so once your technicians lig-

Lire out how the aliens make plasma
weapons, you’ll del'mitely want to snag

some ol' those too. The heavy plasma

rifle is one praiseworthy weapon
for the hard-fighting squaddie. It’s

reasonably fast, reasonably accu-

rate, and packs one heck of a

punch. Its 35 shot clip is great, and

the aliens conveniently leave lots of

clips behind. The regular plasma

rille isn’t that much better than a laser

I'ifle, so don’t bother witli it. A squad

equipped with a mix of heavy plasma and

lasers is ideal. You want a mix of

weapons, because some aliens are partic-

ularly allected by AP ammo, some by HE,

while others hate lasers more than any-

thing. Plasma is pretty good for just

about evciything, though.

Heavy' weapons are a mixed bag. I usu-

ally ignore the heiivy cannon, as it’.s, well,

heavy, slow and runs out ofammo quick-

ly. Go with the autocannon instead. It

hits nearly as hard, has a good autolire

capability, and holds enough ammo to

make a dillerence. Not loo accurate, but

start spraying HE rounds and watch ‘em

dance! Heavy lasers aren’t really much
use; they can’t autofire, and don’t do that

much more damage than laser rifles.

Rocket launchers are tricky but useful in

the early going. An incencliaiy rocket tan

torch a whole lloor of a building, and HE

rockets are great for reaciiing out and

touching aliens behind a wall. Don't ex-

pect a soldier on ovenvatch to light off a

rocket, however; they’re sloooow to lire.

The best HE weapon is probably the

alien blaster launcher; it tires a humon-

gous blaster bomb that you can actually

guide to the target. Just be sure to plot its

path around obstacles, not through

them, as it tends to obliterate first and

ask directions later.

Grenades are always good to have,

but be careful—more than one trooper

has fallen victim to his own pineapple.

Demo charges are pretty lame.

Grenades and rockets can blow up any-

thing chat can be blown up {don’t both-

er trying to blast a hole in UFO’s, it

won’t work). Stun bombs and stun rods

are essential ifyou want to take an alien

home to Momma. Using a stun rod re-

quires nerves of steel and a bit of luck,

however, as you have to whack the alien

over tile head with it.

Autofire is best. It’s fast, high

volume, and kills ‘em dead at close

range. Snap shots arc your other

option; you can engage two targets

in a turn with careful shooting.

Aimed fire is a waste of time, Your
accuracy may go up, but that one

shot is all you’ve got. Never shoot over or

through your own guys unless 1) you

can’t help it, or 2) you’ve got a shooting

accuracy like Sergeant York, This goes

double for autofire; nothing ruins your

day like plinking two or three plasma

bolts into your buddy’s back. Always re-

member, it ain’t what you shoot, but how
you shoot it.

Finally, always use the best armor you

can (see Table 3), Get the techies working

on this ASAP. Armor is the dillerence be-

tween rookies becoming veterans or

corpses. Keep a lot of armor on hand, as

you can’t recover it from your departed

comrades.

And that’s it for 201, soldiers. Now its

time to take these tactics to the field and

bag a few bug-eyed buggers. Remember:
work together, cover each other’s tails,

and have a damn clear idea of what
you’re going to do with a grenade before

you pull the bieedin’ pin! ^
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Ghostly guards protect

the treasures of Cairn.

X^hcn cornered,

prepared to fight.
if

Wizards and assassins plot to hill the Duke

-and you 've been set-up to take llmfall.

^ hadoivs of Cairn is tke story of a

. young iKief nanieJ Quinn, wlio

lias a serious proklem. He’s too

l^konesL to steal anytlruig. \%rtliless to liis

guild, kis own master kas set liim up to

talee tke klame for tke murder of tke DiJ?e

of Cairn. His only kojie for survival is to

make svrrc tke assassination fads.

In order to kelp Quinn save kimscLf, you’ll

"kave to guide kim ikrougk slimy sewers, a

"ap filled dungeon, an evil wizard’s tower,

:1 a monster filled kedge maze (not to

mention guards in tke stiucts and kuilJings)

to save tke Dulse in kis palace at tke top

of tke cit)'.

CD ROM
Availokle for Windows & DOS

Macintosk & Power Macintosk

native mode versions coming soon!

Unfortunately

...iW'flWWWKWIiWrWfflHMIMW

800-766-4223

303 -290-9853

© 1993-1994 Ant Soitwiirc. All Rigkls Reserved.

© 1993 Mas{|iiv PuUisIiin^
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Looking for a Patton to play against your Rommel? Need some fresh meat for network
Doom-fests? On the hunt for a gamer’s bulletin board system in your area? Well, you
might find what you need on CGW’s White Page. 11' you’d like to place your own ad,

send us a postcard, OGW Poll card, letter, PAX [714-283-3444] or email (Prodigy

[LXP‘r40B], C]om])u8er\'e [76703,622], The Sierra Network at [Box 1048], GPnie or
America On-Line at [CGWj). Generally, we run them only once, so .send another each
month you want your name listed. The ads themselves should seiwe as reasonable

examples to write your own. However,
• Provide at least one teIej)hone number. Do not forget the area code and
mention whether the number is Home, Work or Modem.

• Include your city and state so that iDeople who call you will know wh:it time /.one

you are in and recogni/.e it when they see it on their phone bill.

Computer Gaming World magazm also appears as its own Forum on

CompuServe's ZIffNet. To access our editors and writers on-line, just

GO GAME WORLD. Topics include; Hey Editor!, Opponents Wanted, The

Hardware Zone, Online Gaming and many more. Join us, won't you?

BULLETIN BOARD SYSTEMS

Those interested in pur-

chasing VGA P/anefs should

contact designer Tim Wis-

seman at P.O. Box 204,

North Fork, CA 93643 or

call his BBS at (209) 877-

4921. The cost of a regis-

tered version of the game is

$15.

Ace BBS at t505) 890-

0374 in Albuquerque, NM,
IS now hosting Remote
Football Leagues for FPS-

Football Pro. Our first

league is filling up fast but

more are planned. Call to-

day and reserve your spot!

BladeRunner BBS in New
Bedford, MA is the place to

be lor the PC gamer. Carry-

ing SimNet for the flight

sim pilot, as well as many

other games. Over 40 doors

on-line, CD-ROM file area

and morel For free access,

call (5081 999-0529, 24

hours/7days a week.

Those willing to brave the

dangers of the PIT in Bar-

ren Realms Elite or explore

the galaxy with other

traders in Trade Wars 2002
should call the Digital Un-

derground in Shelbyville,

Michigan at (616) 792-

2130 from 9PM-6AM
(1200 to 14.4 BPS).

Wings BBS. home of the

618th Tactical Fighter

Group, hosts many differ-

ent types of Falcon ladders,

including Search & De-

stroy, Guns Only, and Any-

thing Goes. Either join our

squad, or contact Talon

(our sysop) and maybe we

can get an intra-squad

I
match going! Coming
soon, ..the 618th PAW
squad and ladders! Cali

(618) 656-1155.

Brazen’s Hell! BBS is "the"

place to be for both on-line

gaming and contacting oth-

er for modem game play.

We are DOOM Headquarters

East with special message

areas just for meeting other

,
players to establish modem

I

games. Also, being an off!-

I

cial distribution site for

companies such as Apogee,

Id, Epic, etc., we always

have the latest creations

the day that they are re-

leased. We specialize in

DOOM external levels, too,

with 200+ available. 5 CD-

ROMS and over 2.8 gigs of

files, 28800 BPS access,

24 hours, 7 days, 2 nodes

and over 50 on-line games.

We’re in Laurel, MD at

(301) 776-8259, Your

SysOp is Brazen.

The Mr. Blotto BBS is

Chicago’s home o) great on-

line battle and war games.

Come check us out! Con-

quer the universe with VGA

Planets or lead your empire

to glory in Imperium. Can

you take over the world in

Global War or would you

rather indulge in head-to-

head combat in The Pit.

Loyal game players receive

extended access. 2400 to

14,4 BAUD, with 2 tines.

Call (312) 725-6628 or

(312) 725-7474, Leave a

message for verification to

SysOp Brian Waddick.

28,800 bps madness! Join

the Modem Gladiators Fo-

rum on Maverick’s Quodle-

gltur BBS and get in touch

with California modem
gamers! Place an entry into

the Modem Gladiators’

Database and then match

yourself up against oppo-

nents from virtually any mo-

dem capable game
including our personal fa-

vorite, Doom! We have on-

line games, including

Tradewars 2000, Red Drag-

on. Mines o! Gorr 3-D, Bar-

ren Realms Elite and more,

including many shareware

games. We have Doom! and

Woltenstein game editors

and add-ons, plus flight

simulator patches and ac-

cessories — not to mention

cheats, hints and editors

for hundreds of other

games. Check out our VGA
menus when you call, 24

hours a day. 7 days a week.

We’re located in Fresno. CA

at (209) 233-7835.

Digital Impressions at

(918) 437-3754 is running

under RoboBOARD/FX, a

Windows based VGA/SVGA

communications software

package (that also supports

the old ANSI standard). We
have 1.23 gig on-line, in-

cluding the latest in

Apogee, Epic MegaGames,

ID and Softv/are Creations.

On-line games include Bat-

tleGrid, Metal Knights.

TradeWars 2002, Operation

Overldll, Usurper, Vampire'.

The Masquerade and VGA

Planets. SysOp; Brandon

Gabbard: 1200-14.4 Baud

at 8-N-l, 24 hours/7 days.

We’re in Tulsa. Oklahoma,

but leave a comment to

find out about cheaper ac-

cess for long distance

calls.

Anarchy, Inc. Is seeking

budding galactic con-

querors to play VGA
Planets, a game of galactic

combat/conquest where you

take the role of leader of a

unique race with its own

special powers (see CGW’s

f(118 and 119). Anarchy,

Inc. is exclusively devoted

to VGA Planets. There are

no large file selections nor

other on-line games, which

means never having to wait

long to up/download your

turn file! Long distance? No

problem — most games ac-

cesses take less than 2

minutes, and the BBS ser-

vice itself is free! We’re in

Knoxville, TN at (615) 688-

5273.

The Dark Side BBS invites

you to join in on all the

fun! Come play its popular

on-line doors, where you

can fight other users to be

the best! Downloading is

free and you can partici-

pate in our active message

areas. Join an on-line

AD&D campaign! It’s all

here at The Dark Side!

SysOp; Maverick. We’re lo-

cated in Woodbridge, VA.

Call via modem at (703)

490-8304: 1200 - 28800
V.42 PBS accepted.

The LINK BBS is Southern

California’s HI BBS system

(an ASP approved BBS).

We’re looking for game
players for many on-line

multi-player games. Free

memberships! Look for the

latest game cheats and

patches right here. Call

(213) 462-1671 or (310)

459-1264 today.

Players wanted for VGA
Planets'. If you live in Geor-

gia, come play with us at

the Darkside of the Moon
BBS. Your SysOp is Wes
Peters. We support up to

14,400 bps. Call (404)

483-5091 to get started,

or email Rhett Millsaps via

the InterNet at rom2@cam-
cat.com.

Try the Stonehenge BBS at

(516) 931-3670. There are

plenty of files, games,
doors, and messages bases.

Greetings, gamers! Call Cy-

bertech, the new BBS in

Arcadia, CA. We offer a ser-

vice called DoomNet! that

pairs opponents for Doom
death matches around

Southern California. We
have over 2 gigs of files and

can support up to 57600
baud or as low as 1200.

We’re open all hours, ex-

cept Sunday from 12am to

8pm, Your Sysop is "Cy-

ber,’’ Call (818) 446-7179.

Call Lucky’s Fly-In BBS in

New York at (718) 318-

8406, This is an aviation

oriented BBS that is de-

signed to provide services

and entertainment for actu-

al and simulation pilots. We
provide access to hundreds

of aviation and simulation

files. Call today!

The Image BBS in Prospect

Heights, IL welcomes all

callers to a game of Barren

Realms Elite v.956 (an in-

ter-league game), along

I

with several other "door"

I

games such as; Melee, The

I

PIT, Food Fight, Tradewars

2002 (we have two ver-

sions!) and more. We also

have many files available

for download. FidoNet mes-

sage areas, multi-node

chat, Japanese Anime files.

This is a very friendly-ori-

ented board running Syn-

I

chronet BBS software.

I

Sysop: Savage Dragon. Call

I

(708) 392-4838, 24

Opponents wanted for

Trade Wars 2002'. If has

been registered, so great

options are now available.

Alternately, tackle the over

' 30 other online challenges.

including role-playing,

I

strategy, trivia, and casino

:
games. Call Dimension Z in

Queens, NY at (718) 381-

j

1643 with up to 38400
1 supported. Over 400mb of

' files available to download

i and access to World Mes-

j

sage Exchange and Lobster-

I

Net conferences. Free
' access, 24-hours, 7 days.

OPPONENTS WANTED BY

AREA CODE

Doom!, anyone? I’m seeking

local players in the Stam-

ford, CT area. Call me at H-

(203) 322-7472.

Red Baron fans who would

like to share scores, career

Info, and anecdotes about

your experiences with the

sim, contact Charlie Kil-

I
bourne at 14706 Willough-

I by Road, Upper Marlboro,

MD 20772, or call (301)

627-3741.

' Seeking local opponents
I only in the Oahu, Hawaii

I

area for Doom! Seawall and

I

Falcon 3.0. Call Scott in

Waianae at (808) 695-

I

9113,

I

I'm looking for some Doom!
I opponents in the Chat-

. lanooga, TN/ North GA

I

area. Cal! Brandon at (706)

j

861-2029 (local call from

I

Chattanooga). ^

THE NETWORKS

The following are voice contact numbers for many
of the various on-line network services that

connect gamers. Call them for more information.

America On-Line: (800) 827-6364
CompuServe Information Service: (800} 848-

8990
Novalink (formally Digital Dreams) Network: (800)

274-2814
GEnie: (800) 638-9636
The ImagiNation Network: (800) IMAGIN-1

Multi-Player Games Network: (800) GET-GAME
National Videotex (NVtel): (800) 336-9096
Prodigy: (800) 822-6922 x556
USA Today Sports Network: (800) 826-9688
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Sprint" long-distance service just

became rriore valuable up to $1 59.90**

more! Now, when you switch your

home long-distance service to Sprint,

you can select any Sierra game, free!

After 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, fiberoptic network

that provides the long-distance quality

and reliability you need. Experience for

yourself Sprint's "fiber-optic" clarity

that makes both your long-distance calls

and PC data transmissions crystal clear

and virtually error free.

Unsurpassed call and data clarity is

just one of the many benefits you will

enjoy as a Sprint customer.

The Mostf 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.

directory assistance, customer service,

even instant credit for wrong numbers.

And we do it 24 hours a day!

No Risk Guarantee
Your satisfaction is guaranteed: we'll

pick up the cost of switching your long

distance to Sprint, and will even pay to

switch you back if you are not completely

satisfied. (Some restrictions apply.)

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

you want while getting two Sierra

games you enjoy?

Sprint.

Offer valid only in the U.S. and for new Sprint customers.

Not valid for FONCARD-only orders. One offer per

househoid. Certain restrictions appiy.

Retaii value of Sierra Games. Offer valid on any current

Sierra product with a retail value of $79.95 or below

To qualify for a second game, the customer must bill $20

per month in 3 of the first 6 months.

THE MOST discounts apply to in-state/intraLATA calls

only where authorized.
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Play Mystic For Me
And All That Jazz
by Chuck Miller

A
I'TKR RXKRCISING OL'R DRAINS

L-VST MONTH IN ITTK RKALM OK

.S TR-ATECiV OAMluS, I I '.S KIME TO

put them away once again and

revel in shareware’s (iner side;

mindless action games. It’s not

only that my neurons need a

rest, hill also that a pile of good herky-

jei'ky titles has hit the shai'eware I,Z in ihe

jxist ‘50 days, three of which

were particularly captivat-

ing. Two of these are

spanking new: Mv.S'i'ic

To\vi-:r.s from those prolilie

folks at Apogee Sofhvare,

and Jazz jACKRAiuuT from

the I'ertile minds at Epic

MegaGames. The third is a

pinhal! pack from Epic fea-

turing foil)- new tables and

some healthy imj^rove-

ments in game play and au-

dio. Let’s make some
tlownloads from our local

shareware BBS and see

what we find.

LUCKY RABBIT MV FOOT
While not exactly endowed with an origi-

nal plot (stomp the had guys, save ilie

world and rescue the girl), Jazz Jacjcr-mt

lur succeeds in seliiug some new stan-

dards for high-speed, jDlall'orm arcade

games on the PC. Featuring some of the

hesl cartoon animation I’ve seen on a

comjmter, with a high-powered audio

soundtrack to match. Jazz brings the

eciuivalent of Sonic; tith l-lEncr.iiot; to

MS-DOS gamers. In fact, Sonic jjlayers

who spend some time wiili J.azz will think

lhai ihe furry hedgehog has simply

sprouted long ears and developed a crav-

ing foi- carrots.

Not only is ihe tinimation top notch

and scrolling incredibly smooth, the mu-
sic in Jazz is fun, loo. The soundtrack,

which oilers 20 original tunes, is upbeat

and just as good as that accompanying

Sonic's antics.

In J,\zz, you play the role of a little rab-

bit with a big gim on a mission to kick

some turtle tail, Devon Shell and the

Shellian TeiTorists, a radical gi'oup ol' tor-

toises who want to kill the wabbitses, are

bent on destroying the planet Carroius

while sijlitting all hares in the process. If

that wei'cn’i bad enough, Devon has kid-

napped the beautiful Kva Kariong, Jazz’s

heartihrob. (She’s no Jessica Rabbit, but

she’s still too cute to kick out of the family

cabbage patch).

In order to sa\’e the world and be re-

united with Eva, Jazz is going to need
some hea\’)’ lirej)ower. Starting oll^viih a

lone blaster, Jazz (]uickly builds his arse-

nal with a Toaster, RE Missiles, a Launch-

er and TN I'. Just make sure to watch his

“carroiene" level. If it drops too low, Jazz

is hasenpfeffer! This is no bunny hoj);

Jazz will have to suiwive six epi.sodes with

<)\'er 50 levels in the registered version.

But there are five diirerent diHiculty levels

to help keep this rabbit running.

Jazz jACKR-AiiHi r is definiielv a winner. If

you need a little target practice to s|}ice

up your nights, I suggest you jump at the

cliance to lay the Shellian Terrorists to

rest. Though it won't improve your eye-

sight, Jazz will certainly test your rellexes

and provide an enjoyable challenge.

A Brussee Belszinski Production, Jazz

jAt;KRAtuuK is available IVom: Epic

MegaCiames, 10406 Molbrook Drive, Po-

tomac MI) 20854, (800) 072-7434.
F.pisodes 1-3 and 4-6 are S25 per set. .-Ml

six episodes can be had for .$39 plus .$4

shipping and handling, A 386 or faster

CiPU, VCiA graphics and 4MB of RAM are

rctltiired. S<amd Blaster, SB 16 and Gravis

Ultrasound cards are supported.

HAVItNC A BALL
WITH CVBORGIRL
Back in February (CGW #1 15), I re-

viewed Ei’tc PiNBAi.i. and found it to be

among the best PG pinball games avail-

able. Since then, Epic has released PtN-

ii.Ai.i. Pack 3 which ups the steel ante once

again. Eeatttring four attractive new ta-

bles—Gyborgirl, Pangaea, Sjxice Journey
and Toy I'actory—and incorporating

Epic’s Gybersound, a new surround-
sound technolog)’, Pinkai.i, I’ack 3 adds

even greater depth and excitement to

computer pinball.

Ol the lour tables included, (5)borgirl is

my iiivoriie by far. Not only does it pro-

vide the best play of the new offerings,

but the tuidio is fabulous. The “cybei-

rock” score has a driving bass be;U. Plus,

the digitized sound eflecis (complete with

moans irom Gyborgirl when the player

THE TROUBLE WITH TURTLES Jazz Jackrabblt puts up a spirited

defense against terrible turtles and killer bees.
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The CD-ROM Outlet store- You Pay Less ALWAYS^
101 Best Games 1

20th Century Video Almanac
7th Guest
9 Digit Zip Code Directory

Adventures in Heaven
Aesop's Fables

Aircraft Encyclopedia

Amazing Universe

America Alive

Animal Alphabet

AnimalsI San Diego Zoo
Apogee Game Companion
Art Appeal 1 : Business

Art Appeal 2: Gov't & Industry 1

9

Art Appeal 3: Education

Arthur's Teacher Trouble

Atlas Pack (US & World)

Audubon Birds

Audubon Mammals
Auto Map
Battle Chess Enhanced
Beauty and the Beast

Berlitz Think & Talk Frer

Berlitz Thinks Talk Ge
Berlitz Think & Talk It^ian

Berlitz Think & Talk Spanish 97
Best Business /
BestofC. I. C. A./
Best of MicroPros
Betrayal of Kandor
Beyond the Plar^t Earth

Beyond the Wall of Stars

Bibles and Religion

Blue Force
[

Body Works 3.0

Brain Drain
'

Bugs Bunny I

Business Master

Busy Town t

Butterfly
\

C Users Group IJbrary

Caddies \

Capital Hill \
Caricaturas Classiqas

CHAOS Continum \
Chessmaster 3000 \

Chessmaster 4000
Cinderella \
Cinemania 94
Classic Cartoons

Clip Art Cornucopia

Clip Art Extravaganza

Clip Art Heaven
Clip Art Heaven 2

Clip Art Warehouse 9

Color Magic 25

Colossal Cookbook 12

Comanche w/ Missions 56

Companion - OS/2 14

Complete Bookshop 12

Compton's Family Choice 23

Compton's Interactive Ency.94 25

Compton's New Century Ency. 19

Computer Reference Library 9

Conan the Cimmerian 26
Conspiracy 25

Cookbook Heaven 14

Corel Draw 3.0 50

Creepy Crawlies 19

Critical Path 28

Cyberrace 22

Dark Seed
Day of The Tentacle 25
Deathstar Arcade Battles 9

Desert storm 19
Desktop Bookshop 15

Desktop Publishers Drm Disk 29
Dictionaries & Languages 9
Dinosaur Adventure 21

Dinosaur Safari 15

Dinosaurs 19

Dinosaur/Space Adventure 25
Direct Phone 79

19 Jurasic Park

Just Grandma & Me
Jutland

King's Quest 5
Tale of Benjemin Bunny
King's Quest 6

Kodak Photo Access CD
Lands of Lore

Languages of the World
Lawnmower Man
Learn to Speak Spanish 4
Learning Heaven

Dr's Book of Home RemedyL.—24.—Legead of Kyrandia

Doom CompanipA-
Doom Mapra'"^
DracyiltflJnleashed

OFagons Lair

'Dr. Games 1- Dos
Dr. Music
Dr, Ts Sing-A-Long

Dune
Education Master 4
Education Platinum

Educ'l Software Cooper PC
Encyclopedia of Sound
Encyclopedia of Sound 2

14 Loom
19 Lord of The Rings

29 MacMiltian Diet for ChlOren 19

41 Mad Dog McCree ^

17 Magic Death

15 Mammals
1 6 Mario Is Missing Deluxe

23 Mario's Early YearsI

14 Mayo Clinic (Family Heatth)

14 Megarace
1 8 Microsoft Bookshelf 93
9 Microsoft Bookshelf 94

Microsoft Dinosaurs

49 Software Around World 1 \ 5

19 Sftwr Vault GamesColl 12

25 Software VaultGold Collect 12

10 Software Vault Windows 12

19 Solar Heaven 15

19 Sound Library 2 15

15 Sound Explorer 19

45 Sound Library 15

24 Sound Sensations 10

19 Sound Wav 2 19
95 Space Quest 4: Roger Wilco 15

15 Space Shuttle 19
30 Space Time & Art 33
14 Speakers Ency. 21

27 Speech ClipsLibrary 19
19

19

EZ llnaguage ^......-29—-4/llsjrosoft Encarta 94
Family Doctor 3rd Edition''^ 1 8 Mic

Family Education Cojl^t 2 19 Ma

_

O ver 18, C-a<l For Adiilt Title

Farm Animals \

Fatty Bear's B-oay Surprii

Fatty Bear's Fun^ack
Font Elegance \
Fonts Platinum 'V
Forever Growing Gard^-
Fractal Frenzy

Free Phone
Gabriel Knight

Game Master 3rd Edition

Games Platinum Windows
Gardening
Global Explorer

Great Cities of World 1 & 2

Groilers Ency. '93 V. 6

1 Groilers Prehistoria

22 NSuinness Disc Records 93

9 Gdnahip 2000
25 Gus GbesJ:o Cybertown

12 Ham Radio''-'-^.^

56 Hard Day's Night

14 Hobbes OS/2 Archives

1 2 Home Medical Advisor Pro

23 House of Games 2

In Company of Whales
INCA
INCA 2
Indiana Jones
Interactive Storytime 1

Interactive Stor^ime 2
Interactive Stor^ime 3

JFK Assassination

Jones in the Fast Lane
Journeyman Project

r
. . / :

Monar&Witbtes /

Monkey Island /
MPC Wizard /
MYST /
National of America

22 Nev^ds on the Block

-4S_—-Ne^Tview of Space
25
25
15

10
10
74
19
39
19
19
19
15
10

Newsweek Interactive

Night owl 13
Oceans Below

Our Solar System
Parenting

PC Library

PCStG13
Print Shop Ensemble CD
Privateer

Publisher’s Paradise

Publishers Platinum 1

Putt Putt Fun Pack
Putt Putt JoinsibeT^rade

19 QRZ Ham-R^o
Return to the Moon

45 Return to Zork

1 5 Secret Weapons Luftwaffe

39 Select Phone
19 Shareware Heaven

29 Shareware Heaven 2
25 Shareware Overload Trio

19 Silent Service 2

19 Simcity2000

19 Simtel2.0

43 Smart CD Photo Access
1 5 So Much Shareware 4

45
17
12
45
38
39
18
26
29
19
10
19
19
25

75 >.

ir
14
16
18
15
19
25
15
169
15

19
24
25
29
18
15

17

Space Shuttle

Space Time & Art

Speakers Ency.

Speech ClipsLibrary

Spiders; Nat'l Geographic

Spirit of Excalibur

Star Trek 25th Anniversary 29
Star War Chess 19

itraight from Heaven 15

Sfteet Atlas USA 2.0 89
Technotools 10

Three^tooges 10

Time Amanac 1

9

Timeiapse. 22

Too Many Typefonts 1

0

Tortoise & The Hare 36

US Atlas4 \
19

US History \ 19

USA Wars; Ci^iil War 28
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ouil'iis her with cybei' implants) liighly

augment the game’s atmosphere.

'I'liosc who already own Ei’ic PiNii.M,!.

will cerlainly want this latest addition.

Of the three pticks available from Epic.

PiNiUi.i. P.ACK -5 is the best of the bunch.

'Phis stand-alone product is available liir

onh' .529. Or, if you prefer, it can be liad

with one of the previous packs for S45.

All three pticks are S59, plus the tradi-

tional 54 shipj)ing and handling. Send

your oi'der to Epic's address (given

above).

STRONG WINDS BLOW
IN DRAPTY OLD TOWERS
The aging Baron Baldric is the only jx-r-

son who can wield the WoH'-magic ol his

aix'eslors atid, as such, is the only one

who can sa\'e Rimm Village from utter

destruction. So. with just his La/arine

Staff and a bad ca.se of ilatulence from

this morning’s breakfast beanfesl.

Baldric begins his task to rid the 12

La/arine 'PtHyers of their accumulated

contingent f)l itnwelcome guests.

Such is the background for Apogee’s

latest digital wonder, M^’.si'tc Towrirs.

Reminiscent of Electronic Zoo’s

TitKA.suKt';Tic-\t*, Mvs't'ic I'owt-.R.s is an ac-

iion-pu//le gtmie jjresented in similar

SI) isometric perspective. Vour first ob-

jective is to move from room to room to

find a bomb and the lower’s monster

generator. When you find the bomb, it

can be used to destro)' the generator,

but llten you’ll have to liberate the

crea-

tures with good old-fashionefl

magical combat. When the tower

is cletmsed, )ou can leave it and

move on to the next one.

Of course, the Job of extermi-

nating the pests of La/arine Tow-

ers is not :is easy as it sounds. The
monsters in these spires are

tough, tougher than the jxi//les

that must he unraveled. Though
lialdric begins play with full health

and a gixtdly number of lives, iJie

deni/en of these dwellings are no

slouches at whittling away health

points—too quickly, I might add,

for my taste. Still, in spite of its

overly powerful critters, Mv.S'ric:

'rc)wt:te> has the kind of gameplay

that will devour entire evenings. 1

liaven’t yet been able to sit at the

computer for less tiian an hour or

two a session.

Weapons consist of a balleiy of spells,

most of which must be collected along

the way. Baldric can levitate, teleport

iind shoot .sulfur, lightning, lire, venom
and several other offen-

sive spells ;it his attack-

ers.

himself and reveal secret

(htngers. In addition,

Baldric must get his

hiinds on sunicient food

;md water if he intends

to stay healthy and alive

on this tpiest. When
both expire, so does

Baldric.

In contfiist to the re-

silient and deadly crea-

tures inhabiting the

lowers, the pu/zles are

nither simple. Four keys

iirt; hidden throughout each tower, all of

which must be located in order to make
these structures fit for human htibita-

lion. In most cases, they are hidden un-

der some other object and can he

obtained without loo much trouble, 'fhe

most dillicult aspect is finding the cor-

rect path fi-oin level to level to cover till

the rooms tmd wipe out all the unfriend-

lies. 'Phis usually involves climbing uj)

tmd down ladders and transporting be-

tween levels. Exjject a good dcttl of

hiicktracking.

I don’t think ain-one could fault

.Apogee for the graphics, animation.

music and sound effects in tins game.

You ctm expect such from tm Ajxtgee

product, hut what’s refreshing to me is

ihiit the game has a sense of humor, tis

well. Baldric, who is a rather uix'ouih

old gent, frequently sneezes, picks his

nose and passes gas. In many ways, he

reminds me of an elderly Homer Simp-

son.

Overtill, I found My.S'I'1 (; 'fowi'.Ks veiy

enjoyahle, though at times frustrtiting.

Had it. not been for some judiciously

employed cheat keys, 1 may have given

up in despair on a few occasions. If

.Apogee had included diHiculiy levels. 1

would have enjoved the game more,

and cheat keys would not have been

nece,ssaiy. Still, Mys-hc Towiixs gels in\’

vote as a veiy wortlnvhile game, espe-

cially for those who like their gtimes

hea\'ier on the action and lighter on the

jxiz/.les. Besides, the price is right at

.524.95.

Mv.s i'ic Towkrs requires a 28(3 or bet-

ter B(1 with 55()K free conventional

ILAiVl, V(;A gi'aphics, S.oMB harri drive

sjjace and a Sound Blaster compatible

sound card. To order the registered ver-

sion including all 12 towers, send
524.95 plus 55 for shipping and li;m-

dling tm Apogee Software, B.O. Box
49(3889, Cbirland TX 75049, (800) 42(3-

8128.

(iaines featured in Shareware Show-

ciise can he downloaded from ZifINet

both on CompuServe and on I’RODI-

C\'. On ComptiSei-ve, go to Ciomputer

Chiming World’s own forum (CiO

C;AM EWORLD), Library 8, Sharewtire

Sizzle. On PRODICW, junq^ ZillNet ;nul

Search by 'Lille for the games listed

here. Or, Search by Categon’ to browse

the entire Chimes Libraiy. W
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Best Products, and other major retail chains.

STD Entertainment (USA), Inc. 110 Lakefront Drive • Hunt Valley, MD 21030 • 410-785-5661
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“If you've been looking for a

precision nightstick, look no
further The PC Optix dazzled

me from the outset."

Battle Ready?
If you're still playing games with a

keyboard or clunky joystick, then you're

definitely not ready for battle. INTERACT
PC Game Accessories give you the features

and options you need to complete your
system and prepare you for victory!

PC OPTIX — This stick's revolutionary

optical sensing system provides quicker

response and higher resolution than

traditional Joysticks. Its Four Fire-

Buttons, Auto-Fire, Advanced Throttle

Control, Analog or Digital Mode
Switch, and Mega Zoom Calibration

Disk give you the capabilities you
need for ultimate performance. And,

since optical sensing means no moving

parts to wear out, the PC OPTIX boasts

a full FIVE YEAR warranty!

PC COMMANDER — Take control with this

popular stick. Our patented Mega Zoom
Calibration Disk fine tunes the PC Commander

and prevents incompatibility problems.

Independent Auto-Fire, Trim Controls, Two
Fire Buttons, Auto-Centering, and Precision

Internal Components give you the

power you need to really take off.

PC PROPAD — Fighting Games,

Adventure, Sports Games? Get into the

new generation of PC Games with the

PC ProPad. You'll have an edge with its

smooth 8-way directional control,

lightning fast fire-buttons, and powerful

Turbo Auto-Fire.

Don't Get Caught Unprepared... Get

INTERACT Computer Game Accessories.

The ergonomics are good and the

buttons are tight and responsive...

This is a keeper,"

— COMPUTER GAME REVIEW
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lt’sAlive...Alive!
How Game Artists Use STUDIO To Bring Their Creations To Life

by Paul C. Schuytema

a
S

URl',” YOU SAY, ‘‘

rilE

IMAGES LOOK (IREAT,

BUT C/VN THEY IMNCE?”

An image may be a

\\'ondrous iliing, biu

it’s nothing more tiian

a static arrangement of colors, nothing

more than simply a picture. But take that

image and breathe life into it, make it

dance across your screen, and then you

really have something. As some B-movie

Dr. Frankenslicn has surely said, “then I

will have created life, life I tell you!”

Last month, we went spelunking into

the depths of Autodesk’s 3D S i tinio. We
learned how savvy game artists created

those magnificent 3D images in our fa-

vorite games, but tve didn’t make them
dance. Read on, and we shall breathe life

into lifeless wire mesh objects, spin cam-

eras with the gracefiilness of Barishnikov,

and re^'eal even more mysteries.

Wliile the 3D Editor and 2D Loiter are

the heart and soul of object modeling in

3D Studio, the Keyfi'amer program is the

place where we can bring our objects out

of the w'orld of pixel stagnation. Featuring

a massive deck of veiy cryptic controls, the

Keyframer allows an animator to define

“key frames” in an animation sequence.

ONE FRAME AT A TIME
Okay, let’s begin at the beginning. An an-

imated sequence is nothing more than a

series of still images, each vaiying slightly,

displayed one at a time in rapid succes-

sion. A speed of 30 frames per second is

more than suflicient to fool our eyes into

believing that we are watching “real

world” movement. Unfortunately, you

aren’t going to run across many games

that will animate at 30 frames a second

—

computers still aren’t quite up to that task

on an eveiyday basis. But even at eight

frames a second, an animation sequence

of a character leaping over a large tor-

toise will look Cjuite convincing.

KEYFRAME COMMANDER Here is the Track Info box, which shows the

location of the various key frames of the selected object. Here, we can

see that there are position and scale keyframes for the bouncing note.

In the classic animat-

ed films such as Snow

While and Akim, the an-

imation was Filmed a

frame at a time. Each

frame was a composite

image made up of

painled backgrounds

and layers of hand-

painted “cels.” Anima-

tion artists used the

“onionskin” process to

create fluid animation.

Basically, the artists

used a stack of tracing

paper, allowing them to

see through several

sketches and enabling

them to draw fluid ani-

mation. The sketches

(usually done in pencil)

would then seiwe as the basis for the cels,

which were inked, then painted, on clear

acetate (the artists would work on the

back side of the cel, so the surface was

smooth for the camera).

While this process created such won-

derful moving images as the seven dwarfs

working in the mine (singing "hi ho, hi

ho”) or Kanada’s incredible motorcycle

stunts, it doesn’t translate veiy well into

PC animation. Sure, programs such as

Disney’s Anim.ation Studio let artists ani-

mate through an onionskin process, but

that really doesn’t cake advantage of the

computer’s fantastic ability to crunch

numbers. That’s where the concept of

key-framing comes in.

A ke)' fi“ame is a reference (rame at tlie

end point of some animated movement,

such as a rubber ball at the apex of its

bounce. Give the computer any two key

frames worth of information (such as the

ball on the ground and the ball at the top

of its bounce), and it can figui'e out the rest.

In a veiy crudely-crafted nutshell, this is

what Ke}’framer does in 3D S'lrnio. As an

artist, you have created a wonderful mesh
model of a tennis ball and a racket, Now, by

using the Ke)'fi-amer, you can animate the

racket swinging to meet the ball and the

ball flying off toward the net. Of course,

there is much more you can do. You can

sciLiash the ball as it hits the racket and pan

the camera to follow tlie ball as it flies ofli

The possibilities are almost limitless.

ROCK 'N ROLL BOUNCE
Let’s turn back to our wonderful Hex,

Bugs & Rock ‘n Roll logo we created last

month. I’d like to make the musical note

bounce up and down. I load the whole

scene in the 3D Editor, then switch to the

Keyframer. In 3D S'l'UDio, the default ani-

mation length is 30 frames, though you

can make it longer or shorter. Not want-

ing to bite off more than I can chew, I

stick with the defaults and make sure that

I am in frame zero. 31) Studio keeps a

“master frame,” frame zero, as a biiffei' to

hold the default state of your 3D models.

II' you change the size of an object in the

master frame, then it remains that size
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No, we're not talking about twisters that

wipe out trailer parks in the Midwest. We're

referring to Cybernetic 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
HEAD-ON

you've ever seen. Plus 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 ORDER: Visit your relaller cr call 1-800-

245-4525 with Visa or MasterCard

(U.5. & Canada only, please).

On CD-HOM and

3.S' disks lor IBM
& Compatibiss

:

graphics.

.

<1994

Strategic

Siiiiuiations,

Inc.

Ali

rights

reserved.
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througliout the entire animation se-

quence.

I slide over to frame 1.'5, right in the

middle of the 30 frame animation, and

liieii, Just like in the 3D F.ditoi', I can move

the wireframe of my mtisical note. I drag

tlie note up so that it’s higher ilian in

IVame one and click lo set tlie move.

Rather than just moving the ncjte, though,

1 have Just created a key frame. The pro-

gram now, without so much as the wa\’e of

my magic mouse, has created I'raines 2-14,

moving the note from ground level to the

apex of its bounce. 1 can play back tlie ani-

mation (all in frame or box view, since I

haven’t yet rendered the sequence, which

will probably take the belter part of Mon-

day Night Football to complele). 'llie note

bounces up, sits there foi' a second, then

“snaps” back to ground level. I'hat’s be-

cause I haven’t yet created the frame to

move the note back down from the apex. I

select, click, and move—and presto!—in

only a few operations I have created one

of the world’s most boring animation se-

quences: the bouncing ball a la Mex, Hugs

and Rock ‘n Roll.

1 can bring up the Keyframer’s Track

Info box to view all sorts ol' information

abriut my happv note. From this rather

ciyfitic dialog box (which is actually be-

ginning to make sense to me), looking

somewhat like a display I'rom some MIDI
setjLiencer software, I can see at a glance

all olThe “keys” that 1 have created. I can

create keys for position, rotation, scaling

and morphing for any object, individually

or in combination. 'Fbis I'eally does give

ibe game artist incredible control over

any object.

First off, even my rather dull animation

tastes can perceive that a note simplv slid-

ing up and down in space does not a tme
bounce make. I need some .stiuashing ac-

tion, and I need it now. Moving to the

(rame where the note is touching our vir-

tual “ground,” I can vertically .squash the

object to simulate a rather rubbeiy note

hitting what we’ll pretend is a hard gran-

ite surface. Now, playing back the anima-

tion, I watch my note accordion up and

down—but wait a minute, something is a

little odd here. Fhe Keyiramer has ex-

trapolated the animation from not-

s(]uasbed to sqiuished over the entire

letigth of the animation, making my little

eighth compact before it even touches the

ground. Now, it’s details like this that re-

ally make 3D Si'UDtO animation more
than Just a part-time Job. 'Fliose sweat-

shop animators have my utmost admira-

INSTANT GRAVITY The Key Info box, which allows us to manipulate the

change (delta) between each frame. Here, we are slowing the note’s

speed at the apex of the bounce.

MICROMIND DIRECTOR This is a bird’s-eye view of the entire animation

area, shown in wireframe. Here, in red, we can see the path of a

camera dolly and pan during the animation sequence.

tion for learning to

think like no human is

supposed to think,

breaking up nature’s

lluicl movements into a

sequence of incredibly

detailed intermediary

steps. Common visual

sense be gone!

Not to be beaten,

though, I bring up the

track box and copy the

original frame zero

scale information to

frames 13 and 17, mak-

ing the squash occur in

only 2 iVames instead of

15. Playing back my an-

imation, I can see that

I’m gelling there, but

not quite. As a 3D Siu-

DiC) animator, not only

must I be privy to the

subtleties of visual mo-

tion, but I must also

play Isaac Nelwon and

take control of the

physical laws ol' my vir-

tual world as well.

Bringing up a new info

box, called the Key Info

Dialog box, 1 can see

that the amount of

change (delta) from
frame to frame is con-

stant (the note moves x

distance between
I'rames one and two

and again between two

and three). I'his isn’t

how the real world

works; the rubber note would slow slightly

at the apex of its bounce. Using the dia-

log box, I can change the amount of della

between each frame, effectively slowing

the note down at the apex of its bounce.

Well line. I've created the ultimate

bouncing note animation, but I honestly

don't think that a video ofmy four-second

animation will nail me a job as a star ani-

mator, not just yet, anyway. Take a look at

any of the animation sequences in Out-
post, S trikk K/'ica.t: III, 1 1th Hour or the

opening sequence to the 3DO application

CPU BAt;ii and you can see that there is

much more Lo it than Just a bounce and a

squash.

For one thing, any serious animation,

especially character animation, requires

multiple objects to move simultaneously.

Even more than that, these objects need

lo move as a unit. Consider an animation

of a tennis player’s arm swinging the rack-

et lo hit our little ball. The racket is con-

nected to the hand, which is connected to

the forearm, which is connected to the

up])er arm. You can animate each object

separately, but keeping their positions all

together would be a logistical nightmare

that would surely lead to madness. Fortu-

nately, 3D S'lTUio can create linkage hier-

archies (we touched on this last month),

allowing “parent” and “child” objects to

be linked together. You can then specify

movement constraints on each object (so

your hand, for example, doesn’tjusl spin

indiscriminately around your forearm).

Linking objects together and creating a

Iluid animation is still an incredibly time

consuming task that requires you to set

key frames for each object. They won’t go
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astray on you, but ihe amount ol'work to

just animate a person walking is simply

unbelievable.

VIUIRITO'S JETS
Frank Vivihto, a 31) STUnio artist I'or Mi-

croProse, reflected that several years ago,

3D animation was a novelty, used genei'al-

ly in “feel good” screens, short 30-40

frame animations that would reward the

player for meeting some victoiy condition

within the game. When Vivirito went to

work on the animation in F-15 Si'RiKK E.\-

out” over which colors should be included

in the game’s color palette. 4'heu comes

the dauuling task of scaling down the ani-

mation so it doesn’t eat up too much disk

space. Vivirito I'ellected that the F-15 ani-

mation that was previewed at a Ck)nsumer

F.lectronics Sho\\' weighed-in at 25

megabytes of data, but that had to be

trimmed down to one megabyte for the

published game.

1 asked Vivirito which anitnation he felt

most proud of, and the answer came easi-

ly: the opening title sequence in CPU

(as we’ve seen these last nvo months), but

the workload increases dramatically if you

tiy to create fluid character animation.

'Fopdight animation packages (such as

Wavei’KON r), which generally need a Sili-

con Graphics workstation to rim, have

had inverse kinemaiion modeling for

some time now. The new 3D Studio Re-

lease 4, due out this fall, should bring

this power to the PC. What is inverse

kinemaiion (IK)? Basically, you can think

of it as skeletal animation. Organic ob-

jects have an internal skeleton, its coni-

MUSICTO THE EYES Here’s a scene

from Frank Vivirito’s work for CPU

Bach. The view swoops down on the

organ with a grace to match the

music of Sid Meier's music creation

algorithms. The wireframe 3D Studio

images show how Vivirito defined the

path of the animation "camera.”

ta.E III, lie wanted to create

something spectacular. He
wanted realism not yet seen

in computer games, and af-

ter putting together several

sequences of F-15s flying in

formation, a lot of people

were stunned. Vivirito re-

membered that “the brass

just loved it.”

Putting together an ani-

mation sequence requires

much more planning than

Just an eager artist sitting

down as liis or lier decked-

oui PC. First come the sto-

ryboards to gel a visual

handle on the progress of the animation.

Then comes the limc-consuining task of

building the 3D models (\''iviriio came to

MicroProseJust to build 3DS plane mod-
els for F-15 SiRiKK Eaui.k III, bm be

ended up lianging around). After that,

artists work in natural and electronic me-
dia to create the surface texture images

(which can then be mapped onto the sur-

face of the 3D mesh objects). Finally, the

animator takes all of these parts and be-

gins down tile long road of crafting the

animation se(|uence. Vivirito even
brought in an actual F-15 pilot to cri-

tique the movement paths of bis planes.

Once the animation is completed, tlien

conies the painful work of cutting it down.

‘1‘lie artists and pi'ogrammers “have it

///////«/! Ill

///7/a///» 111 v\\\\\m

B.acii. Since the “game” (or toy or appli-

cation or whatever) was delii'ered on CD-
ROM, the size of the aninialion file was

not a problem, and it actually toiiped 60

megabytes for a single sequence. All

around tlic indiistiy, animation artists are

very excited now that more and more
games are seeing their initial release on

CD-ROM, wliich means scores of

megabytes available for ilieir killer se-

quences.

KINEMATICS, ANYONE?
One of ilie newest concejits in 31) anima-

tion is inverse kinemation modeling. 'Fliis

term is lused to cl)icfl)’ descrilie liuiiian or

oi'ganic animation. 31) S'l'unio Release 3

is a poweifnl tool for inanimate animation

ponent parts linked in a

bierai'clial order, and a

textured surface applied

over llie frame. Every-

thing is “backward"
linked. When setting an

IK keyframe, you simply

gi'ab tlie band and move
it where you want it, and

the rest of the body (arms,

shoulder, spine, etc.) will

all follow. 4'lie surface

map also has properties

which allow it to bind and

bend appropriately, and

some software packages,

sucli as Wavefron'I', can

even allow you to specify muscle groups

so that a bicep bulges when tlie Ibrearm

is brought up.

From tlie reports of this summer’s
CES, you can tell that 31) modeling is

gaining inertia in the game indusliy, and

Fm sure that we’ll see e\'en more slick 31)

S'l UDK) and Wavefront demos at the win-

ter C;ES in Jamiaiy. While the animation

may look smooth as silk, just remember
the incredible amount of work that goes

behind every second of that animation

sequence. Those artists out there are tru-

ly creating a neiv art Ibrm. 1 think it’s

only fair that we take a moment to lower

our beads in silent revei'ence for their

hard work; after all, they do make onr

virtual worlds dance. ^
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RealMagic"" is multimedia now! Add die

RealMagic card to your system for the

incredible realism of smooth screen-filling,

full-motion video and 16-bit audio. MPEG
is the powerful new digital video and audio

standard that puts the “real” in RealMagic.

Enter die exciting new world of

interactive MPEG CD-ROMs including

RealMagic is available at:

COMPI^A COMPUTER/
TM coMwna

OLD MULTIMEDIA REALMAGIC

Full Mollon

Full Screen •Full Sound

For the store near you or more Inlormallon on RealMagic, call

1
-800 -845-8086

0 1994 Sigma Designs, Inc. The Sigma Designs’ logo Is a registered trademark, and RealMagic and ReelMagIc

aie trademarks of Sigma Designs, Inc. All other brand and product names are property of their respective owners.

nuMes, games, educational tides, music

videos and more. RealMagic is available

as an MPEG playback card or a complete

multimedia upgrade kit. Anything less

is history. Get RealMagic

REALmagiic



UNDER THE HOOD

Breaking The 3D

Speed Limit
CGW’s Mechanic Tightens The Wrench On Matrox’ jD Graphics Acceleration

by Mike Weksler

F
ans oF realistic lliglii simulators

are always crying out Cor more
and belter: more realism, belter

graphics, better llight models,

and witli it all, heller I'ranic rates,

rhey’ve probably come to realize

that to get more, they need more

processing power, and ha\’e become re-

signed to being on the Front end ol' the

.system upgrade c)'cle. W^ell, I’m here ivith

some good news and some bad news For

|)layers oF high-end simulations, 'i'he bad

news is that the upgrade to the Pentium

you’ve either made or planned may noi be

enough For the next generation ol' llight

sims. The good news is that the .solution

will not be yet another new computer sys-

tem, but a new graphics card.

The problem with high-end 486s and

Pentiums is that they are single jjrocessor

computers. I'hey may have very Fast

processors, but they can only do so much,

and with the next generation llight sims,

there’s going to be a lot to do. So many
pixels, so little lime, you might .say,

The solution is multijile processors, with

one processor chugging away on a [light

sim’s llight modeling and enemy AI rou-

tines, and another churning out the

graphics data as Fast as it can fling elec-

trons. This division ol labor would allow

llight sim designers to do so much more at

a Faster Frame rate. Tlie (irst card to olFer

such a solution is Matrox Graphics’ MGA
Imi‘Ri:ssion Plus 3D graphics accelerator.

Let’s take a look at this card to see exactly

what it does, why we need it, and how it

will all'ect existing and future games.

But first, let me brielly expliiin how 3D
graphics are generated on a P(). Most 3D
games are built with polygons—shapes

used to constmct aircraFt, structures in the

game world, even the terrain. As you know
From your high school geometry class,

pf)lygon.s consist of vertices, and these ver-

tices are the elements a llight sim process-

es to reflect chtinges in its world. Without

getting too technical, vertices that make
up small polygons are calculated in three

dimensions, and the computer calculates

where to Fill pixels and at what intensity,

Then, these objects are sorted For depth,

lighting elFects ai'e ciilculaied, and the ob-

jects are mapped mathematically to 2D
screen coordinates. The 3D gurus actually

program perspective algorithms to draw

distant objects smaller to simulate depth.

Additionally, techniques such as Gouraud

shading are used to smooth out the ob-

jects and add even more perceived depth

in the 2D screen. Once the jn'ocessor

chokes all that inl'ormalion clown, the im-

age is drawn to the sci'een—^which com-

prises only one Frame ol real-time game
animation.

-

BUILT FOR 30 SPEED The Matrox MGA Impression

Plus could greatly accelerate 3D games— if

there were any 3D games written for it.

d'he Frame rate For all this graphical

magic obviously depetids on the speed oF

the machine and the number oF polygons

being generated. But it also depends on

the number oFcolors in the game. To keej)

the Frame rate at ;i con\ incing speed on a

typical 486, designers usuttlly limit the col-

ors in a 320x200 resolution game to 8-bils

per pixel (256 colors) and 3000 polys per

Frame. Dej^ending on the game and the

processor, this usutilly yields a frame rate

of 1 1-25 Frames pei' second, which com-

pares well with cartoon anirntition speeds

oF I I Friunes |jer second. To keep that

Frame rate at the higher resohiiion of

640x400. the number of ]3olygons must

drop down to around 2000. Increttse the

resolution, numl)er of polygons, bits pei'

jMxel, Ol' shading, and the demands placed

on the jn'ocessor—even a Pentium—begin

to lake their loll. 'Fhe result is “real-time”

3D animation that slows to a crawl.

“Wait a minute,” you might be thinking,

“I know lots oF3D games that sizzle on my
486. What about games like DOOM and

WiN(. Gommanolr?” Although they might

look 31), these games are actually 21), using

pre-rendej'ed or painted art that ctiti be

rapidly drawn to the screen. Forthcoming

software libraries and products will make
next-generation 2D games smoke, but we’ll

ha\'e to leave that topic For another month.

One last item to note before I get into

the graphics accelerators is the use of tex-

ture maps. I'exture maps are in'e-painted

tiles (called bitmaps) that are applied (or

“mapped”) to polygons in real-time dur-

ing the rendering of an image. IF you’ve

played iNin' CAr Racing, you’ve seen tex-

ture majjs in the Form of decals on the

cars and signage along the tracks. The
beautiful graphics in 1942 P.acii'k: Air

W'ar utilize texture maps to some degree,

and games like Strikk Commandlr u.se

Gouraud shading to smooth the corners

on ol)jecl,s where the texture maps meet.

PUT ON THE 30 GLASSES
31) graphics acceleration on a PG typictilly

involves an additional processor that does

the 31) grinding and Frees the GPU to do

other things. Such a processor, when place

on a bus card and dropped into one of

your bus slots, could run a flight simula-

tion at 640x480 resolution at 16-bits j)er

pixel (65,536 colors), with Gauroud shad-

ing, just as Fast as a conventional non-31)-

accelerated machine could ever hope to
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NOCOWTESt
“Stealth 64 VLBus card blazes in every Windows and DOS application. It will make your old

486 feel like a double speed Pentium. . . I give it two thumbs up for excellence in all categories,

as well as for being the fastest gi'aphics accelerator card I’ve ever worked with. Obviously, the

top pick for best performance is Diamond’s Stealth 64.’’ Greg Loveria, BYTE Magazine, July 1994

Source for test results: Computer Shopper, September 1994, using PC Bench 8.0 on q Diamond Multimedia Sleailti 64 PCI using Micron

Magnum 4100 486DX4-100MHZ system with DOS 6.2, 32M6 RAM. and 256l< cache. IntoWorld, July 25, 1994, VidMark 8 bit test.

findows
flTTltM

Clioice, August 1994

Best Buy

September, 1994

Here’s how Diamond’s
Stealth'" 64 did it.

The fastest accelerator available:

Two versions, Ihe ultra fast VRAM for

high resolution 24-bit color illustrations

and the advanced DRAM version, for

virtually every DOS & Windows user.

Powerful: Combines streamlined graphics

with high performance 64-bit processing

power.

Affordable. List prices start at $229.

Less than any competitor in its class.

[5^ Versatile. It supports both PCI and VESA
Local Bus. (Driver support includes VBE,
Windows 3.1, OS/2. Windows NT. Auto-

CAD. D)tus 1-2-3, WordPerfect, CADkey
and Microstation.)

i)^ Colorful. True color perforiiiance in

higii resolution for sharjj, clear text and

graphics, turning out up to 1152 x 864.

Easy to use: Diamond Multimedia’s

InConU’ol Tools'" support virtual desktop,

color correction, real time pan & zoom,

and resolution switching on-the-fly.

1^ Unlimited Support: Gel help via phone,

fax, CompuServe or America Online

support systems.

Durable: Upgradable BIOS and surface

mounted technology with no patch wires

for a long life.

1^ Easily Installed: Simple and straight-

forward, saving time and effort by auto-

matically organizing files during set-up.

Five Year Warranty.

No contest.
Diamond's Stealth 64
is the top pick for

best performance.

Cal! 800-4-Mui;nMi';i>iA for details or use

our FAX-Back service at 800-380-0030.



do in !'^20x2()() VCiA mode.

Mairox’s new MCA Initkession Plus

can liandle 1 50,000 50-pixel, Gouraud
shaded, Z-buffered, 65,536 color,

dithered triangles per second. {Tiy saying

that with a mouthful of Saltines!) Addi-

tionally, it can handle ditheied 65,536

color, 31) rendering at up to 800x600 I'es-

olutif)n, and 16.7 million color 3D ren-

dering at up U) 640x-i00 resolution. In

English: a true-color 6-!0x-l00 simulation

running at an acceptable frame rale! All

this can be yours for iindei' .'&400.

“Alright,” you’re saying, “where do I

sign up?” Slow down, cowboy, because the

current problem with 31.) graphics accel-

eration is that it will not accelerate your

existing 31) games. The current VGA 31)

gtinies will ticiutilly run slower with the

Matrox MGA Imeression Plus, because

Matrox used dated VGA technolog)' in fa-

vor of producing better Windows acceler-

ation at a low cost.

In order for a game to enjoy the bene-

fits of the Matrox card, it will have to be

designed to lake advantage of the extra

processing power the card provides. As

yet, there aren’t tiny compelling a|}jdica-

tions available that make use of the card’s

capability. Without exciting apj)licaii()ns,

gamers Avill have no reason to upgTade to

the product—even if the haixlware is phe-

nomenal. By the same token, game pub-

lishers don’t like to support a hardware

device unless there is a significant user

base. We’ve seen this hardware "Chicken

or Egg?” problem before with sound
cards, CD-RO.Ms, and most recendy, the

Reel Magic MPEG video board. 11' the

technology is compelling enough, this

marketplace deadlock is eventually bro-

ken by pioneering publishers. Eortunate-

!y, as far as 3-D gi'aphics accelerators are

concerned, there are already a few com-

panies planning to siijiiJort (he Matrox

card, including Domark with their (brth-

coming DociKicarr simulator.

So is the Matrox card the panacea for

all ilight sim ails? Should it be your next

gaming upgrade? If you’ve been around

the gaming block a few limes, you know

that being the llrst on the block with a

new hardware device is not all it’s cracked

up to be. New technolog)' changes (juickly

in its infancy (witness the speed with

which single-speed CD-ROMs were
Junked for double-speed), and there hvc

many compatibility and suj)pori issues to

deal with. Many other companies, includ-

ing Artists Graphics and Diamond, are

wtjrking on 3D graphics accelerators, and

these cards will be trickling out into the

market over the next six months, dlie big

(juestion is not only whether or not the

game communit)' will jump in to support

the.se cards, but also whether this first im-

plementation ol' the tcchnolog)' tvill be

(he implementation tiiat survives and
thrives in gaming.

4'he answers to the,se questions can only

be answered by lime. Wtitcli and wait is

the advice of the day; watch and wait

while this technology is refined, watch

and wiiii to see which way the game de-

signers’ Hags will blow. I’ll be here, licking

my finger and testing the winds. ..and

praying for the day that I can play TIE
Eiuii i kr in 640x480, 65,000 colors, and a

frame rale to beat all.

Under llie Hood is both a column on lecli-

nolagy and a Q&A lecbnical support forum.

Plen.se send lechniad questions, comments, and

solutions to Under The Hood, do Computer

(iamhif!; World, 130 Chaparral Ct. Suite 260,

Anaheim Hills, CA 92808, or at any ofour e-

mail nddre.sses.

No More Hasde.
Tired of fumbling with joystick cables behind your

computer? Are you spending more time changing

joysticks than playing your

favrrrite games? You need a

hassle-free alternative: the

Joyswitch™. At last you

can jump from joystick to

joystick, game to game, with

the speed and ease of turning a

switch. Connect up to four devices (flight 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 $59.95.SS

S To order call: (714) 362-8698 or
Order on Check Six BBS
(714) 362-8299 (8-N-1 1200-28.8kb)

© 1994 Lead Pmsmt, loc.. JoyswilcJi is a liademaik ol Lead Pufsoil, Inc. For mi call Of wrile lo: Lead Piisuil, Ire: . 27068 ta Pa; Rd. 1466, Lagioa Niguel. CA 92656 Phone. (714)362-8698 FAX: (714)831-4334.
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Easy Installation: Includes

Quick Start Video.
Quality: Brought to you
by Diamond Multimedia.

Clip-on Microphone:
Compact & Omni-directional.

The Fastest Drive:

Quad Speed CD-ROM Drive.

Inslant Response:

600KH/secoii(l iransfer rate.

Top CD Titles: Over 30
CD Titles Included.

Myst. ” Kchel Assault SE,
''

Campion's Intcrarliye

Encyclopedia,'' Family Doctor,

Sim City 2000 “ Mega Hacc',“

IW/rrr in the World is Caniicn

Sandicgo?'.“ nrul more!

incredible Sound:
High Performance

Magnetically Shielded
Stereo Speakers.

100-15.000 Hz frequency

response.

CD Quality Audio:

Diamond 16-Bit

Sound Card.
Works with nil So 'nd Blaster

Compatible ( lames.

U'ave Table Upgradable.

PUWSALL
Diamond Multimedia’s Kits are the

family’s favorite, with something exciting

for everybody. WTiether it’s entertainment

or education, Diamond Multimedia leads

the industry with a hardware and software

bundle that’s hard to beat.

Witli over tliirty top software titles

mcluding Myst. Rebel Assault SK, Compton’s

Interactive Encyclopedia. Sim City 2000

and much more. Diamond Multimedia

leads the industry. Equipped with either

the new lightning fast quad speed CD-ROM
drive or the blisteringly quick double speed

CD-ROM drive, tliese kit s aj-e brought to

you by the industry leader renown for

tiieir Viper and Stealtli line up.

Compared to the competition for

speed, reliability, software, value, and

fun, there’s only one kit that plays all: the

Diamond Multimedia Kit. Get it fast. Call

800-4-Multimedia for details, or use our

FAX-Back service at 800-38(k0030.

Circle Reader Service #286



YOUAMU
Your heart is racing.

Tb-thmnp. Tb-thimip.

It’s pumping as fast as your legs.

You don’t notice the gentle breeze, the

noon-day sky.

"Ihdy wnotuitii’e. "Sinitegy Phis

You are totally focused.

On the smell.

Just the smell.

Could be the first thing you sink your

teeth into, in days.

Dust, pebbles, sticks.

They’re flying.

Then you pounce.

Suddenly. Stealthily.

You brealc its neck.

You’re hungry.

You are such an animal.

Wild Weekend
Will a wikicriK'M .idvcmiirc. Stx- ji.ickiigc for details. Wollphoio; coprriphi held b)- Wolf Haven Inicmaiiotial: Jc It,- Woods Moltissicdia, Inc. All rigliu tnctvcd.llic I-cnotriaintr



lAL,YOU.
Really.

In this wilderness survival adventure,

that’s exactly what you are.

A wolf.

And you experience all the sights,

sounds. . .and smells. . .firsthand.

That’s what makes this game unlike

any other.

It’s realistic.

So realisdc that it just might blow

you away.

(Or maybe a predator will.)

Will you survive?

You’ll have to hunt.

Fight.

Mate.

(Hey, maybe it’s not so hard after all.)

See your retailer or call 800-943-3664.

jacul ihe Wotf Lugo are tradeniarlis ofSatictuary Woods Muliimcdu. Inc. Sancciury Woodsisa rcgirceied Trademark ofSanccuary Woods Muliimcdia Corporar ion.
Sticiumi DIOtBS

Circle Reader Service ^273



HOW PAR
YOU GO

DEPENDS ON
WHERE

YOU Get your
Start.

1.800^854XLUB

BOYS & GIRLS CLUBS
OFAMERICA

The Positive Place For Kids.

Sometimes you just need a

GameFix
^^icFbrumc^Idc^

Announcing a new monthly magazine that

is more than aiou/ games— it includes one!

If you don't have the time to icarn and play

games like you used to, consider GameFix, a

monthly, 32 page color magazine with:

'r- A complete board or card game inside

every issue, featuring:

» an 11" X 17" map
» 100 color cards of die cut counters

» low complexity, high replay value

A feature article on the game's subject

> Dave Wood's Armchair Gamer review

column

^ Game variants and scenarios

- A low $6.95 cover price

For more information, call (916) 362-0875,

or for a 4-issue trial sibsription, send $19.00

Game Publications Group

8795 La Riviera Dr. Suite 182

Sacramento, CA 95825

Reader Service #67

i If you think

DOOM is

pulse-pounding.

Take a look at

your power line...

K Don’t come out on the losing end of a

struggle with your utility line. Start-

ing at ‘119 list. Uninterruptible

V Power Supplies from APC pro-

vide instant battery backup to

^ save your games in progress and pco-

Itect your hard drive, plus up to a

fS25,000 guarantee (see details)

' against surge damage to equipment.

So ask for APC...ii’s not if

it’s when.
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THE MARKETPLACE
Call your Account Representative, Marci Yamaguchi, at (jJA) iSj-jOOO

for injormation on how you can advertise your game, product or service

in the economical MARKETPLACE section.

Games Too Expensive ?
Consider Pre-owned Software

Save big $$$ over new
Original disks and manuals

IBM- AMIGA -C64
Hard-to-find classics plus

all the latest releases

Call or write for free catalog

(specify computer)

9404th Ave #222 HuntingtonWV 25701

1-800-638-1123
Customer Service: 304-529-0461

BBS fg- complete list: 304-529-7Q5Q :

Reader Service #45

"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 St., Walton, NY 13856

Reader Service #48

The NEW
CAPE COD CONNECTION

ELECTRONIC SHOPPING MALL

Our BBS is back • 24 HOUR Electronic On-Line

Shopping is available. • Download our complete

new & used Software, Tabletop & Sports Apparel

Catalogs, updated daily with new products. • On-

Line Ordering 24 Hours • One of the largest used

software listing available today. Have us sell your

used software on consignment.

Robert Berry, Proprietor

2t PLEASANT VIEW AVENUE • FALMOUTH, MA 02540

BBS 508-548-2908 HELP 508-457-0738

24 HOUR FAX 508-457-4558

Reader Service #50

The Informative PBM Magazine

Do you knowwhat PBM {Play-By-Mall) (jamlro Is? If you don't,

we can help you explore the world of PBM gaming. Paper

Mayhem has been leading the way for over 10 years by

inlormlng people about PBM gaming. Articles, reviews,

biographies, PBM gams & company ratings and more fill each

Paper Mayhem has been Improving with the ever expanding

hobby of PBM gaming since 1983. Each bimonthly Issue brings

youths latest on PBM news.

So why delay and missout onall the fun?

PAPER MAYHEM
Dept CG, 1516 Adams St.

Ottawa, IL 61350-4770

US Subscriptions: Single issue $5.00

1 year $24.00 - 2 year $42.00
FOREIQN SUBSCRIPTIONS: Pleus Inquko (or rat6t.

PC GAMERS
Walkthroughs- hint books, etc.

Cheats- unlimited lives, energy, etc.

Unprotects- copy protection

removal for your favorite games!

Plus hot new products!

Hundreds of ilems-new titles daily.

Choose only the games you want.

Easy to use. Low, low prices!

As low as $1 each. Send $3.00 for

catalog and credit to: FENWICKS
1012 N. 7th Streetd^ochelle,IL 61068

Reader Service #101 Reader Service #266

SSI's Out of Print Wargames Are Back For Only $15!!!

B-24 Mech Brigade Star Command

Battle of Antietam Rebel Charge Stellar Crusade

Battles ofNapoleon 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 II: 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:

Novasiar Game Co. • P.O.Box 1813 • Rocklin, CA 95677 • (916)624-7113

Reader Service #2 1

9

d; MAKE MONEY d;

WITH VOL K PKOGR.VM ^
Written a program but don't know what to do

with it? We are ready for immediate marketing

of your software. Let us turn your software

into a moneymaker!! Just send us a copy for

our software evaluation department to consider.

PROGENI INC.
997 Decarie, #201, St. Laurent, Quebec

Canada, H4L 3M7 Tel: (514) 745-3123

Or upload directly to ihe

PROGENI Software Evaluation BBS Line

at (514) 745-3508

VOLR I liTl Ui: STARTS llV.Rl

Reader Service #271
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35 21st Century Entertainment. Inc. (716) 872-1200 149

155 4th Dimension Entertainment (800)258- 0533 239
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141 Falcon Northwest (800) 258- 6778 17
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169 Keyboard & Terminal Technology (908) 297- 5399 196
80 Keyboard Commander Corp. (800) 262- 6066 102

INFO. # COMPANY PHONE PAGE
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213,

214
MicroLeague (800) 334- 6572 213

150,

171
MicroProse (800) 879-play 73,81

93 Mission Control (800) 999- 7995 233
216 Momby, Inc. (800) 636- 6629 255
250 MPG -NET (800) GET-GAME 240, 241
94 Multimedia Specialists (800) 233- 0010 225
270 Multiwave Innovation (408) 379- 2900 111

253 Nawu Triad Institute (800) 784- 1420 188
151,

217, 152
New World Computing (800) 325- 8898 4, 5,

93, 101
218 NovaLogic, Inc. (818) 774- 0812 15

219 Novastar Game Company (916) 624-7113 271

97 Ocean of America (408) 289-1411 231

99 Origin Systems (800) 245- 4525 Cover 4
101 Paper Mayhem (815) 433- 2047 271

153 Papyrus (800) 836- 1802 185
195 Philips CD-i

* 44,45
271 Progeni, Inc (514) 745-3508 271
103,

179
Quantum Quality Products (908) 788- 2799 217,214

119 REM Software (313) 457- 1161 220
231 Rocket Science Games (800) 98- ROCKET 13

291 S Software (800) 243-1515 198
273,

274
Sanctuary Woods (800) 943- 3664 268,

269, 197

107 Sideline Software (800) 888- 9273 188
164 Sierra Direct (800) 795- 5979 253
120,

98, 111

Sierra On - Line (800) 757- 7707 71.2,

3. 35
128 Sigma Design (800) 845- 8086 263
113 Simulation Systems (800) 647- 7623 84
112 Sir -Tech (800) 447- 1230 56
251 Software Support International (800) 356- 1179 184
115 Spectrum Electronics (800) 983- 4321 249
109,

224, 116
Spectrum Holobyte (800) 695- GAME 179,

115, 76
230 Starlite Electronic (800) 552- 9880 250
225 StarPlay Productions, Inc. (800) 447- 9562 51

275 STD Entertainment (410) 785- 5661 257
Strategic Simulations, Inc. (800)245-4525 259,61,

211,221,237
182 Suncom Technologies (708) 647-4040 199
183,

184
Take 2 Interactive Software * 107, 78, 79

161 ThrustMaster, Inc. (503) 639- 3200 176
185 ThunderSeat Technologies (800) 8- THUNDER 64
186,

281,282
Time Warner Interactive Group (800) 482-3766 209.

65. 99
117 Titan Games (800) 247- 5447 246
226 Trimark Interactive (800) 247- 5447 53
277 Velocity Development (800) VLOCITY 175
276 Wargames West (800) SOS- GAME 227
278 Zephyr Computer Corp, (800) 448- 8806 277

* Please see advertisement for contact information.
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ADVERTISER Product Index
1 INFO. # PRODUCT COMPANY PAGE

53 300 Blaster Creative Labs 19

234 5th Fleet Avalon Hill Game Company 20,21
Aces of the Deep Oynamix, Inc. Insert

150 Across the Rhine MicroProse 73

131 Advanced Wave Table by Sound Blaster Creative Labs 243
283 Advanced Wavetable Sound Technology Advanced Gravis Cover 3

186 AEGIS Time Warner Interactive Group 209
Anna Tommy-B Button Stacked IVI Publishing 29

40 Arena Bethesda Softworks 31

218 Armored Fist NovaLogic. Inc. 15

ARYA VAIV Oongleware 171

33 Battle Isle 2000 Accolade 235
278 Black Tower Computers Zephyr Computer Corp. 277
123 Blackthorn Interplay Productions, Inc. 127

261 Brady Games Strategy Guides Brady Games Publishing 282

224 BreakThru! Spectrum Holobyte 115

103 Bridge Olympiad Quantum Quality Products 217

99 CD Range Origin Systems Cover 4

97 Central Intelligence Ocean of America 231

190 CH Products CH Products 189

270 Command 3D Sound Engine Multiwave Innovation 111

72 Computer Sports Lance Haffner Games 108

236 Crime Patrol & Space Pirates American Laser Games 287

225 Crystal Caliburn Pinball StarPlay Productions, Inc. 51

195 Cyber Virus Burn Cycle Philips CD-i 44, 45

76 Cyberia CD-ROM Interplay Productions, Inc. 103

249 CyberJudas Merit Software 261

289 Cyclemania Accolade 123

256 Cyclemania Accolade 165
•

Cyclones Strategic Simulations, Inc. 259
DarkSun; Wake of the Ravage Strategic Simulations, Inc. 61

136 Dawn Patrol empire Interactive Entertainment 10

276 Deckmaster Games Wargames West 227

238 Delphi Internet Delphi 75

40 Delta V Bethesda Softworks 30

174 Descent Interplay Productions, Inc. 167

290 Dreamweb empire interactive Entertainment 11

258 Dungeon Master )l Interplay Productions, Inc. 59

50 Electronic Shopping Mall BBS Cape Cod Connection 271

161 F16 ThrustMaster, Inc. 176

80 Falcon & MIG Commander Utilities Keyboard Commander Corp. 102

109 Falcon Gold Spectrum Holobyte 179

141 Falcon MACH V Falcon Northwest 17

252 Fighter Wing Merit Software 187

281 Flash Traffic Time Warner Interactive Group 65

246 Flight Unlimited Looking Glass Technologies 39,41,43

88 Fortress of Or. Radiaki Merit Software 121

222 FPS Football Dynamix, Inc, 1

182 Friendly to Your Hand/ FX2000 Suncom Technologies 199

78 Front Lines Impressions Software, Inc. 207

265 Game Wizard Enhanced Software Design, Inc. 70

67 GameFtx Game Publications Group 270
117 Games For Less Titan Games 246

169 Games Master Keyboard & Terminal Technoto©’ 196

42, 260 Girlfriend AIVR Corporation 94

48 Growth and Adventure Sw. Blue Valley 271

217 Hammer of The Gods New World Computing 93

221 Hardball '94 Accolade 95

288 Hardball '94 Accolade 145

184 Hell Take 2 Interactive Software 78, 79

152 Heroes of Might and Magic New World Computing 101

7 High Seas Trader Impressions Software, Inc. 205

ImagiNation Network ImagiNation Network Insert

275 Interact PC Games Accessories STD Entertainment 257

209 Interactive Entertainment Chips & Bits 147

116 Iron Helix Spectrum Holobyte 76

JazzJackrabbit Epic MegaGames 8.9
211 Joyswitch Lead Pursuit, Inc, 266

98 King’s Quest Sierra On - Line 2,3

86 Knights of Xentar Megalech 200,201
254 LODE RUNNER Oynamix. Inc. 49

132 Lords of Midnight Domark 66. 67

89 Maabus Microforum 245
93 Mail Order Mission Control 233

155 Mail Order Products 4th Dimension Entertainment 239

54 Mai! Order Products Chips & Bits 128-137

263 Mail Order Products ComputAbility 280, 281

56 Mail Order Products Computer Express 150- 155

69 Mail Order Products Gosselin Computer Consultants 220

216 Mail Order Products Momby, Inc. 255

94 Mail Order Products Multimedia Specialists 225

1 'INFO.# PRODUCT COMPANY PAGE 1

107 Mail Order Products Sideline Software 188

251 Mail Order Products Software Support International 184

115 Mail Order Products Spectrum Electronics 249

230 Mai! Order Products Starlite Electronic 250

241 Mail Order Software Gamer’s Gold 275

291 Mail Order Software S Software 198

Manzoberranzan Strategic Simulations, Inc. 221

271 Marketing Your Program Progeni, Inc 271

171 Master of Magic MicroProse 81

223 METALTECH Dynamix, Inc, 77

239 Millenium Auction Eidolon, Inc. 247

61 Mortal Kombat Hi-Tech Expressions 119

250 Multi - Player Games Network MPG-NET 240, 241

153 NASCAR RACING Papyrus 185

41 NCAAII Bethesda Softworks 143

212 NFL Pro League Football Micro Sports, Inc. 139

229 No Contest Diamond Multimedia 265

138 Nocfropolis Electronic Arts 55

286 One Size Plays All Diamond Multimedia 267

267 Onslaught Frontal Assaultware, Inc. 202

237 Operation Body Count Capstone Software 162, 163

44 Operation Crusader Avalon Hill Game Company 109

81 Operation Europe KOEI 215

111 Outpost Sierra On - Line 35
64 Oxyd Dongleware 171

63 Oxyd magnum! Oongleware 171

Panzer General Strategic Simulations, Inc. 211

135 PGA CD ROM Electronic Arts 141

120 Phantasmagoria Sierra On - Line 71

114 Phoenix Advanced Gravis 181

242 Pilot Control Stand Home Base Products 198

35 Pinball Arcade CD-ROM 21st Century Entertainment, Inc. 149

57 Planet Strike FormGen, Inc. 25

101 Play By Mail Magazine Paper Mayhem 271

45 Pre-owned Software Bare Bones Software 271

231 Product Launch Rocket Science Games 13

Renegade Strategic Simulations, Inc. 237

128 Real Magic Sigma Design 263

51 Relentless Electronic Arts 63

34 Return To Zork
,
Zork Anthology Activision 173

282 Rise of the Robots Time Warner Interactive Group 99

143 Rise of the Triad FormGen. Inc. Cover 2

213 Sabre Team MicroLeague 213

269 Shadows of Cairn Masque Publishing 251

214 Soccer Kid MicroLeague 159

266 Software Fenwick’s 271

240 Sorority House Electromedia Productions, Inc. 279

280 SoundBlaster Compatibility Creative Labs 85.87,89,91

262 Space Ace Chips & Bits 125

277 Spectre Velocity Development 175

164 Sprint Sierra Direct 253

183 Star Crusader Take 2 Interactive Software 107

112 Star Trail Sir -Tech 56

175 Stonekeep CD-ROM Interplay Productions, Inc. 83

179 Strategy of the Month Quantum Qualify Products 214

257 Super Street Fighter II Hi-Tech Expressions 117

233 Su^e Protector American Power Conversion 270

119 The Infinity Machine REM Software 220

274 The Journeyman Project Turbo Sanctuary Woods 197

268 The Vortex Hyperbole Studios 161

185 ThunderSeat Technologies ThunderSeat Technologies 64

Tigers on the Prowl HPS Simulations 219

226 Tornado Trimark Interactive 53

253 Triad Campaign System Nawu Triad Institute 188

66 Tubular Worlds Dongleware 171

55 U.S. Navy Fighter Electronic Arts 191

55 U.S. Navy Fighter Electronic Arts 193

55 U.S. Navy Fighter Electronic Arts 195

113 Universal Cockpit Simulation Systems 84

200 Video Games Chips & Bits 96. 97

227 Virtual Vegas Electromedia Productions, Inc 223

43 Wacky Wheels Apogee Software 27

264 WarCraft Blizzard Entertainment 112, 113

219 Wargames Novastar Game Company 271

82 WingMan Extreme Logitech 182, 183

273 Wolf Sanctuary Woods 268, 269

247 Wrath of The Gods Luminaria 169

151 Zephyr CD New World Computing 4,5

207 Zorro Capstone Software 229

Please see advertisement for contact information.
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These Just In
Here are our quick takes on games that arrived just before press time.

You can expect a full review of the more prominent titles in the next issue.

CRYSTAL CALIBURN
Crystal Cai.ihurn is the latest compuiei’

pinball game from the Japanese pro-

grammers responsible for Tristan and

Eitarr Ball Dklukl. Like their earlier

modelled after the pinball machines of

the 80s, but adds a dash of piz/a/.z. Before

you can bounce the silver ball around the

world, you'll have to insert a virtual coin,

at which point you are rewarded with

Hashing lights and appropriately cheesy

arcade MIDI music. The action manages

to capture that strong and fluid llippcr

feel, and the ball action is surprisingly re-

alistic. With looping ramps galore, nu-

merous spot targets, and more bells and

whistles than you can count, this table is

set up for high scores (if only the key-

board wouldn’t get so upset over a little

hip work!). The Windows operating sys-

tem doesn’t slow the action a bit, but hav-

ing this program on your desktop could

seriously hinder the working of other less

interesting applications. Windows,

S49.95. Circle Reader Sen-ice # 1.

Starfliy Productions Inc., 5I8H Sun-

shine Canyon Dr., Boulder, CO 80302,

{303) 447-9562

MAD DOC II: THE LOST COLD
Belly up (juick, pilgrim, or you’ll be

pushin’ up daisies in a forgotten sage-

brush grave. Mad Dog and his pack of

scoundrels are back to test your I'ellexes

and exhaust your ammo in a modern ver-

sion of the OK Coi'i'al. The sequel to Mad
Dog McCree retui-ns with more full-

screen digitized video that plays rather

smoothly off a double-speed CD-ROM
drive. 'I'he game has a realistic kx^k with

actors and sLiinl-men in dusty, beat-up

chaps and ponchos hiding beliind rocks

and falling out ol'break-away second-stoiy

saloon bidconies. By comparison, the

mouse-conirolled pistol icon that sen-es as

your targeting reticle is rather cheesy

looking. SlK)oting scoundrels re(|uires as

much visual puzzle-solving as quick re-

flexes: even in beginner mode, quick-

draw outlaws will kill you several times

bel'ore yon learn where they’re going to

shoot from, fortunately, you’ve got three

lives and three guides to help point you to

the gold. But our initial impression is

that, despite its attractive production val-

ues and technologically advanced full-

screen video speed, the game is little

more than shooting cardboard ducks at a

carnival. IBM CD-ROM, $89.95. (arcle

Reader Scivice # 2

American Laser Games, Inc.., 4801 Lin-

coln Ri). NE, Ai.huquf.r(iue, NM, 87109,

(800) 758-4663

PRINCE OF PERSIA 2

For many moons indeed did the I’rince

labor in the desert sands of IBM screens.

Now, cast out as n beggar, he must once

again sharpen his scimitar and rescue the

Princess from dangers sure to befall her

in the lands of Mac. Let him not be

swayed from his noble purpose by the

lush surroundings, for the journey has

lost none of its many teri'ible dangers.

Among the 15 levels of non-stop action

are secret doors hewn li-om solid rock, an-

imated skeletons hidden in dark, dank
cavei'iis, and disembodied heads of the

purest evil. Enormous slashing blades

spring forth to cut down the hasty of step.

Beware the hypnotic music, and the pow-

erful magic of rotosctiping, which draw

yoti into this award-winning world. Be-

witched, you will find yourself hacking

and leaping through the fiendishly diffi-

cult levels until you have mastered them,

knowing that all the while, the time to res-

cue the princess is nmning out...and the

Evil Visier is laughing. MAC, $29.95. Cir-

cle Reader Sei-vice # 8

Broderhund So/'7'ii'/!/f/;, Inc.., 500 Red-

wood Bi.vd., PO Box 6121, Novato, CA

94948, (415) 382-4400

RETURN TO ZORK
Designer Doug Barnett’s di'eam of re-

turning gamers to the Creat Under-
ground Empire has been fulfilled again

on Mac CD-ROM and IBM Rlll M.\gic

Ibrmats. ^Vhile the Mac graphics are

crisp, it is the RliEL Magic version that fi-

nally offers the proper showcase for this
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USED IBM GAMES
COMPLETE & VIRUS FftEE:

WIThThE ORIGINAL BOX.

DOCUMENTATION AND
DISKS

I942PACIFICAIRWAR 32

2400 AO 4

HH QUEST-CD 32

A-THAIN 19

A-TRAIN CONST SET 9

ATAC IS

AlOTANKXiaERIS 14

ACESOTPACinCMlSSION 13

ACESOFTHEPACirC 21

ACES OVER EUROPE 29

AD&D COLLECT ED: FORCE 18

AOVOFWIUYBEAMISH 14

AOVOFWIUY0EAMISHCD 19

AIRBUCKVER1.2 19

AIR DUEL 21

AIRWARRIORSVGA 23

AIRBORNE RANGER S

ALL AMERICAN COLLEGE 9

AUIEO FORCES 8

ALONE IN THE DARK 18

ALnREB DESTINY 12

AMAZON S

APDADASEBAU 12

APSABASEBAU-WIN IB

AROHON ULTRA 29

y^CTICDARON IS

ARENA; ELDER SCROLLS 30

ASHESOfTREEMRIRE 22

BAT. 4

BIT FLYING FORTRESS 12

BAD BLODO 13

BARD'STALEI 10

BARDSTALE2 12

BARDSTALE3 19

BARDSTALECONSTSET 13

BATMAN CAPEO CRUSADE 5

BATMAN RETURNS 28

BATTL£CHESS2:CHIN E

BATTLE CHESS 4000 18

BATTIECHESS-WIN 14

BATTLECOMMAND S

BATTLES OF DESTINY 9

BAnLETECH 1 5

BATTIETICH 2 9

BICYCLE BRIDGE-WIN 14

BICYCLE POKER 14

BIRDS OF PREY 19

BLOOONET 28

BLOODSTONE 19

BLOOOWYCH 7

8LUEANOGRAY 28

aiUEFORCElNEXrOFKIN 25

8LUEMAXACESGREAT 4

BODY BLOWS IB

BUDOKAN 4

BUZZALDRINRACEINT 19

CAHMBER SCI MUTANT P 12

CAMPAIGN 2 29
CAR 8 DRIVER 21

CARRIERSTRIKE 18

CASTLES 9

CASTLES2 19

CHALLANQE Of S REALM 16

CHAMPIONSOFKRYNH 9

CHAOS CONTINUUM 24

CHESSMA5TER30aa 12

CIVILIZATIQN 26
CIVILIZATION WIN 28

COASHR 9

CODE NAME: ICEMAN 9

COLONEL’S BEQUEST 10

COMMAND KO 6

COMPANIONOFXANTH 27

CONAN 9

CONaiCT 4

CONFUCT: KOREA 8

CONFUCT:MIODl£EAST 8

CONQUERED KINGDOMS IS

CONQUEST OF JAPAN 19

CONQUESTS OF CAMELOT S

CONQUESTS OF LONGBOW 9

CONSPIRACY-CD 34

CONTRAPTION ZAK 14

CONVERTACTION 5

CORPORATION 5

COUNTDOWN 12

CRACKDOWN 6

CRIME CFTY 8

CRIME WAVE 9

CRISISINTHEKREMLIN 11

CRITICAL PATH-CD 28
CURSE OF AZURE BONOS 9

CURSE OF ENCHANTU 18

CYBER EMPIRES 12

LRRACE
CYDER RACE-CD 3

O-OAY BEGINNING OF END 2

D-GENERATIQN 1.

DAEMONSQATE-CO 2
DAGGER OF AMMON RA I

DARK CENTURY t

DARK SUN 2

OARKIANDS 9

OARKSEED 1

OARKSPYRE 7

DASBOOTSUBMARINE 5

DAUGHTER OF SERPENTS 1

DAVID WDIP;SKRET AGENT 1

DAY OF THE TENTACLE 2
OAYOFTHEVIPEH 7

DEALERS CHOICE POKER I

KATH KNIGHTS OF KRYNH 1

DETROIT 3

DISCOVERY STEPS OF COLUMB 1

lEAOY-CD

UJ RACER5-CO
EYE OF THE BEHOLDER
EYEOFTHE BEHOLDER2
F-117A STEALTH FIGHT

FIS STRIKE EAGLE2
FIS STRIKE EAGLE3
F16 COMBAT
fig STEALTH FIGHTER

KINGS QUEST 9-CO

KINGS QUEST S-VGA

KINGSQUEST6-C0

mmYCASHfORLm&m
We wantyiKKonrent used games

1-800-377-8578
coll For

FAX 1st ForoRTtidqegtsslo&05-334-a766

liiCniiiiJii,(lJM5-339-2060

Msmmm GAMES
All games are tested & IBM disks virus checked

goMi on h origiiKi boi will origird SonintnlriM
<

Call for current title ovailibility

WE ACCEPT ONIY

VISA/MasteKani/Vismer

Money Orders/Cashien Oieck

Most items shipped sonie day. $5 iJPS/S9 2nd Day Air

ral hrinhrmclm ai (maSai iNfotels

GAMER'S GOID • 100B W. Atsl Street Sioux folb • South Doliolo • S7I05

im iiflf

I

Got Something To Sell?
Follow these Easy Steps

1. Prepare o lisl ol ihe games you are soiling. Coll, Fax, or

moll yrxir ilsi to 6AMB«'S OOID.

2. OAMMM'S OOLD will guola 4w current bu/ing

prices & Issue on oHhonsNon rHrmber hr your sbipmenl.

Games will no> be occepled withoul an authorizaKon no.

Price quotes ore good For 14 days.

3. Pock games in box. Wrila oulFsoriialion no. cleoriy on

oulsida oF box. Mail to CAMM'S OOlO. Save your

aulFioriiolion no. V/e can't answer questions oboul your

5. Your cFseck will usuolly 10-14 working

doys oF rocerving your games. Some "wiA list* gome
credits may loke Jigntiy longer k> f II.

Gomes will be checked for viruses & conspleleness.

Comes must be complete with all disks, printed moteriols,

& in origitral box. Incomplete gomes wiU be retvrrrsed at

SCEN 1 FIGHTING 16

FREEDOM

FLIGHT OP THE INTRUDER
aiGHTSIM 4.0

aiGHT SIM 5.0

FOUHCHYSTALSPFTRA
FREDDY PtWtKAS FRTR

•E FOOTBALL
aiTEZ

FUTURE WARS
GABRIEL KINGKT-CO

GATEWAYZ: HOMEWORLO
GATEWAY SAVAGE FRONT

)NBATTLESET2
INBATTLESETA
3NCHAUGRPAX
'DESIGN SERIES

;R ASSAULT
OFCHINA-VGA

SS TO THE THRONE
8- WIN CD

ES OFTHE LANCE

NFL PRO LEAGUE FB 92' 9

NFL VIDEO FOOTBAU 9
NHL HOCKEY 29

NICKTBREEO 9
NIGHTSKIFT 9

N0VA9-VGA 7

OBITUS 9

OBLITERATOR 4

OIL'SWELL 8

OMEGA 9

OPERATION COMBAT 6

OUTOFTHISWORLD 14

OVERLORD 6

PACinC ISLANDS CD 13

PATRIOT 8

PAHON STRIPS BACK 7

PEPPERS AOV IN TIME 18

PERFECT GENERAL 17

PERFECT GENERAL SCEN 6
PERFECT GENERAL TRILOGY 32

PGA G0L5 9
PIRATES 7

PIRATES GOLD 26

PLANET'S EDGE 12

PLAYMAXER FOOTBALL 5

POLICEQUEST1-VGA 9
POLICEQUEST2 9

POLICE QUEST 3-VGA 16

POLICE QUEST 4 31

POOL OF RADIANCE 9

POOLS OF DARKNESS 13

POPULOUS 2 19

POWER HITS: BATTLETE 21

POWER KITS: SCI-FI 16

POWERMONGER 12

PRINCE OF PERSIA 17

PniNCEOFPERSIA2 25

PRIVATEER 32
PROIEAGUBBASEQALL 25

PH0LEAGUEF6 94' 19

PROTENNIS 12

PROPHECYOFTHESHAOOW 4

PROTOSTAR 26

PUNISHER 5

QUANTUM GATE-WIN-CO 32

QUARTERPOLE 16

QUEST FOR GLORY 1 EGA 6

QUESTFORGLORYIVGA 12

QUESTFORGLORV2EGA 12

QUESTF0RGL0HY3 19

STELLAR 7-CQ 1

STORMOVIK 1

STRATEOO
STREET FIGHTER 2 i

STRIKE COMMANDER
STRONGHOLD :

STUNT ISLAND

STUNTS
SUBWAR 2050 :

SUMMONING :

SWORO OF THE SAMURAI I

SYNDICATE
TAKE A BREAK PINBAa
TANGLED TALES !

TASKFORCE 1942

TEAM YANKEE
1EGELSMERCENARIES
TENNIS CUP
TERMINATOR
TERMINATOR 2: ARCADE
TERMINATOR 2029

TERMINATOR: RAMPAGE
TEST DRIVE 1

TEST DRIVE 2

TEST DRIVE 3

THE PROPHECY

THEATRE OFWAR
THEIR FNEST HOUR
THEME PARK MYSTERY
THEXOERl
THEXOER 2-FIREHAWK

THIRD COURIER
THUNDERKAWK
THUNDERSTRIKE
TIGERS ON THE PROWL
TOM LANDRY FOOTBAa
TONY LARUSSA2FANT
TONY URUSSASB2
TONY LARUSSAOASEBALl
TONY LARUSSA ULTIMAH BB

TORNADO
TREASURE TRAP
TREASURES SAVAGE FRO

TUNNELS STROLLS
TWILIGHT 2000-VGA

ULTIMA5WAHRI0RSD
ULTIMA6FALSE PROPH
ULTIMA7BLACKGATE
ULTIMA7.5 SERPENT ISLAND

ULTIMA7.5 SILVER SEED

ULTIMA 8: PAGAN
ULTIMA8:SP£ECH PACK

ULTIMAS; PAGAN-CD
ULTIMA UNDERWORLD 1

ULTIMA UNDERWORLD 2

UNOHARTEREO WATERS
UNNATURAL SELECTION
UNNECESSARY ROUGHNESS
VVIcrORY:V£LIKIYEl

V VICTORY: MARKHOAR
VVICTORY:UTAH BEACH
VAXINE

VE1LOFDARKNESS
VENGEANCE OFEXCALIB

VEHE
VIKINGS 2
VIRTUAL REALITY STUDIO

VISIONS OF AFTERMATH
WARINTHEGULF
WAR OFTHE LANCE
WARLORDS
WARLORDS2
WARRIORSOFIEGENO

veVs got lots more!

All Used Games are com-

plete & virus free with

original box, documentalm

& disks. System com-

patibility is not guaranteed.

All sales are llnal-defectlve

games replaced with same

line. Free shipping (Regular

Ground) In the continental

USA on orders over S1SO.

Circle Reader Service #241



HOW PIAYIWC

most cinematic ol' adventure games. 'I'lie

directorial choice of pulling eveiy charac-

ter light up in your face is annoying, but

the full-screen video actually pulls you

into the aclion. Micliele Em’s script is as

witty as ever, with moi'e depth than is nor-

mally found in the genre. Despite some of

the embarrassing acting jobs, the perlbi'-

niances of professional actors add im-

mensely to the overall experience, and

make this one of llie better Siliwood (Hol-

l)^vood + Silicon) ju'oductions ol'the cur-

rent lot. Mac. IB.M llv.v.L Magic, .$69.95.

Circle Readei' Senice # 4

Acncisiox, 11601 Wiisiiirk Hnu. Los

Angeles, CA 90025, (800) All-3650

SEA AND SKY
A ship sails on the luirizon, its bow crash-

ing tlirough \vaves of jn'oduct conversions.

Hard to make out— is it a netv (lagsliip, Hy-

ing high the flag of Mac graphic splendor?

No, it’s tliat salty old dog, P'E Uo.Vl',

launching its torpedoes off our gaming
shores yet again. JFK’s lamous quote ahoui

the iinpoiiance of PT boats in VVWII

notwitiistanding, most gamers have long

since left this game behind in tlie shallow

gaming waters it frec|uents. Si h R.-vt'i'i.i-;

SiMLL-vt'OR, al.so included in this collection,

looks dated as well, but its gameplay is still

seawortlty, especially when com|3ared with

recent games ol'the genre. Another nice

surprise is the fun little P-51 Mus’l'ANt;,

more an aclion game than simulator, but

still offering a lew c|uick kills for the casual

flyer. Wdiile simulators are still relatively

scarce on the Mac. the big question is

whether 7-year old designs still have

enough appeal, especially when the graph-

ics are straight out of the old 8-bit days.

Mac, $34.99. Circle Reader Seivice # 5

Ai.uange Interactive Soetware, 1895

N. Pine Isiand Road #103, Piantation

FL, 33322, (305) 423-4289

SID MEIER'S
CIVILIZATION—MAC CD-ROM
For most peojjle, the word Civilization

brings to mind humanity in all its histori-

cal gloiy. To the gamer, the ntune con-

jures images of locked doors, unplugged

])hones, hoarded food, whatever was nec-

essaiy to jjlay Sid Meier’s masterpiece of

strategy' gaming for days on end. From
the dawn of civilization to the first stellar

explorations, players compete against one

to seven other civilizations in either his-

torically-based or random worlds. Eco-

nomics, global expansion, resource

management, dij)lomacy', and warfare are

bundled into the consummate strategy

gaming experience. Best of all, the crisp

Mac graphics take the rough edge off

some of the art. Among the flood of

games being ported to the Mac, CiviLiZ/\-

I'lON' beckons like a safe harbor, For

gamers who wonder what kinds of games

make it intf) the CGW Hall of Fame, you

could hardly Find a better benchmark.
Mac CD-ROM, $49.95. Circle Reader
Sen'ice # 6

Mic.rorrose Software 180 L-\keeront

DRIVE, Hunt Valley, MD 21030, (410)

111-0440.

TERRACE FOR WINDOWS
Sub-titled “The Future of Strategy' earn-

ing,” the board game version of 'Fi-imuct:

has won several awards from such dis-

parate .sources as the Mensa Society and
Games magazine, A Fixture in the ten-for-

ward bar of “Star Trek; The Next Gener-

ation,” the futuristic strategy game now
makes its way to the Windows stage. While

not much on .sound, the game oilers a lot

of play, once the unusual rules are

learned. Basically, pieces move up and
down “terraced" levels, with movement
on the same level unlimited unless

blocked by an enemy piece. Winning the

game re(]uires capturing the main enemy
“t” piece, or moving your t-piece to ilie

lowest sectoi- on the opposite end of the

board. Less strategic than Go, tactically

clifTerent than Chess, there are enough
subtleties to keep any strategy gamer
thrilled, especially witli the design-your-

own-board option included. Plenty ol'

Windows informational screens will ease

even novices into the action, and those

tiring of computer opponents have built-

in modem support with wiiich lo build

their terraced strategies in cyberspace.

Windows, $42.95 (includes S&II). Circle

Reader Seivice # 7

Computer Terr.ace/Sii.er I'entures,

P.O. Box 2405, Like Oswego, OR 91035,

(503) 635-6333

UFO: THIS PLANET'S MOST
COMPLETE GUIDE TO CLOSE
ENCOUNTERS
With X-COM taking the loj) slot in this

month’s 'Fop 100 poll, we thought a jjcek

at this unusual reference was ap])ropriate.

UFO; 'Fiii.s Planet’s Most Comi'i.ete

Guioe To Ci.o.SE Encoun-itrs gives you a

map locator, images, videos, and a de.scrip-

tions of over 1 200 cases of close encounters

of various kinds. WTile it might sound in-

formation-rich, the coverage is not as in-

depth as one would hope. A nice \Vindows

inteiface and database search engine fails

to make up for entiy descriptions tliat

sometimes seem briefer than the title of

the product. For those eager to be con-

vinced of the reality' ol' extra-terrestrial visi-

tors, the low-re.solution images and video

clips offer jjlenty' of poorly lit and out-of-

focus scenes to read mysteries into. 'Fhe

more serious investigator may find this

useliil as an index for further research into

the phenomena. Motion picture clijxs, eye-

witnesses, and the ever-popular topic of

cattle mutilation may be cross-referenced

with dill'erent types ofUFO sightings to re-
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Zephyr Vortex 486DX - fast!

Intel 486DX 66 Mhz., Local Bus mother-

board with 256K cache, Pentium Overdrive

ready ZIP socket, 8 Meg. of RAM, 15” SVGA
non-interlaced flat screen monitor, SVGA
Local Bus video card with 1 Meg. RAM
(upgradable to 2), your choice of tower or

desktop case (250W ps), dual cooling ^ns
for case and a dedicated CPU cooling fan,

Maxtor 540 Meg. hard drive with Local Bus
controller, 3.5” 1.44 Meg. floppy drive, APC
PowerManager, dual 16550 serial ports, 1

bi-directional parallel port, FlightStick Pro,

Creative Labs Sound Blaster 16, Teac

SuperQuad 4X CD-ROM drive (new, very

fasW). MS Mouse, MS DOS 6.22 and
Windows for Workgroups 3.11, 10 free CDs.

Zephyr Oiiyx Pentium - very fast!

intei Pentium 90 Mhz. PCI Local

Bus motherboard with 256K cache,

16 Meg. of RAM, SVGA PCI Local

Bus video card with 2 Meg. of RAM,
PCI hard disk controller. All other

components same as Zephyr

Vortex system.

Zephyr options: 17” monitor

upgrade, Logitech CyberMan, Dual

Teac 3.5" & 5.25” floppy drive, Sony

powered speaker systems (black). HP
DeskJet printer (black), color ink kit

option available. Hayes 14.4/14.4

fox/modem, Intel FLASH Ethernet

card. Many other upgrades available.

Key Benefits:

•Fast multimedia experience with new
Teac SuperQuad 4X CD-ROM drive!

•APC PowerManager with lifetime

: warranty

•Creative Labs Sound Blaster 16
•15” and 17” SVGA flat screen monitors

•Optimized performance for MS Windows
and muitimedia games
•DOOM 1.666 Episode One
pre-installed on each Zephyr system.

214/363-4707 phone /fax line Call for custom quotes

SnPTWARF

© 1994 id Software, Inc. © 1994 Zephyr Computer Corporation

Circle Reader Service #278

Alt names and trademarks are the property of their respective owners.



NOW PLAVIHC

veal patterns. If someone is out there, let’s

hope they’re peaceiul. If not, we’ve always

got X-COM. MPC CD-ROM, $34.95. Cir-

cle Reader Service # 8

Software Marketing Corporation,

9830 South 51st St. Building A-131,

Phoenix, AT., 85U-H (602) 893-3377

WARCAME CONSTRUCTION SET II:

TANKS! SCENARIO DISKS
David Landrey and the j^rolific folks at No-

vastar Games have sinick again with disks

crammed full oi' scenarios sure to entice

even the most particular of Tanks! fans.

The first disk covers that hotbed of tank

activit)', tlie Eastern front in W'WII. Oi'the

five battles included, Kursk South is a

great deal of llm lor the German player.

Burlin ol'fers a battle rarely seen in

wargitmes, where the German tactical ex-

pertise was put to a severe test, vastly out-

numbered by Russian forces closing in on

the Gemian caj)ital. The other disk selves

up nine battles Ifom Desert Storm, Ra'TS is

the most exciting of these, witli British

C]]iallenger Uuiks and Sj^ecial Forces units

[lying to eliminate Iraqi divisions before

massive reinforcements show up. I'he im-

pressive graphics remain intact—but the

best thing about the new disks is the new

executable files, 'fhe insane lethality of

mortars and airstrikes has been significant-

ly toned down, and the morale effects have

been adjusted to reflect more realistic out-

comes. The scenarios seem to be better

play-balanced than many of those found in

the original relea.se, and they will no doul)t

prove to be a treat for fans of the game,

and perhaps give reason for critics to take

another look. IBM, $15.00 each disk. Gir-

cle Reader Seivice # 9

Novastar Game Company, P.O. Box

1813, Rocklin CA 95677, (916) 624-7113

WARPLANES
If most multimedia reference products

have you reaching for the ejection seat

button, this Cd)-ROM distributed by Max-
is may be your ticket to a somewhat

smoother ride. Maris, the Bi'itish comjxi-

ny wlio delivered stunning galactic vistas

in Rtixsiiii'T, has taken a more down-to-

earth approach here. Much more tlian

pi'etiy pictures, \\’.\Rl'l-\Nl-;.s is a compre-

liensive look at over 500 of the world’s

combat aircraft. Mnndi'eds of detailed

photos can be viewed from a variety of

perspectives, giving the impression that

you are in the woi'ld’s largest aii'craft mu-

seum. In addition to leai'ning about the

weajjoniy of each plane, you may even

arm aii'craft to see the weapon loads car-

ried on a particular type of mission. De-

tailed maps recount the histoiy of large

air battles, ;md you may even \’iew aii'-

lields and aircraft cari'icrs up close and

personal—although you cannot fly off the

digitized screens. Foi' that, the designers

have thoughtfully |Dro\'ided flight simula-

tors of the A-10, G-1.30, and SL'-27 air-

craft. While these won’t thretiten F.At.coN

3.0’s supremacy, the .simulations will give

you a feel for flight in the nimble Sukhoi

;md ungainly Warihog. A treat for anyone

remotely interested in comhat aircraft.

MPC, Mac CD-RO.M, S59.95. Circle

Reader seivice # 1

0

/U.-i,\7.s' Software. 2 Theatre Sqi'are,

Suite 230, Orinda, C-l 94563, (800) 33-

/V//1A7,V

WILD BLUE YONDER EPISODE 1:

50 YEARS OP GS AND JETS
Locking onto the tail of Maxis’ War-
I’l ANES is Spectrum HoIoByte’s Wild
Blue Yonder, which offers the user an

encyclopedic reference to 20 aircraft from

four periods: The [et Age (including the

l'-8() Sabre Jet), \fietnam (featuring the F-

-I Phantom, A-(5 Intruder and F-105

Tlmnderchiel). Desei't Storm (with the F-

14, F-15, F-l(5, FI 17 and MiG-29), and

Toinoi'row (the experimental YF-22 and

X-29). A great interface, full motion

video, still images, and period sound bites

of authentic cockpit chatter would seem

to be almost an interactive episode of

—the only thing missing is the

depth. There’s a fair amount to look at,

with close-ups of cockpit gauges, weapons

(without specs), j^oslage stamp-sized

Quick’l line movies, and narrated back-

grounds of each aircraf t. But once viewed,

there’s little impetus to fire it up again.

The product could benefit from more in-

formation, or at the least more aircraft,

which will evidently be forthcoming in lat-

er I'c'iejises, The G(jij)i:n Aue oe Fuitari'

and Seure’t Aircrafi'. MAC CD-ROM,
.$39.95 Circle Reader Seivice # 1

1

Spectrum HoloByte, 2490 Mariner

SiiUARE Loop, Aiameda CA 94501, (510)

522-1164

ZOOL 2

That most foul of evil-doers, Krool—he

who remains unseen—is angry at Zool.

Seems that our inti'epid hero managed to

f()il Krool’s last attem)Ji at mling the Nth

Dimension, so of course, a seqtiel was in-

evitahle. 'This time, Krool’s nefarious plot

involves sending his chief henchman.
Mental Block, to suljugate all who oppose

Ki'ool using the wicked weapon of Bore-

dom. As Zool, or his plucky female com-

Ijanion Zooz, you use your Ninja skills in a

vai'iely of scrolling, leaping, miming and

fighting maneuvers to best your cartoon-

inspired arcade enemies. All in fun, as it’s

hard to take a Ninja in tennis shoes too se-

riously. Besides, we loved using the

nioirlutcks and Ninja throwing-stars. MPC
C;D-R0M, $34.95. Circle Reader Seivice #
12 .

SuNcoM Technologies, 6400 West
Gross Point Hoad, Niles 11. 60648, (708)

647-4020 ^
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Circle Readet Service 040

Distiibided by ELECTROMEDIA; l^SOO#.CDiDM

Yout Mission
Infiltrate the hottest sorority on

campus,

Uj7 J/J ZJJ-

CD-ROM
FOR IBM PC

COMPAHBlf

“Without a doubt, tire funniest CD-ROM on tlie market

—GO! Digital Magazine



1 Since 1982

emputAbility
Consumer Electronics

800-896-1336
All cri'dil npiirovcd orders in (he 48 conligiious slates, iiridiT 15lbs.

arc auloiiiatiraili upgraded to Airhoriic Express - 2 dai delivery,

Nest dai' overnight express uvuilalile for ii .small extra eharge.

/liRBORI^E
EXPRESS

.USIVE flltULT;

Cliiiinii 535 Internal

Cliinon 535 External

Mitsumi l-XOOID

NEC 2Vi Inlemal-NEW!

NEC 4X1 Internal -NEW!
NEC 4Xe Extcninl -NEW!

NEC 3Xi Intemal

NEC 3Xe External

NEC4X Pro External

Sony CDU-33A
Sony CDU-55S Intemal -NEW!
Toshiba 340IB liitennil

Toshiba 340IEExiemal
Tosbiba4l<II liuernal

Toshiba 3501 hit Quad-NEW!
Plextor 30281 Dhl Speed + Im.

Plextor 5n28e Dbl Speed + Ext.

Plextor Quad Speed Internal

Plextor Quad Speed Ext -NEW!
TEAC SuperQuiid 4X -NEW!

'Prices good with

Bare 16 Bit 16 Bit

Drive CO only SCSI-2
SCSI-2

$215 S28I $310

$359 $425 S46I

$139 (w/ Sound Blaster Ifi MCD = $274 c

Sound SoundPremium 3D Pro 3D
SCSI-2 MV Blaster Blaster
MV SCSI-2 SCSI-2 ASP
$382 S5II2 $41)6 $436

$539 S659 $563 5593

16 MCD ASP = S308, or Ensonic SoiuKtscapc=$333)

$l75wilb IDE iiuerrace and Microsoft Eiicarla MuUimcdia Eiieyclopedia

CALL! Just announced .it pre.ss lime!

CALI.! Jusi annoiiueed at press lime!

$405 S464 $500 $565 $685

$439 $498 $534 $619 S739

$699 Quadmplc S|>ecd! Quauliiies Limited - Call Now!
$139 (w/ Sound Blaster 16 MCD = $274 or 16 MCD ASP = $308. or I-nsouic Souudscapc=S333)

$209

$255

$349

$205

$389

$259

$355

$465

$599

$455

$325

$421

$531

$665

$304

$350

$451

$31M)

$484

$354

$457

$560

$701

$376

$422

S529

$372

$556

$426

$535

$632

$779

$496

$542

$649

$492

$676

$546

$655

$752

$899

$400

$446

$553

$399

$580

$443

$559

$656

$803

$430

$476

$583

$610

$480

$589

$686

$833

$389 (w/ SB 16 MCD = 5539 or 16 MCD ASP = $573, AWE 32 = $669, or Ensonic Soundscape=S5R3)

the Purchase of any CD ROM Drive or Upgrade Kit (at time of purchase

9 Title

MPC
Bundle
add $79

add $79

add $79

add $79

luld $79
add $79

add $79

add $79

add $79

add $79

add $79
add $79
luld $79

add $79

add $79

add $79

add $79
add $79

add $79

add $79

Add $79

• Toolwork’s Multimedia Encyclopedia

• Mavis Beacon Teaches Typing 3.0 MPC j

• Animals MPC
• US Atlas 4.0 MPC
• World Allas 4.0 MP(

• Ullimale Domain

• Chessmaster4000Turbt

• MegaRace

• CardShop Plus CD

SUPER i:j>

BUNDLES'

BodyWorks 3.0

PhormAssist

Dinosaur

Museum $49

^SIERRA Aces Over Europe

. . Aces Over the Pocific

HyusAcc
A, 0^,,^Killer

^SIERRA
Role Playing

Gabriel Knight

Kings Quest 6

$39
Adventure Bundle ^

$39

CD-ROM BUNDLE RAMA - BUY 3 FOR $57 OR 5 FOR 95$!

MediaMagic
ISP-15Audio Board S79

ISP-16PIUS Audio Board $149

Telemetry 32 $289

SC-7 Sound Canvas Module S205

SC-15 Sound Canvas Daughter Board $209

RAP-10 Sound Producer $249

Orchid

Gamewave 32 1 Soundwave 32 $145/5219

Ensoniq Soundscape S179

CD ROM DRIVES & KITS... fur Bare Drives see Grid!

TURTLE BEACH

2V Deluxe - 2Vi internal double

interlace, Creative Labs sound card, speakers,

Mierosolt Encarla Multimedia Encyclopedia, Myst

I and Sim City..

CardShop Plus Enhanced

CD ROM Version with the purchase

of any Crealive Labs Upgrade Kit’

'Offer good thru lli'3(l'94 Offer gaxi at time of purchase only

V.32 bis Send'Receive 14,400 lor DOS or Win

Intemal /External.

w/ Voice InVExl $119/S139

Zoom 14.4 PKT

V Fast Class 28.8

Inl/Ext S139/S165

Zoom 14,4 with RPl

PC Int/EX Ext

14.4 PCMCIA Cell.,

FREE DEL $195

V.34 Faxmodem

Ini /Ext $185/5215

Supra corporation

SupraFaxModem Intemal 24/96 NEW! S53

Supra 2400 External S59

SupraFaxModem 144LC, Class 1 only

Ext. DOS/Windows $125

SupraFaxModem V.32 bis. Internal $109

SupraFaxModem V.32 bis. ExI,

w/ Fax Software, DOS/Win Si 72

SupraFaxModem 2881 lnU288 Ext

Supra Express 14.4 wilti Rin ....

iiflobotics
Sportsler v.34 28,0 Int/Exi

Sportsler 14.4 with Fax Int / ExI S1 15 / $133

Sportster 28.3 Int/Ext S205/$219
WotIdPon Fax/Oala 14.4 PCMCIA - FREE DEL .

.
$199

Courier V,32 Turbo with Fax Int /Ext $329/$349

Couner V.34 Ready S/R Inl/Ext $375/ $41

9

Courier V.34 Dual Standard Ini / Ext $515/5549

$205/ $235

..$219/ $236

)
MOTOROLA

ATST
Fax Modem Inl/ExI $155 / S185

ATST Notebook, PCMCIA 14,4 FREE DEL $299

ATST DataPon 20001 $399

ISA or VLB,.

ATI Uilra Pro EISA 2N

ATI Ultra ProTubo 2MB ISA or VLB or PCI $353

Graphics Pro Turbo 4MB ISA or VLB or PCI $56$

Win Tubo 2MB ISA or VLB or PCI $289 ea

Graphics Expression 2Me: ISA or VLB or PCI
. S215 ea

6X664 PCI 1MB /2MB S175/S249
GXE64 VLB 1MB /2MB S175 / $249

GXE64PfoPCI
•
—

9GXE, 1200 X 1024 NI.SVGA:

LVL11,2MB ISA/VLB $349 / 5349

LVL 12, 3 MB ISAA/LB S429/$429

ii
Graphile ISA 1MB HG210
Graphite Power ISA 1MB PG310
Graphile Power VLB 1MB PG61I)

Graphile Power ISA 2MB I’GVfl

Graphite Power VLB 2MB PG720
Dynamite Power 2MB ISA/vi li

Dynamite Pro ISA 1M6/2MG S155/S195
Dynamite VL Pro SVGA 1MB /2MB S149/S199
Stingray 1MB VLB / PCI $1 15 / SI 15

GraphiteTerminalor54 VLB1MB/2MB. ..S365 /S485

Graphite Terminator 64 PCI 1MB / 2M8 . .
. S365 / $485

^ 928MOVIE 1MB /^ sound $305’ / S395'

920MOVIE 2MB / with sound S395’ / $485'
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EW TITLES — LOWEST PRICES
NOTE; We do not sell xxx-rated CD ROMs so please don’t call for them.

niliHour

7th Guest

A.T.P, with USA
Aces Over Europe

AEGIS: Guardian ol the Fleet

Air Warrior SVGA
AlOuadim; The Genie's Curse

Alone in the Dark

Arctic Baron

Armored Fist

Back Roads Racers

Battle Chess MPC Enhanced

Beneath a Steel Sky

Betrayal at Krondor

Beyond Planet Earth

Buzz Aldrins Race into Space

Campaign

Castles II

CD Game Pak II

CD Speedway

Chaos Continuum

Chess Master 4000 Turfeo MPC
Colonizaiion

Comanche M.O.K. w/Expanded Mission

Command and Conquer

Conspiracy

Corridor 7

Critical Palh

Curse of Enchania

Cyber Plasm Formula

Cyber Race

Dagger of Amon (Laura Bow II)

Daring to Fly

Dark Legions

Dark Sun: Shatlered Lands

Deal A Meal

Decide for Sure

Deep Voyage

Dinosaur Advenlure

Doom?
Oracuia Unleashed CD
Dragon's Lair

Oragonsphere

Dungeon Hack

Eagle Eye Mysteries: The Original

Earth Siege

EcoquesI: The Search lor Celus .

Eric the Unready

ESPN Baseball

ESPN Golf Tom Kile

Elemam

European Racers

Even More Incrediable Machines.

EvoluUor Lost in Time

Fantasy Empires

Football Pro '95

Funny CD
Gabriel Knighl

Global Explorer

Gobliins 2

Great Naval Battles II

Gunship w/Scenario

Harvesler

Inca 2

Indy Jones 4 -Fate of Atlantis .

.

Insatiable Horde

Iron Helix.

Electronic Art’s j.

Top Ten Pak
Includes amplele imms'af the Ibllowing

titles; Kiusparnv's Gambit, Grand Slam Bridge

I!, Chuck Yeager'sAirComhat. Indianapolis

50(1; The Simiilaiion, PGA TOUR Golf, Wing

Commander lit Vengeance of the Kilraihi

Deluxe Edition. Ulirabois, Financial

Workshop, Ultima VII: The Black Gate and

Seal Team.

Doom li

Sequel (0 the

award-winning

DOOM,

DOOM il

provides more

levels, more

nastier, deadlier

demons to battle,

more weapons, excitement and a whole new

story line! Stunning graphics, pulse-pounding

adion and intense gameplay make ihis the ulit-

maie action game. Rated #lby all the critics!

For one player, two players using a modem and

up to four players on ii LAN (IPX protocol).

CD $45 PC $44.95

King’s Quest VII
The best-selling

adventure scries of

all lime returns with

the most spectacular

episode yet. Told

through breathtaking, ^
cinema-quality

animation and

accompanied by a

dynamically beautiful

score. King's Quest Vil csiablishcs a new stan-

dard for animaied advenlure games. In King's

Quest VII, Roberta williams spins an enchan-

ting tale of mother and daughter caught in a

world of fairies, trolls, and magical lands. Tliis

Holiday Season, .share the laughter and excite-

ment of tills cliarming advenlure ^ ^
game wiili your enlire family.

Mechamander 4‘

Mechwarriorll 4f

Microcosm 41

I

Mights Magic World ol keen 4J

i Monkey Island 4t

MS Baseball lor Win 51

MS Dangerous Creatures 51

MS GoK Championship Courses 22ea

MS Ullimate Robot 51

Mullimedia Goll Guide CA & HI 3“

MYST 4{

Nascar Racing

Normandy

Oregon Trail

Out Post

Pacific Strike with Speech Pack .

.

Patrician

PGA TOUR GOLF 486

Phantasmagoria

Police Quest 4

Prehistoria.

.

Privaleer/Slrik

Psychoiron .

,

Quantum Gate. . .

.

Race the Clock . .

,

Raiden .

USA Wars: Desert Storm wi'Coaltlion Command 35

War Planes for Win 42

Where in the World Carmen Sandiego Deluxe . . 55

Who Shot Johnny Rock 39.........
jg

nander+2 Deluxe 29

tiander 2 Deluxe w/speech and 182.29

ig Commander lAJltima VI 29
'

35 i

39
,

INPUT DEVICES
LOGITECH
Dexxa Serial Mouse $23

Mouseman Cordless II $B7

Trackman II Combo $79

Trackman Voyager $65

KENSINGTON
Expert Mouse $95

MICROSOFT
MS Serial Mouse 2.0 S53

MS Home Mouse 37

MS Natural Keyboard .

1 CH PRODUCTS
Virtual Pilot .

.

i,j
CH-Flight Stick Pro .

t THRUSTMASTER
\

I Thrustmaster Pro Flight Control Stick S1 19
j

I
Flight Conlrol Slick $75 I

I Rudder Pedals $119 I



JUST A WORD PROCESSOR’

GET THE SECRETS
to your favorite
computer games!

1 .800.428.5331
Check/Money Order

Credit Card #

Signature

VISA DMC Am Exp

_ Exp. Date _

Send books to:

Name

Address

City

DOOM: Totally Unauthorized

Tips & Secrets

TIE FIGHTER: Battle Manual

RETURN TO ZORK: Official

Guide

CORRIDOR 7: Official Guide

STAR TREK: Judgment Rites

Official Guide

or mail this form to:

Zip Code_ imms 201 W. 103rd St.

Indianapolis, IN

46290

PRICE (ea.)

$16.95

$19.99

$14.95

SHIPPING:
S4.00 first book
.50 each
additional book

TOTAL

Circle Reader Service #261



Welcome to the Cooperstown of Computer Games.

Here, raised upon pedestals, you'll find the games that broke the records,

established the benchmarks, and held gamers in delighted trances for hours untold.

3]. a. a ClaafflaaaEiiTpa

The Bard's Tale (Electronic Arts, 1985)

Battle Chess (Interplay Productions, 1988)

Chessmaster (The Software Toolworks, 1986)

Civilization (MicroProse, 1991)

Bungedn Master (FTL Software, 1987)

Earl Weaver Baseball (Electronic Arts, 1986)

Empire (Interstel, 1978)

F-IB Stealth Fighter (MicroProse, 1988)

Gettysburg: The Turning Point (SSI, 1986)

Gunship (MicroProse, 1989)

Harpoon (Three-Sixty Pacific, 1989)

Kampfgruppe (Strategic Simulations, 1985)

King's Quest V (Sierra On-Line, 1990)

Lemmings (Psygnosis, 1991)

M-1 Tank Platoon (MicroProse, 1989)

Mech Brigade (Strategic Simulations, 1985)

Might & Magie (New World Computing, 1986)

M.U.L.E. (Electronic Arts, 1983)

Pirates (MicroProse, 1987)

Railroao Tyeoon (MicroProse, 1990)

Red Baron (Dynamix, 1990)

SimCity (Maxis, 1987)

Starflight (Electronic Arts, 1986)

The Seeret of Monkey Island (LucasArts, 1990)

Their Finest Hour (LucasArts, 1989)

Ultima III (Origin Systems, 1983)

Ultima IV (Origin Systems, 1985)

Ultima VI (Origin Systems, 1990)

War in Russia (Strategic Simulations, 1984)

Wasteland (Interplay Productions, 1986)

Wing Commander I II (Origin Systems, 1990-91)

Wizardry (Sir-Tech Software, 1981)

ZoRK (Infocom, 1981)

INDUCTION CEREMONY!

WING COMMANDER II

ORIGIN, 1991

Game designer Cdiris Roberts

had a dream: lo bring the in-

tense dogfighting scenes of'

the Slav Wars films to the

computer screen. But when
discussions with LucasFilm

went nowhere (they had otli-

I

er plans, apparently),
' Roberts decided to create his

own grand-sweej)ing space

conflict. Replacing storm-

j

troopers and Imjxn-ial pilots

I with warmongering felines,

1 and X-w'ings and TIE fighters w'ith ships of his ow^n

I

design, Roberts beat. LucasArts to the space-conflict

I

punch and created VViNt'. Gommander, one of the

I

most popular games of all lime, Although it is rare

for CGW to indtict a sequel into the Hall of Fame
;
(Origin’s Uia iMA games being the only exceptions),

we couldn’t deny \ViN(i Commanukr II: VEN'(;HA.Nt:K ok

THE I\iLiUTni its mucli earned honor. Wing Comman-
der did e\'erything the original did, onl)’ better b\'

tenfold. Tile wrist-wracking action got more wrist-

wracking, with im])ro\ed enemy pilots (although they

were still somewhat predictable). The cinematic cut

scenes took on gieater prominence, accentuating the

dai k and deep sloiyline. 'Fhe sound effects weie so

well done and integral to the game that they inspired

many gamers lo tiy out their first sound card. Now,

the gaming world awaits Wing Commander III, a

game that, w'ilh ils Hollywood talent and redesigned

polygon-based graphics engine, could be the next

“star wars” sensation.
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AEGIS Patch; El iminates
ilie Electronic Book
crash. 4/28/94.

Aide de Camp VI. 15:

Newest version uses 70
KB less RAM and has
several interface modifi-

cations, 7/25/94

Archon Ultra VI. la Update:

For those with VI. 1.

cleans up modem dilTi-

cuhies. 8/1(3/94

Arena Upgrade VI. 06: Lat-

est version oi' Belhesda’s

role-playing game.
8/1 1/94

Battles oi the South Pacific

Upgrade: Latest patch for

(^QP’s VVWTI naval strat-

egy (|ame. 5/24/94

Cactus League Pro Basket-

ball Update: Corrects stats

of 70-7 1 season disk.

r)/2:-?/94

Chessmaster 4D00 Turbo
vl.04: Newest upgrade
for Software 'Foolworks’

chess progi'am. 6/28/94

Camanche Joystick Drivers:

Adds Flightstick Pro sup-

port to Nova Logic’s he-

licopter simulation.

5/24/94

Command Adventures Star-

ship Patch; I'he latest fix-

es for Merit Software's

science fiction game.
5/19/94

D-Day Patch: includes
missing text from game
manual. 7/8/94

Detroit Patch 2.1; Up-
grades this Impressions
game to latest version.

Make sure to consult the

text file I'or info on saved
game transfer to new
version. 8/1 1/94

Disney Windours Patch:

Contiiins Windows dri-

vers and icons for Disney
DOS programs. 7/28/94

Empire Deluxe VI. 1 Mac:
Latest version of New

Computer game programs have grown so massive and the number ot

hardware configurations has become so huge that incompatibilities and

glitches are frustratingly common. Software fixes, or “patches,” for

buggy programs have become a necessary evil until we reach the golden

age of standardized platforms and bug-free programs.

These patches can usually be downloaded from most

major networks (CompuServe, GEnie, ZiffNet), but can

also be obtained from individual software publisher’s own BBSs or direct

from the publisher with proof of purchase.

Red indicates new files.

World’s strategy game
for Mac gamers. 'Llie

play-by-mail feature has

been cleaned up signil'i-

caiiily. 6/1/94

Fleet Defender VI. 2 Up-
grade: Latest version of

MicroProse’s flight, sim.

Adds 41 new features.

5/17/94

Global Domination Update;

Fixes motlem play bugs
and replaces Bismarck
with Mitlcr, for those po-
litically incorrect

wargamers. 8/24/94

Gobliins CD-ROM Patch:

Fixes sound card and
CD-ROM driver prob-
lems. :VI/94

Great Naval Battles vl.l

Upgrade: i''ixes several

problems in SSI’s simula-
tion of naval warfare.

6/24/94

IndyCar Racing Patch: Im-
proves AI and cleans up
tracks. 6/23/94.

Jack Nicklaus Signature

Edition Update: Removes
the copy protection so

that the infamous code
wheel need no longer be
used. 8/1 1/94

Jutland Patch; 'The game
will now recognize differ-

ent sound card address-
es, rather than just the

default 220 address.
5/3/94

Kingmaker VI. 51 Upgrade:

Latest version ol Avalon
Hill’s strategy game with
many fixes. 5/25/94

Legend of Kyrandia, Book

2, 1.04 Update: Fixes lock-

up problems on faster

machines. 8/29/94

Lucky's Casino Update:

Latest version ol QQP’s
gambling game. 5/19/94

M4 for Windows Vl.a4;

Latest upgrade fixes

sound problems, esjje-

cially with Media Vision
cards. 7/15/94

Megarace vl.l Upgrade:

Solves Sound Blaster dif-

ficulties. 6/28/94

MicroProse Sound Drivers:

New AdLib sound drivei's

for many older games
which had problems run-
ning with 486 and Pen-
tium machines. 4/7/94

1542 Pacific Air War: Lat-

est fixes including joy-

stick enhancements.
7/8/94

Pacific War Vl.l Update:

Official update from SSI,

this will 710/ work with

the Grigsby “X” vei'sions

available on-line. 8/10/94

Pacific Strike VI. 19; Con-
tains 9 fixes for Origin’s

new night sim. 5/27/94

Prophecy Patch: Solves
graphics problems with

faster systems. 6/15/94

RavenlafI 1.1 Upgrade:

Latest version I’rom SSI,

floppy and CD-ROM.
4/29/94

The 7th Guest 1.30 Update:

l.owers memory. require-

ments to 450K, adcls VESA
support and more sound
card drivers. 8/1/94.

Sierra Sound Patches:

variety of fixes and dri-

vers for Sound Blaster,

Gravis Ultra Sound and
General MIDI users, for

a number of older Sierra

games. 5/19/94

Spectre VR Update: Newest
version including latest

editing files. 7/28/94

Subwar 2050 V2.02 Up-
date: Corrects cursor
drift, lime and date
problem. 4/28/94

Tigers on the Prowl V 1.3:

New features include AI
tweaks and combat rou-

tine enhancements.
7/25/94

Tony La Russa Baseball 2

Patch: Fixes stadium
lockups. 5/3/94

Tony La Russa Baseball 2

CD-RDM V1.3; Latest ver-

sion with numerous fix-

es. 7/21/94

U-Boat VI. 5 Update: Latest
version of Deadly Games’
submarine game

—

A'loc

only. 8/11/94

Warlords II Update; Latest
version for those who
don't have the construc-
tion kit. 6/1 7/94

,

Warlords II Copy Utility:

Allows you to copy
armies and cities be-

tween Warlords II sce-

narios. Includes
documentation. 7/4/94

X-Wing Enhancement: I'his

I'SR allows use of extra
'rhruslma.ster buttons.

6/2/94. W
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CRIME PATROL"

This multi-level llve-acllon thriller challenges

the player to progress through police ranks.

As a Rookie the player takes on gang

members, armed robbers and other street

criminals. Promotion to Detective will

mean working undercover against drug

dealers and car thiet rings. Confront i ^
bank robbers and terrorists once •./^
you’re selected (or SWAT team

'

assignment. The better player

will reach Delta Force and

tangle with a criminal

element threatening

national security.

PC CD Available

Mac CD November

SPACE
PIRATES

'

'\W Planet-hopping

^}m pirates lead by llie

<>¥ evil Captain Talon,

‘
.

have captured a stiip of

innocent space colonists.

The player, a Star Ranger,

must save the colonists and

head off Talon's plans to rule

the universe. The player will face

hordes of pirates In an effort to

collect energy crystals from a variety

of worlds. The crystals power the star

splitter cannon, the only weapon that

can blast Talon and his misfits into

another galaxy.

PC CD Available

Mac CDTBA

LIVE ACTION PC CD GAMES MAC CD GAMES
FOR AVAILABILITY CALL 800-880-1718



CallingA Spade,

A Marlowe
by Raymond Dashiell Gardner

I

was dusting my keyboard with the

old hunt and jDeck, tiying to put to-

gether my thoughts on which com-

puter game publisher TCI was

planning to buy. The way I’d heard

it, the cable television provider was

planning to jjurchase a company
with experience in developing PC-based

games in order to offer stoiy games on

the installment plan. Each month or so,

new areas to explore and new characters

with u'hich to interact would be intro-

duced. I was frustrated. No one was talk-

ing. I reached in my bottom drawer for

the journalist’s muse, that bottle of Old

BugChaser I’d carried away from a CES
hospitality suite.

Tlie grapevine ^vas quieter than a snowy

graveyard on Christmas Day. It had been

easier to confmii that Sega was going back

to the drawing board on the Saliirn than to

get any word on this potentially important

event in interactive television. I thought

about my deadline and slugged back a shot

of the BugChaser. It burned my throat like

MediaVision’s former executives had

bunted their shareholders.

And there she w'as, a doll w’ith gams
worthy of a Kenny G sax solo and an

hourglass figure wdth more symmetry

than Pachelbel’s Canon. Somehow, I

knew' that this dame hadn’t come to invite

me to the opera or even to play the Psyg-

nosis game on Wagner’s Ring cycle that’s

being developed by Maelstrom. This

dame meant trouble. She probably want-

ed the kind of RtviTUBiTiON as that char-

acter in Northstar Studios’ current

project. Ri-:i'RiiiL''riON is already a Grem-

lin title in the U.K., so it's probably only a

w'orking title at Northstar, but the space

opera features lots of 3-D rendered ves-

sels oi'destniction and a tyber-couriroom

scene that could become veiy memorable.

Somehow, 1 figured a courtroom, cyber or

otherwise, was w'here I was likely to end

up if 1 spent much time w'ith this dame.

I w'iped out an extra glass with a clean

hatidkerchief and |)oured her a stiff one.

She looked as dizzy as if she’d just spent

24 straight hours on the Tilt-O-Whirl at

the fair. 1 suspected she might be an artist

on Virgin’s upcoming game for 1996, Ec-

'lOSPHERt'. I hadn’t hetird veiy much, but

I’d heard that Clive Barker w'as doing a lot

of the design work. That’s scaiy enough.

“I have to Utik to someone,” she blub-

bered past enough crocodile tears to

make both Marc Antony and Shakespeare

sue for intellectual propei'iy violations. “I

think one of my favorite stories has been

ripped off.”

That W’as entirely possible. Intellectual

property law still isn't real clear on the

computer game from. “That depends,” I

slurred my words with the gravity of a

Humphrey Bogart, “on w’ho is working

W’ith that stoiy.”

She tried to garner the courage to tell

me, so I prodded her with my info, “Is it In-

terplay?” I asked. I w'as sure I could ease

her mind if she wtcs talking about Intciplay’s

upcoming horror series of first-person

games based on classic monsters. ER/'lNKI'A'-

sriT:iN is supposed to be the first in the series.

She shook her head. “It’s not even a

computer game. It’s for a game machine!”

'Hie light bulb went on—something that

happens inside my head about as irregu-

larly as the little bulb inside my reliigera-

tor. “You aren’t talking about Northstar

Studios' PSX game, are you?” She nod-

ded. “Nobody’s ripping anyone olf. Their

in-house name for the game w'as entitled

H.XRt'm'iRLi), but it wasn't based on the Wai-

ter Jon Williams’ book. It’s sort of a Judge

Dredd meets Tlie Terminator game w’ilh a

lot ofJapanime overtones and cyborg com-

bat. 'fhey w'on’i be calling it H.^rduired be-

cause NovaLogic has that license and

should publish that game in ‘95.”

She dried her tears and thanked me,

w’iping off enough mascara to fill a #3 lead

pencil in the process. She crossed her legs

provocatively and wanted to know about

another friend. I admired the animation

(and briefly wished I had a screen capture

for real life scenes), then told her I’d an-

swer a question if I could. “Wlialever hap-

pened to David Bradley?” she asked.

She uncrossed and recrossecl her legs :is 1

tried to unmuddle my brain. Wliat had hap-

pened to the designer of the last two install-

ments of the Wizardry series? “He’s

W'orking on a first-person perspective, sci-

ence fantasy game f()r a difierent publisher.

I think it’s going to be called Cvuermacie.”

She stood up and offered me her hand.

As I accepted it, she pulled me dose and

brushed her lips against my ear, sensu-

ously pausing and allowing her hot breath

to inasstige iny lobe before she whispered,

“I’m not sujDposecl to tell you this.” 1 w'ait-

ed, affected by a multitude of stimuli,

“But you remember Sanctuary Woods’

Wole?” I nodded, breathing the sweet

succor of her perfumed neck. “It’s going

to have a sequel called LiON.” She pulled

away to leave and I found myself wishing

that she’d known just a few more secrets.
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rRUE WAVETABIE SYNTHESIS « 16-BIT RECORD & PUYBACK • 3 CD-ROM INTERFACES • 32 VOICE POLYPHONY/MULTI-TIMBRAL

EXPERIENCE THE POWER
Experience the power of studio-quality music and heart-pounding special effects from your PC games and music programs with UltraSound MAX”^.

The newest wavetable PC sound card from Advanced Gravis, UltraSound MAX comes with over 5.6 megabytes of reol instrument recordings to produce

32 voices of incredibly realistic music— light years from the tinny sound pumped out by FM cards. Hear the difference right away with E}OOM'“ and Epic

Pinball™ (both includ^]. Enjoy sensationol wavetable and digital sound with hundreds of popular applications riiat already support UltraSound. The MAX
will also give you great sound with most gomes and applications vwitten for Sound Blaster™, MT-32, General MIDI, and V^ndows™.

Record orpla)dMick in 16-bit stereo at 48kHz (surpassing CD quality). Explore over IS megabytes of bonus software. Offering you the greatest flexibility,

the MAX uses a unique, RAM-based wavetable system. Imagine creating new instruments bounded only by your imagination. With MAX it's for real.

UltraSound MAX is the most complete, powerful, and affordable sound card you can buy. AxiVQHCCd
For more information, or to find out how to obtain the UltraSound Experience CD-ROM demo,

call {800)663-8558, (604)431-5020 or fax (604)431-5155. ^ .

PEED-COMPENSATING GAME PORT • SUPPORTS WINDOWS^''* 3.1 /MPC2. GENERAL MIDI. MT-32. AND SOUND BLASTERtm APPLICATIONS
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’^^et's face it — putting a truly great game

on a floppy disk is like trying to play profess-

HI)l5COt1|jRliOER'’in

ional football in a bathtub: you really need more room. That's

whythe designers at ORIGIN are excited

about creating CD-ROM games. Finally, we

ULIINRMIIi

can roll up our sleeves and weave magic. • You want impossibly

-rm Watch our fully detailed

Hunt down the meanest

awesome graphics?

NIIIGS or GLOBr-

in dozens of different galaxies — without having to guess

at what they really look like. • You’re wired for sound, aren’t

you? Then you should expect all your adventures to have it!

We have dynamic,

so phenomenal

orchestral sound-tracks

you’ll wonder where we’ve

S^SIEH SHOEH-

hidden the conductor. • Of course, for everything you gain, you’ve

to lose something. With a CD-ROM game, what you lose is

the hassle. Forget about corrupt disks, too

little hard drive space or making back-up

RRHRBR'

copies. It's ancient history. Finally you can pop in a game worthy

of the system you bought for it. ORIGIN creates worlds to take

roWD')‘niT^yfT\yf
on the multi-media challenge. .

Now it’s up to you to conquer them. An Electronic Arts’ Company

Circle Reader Service if99


