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Hear that giant sucking sound? Little brothers everywhere arc kissing up to play

FX Fighter, the most advanced/ighting game ever created /or the PC. But be/ore

you slam the door on the little Desperado, tell him what he's missing;

Mi.h- Action & Incredible S])ecd FX Fighter was specifically designed to take

advantage 0/ your new Pentium, but it still screams on a 486, too.

‘Real-Time 3D. FX Fighter is first to use BRender^“ technology, the most advanced

3D rendering system ever developed.

Real Motion Capture. We recorded over 350'actual sequencesfrom martial artists

_ and acrobatsfor this game. Roundhouse kicks have never

been so smooth.

/(MM
•« 'Flying Cam{?ra. Forget side-only views. We've got every

• ,1 angle covered—in three dimensions.

/dr * '
’More Move.s. Choose among eight characters, with over

P 40 attack moves each—including incredible combinations.

'1.0. Points. For about the cost of a two-bit game cart

you'll get a superior game withfifty times the speed, four

times the color, and twice the resolution. Very smart.

'Conjidence To get previews, more information or order,

riytnq 30 Camera
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call 1-800-GTE-TODAY. Or access our web page at http;//www. im.gte.com.

K Gamer magaiine described FX Fighter as "ground-breaking." And we're grateful.

But to be honest, with all that power sitting, on the desktop, we justfelt that the last

thing the world needed was another damr word-processor.

.
GTE) Entertainment.

Cirefe Resder Service /f6i

filiTITOfi DIE TRYING.

For 486/pRntiutn

PCs withCU-RUMs.



tel Irilnir mapH 3D lligk will lull 360 Jigitr mownl.

9 Planus anJ 11 ImIs to oplon-wift om

400,000 sgiiltsoflmaii

(D'ROHiKloJBoniJOHlofdiiMialiis.

8 playti ntlwoil: and 1 plapti moJioi suppoit.

"The 3D environments arf

simply breathtaking...the

worlds are like nothing seen

before in computer games."

-Computer Player, April
"95

"It's a 3D vehicle shooter that's par

Star Wars and part Descent."

Non-slop air-to-air and air-toiionnJKalislkadion

andfolniistitComin-Bar.

(ktsonrostoioid!

Note: Ikpslitm’aitvtisionofTetminal Veloeity

is a subi olllit lull gaif and ntains only 3 ol tiit

planets, llie skaiewate (D-80H msion does indide

(inemalks.

"Terminal Velocity

is a symphony of titillating

action and g-force slurping excitement.

"The charm of the game is it's open-endcdness, it's extensive

multi-stage levels...[which] can be explored and destroyed at will.

REALirr IS OUR GAME.

Shareware version-Kow available in stores from formGen3D Realms
Entertainment
P.O. BOX 496419

Garland, TX 75049

FormGen Inc.

7641 E. Gray Road

Scottsdale, AZ 85260

Circle Reader Service #44 [The Apogee Model: Try before you buy!

Developed by Terminal Reality, Int. Published by 3D Realms [ntertainment. Published (ommcrcially by formGen Inc. . .

30 Realmsfntertalnment Isa division ol Apogee Software, Ltd, All rights reserved, All trademarks are the property of their respective owners.
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Triad is a truly awesorne gamtl’- tput don’t take our word for it
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BOOT UP.
STRAP IIU.

HOLD oni.
...and blast away on the ultimate thrill ride.
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Win a weekend -trip for two on
your own private Lear Jet.

HOW TO ENTBt: Mo pgrcbtue ne<es»ry. Complclc on entry form ovoilolile ol stores, or md a 3x5 (ord with yoitr ttome and oddiess ond sip code to

OnnCMtrelSfNepstGkcs, P.O. Box 8708, Dept. 5il, Newport Beoih, CA 92658. Reqgestsmust be reenved by 8/31/95. Odds of winning

1 depend on mimber of entries received. J

PfltZTS: (kw Grand Pthe: A Icor Jet weekend trip (Ftidoy - Siindoy) lor two (2) to any one ol 21 spcolied dcslinolions in the conli-

.
.

nutof UhitedStotes |iiKludingkelelon(ISSD0<ash)(ARVS30,000; CASH5iibslilul]onSI0,000);Tlirce (3) First PrIicsiA

Pentium’" Computer (ARV 53,000); Fifty (50) Second Ptiios: A Chaos Control Bomber Jacket |ARV $150).

FOR ACOMPIETE SET OFRUUSiSeodos^-oddresscd, stomped envelope to Qkms Conitol Rules, P.O. Box 8708, Dept.

561, Howpotl teocli, CA 97651. Regoests must be received by B/3I/9S, Void where ptobibiled.

SO ROM Philips Media
© 1995 Inlogtomes/loMoiion, Inc® 1995 fhSps Medio, Inc. All lights reserved.

Circle Reader Service U337



F E AT U RES
32 SNEAK PREVIEW! MECHWARRIOR II A millennium

from now, engines of war will lower like skyscrapers over

the battlefield, crushing all who block iheir path. CGW’s
Johnny Wilson climbs into his Wolf Clan balllemech and

challenges you to, “Mech my day!” in a 3lsl century duel

to the death.

38 GO SPACEWARD, YOUNG MAN From galaxies long

ago and far away to a star system near you, space

simulators lake you where no human has gone before.

Marlin Cirulis destroys Death Stars, ignores Admiral

Tolwyn's orders, and snares odd-looking Gorene ships in

tractor beams in his quest to find the ultimate interstellar

experience.

ADVENTURE/
ROLE-PLAYING
59 SCORPIA’S STING CGlV’s mosl famous

anthropologist grabs her Jane Goodall hat and Journeys into

Virgin’s Lost Edbn.

64 THE SCORPION’S TALE Lost and wandering on

Discworld? Instead of slipping off the edge, you might let

yourself fall under our sorceress’ magic spell.

68 JEWELS OF THE ORACLE Peter Olafson puzzles out

this prettily-packaged adventure from Discis.

78 ALIEN VIRUS Arinn Dembo finds that bug-hunting

without a script leaves gamers in a vacuum in Vic Tokai’s

sci-fi world.

82 THE DAEDALUS ENCDUNTER Tia Carrere looks as

sleek, sexy and serious on the computer screen as on the big

screen—but is it enough to keep a gamer’s attention? Grab
your popcorn and join Charles Ardai for another interactive

sci-fi movie.

ACTION
86 SNEAK PREVIEW! DUKE NUKEM 3D Space

Commander Peter Olafson briefs you on I'iding spaceships,

leaving footprints, and even drinking from the water

fountains in Apogee's new action-packed blast fest.

98 SUPERKARTS Driving a go-kart at 30 mph may not

seem like much to a NASCAR vet, but Vox Day says that

this game has more horsepower than its I25cc engine

would lead you to believe.

102 TANK CDMMANDER Domark moves from

simulations to arcade fare, keeping the action fast-paced

and the explosions loud.

108 ATARI 2600 ACTION PACK Well. Sherman, this

month the Wayback Machine takes us to the long-lost days

when Kaboom! was King, and 8K games were a dim vision

on the horizon. Come now. don’t fret—a little nostalgia will

do you good...
Duke Nukes In A New Dimension

Duke Nukem 3D

86
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SIMULATIONS
123 BOGEY’S BAR & GRILL If you haven't been invited by

the military to train in a state-of-the-art simulator, join Denny
Atkin for a private seminar in the CGW Virtual War College.

128 SNEAK PREVIEW! SILENT HUNTER SSI dives deep in

trying to out-perform Aces of the Deep. Kevin “Sumo”
Turner puts the new SVGA propellers through some difficult

maneuvers in the WWII Pacific theater.

130 1942 GOLD Does everything MicroProsc touch

eventually turn to gold, or are the enhancements merely

multimedia eleclroplatiiig? Michael Rymaszewski logs seveiul

hours in a virtual cockpit to find out.

STRATEGY/WAR GAMES
137 BROADSIDES 8. GRIPESHOT Alan Emrich wonders

whether good arlilTcial opponents will be left behind in the age

of on-line strategy games.

142 X-COM: TERROR FROM THE DEEP In exploring the

sequel to CGW’s Game of the Year, Martin Cirulis dons his

aquanaut gear and scours the ocean floor for aliens.

148 JAGGED ALLIANCE If you take an X-CoM style tactical

engine and replace the research with more character interaction

and role-playing elements, Jeff James says you end up with a

most interesting situation for strategic mayhem.

156 1830 Avalon Hill’s plan to convert award-winning

board games to the computer is picking up steam. Bob Proctor

arrives on the 7:30 express just in time to file this report.

160 THE PURE WARGAME Easily the most historical of

QQP’ s many strategy/wargame titles, The Pure Wargame
needs some of that old-fashioned QQP play balance. Tim
Carter finds the historical research superb, but the game
system wanting.

1 68 PIZZA TYCOON Listen up, youse mugs. Y' know what’s

good fer ya, you make da pizza all day even dough dis game is

in real time. Ya got me? Dis here is my godson, Randall Black,

an’ he’s gonna tell you alia 'bout it. Capice?

172 MACHIAVELLI: THE PRINCE In a new translation by

Renaissance scholar Arinn Dembo, we discovei’ why even

loyal Merchant Princes should consider changing their

loyalties.

X-COM; Terror From The Deep

142

Go Ahead, Mech Our Day!

32

SNEAK PEEK: Silent Hunteri28

DEPARTMENTS
12 EDITORIAL Gaming Technology Explosion

16 INTERFACE The Gamers Talk Back

20 READ. ME The Latest Buzz, Whir, And Click

172 THE GAMER’S EDGE Tlie Hacks, Codes & Cheats You
Need

180 SHAREWARE SHOWCASE Strategy Slugfest

186 HEX, BUGS & ROCK ‘N ROLL Polygon Secrets

Revealed

192 ADVERTISER INDEX Where To Find Games

194 UNDER THE HOOD 3D Graphics Acceleration

203 HALL OF FAME All-Time Great Games

204 THE TOP 100 Readers Rate The Top Games

206 PATCHES Game Files To Kill Bugs Dead

208 WHAT’S THE DEAL? Clones Are Among Us
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vm ur IN BUMNsrcR.

IVITH CQRH FUKES.

OUT the bartender.

eUlZD MOM.
tlAr tUT OF It ItKIIS.

NEVER COOKED OKeK.

You're Beu. You're on the road. You're indestructihle.

ind you'll do whatever it taies to clear your oame from a bum murder rap.

Uie fighting ugly gangs with futuristic liiiies and Neolithic weapons.

Running big-rigs off the road at 100 mph. Maiiiog people pay.

But that's what happens when yon lire your life at "Full Throttle'.'

loui miioi alieoliiie auialls yen oo PC CO-BOH. Call 1-BDO-SllBHIilS foi availehllly.

Circle Reader Service tt230



A DASH d?F HISTORY, A SPLASH Or^fESTOS’

AND A TOUCH OF H.G. WELLS ON



Meet the Chaos En^^inc—a side of merry olde

Hoj^land you’d rather nor know. But forget about tea

and crumpets and all that jolly rt)tten stuff. ‘Cause

this arcade-action style CD-ROM game transforms

your PC into a gruesome battlefield of psychotic

monsters and ruthless warriors. We’re talking

armor-plated, razor-toothed killing machines here.

So pick one of six mercenary buddies, stock up on

twenty-five deadly weapons and explore four

fiendish worlds with 16 levels. But keep an eye

peeled for mincemeat-making traps, life-saving

power-ups and assorted keys. It's Britain’s award-

winning designers, the Bitmap Brothers, at their
Circle Reader Service #255



Don't Start

The Revolution
WithoutMe
Time Technical Trends Sure To Be Gamers’ Friends

byJohnnyL. Wilson

rccilize that the above title express-

es the opposite sentiment of tlie

Gene ^Vilcler and Donald Suther-

land film Start The Rei’olulion Witli-

oul Me based on the legendar)’

Corsican Brothers in pre-

re\’olutionaiy France.

You remember, don’t you?

Each brother would feel

what the other one nor-

mally would. II' one

brother was stabbed, the

other fell the pain. If one

brother got lucky, well, it

couldn’t alt be bad, could it?

Vet, as with the citizens of the

French Revolution which seiwed as

the backdrop for the biz.arre little

Wildcr/Sutherland comedy, the current

state of computer gaming has citizens who

are restless. The)’’ve had it with the arislo-

ci'atic notions of hardware manufacturers

who insist on creating “their own sian-

dai'd.” 'Ihey’ve had it with elitist ideas like

adapting their CONFIG.SYS files for eveiy

“stale of the art” game. They’ve had it with

supj)orting the patrician overhead of

memoiy-hogging TSRs. They want “i’lug

‘n Flay’’ and they want it NOW!
\Vell, 1 can assure you tliat at CGW, we’re

not going to play the Scarlet Fimpernel

and rescue these archaic remnants of the

techno-aristocracy from the coming revolu-

tion. In fact, over the next 18 months, we’re

going to introduce you to the Corsican

triplets of technological revolution: the

WiNixnvs ‘95 Explosion, the 3D Graphics

Revolution, and die next Sound Wave.

Like the legendary' brothers, what

the architects of Uiese trends do

in the next year and a hall' are

going to affect each other’s

performance and benefit sig-

nificantly. Tliere will be ])len-

ty of interesting developments

with regard to all three perfor-

mance areas in the near future,

and v\’e are geaiing up coi'erage to

help you sort through die confusion which

inevitably surrounds a revolution.

Like Robespierre’s Committee

of Ihihlic Safety, we may

have to lop off a few

heads of decadent

traditional technolo-

g}' in order to help

you reach a new lev-

el of gaming satis-

fiiciioii, but we think

the new order will be

worth it. To help you

identify our coverage of this

fast-paced era of change, you’ll grow famil-

iar with the three emblems which adorn

this edito-

rial and

cotTespond

to the Corsi-

can triplets de-

scribed aboi'e.

Wliai’s so important about these trends?

First, for those of you who missed last

month’s WINDOW'S ‘95 games preview, Mi-

crosoft’s new operating system is potential-

ly a tremendous boon to gamers. We
believe Windows ‘95 could mean the end

ofmosl configuration headaches, provide a

transparent interface by which graphics ac-

celerator cards can make games t\in faster,

incofjjorate sound and video drivers that

will eliminate many compatibility problems

(making sound/video installation transpar-

ent), and enable you to insert an Autoplay

CD-ROM disc into your drive and be able

to start playing a game without having

to go through a lengthy configura-

tion process.

Second, we are going to see light

years of improvement in the area

of 3D graphics over the next !8

months. We have all seen over the

last couple of years how 3D gi'aphics

have become an integi~al tool for estab-

lishing real-time, first-person perspective

gtimes, modeling viitual worlds for giuphic

atK’entures, building \-irtual sets, and creat-

12 COMPUTER GAMING WORLD • JULY 1995



Be on Omaha BeactrwheTrthe*Alttes~sTcniVC:

the beach head.
v

l^[iBiTBi»K.?i7rn©GSK •;.•?

'

'

)J

Color MAC-68030 or higher, SMB of RAM, Power PC compatible

Control the Allied Forces’ march into Europe.

The Avalon Hill Game Company
DIVISION OF MONARCH AVALON, INC.

4517 Harford Road. Baltimore, MD 21214
1-800-999-3222 / 410-254-9200

Cirde Reader Service ‘>297

[

/' no-pay:Amerlca Invades is the latest In the series

i of ^pnes from the teanfthat brought you Otisrati^n Crusader

I

'W and Stalingra^The galtie includes classic scenajos from the

I original Utah'^abh g^me (V for Victory), plus ail-new graphics,

I

/updated trocip data and maps, improved game mechanics, play

I

/ by E-tfiail, and thtiee scenarios that cover the bloody Omaha/ by E-tfiail, and thtiee scenarios that cover the bloody Omaha

{

Beach landings^rincluding a combined Utah^Omaha campaign

: gaine^played at the new 3km scale.

^^^^Maple alfteading cpmputer game stores. Including:
bsij^iB^baqes. Best Buy, CompUSA, Cotnpiiter City, Egghead,

Electronfbs^Boutique, Fry’s, Micro Center, Software Etc,

..v; .Walden’s Software, and independent retailers worldwide,
or call 1-800-999-3222. Ask fot* PeptVc^GW?.

.Jio/o360-IBIWMAC CD-BOM
(W SyaftmRequlremenl«iPO-486niC33mliz or higher, SMB of RAM

^^ SVGA(VES4), AO Lie, ROLAND & SoundBlaster Compatibles



ing synthclic atlors. We’ve oljsen’cd llie cnriciinicnl oi'lliesc 3D

graphics ihrough the (cchnicjues clelincd in iliis issue’s “Mex,

Bugs, &: Rock 'n Roll.” Now, imagine whal happens when your

game machine lias hardware assists, specHic chips designed to

enhance 3-0 graphics pei liirmaiice wilhoul dependence upon

C'.PU time. Bolh perlbrinance and lechnitiue should improve,

[•or an update on imporiani nc-ws in this area, be sui'c to see the

articles marked with the 30 Clraphics Revolution logo in this

month’s “RKAD.ME” section and “Under'l'lie Hood.”

Third, we’re going to sec some exciting new advances in

sound. The next Sound Wave will feature advances in sound

modeling that should shatter our former thresholds of' suspend-

ed disbelie!'. Use of sound to convey spatial awareness, direc-

tion, echo, and mass, as well as custom sound design akin to

that used to deielop dinosaur sounds \hr Jurassic Park, will en-

hance our gaming experietices. Further, the ability to u.se voice-

over-data technology will greatly expand our pleasure in on-line

gaming experiences (as anyone who has played DOOM simul-

taneously o\'er computer and an ollice intercom system can tes-

tify). We will be looking at bolh the coming hardware that is

designed to a.ssist these newest sound technologies and some of

the design techniques which underlie them over the next 18

months. )ust watch for the Sound Wa\ e logos in fiilnre issues.

By offering these logos as visual pointers, we hojDe to not only

make it easier for yoit to find our technology coverage within

the magazitie but to pull together foi- you the trends behind

.some of the fast-breaking events and annotincements that we

have been olxsen’ing. So, enjoy our exjianding coverage and,

“Don’t Start The Revolution Without Me” because I plan to be

beefing up my computer to take advantage of the new ad-

vances, too. 4r

HOW DO WE RATE?
I Ik Giiidi.’ To CGW's Review Riuing Syscem

Otitsianding: That rare game that gets it all

right. 'File graphics, sound, interface, and, of

course, the game play come together to form a

I'ranscendenl Gaming Kxj)erience.

Vciy Good: A tjuality game that succeeds in

many areas. May have minor problems, but is

still worth your time and juoney, especially if

you’re interested in the subject matter/genre.

TT Average: A mixed bag. Can often be a game
that reaches for the stars, but falls short in sig-

nificant areas. Can also just be a game that does

what it does well, but lacks flair or originality.

% Weak: A game with serious problems. May be

buggy, may not have much play value, may be

ill-conceived—and you may want to think twice

about buying it.

Abysmal: That rare game that gets it all wrong.

Usitally a buggy, incomplete, and/or valueless

jjroduct.
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bet'for yoiir tnonay."
' '

‘

I C. Schuytema, Computer Gaming World

Pentium 90 they sent me Is a beautiful

of work, primarily bwaues they don't look

e lowest bidder when shopping for

lard componentry.

Overall. Score

"

Chapman, Computer Game Review

If you don't care about playing games, buy any computer.

If you don't care how fast your games run, buy any "multimedia" computer.

If you're a serious gaming enthusiast, you need a MACH V Gaming PC.

B MACH Vp-100 MHz Pentium >

ndard features as of 6/1/95: -yo Order Call'
Pentium’^ 100 MHz Processor

0 Compatible with All I8M”^ PC Software 1-800-258-6778
)n PCI Bus Motherboard, 256K Cache exp. to 1 meg
it PCI Graphics Board with 1 Megabyte • 16.8 Million Colors!

in PCI Bus Enhanced IDE Hard Drive Controller

gabytes of RAM expandable to 128

Floppy Drive

iflegabyle Enhanced IDE Sms Hard Drive with 1 28K Cache •' Wt

ms QUAD-Speed CD-ROM Drive

live Labs SoundBlaster 16^“ & Shielded Multimedia Speakers

’roducls FlightSlick PRO’” 4 Button Joystick with Viewing Conirol

’roducls Automatic Speed Sensitive Dual Gameport

Tower Case with 250 Walt UL approved power supply

4on* Interlaced Super VGA Monitor, .28dp, Edge-to-Edge Display

Key Keyboard, 3 Button Serial Mouse
30S, Windows’” (latest versions] & 10 free CD-HOMsI
Year Parts & Labor Warranty, One Year On-site Service

}SA. TUV and FCC class B certified

10 UARTS, Temperature sensitve fans, Customized BIOS' and many other unique featuresi

VISA,MasterCard & Discover Accepted

Rnanclng Available On Approved Credit.

I MACH Viscustom built tomeet your specific needs. There are hundreds of options lochoose

. When you're ready to buy, please call or fax us for the latest quote.

FALCON NORTHWEST

263 South Bayshore Dr. Coos Bay. OR 97420

Ph: (503) 269-0775 Fax: (503) 267-2575
Circle Reader Service ff141

SPEED LIMIT

NEW!
BIGGER HARD DISK
SMALLER PRICE!!!

w

MHz
HE FALCON MACH V: THE ULTIMATE GAMING MACHINE



Interface
LETTERS FROM CGW READERS

MISTAKEN
IDENTITY

I Found, when I looked at

your Premier Awards issue

tiiai my game, Thk Eldek

ScROLi.s: Arena, had won the

CRPG of die Year award. Ex-

cellent! Thank you and the

other reviewers for your faith.

Imagine, however, my sur-

prise when I looked at my pic-

ture and found I had

suddenly changed (quite dras-

tically) into someone of anoth-

er race! While blonde hair

and fair skin look good on

'I'ed (the assistant designer

pictured), I jirefer to look

like my.self. I’m sure it was an

honest mistake by Bethesda

Softworks, wishing me well at

my new job at Magnet Inter-

active Studios. I’m sure you’ll

be seeing more of my games

in the near future, Enclosed is

a more accurate photogi'aph.

Best wishes and thanks

again for the award.

Vijay Lakshman

Washmglon, D.C.

When xve asked for a picture of

the A design team, Bethesda

Softworks sent a picture ofthe re-

maining members of the design

team. Since our art department

xuas expecting a picture of Vijay

and julmn, the main designers,

and we received a picture of two

designers, that's xohat we ran.

Since our F.dilor-in-Chicfwas the

only staffer who actually knew

who was who a.7id he xoas speak-

ing out-of-state as we went to

press, no one caught the enor un-

til it was too late. The enw does,

however, give us a chance to an-

nounce that Vijay is now heading

up the Action/Role-Playing Game

Division of Magnet Interactive

Studios.

A MESSAGE
FROM MERETZKY

I’m writing in response to

the review of Honj ‘n’ Ponj by

Charles Ardai in the May is-

.sue. I have received countless

reviews over the years, both

favorable and unfavorable,

but this is the first time I have

ever felt the need to wiute a

rebuttal. The criticisms were

unfair, and, in my opinion,

detrimental to the long-term

health of our industiy.

I object to the repealed im-

plication that Honj ‘n’ Pcinj is

derivative. From the extensive

board game to the completely

original mini-games like Bea-

con and Barbershop Quintet

to the profusion of “caster

eggs” hidden in almost eveiy

mini-game, Honj 'n' Pod[ is

full of new material.

More importantly, I object

to the Jaded attitude that

Charles exhibits throughout

his review, Reading between

the lines, it appears that

Charles is unhappy that I cre-

ated Honj ‘n’ Poitj rather

than my dozenth or so adven-

ture game. Let me respond

this way: out of my circle ol'

acquaintances, there are a

mere handful who would en-

joy, or even understand, a tyjj-

ical adventure game. Yet

there is no one—NO ONE!

—

to whom 1 would hesitate giv-

ing Honj ‘n’ Ponj; litr the first

time, I have de-

signed a game

which my 4-

year-old

daughter and

my 70-year-

old mother

both enjoy.

As you

mention in

your edito-

rial in the

same is-

sue, the

number of households with

multimedia PCs is exploding;

millions of these people are

brand new to the universe of

computer gaming. Unlike

Charles, and I, and other

hard-core gamers, these are

peojde tvho are not familiar

with every variation of every

kind of game produced over

the last 15 years, d'hey may

not have played Sam and Max
Hit I nE Road, let alone

games going back to the early

‘80s. Eike many in the game

development community,

BofFo Games is striving to ap-

peal to this potentially huge

new audience. At the same

lime, I know that CG IE is Dy-

ing to broaden its circulation

tremendously. Ever more
complex night simuhitors and

role-playing games will not

appeal to these newcomers,

neither will reviews which ap-

pear to be aimed only at the

hardest core portion of the

audience.

Charles, in his most Jaded

statement, compares Honj

PoD) to a screen saver, and

writes that he’d be suij)rised

to hear of anyone playing with

our publisher to the compa-

nies that produce our graphic

art, from right coast to left,

people who’ve never liked or

even played a computer game

before are hopelessly addicted

to Hodj ‘n’ PODj.

I also object to the cheap

shot about the Hodj ‘n’ Pop]

installation placing its icon in

the Games group “right next

to Solitaire and Minesweep-

er,” imjdying a similarly shal-

low gaming experience. 'Erne,

most Windows games create a

group named after the com-

pany producing the game. I

find this self-serving and an-

noying; invariably, I immedi-

ately move the icon to my
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“MOVE OVER, DOOM, FOR i

ONE MUST FAU: 2097 IS \

A SURE WINNER!”

GAMEBVTES

"One Must Fall 2097 is the best fighting

game available for the PC, bar none”

a-

COMPUTER GAME REVIEW

Supports dual joysVck head-to-

head combat In 5 unique arenas

11 robots with over 120 frames

of 3D animation per robot!

Win cash for repairs, upgrades

training & buying new moves

Run out of cash and your

repairs are over

Are you tired of PC beat-em-up games that don’t live

up to their hype? PC Gamer says “this is a truly excel-

lent game” and “you won’t be disappointed” with One

Must Fall 2097. PC Answers calls it “outstanding”, PC

Home calls it “a must” and PC Gamer says it “plays

brilliantly”. Computer Game Review says One Must Fall

2097 is “fast, furious and fun above and beyond the call of duty”. PC Gamer

also calls it “the definitive” and “most awesome beat-’em-up on the PC”.

Even people who tend to not like fighting games seem to enjoy the sheer

playability and fun of One Must Fall.

Play head-to-head against your friends or fight your way through increas-

ingly difficult tournaments. Use your winnings to upgrade, trade robots

and purchase training in an attempt to defeat diverse enemies with unique personalities.

Try our games on

CompuServe just

GO EPIC

Features multi-channel, metal-crushing sound effects and heart-pounding digital music. One Must Fall

2097 is only $39. Or, get the game, the 60-page OMF Strategy Guide and a color poster for only $49.

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

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

accepted. MD residents add 5% sales tax. Every order

includes a bonus shareware game. In UK/Europe call

Epic MegasGames UK Ltd. at +44 (0)1 767-260903.

Epic MegaGames Inc. 3204 Tower Oaks Blvd #410 •

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

TRY THE SHAREWARE VERSION TODAY!

On CompuServe GO EPIC and visit the

Epic Forum or call Exec-PC BBS at (414)

789-4360 or on the Internet ftp any of

our shareware games from ffp.uml.edu in

the /msdos/games/epic directory.



Games grou]) and clelelc ihc

unwanted new group. I’ve

talked to several people who

appreciate Hoiij ‘n’ Ponj tak-

ing a friendlier, less arrogant

approach to installation.

With Honj ‘n’ Ponj, 1 tried

to craft a game which would

have tremendous appeal to

these newcomers, while still

providing a great deal of (jual-

ity playtime for most of the

current game players. Al-

though Charles may disagree,

I iliink I succeeded, and so do

most of the people who’ve

seen Mod[ ‘n’ Ponj—includ-

ing most other reviewers.

Sieve Merelzky

Concord, AM

We know not wimt course other

rei’iewers may lake, but as for us,

give us criticism and give us

depth. We have to meet our read-

ers’ needs. Though we hear your

concerns, feel your pain, agree

with some ofyour points, and un-

derstand your disagreements with

the Ardai review, we still feel

Charles’ perspective was right for

our audience—hard-core, dedi-

cated gamers who are neither

four-year-old girls nor 70-year-

old women. We congratulate you

on the success of your effort to

reach an exjianded market.

AVOIDING
MIDI-OCRITV

I am a new subscriber to

CGW and would like to take

this opportunity I'lrst of all to

say GREAT MAGAZINE!! I

find your reviews to be right

on the money most of the

time and they heavily inllu-

ence my purchasing decisions.

I have a question that has

been plaguing my mind for

months now. What will (he

Creative Labs Wave Blaster

daughter card do for gamers?

Mike Weksler advises in his

article "Stalking 'I'lie Great

White Sound Card” to pur-

chase a 16 bit cai'il augmeni-

ed with a General MIDI

daughte]' raid. I have a Sound

Blaster SCSI 2 and have been

consirlering dro|)|dng I he

dough for the upgrade. Bui

before I do dial, I mtisi know

more aboul it, Whai is Gener-

al MIDI wavetahle synthesis?

Are waveiahles even used in

most popular games? Will I

notice a considerable increase

in sound c]ualily and /or per-

formance? Also, while on die

audio subject, what will the

.Advanced Signal Processor

upgrade also by Creadve Labs

do for the average gainer. Is it

just a giimnick or a tool for

the ijrofessioiial recorder? 1

have contacted (Creative Labs

already on my -own ovei'

phone and modem. 'I'hey

don’t seem to be able to give

me an an.swer that applies di-

rectly to the user with gaining

as the |)riniaiy interest—or I

just don’t gel it. (iive it to me
straight in layman terms... I’m

not much of a Genei'al MIDI

kind of guy.

Richard Amos

Canton, All

We cornered Alike in belxoeen

turns ofPanzer Ceneiw.for this

reply;

General AUDI is a widely ac-

cepted standard for wavetahle

.synthesis. U.sing wavetahle .synlhe-

.si.s, real instruments are .sampled

(i.e., recorded) and stored onto

ROAI chips (or in some ca.ses, as

.small .sound files on your hard

disk). Think of a AUDI file as a

player piano scroll that can tell

the computer what wavetahle

sound to play hack. The result, in

the better implementations of this

technology, is rich music with in-

struments that sound like their

real-world counterparts (not tinny

approximations as with TAl syn-

thesis—the synthesis that we all

know better as “Ad Lib’’ or

“Sound master" music). Note

that General AUDI peripherals

enhance the music in a given

computer game—they have noth-

ing to do with .sound (i.e., voices

and sound ejfe.cts).

Alost, if not all, of the com-

pelling games in the market now

are compatible with General

AUDI .synthe.sizers. The difference

.simply must be heard by you, the

consumer, in order to justify its

value to your overall gaming ex-

perience. In my opinion, listening

to .some of the wonderful game

mu.sic that’s out there on a sound

card without General AUDI
wavetahle .synthe.sis would be like

listening to my favorite audio CD
through a couple of tin cans and

a siring!

Th e A t) I
'.

I NCEl) SlGNA L

Processor upgrade is mainly for

the computer audio enthusiast

xt'ho wants to add effects, such as

an echo on recorded sounds or

play xoilh (l-Sound. It’s not sup-

ported in any computer games

that I know of, and I haven’t

heard developers, sound card

companies, or PC game music

composers refer to it when dis-

cussing current audio technology.

for a gamer's perspective on

the difference a General AUDI
board can make, check out the fol-

lowing Idler.

ONE TROPHY
SOUND CARD

I am wi'iling in supportive

response to the “Under The

Hood” in the May ‘95 CGW
(“Stalking The Great White

Sound (lard”).

As luck would have it, 1 pur-

chased this mag on the same

night I bought Roland’s

Sotind C^anvas Daugluercard

SCD-15. Installation to my
Sound Blaster 16 was very

simjile. But I am still in awe of

the difference it luis made in

my games. 1 had always

judged the SB’s performance

as “jiretty good,” as it was

“hunnning” music to my fa-

vorite games.

'Ehen I reinstalled my fav,

WtNGCD to configure it to

GMIDI music and started the

game.... WOW! X-\viNG now

sings to me! It's as if fohn

Williams himself was conduct-

ing in my computer! The “or-

chestral” quality of GMIDI
has brought a new life to my
game-playing. De-SCkni' has

taken on a new edge with its

techno-funk music, and TIE

FlGiri’KR has become more op-

pressive and more ominous.

Add on the 2MB-E of MIDI

music files I’ve picked up over

the past year, and GMIDI re-

ally does justice to these files

that 16-bit audio could never

do. I’m still Hying to get used

to hearing actual drums and

realistic jiiano coming out of

ni)’ speakers!

•And belbre I was like your

typical safari-hunter.. .I’d nev-

er heard of GMIDI outside of

actual synthesizers. Retailers

were ol' no help, they used

buzzwords like “16 bit” this

and “32 bit” that and had no

idea of the actual difference

between GMIDI and EM syn-

thesis. One dealer tried to sell

me a sound card he said

was GMIDI but in reality was

only GMIDI-capable. I only

purchased the Roland upon

recommendation of an on-

line gaming friend.

'Ehe impact of GMIDI on

my system has been a tremen-

dous joy, and pure gamers

should see and hear what a

.$200 u]3grade can do for their

enjoyment!

Saturn S. Padua

San Francisco, CA

SPEAK UP!
Got something to say"? Write to

us at:

Interface, do Computer Gam-

ing World, 135 Alain St., I4th

Floor, Sun Francisco, C/1 94105.

W
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^ A picture is worth a thousand words.

BUILD A Ci^Y...BUlLaAN EMPIRE!

Circle Reader Service 11180

Impressions



THE LATEST NEWS FROM THE GAMING WORLD

Aliens, Body Snatchers,
Chessmasters and
Quarterbacks
Mindscape’s New Blueprint Calls For Aggressive, Quality Game Designs

‘Bhie 32! Blue 32! .Alien Blitz!

Pawn to King lour! Hut, Hut!”

Such a confusing mix of digi-

tized sounds echoing through

the halls of Mindscape’s game

division is easily understand-

able with a dozen games, cov-

ering nearly every genre,

planned for release in 1995.

This is hard to believe from a

company that, when it

was known as Software

Toolworks, released an aver-

age of two games j)er year,

'Hie most high-prollle prod-

uct would seem to be the

VVarhammI'R Fantasy B.Yrn.i'

System, adajjted from the

Games Workshop miniatures

game. T'he real-time tactical

combat system allows you to

set your Orcish, Dwarven,

Elvish or Human formations

prior to battle, stage ambushes

and engage in frenzied melee

very similar to its tabletop

cousin. T'he intricate plot is

still early in development, but

seems to offer j)lenLy of op-

might be /Vl.lENS. T'hose walk-

ing biological nightmares be-

gin the tale by annihilating a

human outpost, and it’s your

job to rectify the situation.

Surprisingly, instead ofanolh-

coine an)Avhere dose to those

in the comics, Ai.ip:ns could be

a major hit.

Other aliens are attacking,

as well. Cryo’s The Raven
PROjEcrr has a little space com-

bat and even some giant robot

blast-fest fun to go with its

wide range of live-action and

cinematic-style graphics.

Back on Earth in 2069,

strange oblong objects rain

down from orbit and attempt

to take over the world, as

Steel HARWiNta'.R plays off the

Puppet Masters!Immsion of the

Body Snatcher theme for mod-

ern audiences. In a welcome

twist, the character you por-

tray is female.

A more unusual kind of al-

ternative fiction forms the ba-

sis for Air Power, where
dirigibles become the domi-

nant militan' technology in a

very different 20rh century

Europe. Designed by Rowan
Software, this is like crossing

Carriers At War with Zep-

PELIN, and adding sexier

gi-aphics u la Dawn P/VEROL.

EXPLORE WORLDS OLD AND NEW Mlndscape opens up science

fiction and fantasy iands aiike for gamers, with The Raven Proiect

(top left) and Warhammer Fantasy Bahles (above) scheduled for this

faii. For more down-to-earth action when the leaves turn, every

major college team will be represented in NCAA Football (right),

possibly the Front Page Sports of the college gridiron.

portunities for your mercenaiy

captain character to negotiate,

uncover fiendish plots and

role-play his/her way through

a dark future world.

Tlien again,

Mindscajjc’.s

biggest license

er DooM-done, the designers

are creating a gi'aphic adven-

tni’c based on the successful

Dark Horse comics series.

They've already captured

much of the dark, moody at-

mosphere in the gi'aphic nov-

els. So, if [he storyline can
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Foi' more down-to-earth ac-

tion. CvBERSi’t'.Kn is essentially

Mi'GAlUcKon steroids; futuris-

tic race courses, supersonic

speeds, near-elastic collisions,

and network play for up to

eight players ups the ante for

this ollering. And, while it will

never challenge NASCAR
for realism. At. Unser

Jr's Arcade R-ACING delivers

what you’d expect from its

name—especially with the

added attraction of better

computer opponents than the

average arcade racer. If you

have any doubts that Mind-

scape is going all-out for the

action market, merely look at

Savac;!' Warrigrs and its new

3D Bio-Motion technolog)'. In

addition to the smooth charac-

ter animation of the fighters,

there are a number of secret

moves, cheat codes, camera

angles and even hidden char-

acters to provide a rationale

for more replayabilit)’.

Mindscape’s multi-faceted

attack on the gaming market

includes a pumped-up Metal

Marines and Lecuons Empire

(which may finally include the

tactical module Ancients fans

have demanded). Ciiessm.as-

TER 5000 has more opponents

modeled after all-time great

chess masters, plus a new tuto-

rial. a wider range of chess

puzzles, and of course, an AI

which can beat 99% of the

j)awn-pushers on tlie planet.

\Vith that in mind, the design-

ers will have both tougher and

('(isier levels this time around.

The strangest strategy game
of the bunch, though, is The
Dgonesbury Et.ECi'iON Game.

Can you imagine Zeke or

Boomer running against Bob

Dole in ‘96?

PLAYING LATELY?
Here are the games lhai youi' fellow players aie blowing llie

nrost time ^vith. let us know which game you’ve been pla)'ing

tlic most by writing the name of your aiiTent addiction in the

“Playing Ljitely?” blank of the CGIf'Iop 100 ballot (page 160).

[H
Results for CGIVSISO, MAY 1995

Panzer General (SSI)

Dark Forces (LucasArts)

X-COM; Terror From The Deep (MicroProse)

X-CDM: UFO Defense (MicroProse)

Master of Magic (MicroProse)

Wing Commander 3 (Origin)

Descent (interplay)

NASCAR Racing (Papyrus/Virgin)

Jagged Alliance (Sir-Tech)

10 NBA Live (Electronic Arts)

“I just got X-CoM:
j

Terror From The I

Deep. I haven’t seen I

daylight in a week,

and I’m living on 1

canned tuna. I'liank

God tliis one is not as addicting as the first.’’

Tom Esposito, Atlantis Base

“I now' have a dozen board games, com-

plete with lengthy nilc books, sitting in my
closet gathering dust thanks to Panzer

General.”

Allen Kaezor, Goldsbmv, NC

“D.\rk Forces is a great game that only

needs a save game feature l.o be perfect. Wliat

Notable Quotes
Wit, wisdom and caustic quips

from gaming’s harshest critics

was LucasArts think-

ing anyway?”

Robert, Puzzled in-

Akron, Ohio

“You know life is

good when you are faced with the decision to

race around Talledega, push some tanks

around in Panzer General, or take on Shaq

with Vlade in NBA Li\'e!

Scott Morze, Alhambra, CA

“My wife says to me, Tm a computer widow’

again! WTiy didn’t you kill all those aliens the

first lime?’

"

l'F.6'. Corney, Oneida Castle, A9'

To complete (he eclectic

pictui'c Mindsca]}e is Dying to

paint, consider that their

NCAA FooTBAi.i. game is not

only one of the longhest li-

censes to obtain, but the de-

sign is Dying to target Front

P.AGE Sports Fooebai.i, Pro’s

audience—quite a hui'dle.

Huge players, SVGA graphics,

plenty of stats, and an easy-to-

leai'n play-calling system have

given them a good start, bill

it’s too early to tell if the AI

will be up to the task.

It will be a busy year for

the Mindscape folks, and
hopefully a busy one for

gamers as their ambitious

schedule of releases nears

completion.
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It’s rougli being a temporal

security agent. You make it

through a long, demanding

adventure, put the llou’ ol'

time back on the straight and

narrow jjath, save the universe

in the process, and (juite rea-

sonably expect to return as :i

hero. Instead, you find that

someone has been

wreaking havoc with his-

toiy again. And worse yet,

they’ve I'ramed you for it!

But then, what would an

adventure game be without

a little chaos? So you once

again don your cuniber.sonic

side-io-side \'iews.

And then there are the lour

painstakingly detailed and

wondrously vaiying locales to

which you lra\'el. Chichen Itza

has ancient Mayan monu-
ments that Inca II could only

dream of. And

HAVE SUIT. WILL TIME-TRAVEL Your biosuit a little confining?

Maybe, but Its Interface lets you look up at high towers—and

even to pass as an armored knight from a distance.

yet essential bio-suit and go

llitting through the ages,

looking for clues to your inno-

cence.

'I'his serjucl to 'rtiE Jour-

NKY.MAN PROjiicr retains the

cinematic feel of its predeces-

sor and supplements it with

such technological brilliance

that even Mysi' fanatics will be

impressed, d'lie bio-suit con-

struct is clever, and jjrovides a

neat Justification for the

game’s interface. One big im-

provement over the original is

that your view of the world is-

n’t as limited as it once was.

You can look up at Lowering

battlements or down into

there’s

enough

chain-mail

machismo at

Ohateau (iuillard that even a

medieval scholar would feel at

home. More visionar)’ gamers

can peruse the artistic and sci-

entific treasures of Leonardo

Da Vinci’s studio, or get a

peek of the future in the

21-Ird-century h’arnstein Lab.

But BuRit'.n IN 'ftMT. isn’t all

pretty pictures. The environ-

ment is veiy interactive, with

lots of “hot spots,’’ and the

puzzles actually relate to the

storyline (unlike those of

many adventure games these

clays).

Of course, not everyone is

an expert on Mayan religious

rituals, so the designers have

included several dilficulty lev-

els. There is also a special per-

sonal ity-on-a-ch ip named
.•\rthur who will give clues (al-

beit at a loss of victoiy points)

while making j)ithy references

to everything from Mayan
minutiae to Monty Python.

^Vhile the script won’t make
you forget Poul Anderson’s

The Time Palrol, the sloiy and

the puzzles are a lot more in-

tegrated than most “interac-

tive fiction,’’ and there is

much more game th.m multi-

media fluffery inside this

package.

FX FIGHTER

Fighting in the Sli’eets is

great, and Konibals to the

death are Mortally thrilling.

But the 2D lighting genre is

growing old, and many action

gamers are

desperate

for some-

thing to pul

the karate

back in their

chop.

Well, from
what we’ve

seen, hope is in

sight if GTE
Interactive

and Arg-

onaut Soft-

ware deliver

on the

promise of

their new
digital

brawlfest FX
Fightkr.

While

keeping in-

tact the underly-

ing concept of the

one-on-one ‘Tight

sim,” GTF has extended the

genre into a new dimension

—

I he third dimension. As die

two outer-space combatants

stiuare off, the camera con-

stantly changes vantage points

to give the gttme a 'lAMiroad-

cast leel. 'Fhe “ring,’’ a large,

square-shaped platl'orm. has

an open boundary like a

Sumo wi'cstling circle, and it’s

possible to lose a light by sim-

ply being tossed out of it,

'I'he graphics are simply

amazing. Using comic hook

style art and heauiiftilly ren-

dered backgrounds, this

game’s visuals rival its coin-op

counterparts. FX Ftcill'l-R’s

incredible visutil ajipeal rests

primarily in Argonauts’ deci-

sion to utilize two budding

new technologies: B-Rendcr

and motion capture. B-Ren-

der, short for Blazing

Render, is ;i new SI)

programming library

that allows sf)flware

developers to quickly

rentier 3D objects at

ighining speed.

Motion capture is

the process of

recording organic

motion I'rom real

THE MONSTER MASH The best hand-to-hand combateers in

the universe have been handpicked to test your mettle in

FX Fighter.
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SHORT TAKES OH GAMES UHDERCOIHC BETA TESTIHC AHD SOOH TO BE RELEASED

creatures and then using it to

animate digital characters;

used in films like Jurassic Park

(elejjhants were used for the

movements of some di-

nosaurs), it is finally making

its way into the realm of com-

puter gaming.

These technologies should

give FX Fighter, which

should be shipping this sum-

mer, a leg up on llie competi-

tion. At its core, this is a

Mort.\l Kombat type of

game—you’ll still be fighting

in best of three (or fi\’e)

matches, and

STICK IT TO ‘EM With two different ways to shoot and five

different types of checking, ESPN’s hockey season

promises to be full of strikes (the good kind, of course).

the challenge ladder trill re-

main intact. But gamers are

going to be spoiled once they

get the opportunity to ex-

change hostilities in a deadly

3D world.

ESPN NATIONAL

HOCKEY NIGHT

Flawless graphics, fluid mo-

tion, and incredibly accurate

statistics. In short, the perfect

game—that’s all PC hockey

fans want. Currently Elec-

tronic Arts has the digital

Stanley Cup race locked up,

but the developers at Storm-

front Studios, in conjimciion

with Sony Iinagesoft and
ESPN, are leverishly aiicmpi-

ing to build a title challenger.

ESPN N.ational HocisEV

Nitnrr is that would-be con-

tender. In keeping with the

sjjirit of the number one

sports network, players will be

greeted with what is

now becoming the

ESPN comj)iitcr

game staiiflai'd—

a

full sci'ecn digi-

tized video intro-

duction. Also

consistent with

the ESPN line is

the slick 'FV

style interface.

Novices and vet-

erans alike will

- api^reciate tlie

^ case with wliich
*

they’ll be able to

statis-

tics, gaineplay

and team rosters.

Ci'aphically,

like most hockey

sims, Hockey
Night won’t

stray far from

the NHL Hock-

Ev look, utilizing

a vertically scrolling screen

that provides dose-io-ihe-ice

action (a slightly steeper angle

than Brett Hui.i, Hocke'S').

.And although the gaineplay

won’t be radically diffcreni

than other entries, we wit-

nessed a little more speed and

finesse in the jjlayers than

we’ve seen in other hockey

sims.

So what’s going to sej)arate

ESPN Hockey from the rest

of ilie hockey sims on the

market? Weil, according to

Soil)’, more ilian a lew things,

starling willi the game action.

In addition to I'aster pla)’,

gainei's will have much more

control over their players’

movemenls. Not only will

gamers he able to aitemjM

siajj shots and wrist sliots like

most other games, but

wannabe Messiers will be able

to execute live dill'erem types

of checks, ivhich should pro-

vide for some hard-hilting ac-

tion. -Another feature that

caught our eye is the ability to

control a single player

ihroLighoiit the course of a

game. While we’re not cjiiiie

sure if Siormfroni will be able

to pull this off (if you don’t

have the j)uck, your team-

males’ .AI had heller he good),

this control mode could be an

appreciated change of pace

from most games where vou

simpi)' play “puck hog.”

.Additionally, ESI’N's name
on the label means access to

the sports network’s re-

sources. Dan Pan ic will |)ro-

\iding the play-by-play and

Bill Clement (ol'the Naliimal

flockcy Night sliow) will he

doing the pi'c- and post-game

conimeniaiA’. .A new fealui'e

for the ESPN sports games is

the ju'csence of a rligital li-

braiy coiuainiiig some of the

best plays in ESPN’s cxtensi\’e

video lihraiy.

Statistically, SloniiiVoiit is

going to provide the basics

and not inuch mure. In addi-

tion to the +/- ratings com-

mon to the sport, the obvious

statistics will be provided, all

ofwhicli will be li aeked and

saved thi'oughmii the course

ol'a season. 4^

CSIlHATeO RElUSt DtlES BASED OH 1HE LATEST

tKFOftMATION FROM SAME DEVELOPERS

i

NAMEOFOAME-COMPANr REIEASEDAIE

jllTH HOUR Virgin 7/95

i
ACROSS THE RHiNE MicroProse . . .7/95

;

AWFUL GREEN THINGS QQP 7/95
;

iBAHLESINTIMEQQP 7/95
j

i BEYOND SQUAD LEADER AH 9/95
;

,
BURIED IN TIME Sanctuary Woods 8/95 i

I

CAESAR II Impressions 9/95 i

! CHESSMASTER 5000 Mindscape . .9/95 I

'conquest OF THE NEW WORLD
! Interpiay 8/95

? CYBERMAGE Origin 9/95

:
DAGGERFALLBethesda 9/95 ,

: DUKE NUKE ‘EM 3-0 Apogee 7/95 ^

!

DUNGEON MASTER II Interplay . . .8/95 i

; EMPIRE II New World 9/95
'

I

EXPLORATION Interactive Magic ..7/95
i

i

FAST AHACK BOATS Time-Warner .8/95 i

FRANKENSTEIN Interplay 9/95
i

G-NOME 7th Level 8/95
'

GUARDIANS OF DESTINY Virgin ...9/95 :

LAST BLITZKRIEG SSG 7/95 i

MAGIC: THE GATHERING
MicroProse 8/95

;

MECHWARRIOR II Activision 8/95 :

' MILLENNIA GameTek 9/95
:

I

METAL LORDS New World 9/95 :

I MISSION CRITICAL Legend 9/95
^

: NAVY STRIKE MicroProse 9/95
'

i

NECROBIUS Microprose 7/95

' NETWORK CIVILIZATION

I
MicroProse 7/95

I

PHANTASMAGORIA Sierra 7/95
’

;

POLICE QUEST: SWAT Sierra 9/95

; PRISONER OF ICE l-Motion 8/95
:

7TH FLEET Avalon Hill 10/95
;

SILENT HUNTER SSI 9/95

;
SIHISLE Maxis 10/95

SPACE BUCKS Impressions 10/95

STAR CONTROL III Accolade 8/95
|

^ STEEL PANTHERS SSI 9/95
’

' TEKWAR Capstone 9/95

; TFX 2000 Ocean 10/95!

’ THE DIG LucasArts 9/95

: THIS MEANS WAR! MicroProse....9/95

iTHUNDERSCAPESSi 7/95

i
TOP GUN Spectrum HoloByte 7/95 .

WARHAMMER Mindscape 9/95

WOODEN SHIPS & IRON MEN
Avalon Hill 10/95
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Matrox 3D Accelerator Board

Takes Graphics To Next Millennium

Wanna add a little zing to

your gaming? Check out liie

new Matrox MCA Mii.i.FNNi-

L'M. This 64-hit PCI Windows

and 3D polygon accelerator

has hardware support Ibr tex-

ture mapping, uses new
AV'RAM (which is both clieaper

and faster than VRAM) and

has a lioi-rod 32 bit VGA coi-e

for running your DOS VGA
and SVGA games at hyper

speeds. Note, however, that a

game must be specifically writ-

ten to lake advantage of liie

3D acceleration, so the Mit.i.K-

NiUM will not enhance an ex-

isting game’s 3D graphics.

We ti-ied the Millenium dri-

ving an enhanced version ol'

NASCAR R.acinc; in hi-res

with ail ihe textures on using a

90MI-Iz Pentium, and it’s the

fastest we’ve seen the game
inn. The MCA Mili-LNNIUM is

compatible with leading 3D li-

braries like Criterion’s Ren-

DERW.ARE, and is positioned to

be a 3D-1)DI (Window.s’ 95

low-level 31) library) ac-

celerator. 'I'he software

bundle includes an en-

hanced version of

NASCAR R.acinc; and

nifty 3D demos. At a sug-

gesied retail price of

$379 for the 2MB ver-

sion, you’ll gel the first

3D accelerator on the

market that’s poised for the

next generation of 3D games

without killing your existing

games dead. For more
information, call (800)

361-1408.

u T I 0 nU
Ifthere xvere a Parliament in the Compnter

Gaming indnslry, David Lester would proba-

hly sit in the House ofLords. Born and raised

in the land of nobility, Lester is a self-made

publishing Lord with games .such as Am
Bucks, Detroit, Lords of the Re\lm,

Gl£X^/^ and the soon-to-be-released Oifsar II

to his credit. We thought Lnd Lester would

make a fine guest speaker to address this dis-

tinguished audience on the topic: what game

would you design given unlimited processing

power and an unlimited budget. May we now

present, Sir David Lester!

I see an “ultimate” version of Lords

OF THE Rlalm, ^vhere up to six human
players compete o\'er cable in real-time.

Each player assumes a “virtual” identity

from a wide selection of rendered physi-

cal forms; these forms will be used on-

screen for all interacth'e scenes beuveen

players, where die virtual chacters’ ani-

mations are rendered on the flj' accord-

ing to the ciraimstance’s needs; players

m\\ be able to “speak” their minds using

either computer-resident voices, again

from a wide selection, or using their

own. A greater level

of economic man-
agement detail will

be available, with

several computer-
controlled stewards available for hire to

relieve )’ou of some of the micro-man-

agement, should you so ^vish.

Of course, the A1 will not only be of a

high standard, it tvill have multiple diHi-

culty and style settings, and will use

neural net techniques to develop strate-

gies to beat your opponents. Castle-

building will be a more necessaiy task,

witli tax collection and conscription abil-

ities restricted to areas \vithin your elfec-

live control. Players will have more ele-

ments available to include within their

castle, and will be able to take a virtual

tour throughout their creations, should

they so wish. Dungeons will be available

within which to hold worthy prisoners,

some of which may generate ransom in-

come. Combat will be a more detailed

version of today’s crude attempt, with

larger, belter detailed soldiers moving

realistically and in swift response to your

command; players will feel tmly a part

of the action via the surround sound,

and indeed might choose to step in and

join the fight themselves, using an ad-

vanced first-person perspective “me-
dieval melee” simulation!

Graphics and audio will be an equiva-

lent resolution to HD'IY, and installa-

tion hassles will be long-lbrgotten!

In short, the game will be, if not all

things to all men, more things to more

men: more bells and whistles will attract

a wider audience, more detail will be

available for the micro-managers, while

a seamless interface and challenge as

good as their friends can muster will

keep the grognards long into the next

centuiy! Plus ca change... as we say in Eu-

rope! [The more things change...]
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CAN YOU COLLECT THE BOUNTY ON ALL FOUR OF

THE MOST CUNNING OUTLAWS INJHE TERRITORY?
An Old West oulposi needsyour help to clean up the town. Be quick on the draw and careful howyou shootHo collect

the most bounty and upgradeyour weaponfrom a six-shooter to a shotgun.

The Last Bounty Hunter automatically adjusts gameplay to keep It challenging — the better you are, the harder It

gets. Try your skill against fast dratc world record-holder Wes Flowers in American Laser Games’ largest live-action

production to date. The PC CAMEGUN will leiyou e.vpcricncc the arcade sensation on yourpersonal computer.
PC SR ROMIB9X OB COBIPATlBlii:

compatible with all

American Laser Games
live action shooters.

AMERICAN
LASER GAMES,,.

4801 LINCOLN ROAD NE / ALBUQUERQUE, NM 67109

505 -837-5447Circle Reader Service tiSO



C:\Came\Curus\Crow
More Than 2,200 Attend Eighth Annual Computer Game Developers Conference

STAND AND DELIVER Origin Executive Producer

Warren Spector appeals to designers and programmers

to join his company by saying, “We've got the money to

take chances.”

In 1987, 27 game designers

convened in Chris Crawford’s

living room lo discuss llieir

an. Tlie meeting lasted one

day, but left the attendees

clamoring for more. This year,

nearly 100 times that number

of designers, artists, mtisicians,

and programmers from as lar

away as Moscow and Mel-

bourne attended the confer-

ence.

Ironically, founding vision-

ary Chris Crawford chose a

few moments at the end of his

lecture on Interactive Fiction

to announce his removal from

tlie board which oversees the

conference and to offer liis

formal good-bye lo assembled

admirers. Crawford received a

well-desen'ed standing ovation

for his past efforts and is ex-

pected to continue his work of

challenging developers in

some ty]3e of small group

work, a strong point

in tlie Crawford

style.

Although Craw-

ford’s farewell fo-

cused on the past,

his lecture clearly

focused on the lu-

ture, positing the

need lor algoritli-

mically driven sto-

lylines and artificial

personality for satis-

fying interactive lie-

lion. As he has done

for several years,

Crawford clearly

demonstrated the

futility of branching

struciui'es for build-

ing games and the bogns, un-

saiislying nature of stoiy loops

which fold back into the

branching structure. Such

work must continue if story

games are ever to reach their

full potential.

Another major moment in

the conference was the annual

bancjuet where the developers

recognize the quality games of

the year. Unlike guilds and

professional societies ivhich

usually present awards for out-

standing achievement, the

CCDC has always steered clear

of the “C” word—competition.

Ironically, the creative talent

behind an industry which is

built upon competition prefers

not to have a competitive

awards ])rogram. Instead, the

registered ttllendees nominate

games lo be recognized as

jtrimus inter pares (i.e. I'irst

among equals). This year, pre-

sented in random order on a

special videotape, the hon-

orees were: RcuD R-Vsn ,SD()

(Electronic Arts), X-CoM:
UFO Dkitinsk (MicroProse),

WiNt; Co.\iM.-\Ni)KR III (Ori-

gin/Electronic Arts), M.\(;k;

C.\Ki’KT' (Electronic Arts), Rk-

i.F.N'iT.ESS: 'Fwinsen’.s Advkn-

TURI'; (Electronic Arts), TiK

FiciiT'ER (LiicasArts), FIF/V

SocoER :)!)() (Electronic

Arts), M.as'it-.r ok MAcac (Mi-

croProse), Under A Kh.i.inc;

Moon (Access), and DesceN'K

(Interplay).

By far (he most signilicant

evetu at the conference, how-

ever, was Microsoft's unveiling

of the Windows '95 Software

Developers Kit for games (pre-

viewed in CGW #130, p. 26).

As Origin’s Richard Garrioit

(Lord British) commented,
“Windows ‘95 is a fact of life."

The SDK unveiled at the de-

velopers conference will insure

that the jn’omise of \Vindows

‘95 (described in CGIF#13],

p. 58) will become avaihtble

for gamers before this lime

next yciir.

m m
What Did Gibson Say? Play

Terminal Velocity And Visit CGWeb

'Fhe “Father of

Cyberpunk” William

Gibson conducted an

on-line interview re-

cently to promote the

game based on Johnny

Mnemonic. For a tran-

script of the interv’iew,

which was moderated

by CGH'”s own Johnny

Wilson, crack the ice of

Computer Gaming World’s

Forum on ZiffNet, Library

16. Special Event Files. The
download code is

GIBSON.TXT.
While you’re jacked in,

swing by Libraiy 5, Arcade

Action to download Apogee’s

new action game Terminal

Velocity, code-named
3DT\^ZIP.

Well, it’s already been

three months since CGIF
caiwecl out a Web site on the

net, so we decided it was time

for a major facelift. Featuring

CGW reviews, original editor-

ial content, downloadable

patches, game cheats, saved

games and more, CGWeb is

becoming the focal point for

gamers with Internet access.

Surf http;//w\w.ziff.com/ and

you’ll see what we mean.
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<;;<) ifl^y)m loniy)
IITlllm ilHlWMilUOll.

FOR lu^y..

HE’S .HJST ONE OF HIJNlHUilDS MllO ^UUS IFiUTEVG 'I'O

EUOJ YOU ON -- ON GENHJ® mJUm’MYlSK GiUMES.

It you’re a box sim pilot, it’s time to tight for game every time. Not into sims? GEnie tea-

real. Time for multiplayer Air Warrior" on tures 21 other multiplayer games, including

GEnie. With up to 100 aces online at a role playing games and casino games. To

time—some of them real fighter jocks— sign up online, turn on your modem and

you’ll have the dogfight of your life. And dial 1-800-638-8369. Enter JOINGENIE at

because all GEnie multiplayer games tea- the prompt. When asked for the offer code,

ture real opponents, you’ll play a different enter ANN1 98.

FOR UP TO 17 ¥111111 GAMK HOURS*
CALL l-«00-63a-9(i3(i
’I'Dl) (I'Oll THE HCAIlIN<i IMI>AIIIC1»

'Some reslridions apply. Must be over 18 years of age lo subscribe. For games lo be free ol charge lor up lo 17 hours, user musl observe the lollowing:

play in non-priroe time (between 6PM and 8AM EST): access sp^ musl be set at a maximum of 2400 baud; user musl dial into a local access node;

remain solely in gaming area. Otherwise, normal GEnie usage lees may be incurred during the 17 hour complimentary period. This offer is in lieu of all

otheroffers,andisfornewsubscribersonly, Addilional long-distance phone charges may apply. Availablein US and Canada only. Offer expires 12/31/95.

tra^rk of Game Designers Workshop, Inc. All other names are baderrarks or service marls ol Iheir respective owners.

OUR GAMES BLOW EVERYBODY ELSE'S AWAY!
Circle Reader Service #30



Captain Kirk Gets Tekkie
An Interview With William Shatner

William Shainer, best known

as the captain ol' the starshijD

Enlerprise in the original Slur

Trek television show, has dis-

covered computer gaming,

and has taken the game de-

sign plunge. Although Shai-

ner did voice-over work for

Interplay’s Slar Trek: 25tli An-

niversary, it wasn’t until Cap-

stone/Intracorp pitched a

game based upon his TekWar

books and television series

that he tiiilly caught the bug,

We caught Shatner between

shoots on the set of his latest

project to ask him a few ques-

tions about his involvement on

the TekWar game and his

take on the future of comj)ui-

er entertainment.

Computer Gaming World:

just how involved are you in

1'ekWar?

William Shatner: I’m really

involved. I think that this is

the entertainment of the fu-

ture, Computer games, tip un-

til now, have heralded the

entertainment that’s going to

be. So I’ve gotten my feet wet

with TekWar, but I ha\'e ideas

for other games as well, which

I’m cuiTcntly speaking to In-

traCorp about. And TekWar
has the potential to be a great

game. It follows the outlines of

the television series and its

concepts, like the matrix and

the information highway. This

game should be able to take

the visualizations we’ve done

on the show so far and extend

them. Plus 1 think that there is

much that can be learned

from the game itself and ap-

plied to rmure episodes of

TekWar, I’ll probably use the

creative elements IntraCorj}

will bring to the game in some

fashion on television. There’s

also potential from other com-

ponents of my life for more
games; I can’t say what it is

now until it becomes reality,

but the possibility exists for

something really large. I’m

immersing myself in ideas. I

just put down Coiiipitler Gam-

ing World, and as I thumb
through it and see what other

people are doing—the games

about Avar, the games about

naval technohtgy, the games

about fantasy—
1
get intrigued

BEAM ME IK TekWar, designed by Capstone in

conjunction with William Shatner, is a hybrid

action/adventure that will feature 16-player network

play as well as head-to-head modem play.

as hell about the possibilities

of game development.

CGW: Have you had a

chance to play any other com-

puter games?

WS: Strangely enough, I

haven’t. I’m really a computer

novice. It's really bad. I only

recently l<)und out where the

“on” switch w;is on my new
s)’stem; to my astonishment it

was in the Ixick of the comput-

er, not in the front. They’re

tiying to make these things id-

iot proof, but they made it so

that this idiot couldn’t prove

himself. I’ve only been

able to play one game so

far, but in my imagination

I’ve played the games that

I've seen in the arcades

;md those that I’ve read

about, WTat I saw in that

one game, Myst, was

enough to make me real-

ize that I could visualize a

game concept. But I also real-

ized that I couldn’t be so cal-

low as to chink I could make
the game by myself, with all

these experts lolling about

lookiitg for work. So my con-

tribution to TekWar
is that of idea man,

editor, and as the

person with the vi-

sion they are striv-

ing to bring to the

screen. And accord-

ing to them, [my
role] is an impor-

tant one. This

seems to make the

game somewhat dif-

ferent from every-

thing else.

CGW: So how are

you approaching
this particular pro-

ject and this particular medi-

um?

WS: I’m approaching it like

a movie. I suggested the thrust

of the game and the mix of ar-

cade action and puzzles using

the type of planning, story-

boards, and other devices I’m

(iimiliar with. I saw the [game]

engine for example—they

sent me a tape of it—but first I

had to learn what an engine

was and what it could do. So

I’m beginning to learn the al-

phabet of the game while Cry-

ing to create Hollywood

sentences out of it.

CGW: What unique per-

spective and twists do you an-

ticipate incorporating into this

game?

WS: Well, the computer
hacker is an integral part of

TekWar, so it’s my expectation

that we’ll be sliding down the

tubes of the information high-

way solving some sort of prob-

lem. At the same time, we'll be

trying to enter an environ-

ment that is riddled with Tek
Lords, from which we’ll also

have to escape. Arcade and

puzzle elements should be in-

lenvoven throughout.

CGW: What do you see as

the future of entertainment?

WS: The future of enter-

tainmetil is in the direction

that we’re all headed; I see the

science fiction element of what

we’re attempting to do here.

Computer generation is the

sj)ectacle of the future; we can

no longer afford to have

10,000 extras pulling a

Sphinx like in Cecil B. De-

mille’s Ten Commandmenls.
These huge productions will

be artificially genei'ated. The
lulLire of entertainment be-

longs to the computer
painters and those artists who
can use the computer for dra-

matic advantage.

—Interview condiicled by

Shane Mooney
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Actual screens may vary

Historical Strategy fraiMc

Experience unparalled

historical realism!

Battleground Ardennes^'^ is like no other

historical strategy game you've ever

played! With the Battleview^'^ combat

system, you can relive crucial moments

during the Battle of the Bulge, the most

famous American land battle of WWII.

Can you hold off the advancing German

war machine? Dig in with the U.S. 101 st

Airborne defending freedom from the

Nazis at Bastogne, or ride to victory

with the legendary German King Tiger

tank. Take command of Peiper's

infamous SS or lead a blistering U.S.

counterattack to retake Stoumont.

showing American defense of Stoumont against determined assualt by Peiper’s troops

• Simple Point and Click Windows interface

• Drag & Drop movement and combat

• Realistic stereo combat sounds

• A plethora of scenarios

• Modem to Modem play

• Vivid SVGA color graphics

PO BOX 632 Forest Hill MD Tf r^oT FUtM
21050-0632

© Copyright 1 995 TolonSoft Inc.
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THE PERFECT
GEHERAL II

’I'lii': Piau'i'C’i {'.KNKiui. is a

inosi beloved WVVII wargame,

and justiliably so. despilc its

lame aililicial ojjponenl. One
of the best of the early mo-

dein-phiy sirtiteg}' games (inal-

ly gels a mneh-needed
upgrade in I’rKi'i-xrr

The Perfect Geherai 1) adds SVGA battle-

iields, machine guns, f/efant tanks and

more pyrotechnic explosions to its

strategy game engine.

(iENKRAi. II. 'I'he AI, while

hardly up to .say, Ra.S’ZER Gkn-

1':r.\i. standards, is imjn'ovecl

over the original, and the

SV(iA grajdiies are ;m im-

mense improvement over

those in QQP’s recent 'rttK

Puttr. W.ARCAMt';. Il'bang for the

buck is what you're after, i’G

II has 98 scenarios, including

.such e.soterica as Persia)) Slali))-

g)-ad and Ocla-Spider, along

witli more reasonable

ivhai-if battles such as

Operatio)) Ohaipk. 'I'he

new battle to)’s inclufie

lighters, armored cars

and machine guns,

but these don’t really

work that much dif-

lerenlly than the old

units, so PCi vets

can (ire up the mo-

dem and jump
right into the ac-

tion. IBM, S()4.9.5. Oir-

cle Reader Setwice #3.

Q(^P, /a'o., I'i.r.MiXGWN, NJ
08822, (908) 788-2799

SLIPSTREAM 5000
Blast 'em and pass 'em

—

that's the key to vSi.irs iream

5000. Set in the distant future

and undoulnedly inspired by

the frustration of travel-weary

com-

tmtiers. Slip-

stream 5000 casts you

in the role of ace

combat racer on

a 10 race world

circuit. But

that's not really

important.

W'iiat is im-

portant is

pulse-pound-

ing action

liiat can

even create

sweat on the

hands of CGI'Ks batrle-

liardened action gameis. Per-

haps learning a lesson from

New World’s Zephyr, this

game seamlessly integrates

impressive visuals, fast-paced

(but not uujjlayable) racing ac-

tion and simple, mthless com-

bat. Sure it’s fun to hammer
away at the opponent in front

of you (and with lull nenvork

j)lay it’s even more fun), but

what really counts is what

place you finish, not how
many opjjonents you blow

away. Slipstream 5000 looks

Burn out is a serious occupational haz-

ard in the fast lane of Slipsiream 5000.

like an action game winner,

and not even the clieesy voice

acting and campy pre-race an-

tics can bring this one down.

IBM PC CD-ROM. S59.95.

(arcle Reader Serv'ice #4.

Gremlin IxTEiiicriiE, Ciiica-

00, Illinois, (312) 244-0040.

ZIG-ZAG
QQP seems to liave a knack

FULL THROTTLE
He’s tough as a roadkill

lillet, got more guts than a

slaughterhouse flume, and

a chin you could dig a

ditch with, He's Ben (and

he ain’t gentle), the hawg-

mounted anti-liero of the

])Osl -apocalyptic Inter-

state and the lead in Lu-

casAjrts latest adventure

game mastenvork. Ft i.t.

TiiRorri.E. Ben’s been force-

fed a bum rap, accused of

murdering the one man in

the world he respects. And lie

ain't going down for it, not

Players take the role of the hard-rid-

ing. hard-drinking Ben in LucasArts'

new action-adventure, FuaTHRontE.

without a

fight. Gamers
take control of

Ben as he
rides, punches,

kicks and solves

puz/.lcs in an al-

most classical

adventure game
mode. Almost,

because you’ve

never played such

a well-produced

adventure as this. Eveiything

in it—artwork, puzzles, music,

and voice-acting—is on a level

touclied by few games. While

the game is a bit short by

most gaming yardsticks, it’s as

dense as re-bar concrete. And
while strict adherents to the

No Rellex school of adven-

ture gaming might be unset-

tled to find a number of
action sequences, they should

set their jaw, grit their teeth,

find a spine, and deal with it,

cau.se the ride is worth it.

IBM CD-ROM, SB9.95.

Circle Reader Senice #1.

LuauiArts Enlertainmeat, San

Rafael, CA. (800) STARWARS
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THESE JUST IN, REVIEWS TO FOLLOW

of

pulling new

spins on classic

games. At iis bcsi, Ziii-ZAc; is a

game com|)ai abie lo any puz-

zle this side of the Nexo York

Why wait for tomorrow's crossword in

the local paper when you can click on

ZisZag at your leisure?

Times crossword. In this

anacrosric style word game the

object is to deduce 'Ilte Secret

Word
guessing smaller

words (Irom Iwo to six letters

each). 'I'he twist is that the

computer oilers instant feed-

back, scoring 1 ()()() points for a

correct letter in the correct

j)lace within the “mystery

word” (a “zig”) and

2o() |)oinis for a

correct letter alone

(a “zag”). The
higher levels are

increasingly dilFi-

ciilt, with enough

obscure terms to

please even the

most

sesquipedalian

of vocabularies. Finally,

Soi.itairk’s JouRNi'V-like

“quests" oiler the professional

puzzle-buster near-endless

tours of word mazes. Mac,

Windows (same CD) §49.95.

Circle Reader Sen'ice #5.

QQP, //Vt;., NJ
08822, (90S) 788-2799

RISE OF THE WEST
Back in wargaming days

gone by, when gamers had to

sulfer through thick rulebooks

and chea|r cardboard com|)o-

nenis, there was a

game called Em-

pires of the Middle

Ages. James V.

Dunnigan’s

uriique medieval

romp now comes

to WlNlK)U’.S

courtesy

RAW Enter-

tainment, re-

taining its

charm aiui

with its rules

loopholes neatly lied up. You

jxjrtray a royal family from

one of the great Kuropean dy-

nasties of 600-1500 .AD, play-

ing “cards” to advance the

social state of your empire,

raise armies, and concjuer

your enemies. The fortiutlae

used to resolve your actions

are handled by the computer,

making for much quicker pkw
than in the boardgame. Minor

empires, diplomatic coups, as-

sassinations and a myriad (jf

random events make for good

solitaire or nutlli-player e-mail

plav—at least for those who

You can be as Byzantine or barbaric as

you like in Rise of the West; just make

sure that your royal family doesn't end

up heirless.

WiNDO\v,s, .§3T95 plus ship-

ping & handling. Circle Read-

er Sen'ice #6.

lUlV E\ri'ia:-u,\’.\u:\T, Huus-

r<).\, TX 77058, (713) 286-

2386

don’t need the latest in S\’(b\

JOHNNY MNEMONIC
We’ve never seen a game

that looks as much like a good

movie as Johnny Mne.monic.

Unfortunately, when mea-
sured as a game, it doesn’t

hold up as well. Based on

William Ciibson’s short stor)'

of the same name, Sony Im-

agesoft’s JOHNNT Mnemonic
places you in the role of a cy-

berjxmk data courier with 320

gigabytes of smuggled data

overloading an implant in his

head. You’ve got 12 hours to

build a “data rig,”jack into cy-

berspace and find the codes

necessary to download the

data or it's cranial meltdown

time. Enhancing the appear-

ance of an “inter-

active movie” is

the game’s mini-

mal interface. As

the stoiyline (and

video footage) un-

folds, there are op-

portunities

(indicated by the

screen’s shift to let-

terbox format) to in-

simple key strokes.

The fighting sequences.

most interactive and exciting

parts of the game. We be-

came immersed in tlte hip,

subversive near-lliture set-

ting that captures the

essence of Gibson’s char-

acters and the ambience

of his u'orld, but we were

disappointed by the

presence of a maze in

cyberspace winch serves

little purpose than to

extend gameplay. IBM
CD-ROM, S69.95. Circle

Reader Service #2.

Sony Imagesop, Santa Moni-

ca, CA. (800) 922-SONy

against bad guys like Kurt

Rambis, are the

loHNHY Mnemonic faces a bubbling brain

if he can't overcome several cyber-

punks and dump his data.
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Clan Destiny

by Johnny L Wilson

Ihen Dynamix was de-

fveloping the first Mech-

f Warrior computer game

for Activision, I didn't

know much about the

BdttleTech universe. I

knew that there was a

boardgame, I knew that

there were miniatures

to use with the game. I

knew that there were novels that took place in the Bat-

Mech universe. And, I knew that Virtual Worlds En-

tertainment was about to open the first BattleTech

Center, a cockpit-oriented multi-player gaming experi-

ence. I knew that the fans I had watched at gaming

conventions were passionate about the universe, but I

didn’t know that I would personally get hooked.

Long before I finished the sneak preview on that

first MechWarrior (CGW #66, p. 22), I was hooked. 1

couldn't understand it. I had never been much of a

fan of real-time, first-person gaming experiences

and, at first glance, this game seemed like a comput-

erization of the Rock-’Em Sock-'Em Robots of my

younger brothers’ generation. Then, I read Michael A.

Stackpole's Warrior: En Garde series. Suddenly, I un-

derstood. These weren’t giant robots. These were gi-

ant robotic extensions of the warrior mystique. The

'mech pilots were analogs for knights in shining ar-

mor; their ‘mechs were suits of armor that had

evolved Into machines of destruction. Even the feudal

politics which undergirded the universe gave chivalric

overtones to the entire concept.

The 'mech pilots were a nobility, saddled with the

noblesse oblige of defending their House {a monarchy

within a balkanized group of monarchies). They fought

small tactical battles, battles where the heroic acts of

single individuals could turn the tide. Simply put, much

of the appeal of MechWarrior is that you play the role of

an elite warrior who can turn the tide with bold, suc-

cessful actions.

BRED POR WAR
MechWarrior 2 has not strayed from this basic ap-

peal, this emphasis on the heroic individual. Indeed,

by placing the gamer in the role of a clan member, the

game universe expects brilliant success from the

gamer because he or she (to the clans, gender makes

no difference) is Bred For Warithe title of Stackpole's

latest book and an apt description of the clan ethic).

The clans firmly believe that being a warrior is the

highest calling. So, all advancement within the clans

and the clan’s system of justice depend upon individ-

ual rites of combat known as trials. You move from

light mechs to medium

to heavy to “star" com-

mander (small unit com-

mand), if all goes well.

So. where the original

MechWarrior allowed you

to assume the role of a

mercenary during the

battles for the stabiliza-

tion of the Inner Sphere

(The Fourth Succession

War—AD 3028-3030—

House Steiner and House

Davion versus the Capel-

lan Confederation),

MechWwtrior 2 moves the

story along and allows you to advance within either

the Jade Falcons or the Wolf Clan (Post-Tukayyid

Line—AO 3052—Internecine Clan Warfare). The Fal-

cons want to continue their Pre-Tukayyid Line invasion

in order to conquer the Inner Sphere, while the Wolf

Clan wishes to align themselves with the monarchies

of the Inner Sphere.

In order to move up through the clan, you can fight

with approximately 15 different clan mechs, as well

as some possible Inner Sphere (traditional) mechs

and Elementals (another group of alien warriors

which, like the Clans, appeared at a later point in the

history of the BattleTech universe). If you don’t like

those mechs, the game provides a mech laboratory

where you can reconfigure some of your mechs by al-

locating armor, swapping out engines, weapons, and

ammo, and adding/subtracting heat sinks.

As in the game’s fiction, you will have to face trials

by combat. Such one-on-one battles, combined with

training missions, will swell the number of missions

in the game to approximately 40.

SUNRISE, SOME MECH

leased the original MechWarrior, more than the fic-

tional history behind the game has changed. The

mechs are not only 3-D, like the polygon-filled mechs

of MechWarrior, but the machines in MechWarrior 2

are texture-mapped with enough detail to let you see

clan insignia on the cockpit, missile tips peering out

of opposing rocket launchers like hungry eels, and de-

grees of charring on the opposing mechs as you pul-

verize them toward polygon purgatoiy.

The 3-D mechs also enable you to fight from differ-

ent perspectives. MechWarrior 2 features the stan-

dard first-person cockpit view, but offers a 3-D virtual

Naturally, in the five years since Activision re-

[NPl-fiS
1
MPLflS

MPtflS MPLflS

m '

OnKfiPWPi
^ ^ ^ mmmmrn'

"
kpfi

A fade Falcon pilot readies a medium plasma burst against

a close-range Wolf Clan's rocket launcher.
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A mechwarrior Is viewed moving toward a navigational point in

this top-down 2-D map view of a lunar-like planet.

cockpit complete with dynamic light. The lighting of

your cockpit changes as you move, and there is even

a dynamic color palette to reflect the sun's changing

position as the battles rage and time moves on. Not

only does MechWarrior 2 allow you to fight from the

traditional view, however, but it allows you to switch

to an oblique outside perspective and fight your mech

“remotely.” This doesn’t help your suspended disbe-

lief, but it lets you catch some of the rich graphics

from a more cinematic perspective. In addition, MW2

gives you small windows to represent a rear camera

view, a top-down camera view, and a weapons cam-

era view.

Also, since you will eventually be commanding oth-

er mech warriors, you will need something of a tacti-

cal perspective. The first MechWarrior gave you a

crude overhead map with your team members and

enemies marked by colored letters. In MechWarrior 2,

you can jump to a similar overhead map view on the

fly and have full zoom capability in order to keep tabs

of the “points" in your "star" (your subordinates).

The special effects are light years beyond the pri-

mary red polygon blasts of the original, as well. Now,

there are blue blasts for PPC hits, fiery bursts of de-

struction when missiles tag the enemy, and fast pin-

pricks of light that lance out from your mech when

you fire lasers. Add to the visual effects the sound de-

sign provided by Sound Deluxe media labs (the shop

who did sound effects for the movies, True Lies and

Clifihanger) and you gain significantly more satisfac-

tion from the combat than in previous mech games.

The use of digitized voice is particularly effective

within the game context, as well. On training mis-

sions (whether learning to use the navigational sys-

tem and weapons system or how to pilot through a

slalom course), your Dl berates you with epithets like

"free birth” (a tremendous insult to warriors cloned by

an intergalactic eugenics program to insure superiori-

ty) and talks you through the exercise with a patroniz-

ing hostility. I don’t recall any interactive tutorial quite

like it and it's i/e/yeffective. Also, the computer voices

(both male and female) are perfect for setting the

stage and establishing a mood for each mission as

they offer status reports on planetary conditions

and weapons status prior to actual combat.

Finally, there is a greater variety of mis-

sions and combat environments than were

available in the first MechWarrior. There

are the requisite ice worlds (but now,

they sometimes feature a convinc-

ing and effective fog) and

desert worlds, but the combat

situations in MW2 also fea-

ture dark urban environ-

ments with high-rise

buildings and dark

streets and alleys to

navigate, as well as

worlds with ruins.

canyons, mesas, volcanic craters, lunar craters, and

sand dunes. There are also a number of smart objects

within the terrain, such as pop-up turrets which start

firing as you approach, that add to the variety of the

game worlds. MW2’s missions also vary from the tra-

ditional rescue, search and destroy, and patrol as-

signments of the earlier game to escort missions,

insurgent pacification (zone securing) missions, and

trials (one-on-one duels which take place in totally

enclosed domed obstacle courses) that have an en-

tirely different dynamic than those all-out combat

scenarios of the past. This is especially so when you

encounter mechs of other clans and neutral vehicles

during the missions. Fortunately, even the mission

objectives do not all look the same as did the bases

and ammo dumps of its predecessor.

MECH MY DAY
Of course, the real point of any game is its game

play. MechWm?rior 2 appears to be strong in the game

department. You earn your way upward through ranks

and mech classifications and this provides some-

thing of a role-playing shell. Each mech has different

strengths and weaknesses due to speed, weaponry

and armor. So, you have to learn how to exploit the

former for yourself and the latter against your en-

emies. This will require

dodging



weapon arms of the enemy. Also, I liked the tact that

through various terrain types, learning

how to ambush your enemies when you’re

outnumbered, selecting the right weapon

tor the job, and developing your skills in

small unit tactics.

Most mechwarriors will play MW2 from

the first-person cockpit view, using the

keyboard to pilot the mech itself and the

mouse to direct the turret and aim the

reticle. However, the game also supports

Thrustmaster and CH Flightstick joy-

sticks. Either way, it is much more effi-

cient than the pure keyboard layout of the

first game. Either way, you will also be

able to do something with nearly every

key on the keyboard. There are lots of sys-

tems and lots of options within the game.

Perhaps one of the most important op-

tions is the ability to command the other

points of your star. You were limited in

your ability to command the non-player

mechwarriors in the original game, but

now you can tell them to: 1) attack your

target; 2) disengage your target; 3) join

up in formation; 4) patrol around your

target; or 5) flee the area in full-scale re-

treat. This makes the group missions

much moraenjoyable.

After playing an early version of the

game, I found two aspects of the original game miss-

ing, features which I considered worthwhile and

which may disappoint fans of Multi-Player BahleTech

on GEnie. In the earlier game and in the on-line

mech and concentrate fire upon that leg. Once you

caused that leg to crumble, you had virtually neutral-

ized that enemy and could move along. 1 haven't been

able to duplicate that in the new game, but have got-

ten extra satisfaction at being able to concentrate on

the business end of the mech and blow away the

there was an explicit cost to using ordnance in the

earlier games. If you expended an entire rack of mis-

siles, you had to replace them with your funds. This

doesn’t happen in MW2, but the designers say that

your honor/prestige will

suffer if you get a repu-

tation for using too

much ammo. If so, it

needs to be made clear

to the player and I don’t

see that yet.

My early experience

with MW2 also con-

vinced me that the ene-

mies are going to be

tougher in this game.

They are fast. They know

how to take evasive ac-

tion. They don’t get

stuck up against walls

or terrain like they did in the first game. They have ex-

cellent aim and, usually, superior numbers. You’ll

need to be able to use a//your tactical resources to be

successful in moving up the clan chain of command.

About the only thing MW2 is missing for the sibko-

born (you know who you are) is the clan tradition of

bidding prior to combat. For those unfamiliar with the

BattleTech novels, one measure of both bravado and

courage is to bid away air support or part of your

troops to show that you don’t need all of your re-

sources in order to win. Some type of bidding se-

quence would have added a lot to the game’s

atmosphere. Also, at press time, it is as yet unclear

whether you will be able to win your blood name with-

in the game’s context or not.

Finally, we can’t help but be disappointed that the

net version of MW2 will not ship with the original

product. The net version will ship later as a package

for up to eight players (assuming each has their own

copy of the MW2), but the shipping version will only

have a demo of the net version. Two years ago, the

plan was for the both versions to be in the same

package. Now, gamers may merely be thankful that

MW2 is going to ship at all after encountering so

many technical difficulties in the past.

WOLr AT THE DOOR
Yet, the big question many would-be mechwarriors

are asking is, “Was it worth the wait?’’ For those in

doubt, I have to say, “Yes!” In fact, it is so worth the

wait that I wish Activision would use this technology

to rework the first game, even if it took them another

two years. ^
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F

or decades, the A-IV Grou^as enjoyed unporaiiele^

growth. But now, theifC.E.O. has disoppdhrelj^aniy

you ore among the candidates Jg^,$u(ceed hijn

j
To assess your executive potential, the A4V GrjjijQljfiS

devised a hyper-reolistic economic simula'tion; Ypii jyM|b^

challenged to buy ond sell assets; build and manage tr^n^

portation infrastructures; allocate resources qit^hg^re i;

than 100 subsidiaries; and above all, moximize'the-praH^

obility of your simulation. . ^
'

Vio your modem or phone you con compete witfr^eiV

L executive candidates to take' over oSiC.EiO. So^

manage your empire wisely^ At A-IV,'succe^

equals succession.

Artdink

In Assodotion With



Special Feature: space combat Sims

^
Wh^eryou're ^^Idwcket-jock/romwayli^li or

Killer Cats, Sith Lords] feiilini ‘fresh out of th0iintendo academy, h've got a

Aliens, and Neo-'komjii^.^lus a 's^r-warfory(^H IH few creatures who ar^tfst jtlaih . Not inteoisfed in glory, you say? Just wanna

hungry. Hot-to-trot fighter pitots lihe make a fast buckJ-Well we 've got that kind of uni-

never before. Wve got CommanM^^ttle- ver^eHoo. Sign*^tfrd^a&e, forge the'paperwork

Cruisers, Crusaders, Renegades, Pr^^rs; infer- aifdjou'll be out wheelin'’ add dealin' amongst

nos, Assauits. Retributions an^'^yf^rtiore. ihffstars fasterthanyou.can say “Miilennim Fal-

con"! Whateveryour taste, space goes on forever,

and if you're thinking of trading up from after-

burners to hyperdrives, you'll probably find some-

thing that interests you somewhere along the way.

So just stay together, check your six and remem-

ber, in space nobody can hearyou restart the mis-

sion.
*'
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world seems

to be turning

its back on

tbe stars and

concentrating

instead on

profit mar-

gins and nationalism, our world of entertainment

software is thankfully embracing deep space for all

it’s worth these days. The Science Fiction realm of

spaceships and starfighters has always been popular

fodder for games, but only recently has the game in-

dustry started to churn out in-the-ccckpit space com-

bat games en masse, with the intention of

challenging the reign of The Big Two; Origin’s Wing

Commander series and the Star Wars series {X-Wing

and TIE Fighter) from LucasArts. And rest assured,

these two space-simulation giants, not content to rest

on their laurels, continue to push the boundaries of

Man and Machine. But new contenders are arriving

almost every month, each looking to carve out a niche

of their own.

One of the nice things about the resurgence of this

genre is the variety of gaming experiences available

to the player, especially those new to the scene. If

you’ve ever been intrigued by the glitz and gloiy of fly-

ing and fighting in the depths of space, now is the

perfect time to cruise the stars. And while sophisti-

cated games like TIE Fighter or Wing Commander 3 may

intimidate the novice crowd, there are new products

out there that provide varying levels of detail and im-

mersion. Starstruck gamers of any experience level

can find a product to suit them.

"YOUR PRIMER,
MR. SKVWALKER"

As with most discussions, it’s best to start with the

basics. If you have no combat experience at ail then it

might be a good idea to start off with a game that of-

fers some of the feel of space combat without an en-

cumbrance of details. Games at this level closely

resemble straight arcade games in both their ease of

play and graphic punch, but even here the major dif-

ference between space and flight sims becomes ap-

parent-most of these games have some sort of plot

line. While historical flight sims can depend on com-

mon knowledge as a backdrop to set their missions

against (I hope the educational system is still point-

ing out little things like WW II), space combat sims

usually create some sort of storyline in order to keep

the player coming back for more after each mission.

At this level of simulation detail, the storylines in-

volved are more or less eye-candy, but they also serve

as a clue that bigger and better things await those

who graduate from elementary space school.

Probably the most popular (and possibly the most

bundled CD-ROM in existence) intro-level sim these

days is Rebel Assault, from the Jedi Knights at Lu-

casArts. With an eye towards the novice gamer. Rebel

Assault takes the player through training missions, the

battles for Hoth, and finally into the Death Star itself

in a series of arcade-style flying sequences. While the

portions of the game that take the top-down, slide-

and-shoot view of things aren’t very helpful, there is

still plenty of cockpit for those looking to make a ca-

reer out of this sort of thing. Though you never really

have true 3-D freedom (you’re more or less flying in a

constrained path), novices will be able to get the hang

of cockpit perspective and the whole aiming on the fly

concept that is so valuable in the more serious sims.

A step up from Rebel Assault, at least as far as ac-

tual control of the ship is concerned, are a couple of

games that make fine trainers not because they were

specifically designed for that purpose, but because

they missed their intended mark as serious space

sims so badly, Sim pilots of even moderate experience

should avoid these titles, but newbies, especially

youngsters, might want to give them a whirl. A good

place to continue our training is in the universe of

Retribuhon, a title imported from Europe by Gremlin

Interactive. Here, players take on the role of a brave

pilot who must, with the help of a single human-con-

trolled space-station, defend and alert

humanity against the predations of a

traitorous alien race intent upon serv-

ing man—for dinner. The player pro-

ceeds to execute a series of missions

against the insidious Krell in two dif-

ferent vehicles: a starfighter and a

ground-based All-Terrain-Vehicle. After

each combat run, you return to base

for debriefing and further plot develop-

ments, Then you're sent out again.

Though you aren’t quite flying—fight-

ers can only fly so high above the sur-

face and cannot roll over or loop—you can at least

practice some of the basics, like trying to avoid the

ground while making things go boom.

For those who are ready to slip into full three-di-

mensional space-flight, but still want an arcade-like

experience, there is Inferno by Ocean. Overshadowed

by its own hype and crippled by uninspired design,

this game might serve adequately as a trainer, espe-

cially if you can find it in the bargain-bin, as it con-

tains what has become standard in the space-sim

world: full 3-D situational awareness, linked mis-

sions, and eye-candy in-between.

Finally, there is a little product, all but gone from

the shelves but well worth searching for, called Wing

Commander; Academy. Of all these Novice-Class games.

Academy is the only one truly intended to be a primer.

Using Wing Com-

mander ll-era

technology and a

scenario genera-

tor, this game

gives you all the

bells and whistles

of a full-powered

sim in an envi-

ronment where

things can be tai-

lor-made as easy

or hard as you

want. While its pri-

maiy purpose is to

draw you in and

train you up to speed in the Origin Systems side of

The Big Two universe, it will also teach you all the SF

combat skills you could want except ground attack. If

you want an introduction to the genre, this is about

the best place to start. Perhaps Origin will re-issue it,

bundled on some future space-sim CD-ROM.

Of course, once you’ve played one. of these games,

or any standard flight-sim for that matter, you’ll prob-

ably want to see something a little more "realistic,” or

at least a little deadlier.

PAY BACK TIME Players battle man-eating aliens by land and by air

in Gremlin Interactive's Retribution.

WOMP RAT ALLEY Although the gameplay is pretty limited in LucasArts' Rebel Assault,

the production values are (or were) high. See the box on page 38 for info on the sequel.
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HIGH SCHOOL CONFIDENTIAL
These mid-levei games for the most part are all

strong, quality simulators and pretty much equal the

initial accomplishments of The Big Two. While some-

times lagging a little in terms of gameplay, graphics

or stoiy, most have something to offer to even the ex-

perienced sim-pilot. They certainly demonstrate what

this genre is really capable of. The other advantage to

two of the three games at this level is that their com-

puting-power requirements are a little more down-to-

earth, so gamers away from the upgrade curve can

still get a good game for their buck.

Take 2’s Star Crusader is a nice piece of work from

a company with little sim experience. The graphics

are well done, using all the tricks of the trade to make

VGA all that it can be, although sometimes their con-

cept of color and shape is a bit alien. The plot is solid

and more involved than your average sim, allowing

players to explore questions of

ethics and loyalty as well as who

has the best fighters. Another

nice touch in Crusader is that

there are a half-dozen odd

alien races in contention, pro-

viding a nice change from the

strategy to the endless action. Origin tried to broaden

the scope of their Universe by offering up the graphi-

cally-stunning Wing Commander: Armada. Unfortunately,

they sacrificed brains for looks. While the idea was

more than worth the effort—they tried to create a

simple Spaceward Ho! kind of spaceploitation game

wherein combats are resolved by the player in the

cockpit instead of the computer—the execution left

something to be desired.

The speed and beauty of the combat graphics in

Armada were a real breakthrough. Players could actu-

ADMIRAL OF THE FLEET Wing Commander: Armada brought

strategic considerations to the space combat table.

"

f

1^'
f*'"

WING COMMANDER TOO Take 2 Software enhanced the concepts of

branching stories and wingman management in Star Crusader.

“Good-Race, Bad-Race" polit-

ical standard of the genre.

Players not yet caught up in

the world mf SVGA flight sims

will probably find this game

an enjoyable challenge.

In an attempt to add a little

Return Of The Rebel

dreamed of nearly 20 years

ago. Other levels let players fly

speeder bikes or take the con-

trols of the Millenium Falcon

for that long-awaited date

with destiny when your senses

and those of Han Solo finally

converge.

There will be a total of 15

different levels in the game,

all cinematically designed,

richly detailed, and actually

ALL CHOKED UP Darth Vader puts the telekinetic squeeze on an Imperial SAVABLE after each one. Un-

lackey in this scene from Rebel Assault II. This is the first original Star Wars fortunately, the flight paths

footage George Lucas has allowed to be shot outside of a Star Wars film, and range of motion will still

LucasAits Dusts Off
Darth's Helmet For
Rebel Assault II

ew games have been as eagerly an-

.

— - ticipated and as terribly disappoint-

ing as LucasArts' Rebel Assault.

Maybe it’s not fair to expect that any-

thingon a computer could compare with that glo-

rious experience of seeing Star Wars in the

theater. But, dammit, why is the flight path re-

stricted, and why can’t you save the game when

you want? Despite these problems, the lure of the

Star Wars Force simply proved too great, and

Rebel Assault sold over a million copies worldwide,

making it one of the highest selling (and most

"bundled”) computer games of all time.

The lure of The Force also pulls at its creators,

albeit for different reasons. So when the creators

conspire to develop a sequel, their efforts are a lot

like the Empire's—they get bigger and badder

with each onslaught. Which is why it’s possible

that LucasArts' upcoming Rebel Assault il may

once again surprise gamers, this time by exceed-

ing expectations.

Rebel Assault II (tentative title) will be a graphi-

cal leap over the original. It will feature full-mo-

tion video segments of real-looking Star Wars

characters blended seamlessly into high-resolu-

tion 3D rendered sets. That means that there will

be scenes in the game that look something like

the movie: you'll see a Rebel pilot at the controls

of his fighter bouncing in the cockpit just before

the perspective changes so that you are flying the

ship. Or you’ll shoot at real Storm Troopers with

blaster weapons like every kid in America

be limited, but from what we’ve seen of the game,

it should be engrossing and impressive nonethe-

less. And if that isn’t enough to lure you to the

dark side, maybe this guy will: Darth Vader, in all

his dark-helmeted glory, cuts a menacing swath

through the game. He’ll even choke an admiral

with the famous pincer grip if you succeed in dis-

abling his Star Destroyer. It’s enough to make

even a skeptic of the Alliance think about signing

up this winter for a tour of duty.
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ally see tfie shields light up on enemy fighters as their

shots hit home. In some ways they are still superior to

the VGA mode of any sim around, Wing Commander 3

included. Added to this were the wonders of network-

ing, which made for the first multi-player space-sim

to grace our screens. But while everything looked

great on paper and on the screen, the initial product

offered only two-player support. And even more disap-

pointing was the lobotomy given the artificial oppo-

nents and flight-models, a serious departure from the

usually high Origin standard. This oversight basically

ruined this game's promise. Multiplayer play does

shine however, and remains the only way available to

resolve those “Who’s the best star-pilot?” arguments.

In other words, the search for the space-sim equiva-

lent to network Falcon 3.0 goes on. To their credit,

though. Origin did release a patch allowing up to six

players to join an arena-style dog-fight. It’s nice to

see this kind of support from a big company these

days.

The last of the contenders is also the newest on

the shelves at the time of this writing. Renegade: Battle

FOR Jacob’s Star is a simulation by SSI drawn from

FASA's popular Renegade Legion series of

boardgames. The player is sud-

denly thrown into command of a

Renegade squadron and charged

with defending a backwater sys-

tem against a Blitzkrieg invasion

by the seemingly endless forces

of an evil Neo-Roman Empire.

The player must not only be a hot

pilot, but must also be able to

wisely allocate personnel and

machinery in order to successful-

ly complete missions and eventu-

ally win the game.

This SVGA space combat sim

is a pleasure to look at as well as to fly in, but it’s a

little too Spartan at this point to seriously challenge

The Big Two, Oh, the elements are all here: extensive

background, great graphics, smooth flight models

and an accent on squadron tactics. But everything

lacks that extra bit of detail required to immerse the

gamer fully into the action, Cockpits and instrumen-

tation are too sparse to be useful, the plot is a shade

too thin to keep things interesting, and the game is

just a little too short for comfort. While these could all

be growing pains of a series with real potential, SSI

has yet to publicly commit to a full series of games,

and without a strong sequel Renegade will remain a

mid-level game more suitable to newcomers.

TRADE SCHOOL
“Sure,” you say, “being a hero is great, but it does-

n’t get the bills paid. I want to get some job skills

here.” Well, there’s even a branch of the space-sim

universe dedicated to a more bread-and-butter per-

spective. There’s even a little room in this

class of sims for actual reality.

The idea of the lone merchant and his rust-

bucket Starship has been a staple of SF since

the 1930’s; thankfully this concept hasn’t

been overlooked in the modern age of space-

sims. One of the first to enter the vast reaches

of the mercantile universe was Eute, where you

had literally hundreds of worlds to venture,

buying cargo low and selling it high, all the

while dodging pirates and the police, if you

chose to run some of the more illicit goods.

While the action of this combat-sim was basi-

cally non-existent, you still flew from a cockpit

view and combat, when it did come, was

something you took a little more personally since

every hit you took meant money out of your virtual

wallet. And if you were a real pilot-type you could

sweat out manual space station docking yourself.

NOT THE FIRST OR LAST From the name, you’d never know it. but

GameTek’s First Encdukters is actually the next installment of Elite.

GREAT CAESAR'S GHOST SSI's Renegade pits the player

against a revived Roman Empire in a Super VGA forum.

The interviemis with

The Stars

conversations With £
Kitty Killer

An Interview with Wing Comnianden designer,

Chris Roberts

CGW: So Chris, tell me what do you think of

the other sims out there?

Chris Roberts: Well, X-Wing and TIE

Fighter are fun but, to be honest, we've been

playing Descent a lot around here lately. It’s great

but I don't know if it counts as a space-sim.

<laughter>

CGW: The wingmen in your games have al-

ways been strong, sometimes stealing a kill from

under your guns. Was this a conscious choice or

more of a side-effect of the character-driven

plots you use?

CR: Yes, strong wingmen were a very con-

scious choice for me because of the core ap-

proach we took that you were not alone and there

were always going to be others flying with you,

with all the pros and cons involved with that.

Wing Commander 4 will have even more detailed

personalities and flight characteristics. The play-

er will be capable of giving more complex com-

mands to wingmen such as ordering them to go

in and complete the primary mission while the

player covers them.

CCW: What direction do you see space-sim

engines taking over the next couple of years?

CR: Well, I think everything is equaling out
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CCW: Assuming you have any spare time at

SPECIAL FEATURE: SPACE COMBAT SIMS
as far as the technology goes; we’ve hit a plateau

of sorts, Instead of driving for better looks I see a

turn towards more strategy and stoiy in space-

sims.

C6W: Any plans for another multi-player

product after Armada?

GR: No, we have no immediate plans for an-

other network game but I see things evolving in

two directions. The first is the single-person cine-

matic games like WC3 while the other will go to-

wards networked strategy games where you set

up situations and then invite others to come and

play in your sandbox. After all, playing against

other people is always fun.

j

CCSW: Where do you see the Wine Commander

franchise evolving over the next couple of years?

CR: Well,, first of all there will be more

:
ground interface in Wing Commander 4 and even

!

more of that sort of thing in the Privateer sequel,

'

After all, just flying around in space can start to

get boring after awhile. <laughter> And yes,

there will be more side-products with less cine-

matic budgets but with at least as good simula-

tor engines. Privateer 2 will have better graphics

thanWC3.

CCW: Wow! Well thanks for taking the time

to answer a few questions for our readers.

CR:Anytime.

Tales From The Jedi
An Interview with larry Holland, the designer

ofX-WiNGandTIEFicHnR

MICROSOFT IS EVERYWHERE Spki Simulator is more an educational tool

than a game, as it lets you explore the farthest reaches of the Milky Way.

While Elite had no real end, there

were a series of missions em-

bedded in the free form of the

game. Through them some sem-

blance of a plot developed, al-

beit not much of one. The most

recent incarnation of this series

is called First Encounters and

will be marketed by GameTek. It

boasts better graphics, more

worlds and nigh-infinite re-

playability. Though the word ap-

pears nowhere in the title, this is

an Elite game. Trust me.

Origin, in an effort to expand

their Wing Commander universe

(and, incidentally, to have a

game in every category of this article) took the Elite

concept and narrowed the focus. In Privateer, you are

still a lone captain with a little freighter tiying to

make a living, but here there is a tighter plot with

fewer worlds to visit. While you’re still free to explore

at will and make a profit whenever you see fit, events

in the WC universe eventually draw you into the dan-

ger-zone where Humans, Kilrathi and crazed cultists

vie for power. While the flight model is much simpler

than in the Elite series—no tough docking maneu-

vers here—the action is definitely

hotter, and most captains will find

themselves struggling to survive,

with the majority of profits being re-

invested into better weapons or

stronger ships. Origin published an

add-on module called Righteous Fire

which fleshed out the game even

more. They also released a speech

pack for Privateer, and all three

products can now be found bundled together on a

discount CD-ROM being published by Electronic Arts.

A great deal for all but the most jaded.

The third and most practical of the "working”

space sims is from the hallowed halls of Microsoft

and is called, appropriately enough, Microsoft Space

Simulator, This game is different from most of the fare

we are covering here in that there is no plot or even

combat in this game. The Space Simulator is all about

real physics and real spaceflight. Not since Micro-

SPACE SWABBIE Origin's Privateer cut players loose to live the life of a money-

grubbing rogue in the Wing Commander universe.

Prose’s debacle with

Mantis: Experimental Fighter

has anyone attempted to

make a realistic space-

craft sim, Microsoft

pulled it off fairly well,

and although it is not the

most exciting sim ever

made, it is educational

and has just the right mix

of the historical and fan-

ciful. Players can explore

a rich galaxy in ships

a2 computer gaming world • JULY 1995
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all over there to look over the competition, what

do you think of some of the other sims out there?

Larry Holland: Oh, I can’t imagine

who you’d be referring to! <laughter> You mean

Wing CoM^»NDER 3, etc.? Well, certainly one can't

be but impressed by a number of things WC3 has

done. They’ve taken some different directions

than I have with projects but I think that is good

for the field. I’ve also heard good things about

the hi-res graphics in Renegade but haven’t

played it myself yet.

CCW: X-WiNG and TIE Fighter are generally

regarded as having a more '‘realistic” flight

model. What are your thoughts on that?

LH: It's interesting actually, a lot of my entry

into the sim side of things was through historical

sims which prepared me well for doing Star

Wars. If you look at the movie closely the sort of

spaceflight modeling they prepared for the

spacecraft was actually a very WWII-ish, dog-

fights and cannon-fire sort of thing and actually

when they were doing the research work for the

original movie they spent a lot of time studying

gun-camera footage from WWII. I enjoy the vis-

ceral feeling of a dogfight and that is what our

flight model tries to focus on.

CCW: Speaking of WWII, in your historical

sims you modeled some more complex aircraft,

like the B-17 or the German medium bombers.

Do you have any plans to model more complex

starships in your space sims?

LH: Absolutely, as we design and plan for

multi-player games, multiple position craft are a

natural choice. Frankly the way I enjoy playing

multi-player games is cooperatively, and a multi-

position craft with, say, a pilot and a few gun-

ners is the perfect design for future multi-player

games. There’s no technical reason preventing

us, it's just a matter of coming up with a well-

balanced design of craft. And I find balance to

be a much more important factor in multi-player

environments.

CCW: And that leads nicely into my next

question: What are your thoughts on networkable

space-sims?

LH: Absolutely exciting and absolutely part

of our future though I can go into much detail

about it now. Certainly one of the hot topics in

our office is getting the wrinkles out of multi-

Origin started years WING COMMANDER 3-D in addition to the vaunted live-action video, Wing

ago, searching for success Commander 3 added a true three-dimensional combat engine to its universe.

ranging from the Apollo lander to an alien scoutship,

all of which are beautifully rendered and behave real-

istically. One can re-create the historic moon landings

or fly low and slow over a near-future Mars base in an

EVA transit suit. If you’d like a feel for real space-

flight, then this is probably the best sim for you.

independent of the successful Ultima series. They

couldn’t have gone farther away if they had tried.

Fantasy role play gave way to space opera of the

highest order.

Wing Comnwnder broke onto the computer gaming

scene while 1 still had an AtariST, and i remember

thinking that this game would be converted or 1
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player TIE Fighter. We are pretty far along devel-

oping ttie technologies required for mtilti-player

capability.

CCW: Well, just to wrap it up, Larry, can

you ever see yourself doing a m-Star Wars

space-sim?

LH: A non'Sfa/'ft'arssim? Oh definitely. But

we still have a lot of places to go with Star Wars.

i u LCSI9

Winding Road
A BATTiKiiuisER 3000 AD update from the de-

signer himself, Derek smart

CCW: Well, It’s been a long trip, hasn’t it?

Derek Smart: in the four years I’ve

been doing Batmcruiser it has grown totally out

of proportion because I wanted it to be the ulti-

mate game and it is, as far as I am concerned.

Basically the main reason it has taken so long is

that I have been working on it by myself with the

help of a handful of people scattered across the

world. The bottom line Is I haven’t given up on

Battlecruiser and It’s pushing a million dollars In

development cost over the past four years.

CCW: Wow. So refresh our memories. What

is BATTlfCRUiSER?

DS: It’s basically three games in one. It’s a

space-flight sim, a planetary flight sim and an

adventure game, I've recently switched it com-

pletely to 32-bit mode and it now supports SVGA

and the planetary graphic engine has been com-

pletely rewritten and will put Magic Carpet in the

shade. There's nothing like it in the industry, pe-

would. Well, they never did put out a version of WC for

the old ST, so here I am, DOS-ridden and a few thou-

sand dollars poorer, but very content. WC was like

nothing I had ever seen before, I suppose I will always

have a soft spot for the series, in memory of how

blown away I was by the darn thing at the time. Here

was all the action of the best arcade games, looking a

hundred times better, and there was an involving sto-

ryline to boot. Here was the prototype almost all

space-sims would follow.

Wing Commander was set in a universe where hu-

manity had explored the stars and found somebody

far more vicious than themselves, the Kilrathi, a race

of big cat-like creatures that made Klingons look like

crossing guards. It wasn’t the most original idea

around—I’m sure Larry Niven rolled in his grave, and

TRANS-DIMENSIONAL THESPIAN Mark Hamill and the latest in video technology showed the gaming world how

full-motion video could advance the art of storytelling in games.
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lie wasn’t even dead yet—but what the hey, it looked

and sounded so good. And you weren’t even alone in

the fight; there were other personalities fighting

alongside you with their own unique styles and atti-

tudes. Even better, the story and missions to be flown

branched along different paths depending on your

success and failure, like one of those “Make Your Own

Adventure" books we read when we were kids.

Hot on the heels of Wing Commander's success came

a couple of mission disks, and then Wing Comimjder 2,

with improved graphics and intelligence, taking the

universe and turning it upside down. All the fame you

had gained by defeating the kitties in the first game

vanished, as a cosmic frame-job forced you to start at

the bottom and re-earn the respect of your fellow pi-

lots. As in the Ultima series, characters followed you

from game to game and became, if not friends in a

weird sort of way, at least familiar faces. Along with

better programming, the SF technology created faster

ships and deadlier weapons for both sides.

At about the time of WC2, Origin wisely began to

flesh out their little Universe with associated Wing

Commander games, all of which have been covered in

other sections of this m-

view. These serve

purpose of establi

WC as a real franch

well as keeping in

up while work on th

revolutionary WC3 \

progress, a multi-

extravaganza in

sense of the word a

most expensive cor

game ever created

on the identical gar

concept as the first

WC3 used full-mo-

tion video, live ac-

tors—with the

stature of Malcolm

McDowell and

Mark Hamill—and

SVGA graphics

near in quality to

computer-generat-

ed SFX for TV

shows.

Together, the

three main games

are almost identi-

cal as far as game

mechanics and

controls. While the first game is graphically simplistic

compared to the latest offering, its flight mechanics

are nearly identical, so one doesn’t really get to learn

much by starting at the beginning and novice gamers

may find things a little fast and complicated for

them. On the other hand, anybody with some fiight-

sim experience will have a field day. and WC3 does

allow for multiple skill settings that can make the

game enjoyable for any player. And just for the sake of

continuity and a good story, I encourage people new to

the series to start at the beginning. It’s more fun to

see the live actors playing roles that have become so

familiar, and the first two installments of the WC se-

ries are very easy to get at a good price these days,

being the second most bundled pieces of software in

the CD-ROM world.

VODA IS MY CO-PILOT
Meanwhile, on the other side of the galaxy we have

LucasArts and the Mother of all Space Operas, Star

Wars. Although Wing Commander came first as far as

sims go, it probably owes its existence to the movie

that revitalized SF on the silver screen and spawned

X MARKS THE SPOT Larry Holland's WWII flight sim experience served him well when

he designed X-Wing, which set the “look-and-feel" standard for space combat.

riod. Take what you read in the CGW preview arti-

cle last year and multiply it by four and you have

the game in it’s current state.

CGW: That’s an impressive accomplish-

ment.

OS: The neural net has been revamped to

immense proportions. I mean the entire game

lives and everything is free form. It will support

campaign disks, add-on modules where you

switch to a first-person perspective and walk

through the BATTifCRUisER. Not only can you fly the

Battlecruiser and four interceptors, but you can

now fly the shuttle and deploy ATVs to ride along

the planet surface to explore. It’s a complete com-

mander’s game. It has eight different flight mod-

els built in for the different vehicles you can fly. If

you went to the store and bought Wing Commander

3, Falcon, Breach, Earthsiege and then Dark Forces

you still would not get the equivalent of Battle-

cruiser.

CGW: Now that you mention Falcon, how

much will resource management be a part of Bat-

tlecruiser?

DS: The flight model for Battlecruiser is ac-

tually built on top of the resource management

system, You have access to your entire crew who

are moving around the ship eating, breathing and

doing things. If a crewmember gets tired they will

walk to their quarters and if combat is occurring

and they get injured they will end up in the med-

bayinstead oftheirquarters.

CGW: Any plans for a network module?

DS: Yes. I don't have the networking built in

because it is a complex issue in itself, but I do

have plans to have a multi-player version avail-

able for on-line services and the network version

will probably ship with the first mission disk or

the boarding module. It will allow the game to be

dissected into 16 different alien groups and allow

players to join any group and help or hurt each

other.

CGW: Well, this all sounds veiy ambitious, I

wish you luck and know space-sim fans are root-

ing for you.

DS: Thanks.
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SO many imitators. Larry Holland, fresh from his suc-

cessful WW2 triumvirate, BattieHawks 1942, Bahle of

Britain, and Secret Weapons of the Luftvwfe, took all his

experience as a pioneer of the flight-sim world and

applied it to the depths of space, creating the leg-

endaiy X-Wing, With a built-in recognition factor that

made marketing executives slaver like dogs at a

Pavlovian bell festival, plus a kinder, gentler learning

curve and a flight model that gave a real sense of be-

ing in a fighter, X-Wing was an instant hit and sud-

denly there were two horses in the race for our

space-sim buck. Lucky for us, and the companies in-

volved as well, most of us eagerly bought and played

both.

X-WiNG was true to Larry Holland’s design philoso-

phy; it looked and sounded exactly like the "period” it

was meant to emulate, it was easy to pick up but

harder to master, the player was always at the center

of the mission and, while the enemy pilots were com-

petent, your own wingmen tended to be on the useless

side; all the more glory for the player, 1 suspect. Also

reflecting a more traditional flight-sim aesthetic, the

campaign game had a story to it, but it was purely

linear; the player either succeeded at a mission or

tried, tried again. The lack of a branching story

cramped a bit

but allowed for

many more mis-

sions to be laid

out before the

player. X-Wing

also followed in

the footsteps of

Secret Weapons

by creating add-

on disks featur-

ing other

"famous" Rebel

fighters, namely

the A. B and Y-

Wings which

made for more

missions and

more details of

the Rebel mili-

tary.

While this

early segment of

the series was a

hit, Holland did-

n’t try playing it

safe; instead,

he took a walk

on The Dark

Side and devel-

oped TIE Fighter.

Here was the

chance to play in

the real high performance machines, and move in the

really scary political circles of

the Empire. To bis credit, Hol-

land not only tried hard to give

the game the proper “Champi-

ons of Law and Order” fascist

feel for the Imperial Navy, in-

stead of just giving you the im-

pressions of thousands of guys

shuffling around in Star De-

stroyers congratulating each

other on how evil they are, but

he also stuck to the "reality”

created by The All-Powerful Lu-

cas. Even though a designer

might be tempted to make those pesky little TIE Fight-

ers a little more durable for the sake of the player’s

happiness, he retained the feel of the movies, and

TIE’S remain the Zeroes of Space. You better know how

to fly fast and hard if you want to survive a mission.

TIE Fighter also showed that the Star Wars series of

sims were not only loosely following literary develop-

ments in the Lucas Universe, but that the sim line it-

self was going to be a dynamic entity. Many of the

limitations of X-Wing were addressed and improve-

ments made, aside from the obvious ones of graphic

quality and frame rate. Though the missions were still

linear and failure still meant repetition, there was

less of a "puzzle-solving” feel to things, and the story

line became a truly interesting thing with betrayal

and intrigue surrounding the players in every mission.

The add-on disk. Defender of The Empire, continued to

develop the twisting plot and complex missions where

one must fight not only for The Imperial Navy, but also

for the Emperor himself, and sometimes the two have

opposing desires.

As for which of these two great Sim-lines is the

best, 1 leave that to someone wiser or pickier than I.

For some, the Star Wars sims are number one because

they just "feel” more like a starfighter; others swear by

the branching missions of the Wing Commander uni-

verse, and eagerly await the next generation of ships

and weapons. Certainly WC has diverged into the

strange world of game-movies, while Star Wars re-

mains true to the spirit of the flight simulation. All I

know for sure is that while The Big Two continue to try

and outdo each other, the space gaming public will be

the ones really coming out on top.

THE SHAPE OP THINGS
TO COME

This current wave of space-sims shows no sign of

breaking yet, and there are many titles yet to come in

the next year or so. For the arcade pilots out there.

NEED FOR SPEED Apogee’s Terminal Velocity will offer intense action and

multi-player competition in a futuristic milieu.

THE TIES THAT BIND LucasArts' TIE Fighter added gouraud shading to the X-Wing flight

engine, and shady morals in a pro-Empire storyline.
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LOOK FAMILIAR? Microsoft’s Fury^ uses the same graphics engine as

Terminal Velocity (previous page), but it will be Windows 95 only and won’t

support network play.

both Microsoft and Apogee are currently developing

entry-level starfighter-sims, with the accent on

ground attack on beautifully rendered

alien worlds—a kind of Descent meets

Magic Carpet. The Apogee offering, Termi-

nal Velocity, will arrive first, and recent

version look great, while Microsoft is

currently calling their sim Fury^, and it

boasts very high frame rates in both

WiNDOV/s 3.11 and '95. Both games will

be offering smart enemies and dynamic

worlds riddled with tunnels to find and

explore, but I suspect the edge will go to

whoever offers multi-player network ca-

pability first.

Interactive Magic, the new company

headed by MicroProse founder "Wild

Bill” Stealey, will submit an entry into

the genre this Christmas. Star

Rangers is, in Stealey’s words,

“an homage to Star Raiders,” the

Granddaddy of all space combat

games, originally released in the

prehistoric days of the Atari

2600. Indeed, the mission struc-

ture is modeled after Star

Raiders, which is to say that the

player will hyperspace around

several sectors of space defend-

ing bases against attack. The

graphics will be Super VGA, but

they probably vron't challenge

the established competition in

the genre. Still, Star Ranger’s

might make for a nice bit of nos-

talgia, and, with its adjustable

difficulty levels, should be a perfect game for new-

comers to space combat and the junior star pilots in

YOUR SPACE OR MINE? Players protect a human mining colony

from alien invasion in Domark's upcoming Absolute Zero.

the house.

Domark will be applying its tool

kit technology to a different kind of

space-sim, called Absolute Zero,

where players will be forced to de-

fend colonists on Europa from an

alien menace hidden deep under

the ice. Instead of the usual mili-

tary might at the disposal of play-

ers, pilots on Europa will have to

make do with weapons and ships

cobbled together from mining

equipment. Whether this game will

mount a serious challenge to The

TIME WARP Interactive Magic's Star Rangers is a blast to the ancient Big Two should be better known by

past, being a tribute to the first space combat game. Star Raiders. the time you read this, as it should
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Stunning graphics,

exciting action sequences,

a visual feast.”

— Johnny L. Wilson
Computer Gaming World
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be on the shelves. Later

in the year, Domark will

follow up with Berserker,

a space combat sim set

in the universe created by

SF author Fred Saberha-

gen. Although the details

of the game as still

sketchy, the Super VGA

graphics look very nice.

As for The Big Two,

their plans continue

apace, but both compa-

nies are relatively mum

about details. Rest as-

sured there is more cine-

ma in the future for Wing

Commanders, and other

portions of the Star Wars

universe will be fleshed out before the Imperial Navy

is done. As it stands now, Wirg Commander 4 is due out

around Christmas, using much the same engine as

WC3, while the Privaieer 2 project has become a full-

fledged multi-media extravaganza and will arrive

sometime in ‘96.

Of course the sim that everybody is still waiting to

see is Derek Smart’s Battlecruiser 3000 AD, which is

seemingly about to see the light of day. BC3000

THE BIG PICTURE If it’s ever finished, Battlecruiser 3000AD could be the most

comprehensive and sophisticated space game yet.

THREE in space-sims.

I personally would like to see sims take a turn to-

wards detail as the technology begins to even out a

bit. While the sims we have now are great, there is

still no equivalent to Falcon 3.0 out there, wherein the

full implications of managing a squadron are worked

into the sim—and of course, multi-player linked mis-

sions would be nice. Being able to get through a plot-

line with the help of a friend would be a pleasant

switch from the solitary

nature of space

games. It also might

be nice to see other SF

properties developed

as sim themes. While

BattleStar Galactica

has faded from memo-

ry, it might be fun to

play against the back-

drop of Babylon 5's

warfare and intrigue,

and most of the com-

puter graphic work has

already been done.

Regardless of what

products actually do ap-

pear and how well they

perform, you can be as-

sured of two things; there will always be another

space-sim just around the corner, and the best ones

will probably make you upgrade your machine in order

to play them,

BITE THE DUST, SPACE CADET Domark's forthcoming Berserker is a space com-

bat opera starring an alien menace of Fred Saberhagan's design.

promises to be far more of an immersive experience

than anything yet seen, with the player responsible for

the actions of an entire cruiser as well as auxiliary

ships in a dynamic universe. If this game turns out to

be half of what its designer says (see sidebar), then

by this time next year we may be referring to The Big
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Dances With Dinos
Kvkrvone (or A1.-

Mr)ST E\’ERVONl-:)

LOVES DINOSAURS,

SO it’s not surpris-

ing to see a procl-

iici wlicre they pla)’

a major part in I lie

story. Lost Eden, the

new adventure game From Vir-

gin/Cryo, takes place on a sort oF alternate Earth

where dinosaurs ha\’e ei'oKed into sentient be-

ings, although not much more than that; aside

h'om being able to sjicak, lhe\’ still live like di-

nosaurs.

Dinos and humans used to gel along well, until

the rise oF Moorkus Re.N, ol' the breed T. Rex. He

gathered up his brethren ;md began a campaign

oF slaughter and carnage

throughout the land. Only

one place is secure From

this rampage: the great

Citadel oF Mo, an impreg-

nable Fortress in the land oF

Mashaar. Huge and inde-

structible, the Fortress pro-

vides a saFe place For the

people oF Mashaar, and is

the home oF the story’s

hero. Prince Adam.

Adam dreams oF redis-

covering the secret oF

building the citadels (lost

thanks to the treachery ol'

his own grandFather) and

oF reuniting the pojiulalions against the Tyran-

nosaurs. ’Eiiese actions l()rm the basis oF play in

Lost Eden.

‘Hiat’s a bigjob, and .Adam isn’t leFt to do it by

himselF. He has several traveling companions

throughout the game; some are with him to the

end, others For only a short time. Some are di-

nostinrs, and some are human, 'Lhey provide

Price: $49.95

System
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compatible 486SX-

33 or better, 4 MB
RAM, VGA graph-

ics, 2x CD-ROM,
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Sound Blaster
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help and occasional advice din ing the c|uesi, but

the main burden rests on Adam’s shoulders

alone. He is, after all, the leader.

‘I'he action starts in the Fortress oF Mo where

.Adam must First relearn the nieiins oF citadel con-

struction. After that—and persuading his reluc-

tant Faihcr to allow him to leave the

Fortress—Adam begins his joui'iiey across the

lands to I'eunite humans and dinosaurs.

Interfacing with the game is simple, and quite

reminiscent oFDr.\(;()N Lore. The graphic style

and |)rescniation are similar to Mindscape’s

game, although instead ol' a dragon cursor, you

have a small cube that changes into various icons

as il moves over hot spots on the main screen. A

hand appears on items that can l)c* taken, while

an eye indicates something you may want to take

a closer look at. An airow

apj)eai'ing on the cube’s

surface means yon can

move in tlitit direction.

Below tbe main screen is

the scrolling inventoiy bar,

showing what Adam is car-

lying with him. AJjove the

main disjday is the com-

jxuiions screen, with small

jjortrails ol .Adam and

those who are cuiTcnih’ in

his party. Clicking here

brings up a Full screen

showing all tbe party mem-

bers in delail, and you can

then talk to them or give

ibem objects from tbe im'enioiy bar.

.Movemeni is accomplished in one of two ways.

On the edge of a land, the travel map comes tip,

and clicking on am’ available ai'ca takes the part)’

directly there. Once in ihc land, the group moves

Irom location to location via the arro\\'S on the

tumbling cube.

Oonversations arc a one-way sn ccT. Adam him-

SCORPIA SEARCHES

FOR AN ADVENTURE

GAME PARADISE IN

VIRGIN’S LOST EDEN

by Scorpia
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FOREST OF THE APES Each map location has people who need your

help; unfortunately each races’ problems are exactly the same.

self never speaks; oihei's (alk lo him when

he lii'sl ineels ihem, when he .show.s/ollers

them some object IVoni the inventor)’,

when lie clicks on someone in the com-

panions screen, or sometimes sponta-

neoiislv in certain sitiiaiions.

I he game supports onh’ Sotmcl

Blaster atid ,Acl Lib cards: if you

don't have either ol’lhose, or can’t

emulate them. \()u can turn on

the .subtitles, which displa\’ text in

place of speech. This wise pro\'i-

sion (which more games ought to

have) thus allows )’ou to play I.os't

F.t)!:x regardie.ss of sound card.

(iame cotnrols are brought uj3

by clicking on .Adam bimselfin

the com|)anions screen, d'his di.s-

plays the save/reslore I'lmctions,

music and speech \’oluine bars,

and the tape replay. In case you

mi.ssed .something in a speech, or want to

rex'iew what you’ve heard recently, the re-

play allows y{)u to hear again any oCihe 32

most recenl comments made.

Lo.sr l:!tii;N rati cleanK'; the game never

crashed or exhibitetl other bi/arre beha\'-

ior. Kvetylliing worked as it was suppo.sed

to. which, alas, is something oC a minor

miracle the.se days.

Foi' all that, the game is not without its

diawbacks. Much ol'the action is repeti-

tive; .Adam treks IVom \';illev to vallev, do-

ing mostly the same things to get the

cittidels built. That doesn't mean the game

is strictly linear; a fiiir amount of running

back and Ibrth beUveen locations is neces-

sary beCore the citadels can be f'ulh' con-

strticted.

Still, phi)’ becomes

mechanical alter a

ivhilc, e\’en with a lew

interesting jdot twists

involved, and the game

descends into a dreaiy

round of rote actions.

None ol the jni/./les

(such as they are) are es-

pecially dinicull, espe-

ciall)’ if )’ou just follow

along as suggested b)’

the various characters.

The save gtime fea-

ture is irritating. You

ha\’e only tliree slots,

and they are titiiomali-

cally named lor you. Unlbriunalely, they are

named b)' location and visit, and you can’t

change that. For instance, when you .save at

the start of the game, it’s called "Citadel of

Mo 1.” All the saves you make while in the

(atadel are called the same thing. Al'ter

THE BEAUTIFUL PEOPLE Although this group looks straight

from a prehistoric Beverly Hills 90210, each party mem-
ber plays a valuable, albeit completely programmed role.

you’ve been out a while and return, the

saves are named “Citadel of Mo 2."

/Vftcr a few saves, it’s easy to lose track of

which one is the most recent, and there are

times when you might want to go back lo

an earlier position instead. Lhiless you’ve

been noting dotvn the saves on paper, you

may end up tiying all the positions to find

the one )’ou \vant. Surely it would not have

been dilllctilt for the designers to allow’ you

to name )'our own sa\’es.

Overall, Lo.sf Fdkn is n step uj) li'om

Dic-uiox Fork, having at least a real stoiy

to it. but more diversity in the jdaving

wotild have been welcome, rhis one is

more a game for the novice adventurer or

famil)’ play (dinosaurs being likeh’ to ap-

peal lo children); experienced gamers are

likely to find it no more than an idle after-

noon’s entertainment.

ERRANT EDITOR ERRATA
laist i.sstie, soriy to say, some ham-hand-

ed editor inserted an error into the open-

ing paragraph of my article on S roxK

PRoi’iiiri.

For reasons knotvn only to himself, the

editor in.serted the subtitle ‘AVake of'I'he

Ra\ ager'' after “Ravenloft,” thereb)’ caus-

ing great confusion, jn’ompiing puzzled

calls to .SSI, and making me look like an

idiot. Kveryone (well, almost everyone)

knows that Rw'KX'Loi-’r and D.ark Sun are

two septirate and independent series. Hew
a title from one became attached to the

other is a mysieiy, but 1 w'ould like to deal-

that uj). BelowA therefore, is the correct

paragraph as originally sent to CGIT. My
apologies lo all who w’cre in any way in-

convenienced by the error.

liu'EiXiniT: Till- Sroxi-: Prophetfollows in

ihv wake of the original Rw'EXloit and Mex-

/.oiiEi{ii\X'/.\x. It isn’t exactly a sequel lo thefirst

game: while yon can transfer in characters from

Ji WEXLOlT {but not Mex7.o), there isn’t much

connection between the two products otherwise.

'Fhere are a couple of other mentions of

"Ravager” in the text; when you see them,

simpl)’ .substitute the word "RaNenlofl’’ for

a correct reading.

Also, l{)r sjrace reasons, a paragraph was

excised from the article that mentions a

small but important Haw in the conversa-

tion iiiieriiice, w’hich I no\v add here:

On a minor note, the appearance of "talk bal-

loons" is inconsistent. Ordinanly, when the cur-

.wr touches on someone (or something) that you

can talk lo, it changes into a little balloon with a

question mark on it. llmumw, often this did not

hajfpen in the village; the ciasor stayed the .same

when it passed over many of the inhabitants (in-

cluding some important ones), and the first time

around, / mi.ssed a few things there.

Since you can pick up a couple of "karma-

building" quests by talking to the villages, it’s

important to know that you can, in fact, speak lo

Ihem. Kspecially if things go wrong at the Har-

vest Temple and yon need .some extra brownie

points.

j\ Ve offer our humblest apologies to our read-

ers and Scorpia for the eirani edit. We would

.sack the responsible editor if he hadn 'I already

sacked him.self -Ed.} W
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SPOCK
WOUD

i\sk for Absoliilo Zoro ;it your local software retailer or call us direct at 1-800-695-GAME.
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HARDTOPIAY.



HARD NOT TO PLAY.

for milli-fhiyer riclion, use a

inac/eni lt> flay (i^aiiisl a buddy.

Or. gel on u nettrork and chal-

lenge lip to three other players!

Shinning te.xtiire-inapped

graphic.'i enhance the realism

and intensity ofbattle, as does

the inclusion ofsererai land-

marks such as Stonehenge.

If you enjoy instmctioii manuals and learning curees from hell,

then you’re looking at the wrong page. But if you’re looking for fast-paced,

mulli-player tank warfare in which hair-trigger reflexes and nerves of steel

are the only things that keep you breathing, you’re on the right track.

Tank Commander from Domark slams you into the heat of the

battle. With some of the world’s most lethal, technically advanced weaponry

at your fingertips, you’ll be directing artillery strikes, analyzing satellite

intelligence rtnd orehestrrrting aerial rrssaults not long rrfter it’s oirt of the

box. You’ll quickly discover wliether your survival instincLs measure up as

you command your tank unit in tncretrstngly difficult missions against

ferocious, heavily rtnned forces sworn to your speedy destruction.

For the ultimate battlefield adventure, challenge a friend by

modem or compete with up to three other players over a nehvork. Hither'

way, it’s trial by fir'e arrd you’re in the hot seat. Everyone is counting on you

to brirrg them home alive. Can you deliver?

Ask for Tank Coramrmder at your local softwar'e

I'etailer or call us direct at 1-800-695-GAME.

n

Thegame includes overforty

challenging missions and will

lest your.skill and courage

against airborne enemies like

this Apache gunship.

/|y commander, call in your

own sijiiadron oftank-busting

A-!0 Warthogs to thwart enemy

advances in desert missions.
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GAME HINTS

The Secrets Of
‘

Discworld
Scorpia Leads A Tour Through Psygiwsis’ Latest Adventure

S
O, ITIli SL'MMERTIMK IS Ll'ON IS,

AND ONCE A(;AIN i'kKl) IS I.OOKINCi

l-ORWARn TO 'I I IK ANNUAL GRUKS

Convention in Colossal Cave

(held, as always, in the Dark.

Room). It’s about all he has to look idr-

wavd to this time of year, which, lately, is

more lluin garners have had; the warmer

months aren’t noted lor being bountiliil

in new releases. The market (latlens out.

as it were, and speaking ol'Ilai...

Discworld is a tough and zany ad-

veniui'e game based on Terry Pi-aicli-

elt’s books; if you’ve read any of them,

you nuiy have some idea of what’s in

store for you. If you luu’en'i, not to wor-

17; the game isn’t deri\’ed from any of

them in partiailar, just set in the envi-

ronmerit of Disovorld.

d'he game is divided into lour acts.

During each of the I’irsi three,

Rincewind (our liero) collects a bunch

of impi'obable items, and in ihe founh,

has his linal confrontation with Big Red

(the dragon, of course), Hold on lo

eveiything you come across in this one;

some items are picked up early and used

later in another -act, so don’t assume an

object is worthless because you can’t do

anythitig with it right away.

An important aspect of I he game is re-

visiting locations in eacli act; often new

items will have apj^eared in them. So

whether or not a place is mentioned, )’()u

should always look in on it to see if any-

thing is there, This is also true of talking

to people; some of them have new things

to say each act, so be certain to ha\e a

chat with eveiyot^c.

items to build a dragon locaier. It’s best

10 talk to ihe Arch-Clumcellor before vis-

iting the libraiy, olhenvi.se yoti won’t get

veiy lar down there. Once you have ihe

dnigon book in hand, read it lor yourself,

so vou know what Rincewind has to pick

up; the Arch-C’s rendition of the items is

a bit obscure.

In the dining I'ooin, you’ll vv;mt to pay

s|)ecial attention to old Windle I’otjns, jxir-

licularly what he’s holding, 'fhis is a good

and a fascinating little tale i'rom the

Scared Guy should revive Rincewind for

more action.

A (luick swing through the Lively Stable

and Palace, and Rincewind is about ready

to poke into the .Alley, d'he view from the

roi^ftops is maivelous, especially the tower

in the Ijackgi'otiiid. Yes, that is the di'agon

acro.ss tlie way. If you reflect a liille, what

to do here will become obvious.

.As long as you’re here, drop in on the

•Vlchemisl and see if any corny ideas

pop into your head (Rincewind needs

that imp more than the Alchemist

does). Finally, a return trip lo the Uni-

versity and a j)eek through the window

in back sliould provide our boy with

the last of ihe locater items.

COUNT THEE NOT UNTO FOUR...BACKWARDS Infiltrating the

Brotherhood requires a lot of time-travel. Ooing a little

research in the library will put you on the right track.

ACT I

In this episode, our hero gathers live

place to make ti clean s^\'eep. By now

you’ve seen most of Unseen University,

and it’s time lor ihe gretit outdoors. The

'I'own St)u;ire is a good place lo begin.

Remember that being in (he middle of

things can net ^•ou an item, but only if

Rincewind is persistent. A chat with the

lovable streel uirhin brings a handy (ha!)

skill. Don’l overlook ihe man in the

st(.)cks, and leel free to cxpi'ess yourself al

his exj)ense a couple of times.

.A tour of the Street should prove inter-

esting, especiallv the barber shoj). Do

lake a good look at his customer before

indulging in conversation. Then a stop ;it

the Bi'oken Drum for some refreshment

ACT II

Rincey collects six gold items from

the Brotherhood to free the dragon

from tlieir enchantment. This episode

is a complicated one, because

Rincewind mtikes several tri])s through

L-Space, trtivelling back in lime to the

pres'ious night, and has a lot lo do in

botli the past and the present.

The first order of business is learning

who belongs lo the Brotherhood, which

means spying on the theft of the libraiy

book (do iial prevent that from hajjpen-

ing!), and then getting inside the hide-

out. That last can't be done on the first

visit, btir while you’re here, also slop at

the inn, park, street corner (the light is

important) and tavern.

On the day side, you’ll want lo see if

anything is hanging on the line next lo

the privy by (he Fishmonger’s. If not,

Rincewind neglected lo do something last

evening. If yes, another trip lo the tavern
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rwo computing giants, New Worid Computing
and SimTex Software, team up to give you the

aiggest strategy game of the year:

VIetai Lords: The inner Circie.

fou buiid and control

luge robot fighting

droids. These incredible machines of doom are

the ultimate weapons in a lightning war of Inter-

planetary conquest. In Metal Lords, you must
isolate your enemies, fend off an alien men-

ace, and most of ail, think and play BIG

or rival Lords will eat you for lunch.

• From SimTex, The
Makers of Masters of

Orion and Master of
Magic

• Build Custom
Battle Machines

• Unique
Combination of

Diplomacy and
Combat

Diverse-Mission
Objectives

Hiynmm GaMPUTimmavailable at your local software retailer or order direct froi^eW WocIcL.

Computing at 1*800-325-8898 (818-889-5650 outside the U.S.). or by mail:

>0. Box 4302,Hollywood,CA 90078-4302. ^
RO. Box 4302, Hollywood, CA 90078-4302

© 1995 New World Computing, Inc. Metal Lords is a trademark of New World Computing..New World Computing and its dl^lnctive logo are registered trademarks of New World Computing, Inc.

New World Computing Inc. is a wholly owned subsidiary of NTN Communications,Inc. All rights reserved. IBM screens shown. Actual Screens may vary.
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and our hero sliould l)c ready to enter

the hideout. Now lie know.s who’s respon-

sible, and the seriou.s wui'k. of collecting

tlie gold items can begin.

The jester is an easy one; it’s hardly

worth mentioning how he gets trashed.

However, if gral)bing his item is a prob-

lem, perhaps the solution will come bub-

bling up from your mind in lime.

At tile barber’s you should see a cus-

tomer in his cliair. Il'nol, Rincewind has-

n’t talked to the Dibbler or given

something to someone. Of course, you

have to get rid ol'the barber, but he’s still

lovesick, so tliat ought to be simple.

By now, Rincewind is probably longing

for the Avide oj)cn spaces, and should

ha\’e the gate pass. There’s no one

at Nanny Ogg’s, but don’t leave

empty-handed. Ditto for the Edge

ol'The World.

Our hero has likely had his eye on

a certain bell buckle. He’ll have to

give the owner that “get up and go”

feeling, but certain preparations are

iiecessaiy beforehand. Tty not to get

all tangled up, or go to pot.

It’s about lime Rincey proved lie’s

a man, and Big Sal in Shades can

definitely helj) with that (if he’s hav-

ing trouble getting the “special,”

Rincewind hasn’t been reading the

right door at the right time). This

makes obtaining the fourth item ridicu-

lously easy, and while you’re in the vicini-

ty, Rincewind might just as well drop in

on the thief and help himself to the key.

I'oo much noise? 'I'ly a little padding.

That leaves one more item, and the

lirocedure is a bit complicated, recpiiring

a bit of stufllng in the right place, and a

blowout down below (Rincewind did, of

course, note the boxes by the ciy gate?).

Noiv the dragon is free. Yay! Unfortu-

nately, it wasn’t hapjiy about being ensor-

celled, and wants some revenge. Ooops.

'I'hei'e’s nothing for it now but to prevent

the summoning. Uheck out Nanny Ogg’s

stall for a cfiuple of things. ReiTiembcr,

you can’t just lake the libraiy book; you’ll

have to do sometliingwiih it.

ACT III

Dai'n, all that work, anti the dragon is

still around, 'fhe only possibility, it

seems, is for our boy to collect another

bunch of items to prove he’s a hero, and

then confront (he dragon. In this act, it’s

important to talk to people to find out

what items denote a hero, so you know

what to get. Many new objects have also

shown up, and going around to all the lo-

cations is a must.

Spetiking of locations, a neiv one has

appeared in the game, namely a dun-

geon at the palace. A couple of old

friends are there for (haha) a stretch. If

Rincewind can’t do anything here, maybe

he’s not feeling cranky enough. Oh well.

At the inn, Rincey may have trouble

talking to the morose sailor. Ri-obably the

dog hasn’t had its calcium ration (odav.

you’ve noticed the man's decorations.

Finding Folly isn’t hard, but getting

her is another matter. Rincewind will

have (o do something not ap|)roved by

the ASPOA. Even then, the jxii'i'ot may be

out of reach. Our boy will need a new

handle on things. Good thing Windle

Poons is still around. Wlien you lose the

whistle, liy a hat trick.

There’s still the matter of that elder-

berry wine for the Dwarf. As long as

Rincewind is I'eturning the parrot, he

may as well check out the bedroom door.

And there’s no need to be nice tiboul it,

either (by the tvay, when you do gel that

wine, don’t give it to the luggage).

Round about now, you ought to be

able to get the barber back to his shop

anti talk to him there. Well, transfers are

better than needles any day. 'loo bad the

lovable sti'eet urchin isn’t coopertiling.

Rincewind will Just have to steal the item.

Note how the kid holds it over his head;

a new angle of attack is needed here. The

dunny machine (or pai't of it) will be use-

ful here.

We haven’t been to the Alchemist’s in a

while, and now would be a good lime to

visit. Once you gel him out of the way,

helj:) yourself to anything you may not

have, and then look in on the Lively Sta-

ble. 'fhe bumper bar is im|)ortant. Not

only do you llnally “gel the number of

that donkey carl.” l.ady Ramkin’s Drag-

on Sanctuaiy shows u]) on the inaj>. She

has a few things you’ll be needing.

And let’s not forget Nanny Ogg; that

truth potion of hers can come in hand)’

when dealing with the less-than-humble.

Sony to say, this time Rincewind re-

ally does have to kiss her.

Speaking of braggarts, a fourth

picture is necessaiy, but sea life Just

won’t do the trick. Something a bit

more cuddly is called for. 'I'hal will

get you to the 'I'emple of Ollier. Re-

garding ilie Monk in the ^vay, it

takes a rugged man to deal with

him. As for the temple (or rather,

the aliai-), I say only “Indiana

Jones,” which should be more than

enough.

So now our hero really is a hero.

Unfominalely, he blows his million-

to-one chance of dispatching the

dragon. .All that work, and the world still

hasn’t been .sa\'ed. Obvious!)', Rincewind

needs a netv approach.

ACT IV

This episode is extremely short and

fairly obvious. Rincey needs just three

things: the I'ighl dance step, a small ex-

plosion, and a slapstick comedy act, .And

they lived happily ever after (and 1 want a

copy ol'thal clickie....).

^Vhew! 'I'hal visit to Discworlcl sliould

hold you for a while. In the meantime, if

you need help with an adventure game,

you can reach me in the following ways:

On Delphi: Stop by the GameSIG.

On GEnie: Visit the Games Round-

Table (tyj)e: Scorpia).

By US Mail (enclose a self-addi’essed,

stamped envelope if you live in (he U.S.):

Scorjjia, PO Box B38, (iracie Station,

NewA'ork, NV 10028.

Until next lime, ha])}))' adventuring!

This could be a sticky situation. When

BARBER'S HEAD REVISITED Avoid a close shave later by ask-

ing the right questions now—the lady and our hairstylist are

more closely linked than they might at first seem.

you fmally do have that chat, be sure
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REVIEW

Gemstones
in the Myst
Jewels of the Or/\ci.e Casts The Puz^c-Adventure

In A New Light Of The Same Color

by Peter Olafson

I

’ve never really liked pn/zle games

all that niudi. Mainly, I suppose, be-

cause [ am not veiy good at them.

Sure, I still play them—die\’ drive

me crazy', yet 1 am strangely attract-

ed lo them. But in the long run, they

make me leel siujjid. /\nd 1 don'i like feel-

ing stupid.

1 suspect jHi/zles are like chess in tlial

you are good at tliem to the exieni that

you can see ahead. And I’ve never mas-

tered iliat projdietic art. My cousin Nick

knocks oir puz/.les as though he were

washing dishes or writing checks. My dad

couldn't start his day without llrsL solving

the “\Vf)rd jumbles” buried in the Classi-

fied section. My wife completes crossword

pu/./.les as easib’ its 1 tie m)' shoes.

But )iiy relationship with brain twisters

consists of the following: I stare heljdessly

at them and they stare impatiently back at

me, disgusted at my inadequacy. We are

brick walls, both of us, and nothing much

happens except mortar dust falling. Puz/.le

games, obviously, are .some kind of inside

Joke, <tnd while I’ve been gninted a guest,

pass to the pool and the putting green, I’ve

never learned the handshake.

1 .still don’t know the hiindshake, but at

least now I no longer feel stupid (well, not

as stupid). For this, I have to thank |t:WKl.s

oi-'fiii'; OR-vet.!' (Jt'Wf.t.s), Discis’ gem of a

pu/zle game for the Macintosh and Win-

dows, which, while it sometimes persiiti-

siveiy simulates a brick wall, is delightfully

Iree ol'unreitsonable barriers.

A FOOL'S ERRANO?
jt'wtu.s builds on the jm/zle-game-;is-

adventure concept I'lrst popularized by

CililT Johnson in 'ritr Fotn.’s EkiCANt).

'Idtat is, tlie puzzles do

not exist merely for

their own stike. ’I'hey tire

building blocks toward

something larger—in

this case, a test of charac-

ter. Desjdte the clocu-

menttition’s talk, this is

much more of a game

than ;i “place.” 'The btick-

ground postulates a lost

complex built by a pre-

Sumerian civilization for

the purpose of honing

logic and reason. Those

who successflilly comjjlel-

ed its trials were desiinetl

for good things. Those who didn't. ..well,

weren’t, You know the routine; liiere’s

good and not-good-enough and not much

in-between in computer games.

'Fhis is hardly another “15” (you know,

that little sliding tile puzzle where you

have to rearrange ntimbers in sequence),

(hough there are a couple of very neat

turns on tlnit mother of all sliding-block

puzzle games in here. You’ll notice the

7 rii Gufs'I' inlluence right away as you

navigate your way through the stony but

lavishly modeled environment.

Your principal workplace is a circular

chamber with high windows, three hiero-

glyphic doors and a central well. Once

you’ve sorted out your task in the altar

room (retrieve the scattered jewels), a)>-

proached the well I'iin from any of six di-

rections and depressed one of the 24

unadonied bortler stones, a green-tinted

PUZZLE OF THE ORACLE Several puzzles require that you figure out

the rules before you can solve them; here you have to match these

seemingly random objects together in pairs.
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CENSORED

Play liliule fossMities and participate in nur 35 hat, intimate encaunters!

There are literally thousands of possible storylines with the exclusive

company of 4 eager female hardhodies exposing 15 erotic tropical

locations in this 2 1/2 hour VR Cinema'c'^i interactive experience. We

broke oil the rules end defied most laws of physics in creating the most

talked about game of 1995.

inTEHflCTIUE CinElllfl

1
- 800 - 714-7349

Quicktime and the Quicktime Logo are trademarks of

Apple Computer, Inc. used under license.

Circle Reader Serwce #319

bloopers video tope is absolutely free

with every order. The hitorious, behind

the scenes oOivities, foulcips, bloops

unovoilnble to the puhiic...until nowl



MISTY INTERFACE Jewels of the Oracle has a MYST-like quality, although

the environment in Jewels is more a wrapper for puzzles than a full-

blown adventure realm.

rcjjreseiilalion of a pii/./.le appears within

llic pool, (ilitk on ihis, and you arc tnins-

ported to the relevant room amidst, a bitize

of lights, which could rcllccl either an out-

of-bod)' cxjTerience or pre\'iousl)'-unseen

archaeological Hoods, ll all depends on

the level of niysticisin with which you ap-

proach this project.
1
guess.

.-\nd here, well, maybe over (here just a

bit, is the puzzle. Usually its location is ob-

vious the moment vou arrive, but now and

then you'll ha\ e to .seek it out by stumbling

around in your immediate environment.

NEWmHCLED CLASSICAL LOGIC

'lliese conundrums work on a lot of lev-

els. I'hey are clever yet, rarely ever seem

too smart Ibr their own good, fhey treat

conventional problems in innovatixe xvays.

A maze is spread o\’er six sides ofa cube. A

sliding-block puzzle uses gravity. And while

puzzle games tv'pically adopt a liandful of

themes and stick to them like glue, each of

Jkwels’ rooms leaves the impression ofbe-

ing one ofa kind. Upon rellectif)n, you’ll

be able to pick oul certain themes, but it is-

n’t so {)bvious when you’re playing.

Some of these games,

varialitms on 1-1 i-Q and

Soko Ban, will he instant-

ly lamiliiir and, with jta-

tience, easily completed.

Some are simple in con-

cept but diabolical in e.xe-

cuiion, like the puzzle

iliat has you transferring

seeds among live aips, or

the one that re(|uires vou

to figure out relalionshi|)s

between odd liousehtild

items. And some you'll

lirst need to sort oul by

asking (or clicking on) the

local Vii gil, a slit-eyed guide shaped like an

inverted pyramid, in response to your

queries, he’ll drone oul liddles in lieu ofin-

structions and instniclions that sound like

riddles.

And in some puzzles, as in the twister

dealing with a box full of odd emblems,

you probably won’t have even the faintest

clue xvhat you are floing, even with input

from old inverted-pyramid head. Surpris-

ingly, this didn't bolher me in the slight-

est. It Just added another layer to the j)uz-

zle, and gives the game an almost jdiilo-

sophical depth. \'ou have to learn a

society’s rules beliire you can live in it.

Jewels' chanii is enhanced even further

by its Ifieudly approacii to the puzzles. Not

being able to solve a puzzle no longer

means “game over.” You can reset a puzzle

at any point by clicking on the space-bar-

like buiton at the top ol'the .screen. You can

also acljust the diirtculiy level (easy or hard)



U) iil. your j3iizzle-solving abiliLy. Bui most

imj)ortandy, you cau simply leave it un-

solved and return later, wiihoul penally. Al-

ihoLigh you can byjaiss a game altogether

with the “decline” oj)lion—a sort ofbor-

dei'line cheat mode that gi-ants you the req-

uisite jewel but Ibrleits your honor—you

don't want to. 'Ilie ending (or the player

who doesn’t complete all the jxizzles is a lit-

tle like getting (lushed down a toilet. Well,

at least the game’s puzzles don’t loom over

you like an entertainment, guillotine.

'('his general I'riendliness makes (or a

me]lo\\', resll’ul lone. It’s entirely con-

trolled (rom the mouse; you're guided by

an intelligent cursor thtit tells you what is

clickable iuid what is not. No one’s crack-

ing the whip, watching the clock, breath-

ing down your neck asking if you linished

your homework. And when you’re done,

you’re done. T (bund woi’king at my own

pace rather appealing.

THE FLAW IN THE CEM
One problem I have with Jkvv'HLS is that

I can’t help but (eel that its lush environ-

ment is in some measure wasted. Don’t get

me wrong; the puzzles are .splendid, even

when you don’t know which end is up, tind

that’s what the game is about. But there’s a

jtervasive feeling of empty space here,

space that might have been pul to better

use with interesting gadgets (perhaps a

fal.se jjuzzle or two) or hidden clues to the

tougher puzzles (found, say, by decoding

those door hieroglyphics). You can coax

old inverted-pyiamid head into revealing

something of the last, but there’s typically

more labored poeliy than content in his

spiel. Designer Couriland Shakespeare is

perfectly right. 'I'his isn’t a hisloiy lesson.

But if a game adopts a theme and pre-

sumes to be a “place,” the environment

ought to re(lect that.

As it happen.s, most of the gadgets here

are the puzzles themselves. 1 can recall

only one or two items that weren’t directly

related to a solution. Happily, one puzzle

recjuires a five-part key, scattered through-

out the various puzzle rooms, to gain en-

try. But while this will send players

scuriying around the map revisiting much

of (he game and clicking on eveiy rock in

sight, this “quest” is little more than a

(ind-the-hot-spot treasure hunt.

Perhaps the environment is only in-

tended to be a commercial shell to make

the game more salable. And from a mar-

keting point of view, that is understand-

able. Puzzles for puzzles’ sake probably do

not sell all (liat well. People seem to want a

colorliil wi'apper—a stoiy, some Jazz)' visu-

als and .some neat toys to wind up and set

in motion.

But (his is precisely where Jkwkls Of

Tiif. Qic\(;i.f comes up a bit short. It’s not

that (he environment is hoirible. Itjust is-

ti’t that relevant. The puzzles, on the other

hand, are wickedly brilliant and easily

worth the piice of admission. 4r

THE EDITORS SPEAK I

JEWELS OF THE ORACLE

PROS Brilliant puzzles in a graphi-

calK -rich, gamer-friendly environ-

ment.

CONS Aside from the puzzles, diere’s

little interaction with the beautifully

rendered world.

http://WWW.Ba.Dam/Bastudia.htmt

FADETOBLAB

K

YOU BON T PLAY tl IT PLAYS YOU.

If you don’t Iisub access to tlic interactiuc Web demo, call I-8D0 245-4525 for a free

ijcmo dish [S4‘t^ for shlpiitng & handling] and off your purchase of FADE TO KiACK

m DelphmeSoRwaie
« T £ R H A T I 0 N A l
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CHIPS&BITS INC.

Call 800-699-4263

Int’l 802-767-3033
Fax 802-767-3382

Source 10289

PO Box 234 Dept 10289 Rochester, VT 05767

'SAIL 95’

Experience the

challenge of high

performance rac-

ing as you control

a multi-million dol-

lar lACC yacht.

The offida! simula-

tor of the

America's Cup
features advanced

At, sound, and

fully animated

3D graphics in

1024 X 768 reso-

lution. CD S44

‘ACROSS THE
RHINE’ Control

history's famous

tanks and experi-

ence the fierce

combat and tough

'decisions that

gripped WWII tank

commanders.
Offers multiple

command levels

and 30 graphics.

Blast your way

through enemy uTils

across war torn

Europe. CD S47

STAR TREK TNG; A FINAL UNITY COLLECTORS
EDrnON’ Along with the CD In this cdleclors editon, you

will redeve a starship Enterprise LCD Pin, "A Rna) Unity

Collectors Box” and an exclusive poster, CD S79

'FULL THROTTLE' When you are beaten, deserted ty

your gang and framed fcf a murder, the only instinct left is

to survive. You are Ben, batlle hadened biker, in this

adventure about one man against the world. CD $46

'POWERHOUSE'
You will command

one of four empire

building, power

grabbing mega-

corps. These cut-

throat behemoths

will stop at rrathing

to control man-

kind's vital energy

supplies. Superb

SVGA graphics, 9

energy sources,

live video, and rarv

dom worid gener-

ation. CD $39

1
IBM HARDWARE I1 IBM HARDWARE I1 IBM ADVENTURE I1 IBM ADVENTURE I1 IBM ADVENTURE I1 IBM ADVENTURE 1

AUDIO HARDWARE SPEAKERS 7th Guest CD $44 Death Gale CO $32 Gobliiins 1,2, or 3 each $19 Lost Treasures lnlocom$29

AdLib Sound Card $29 Altec ACS 200 $209 7th Guest 2:111h HrCDS51 Deleon 0 CD $39 Gobliiind 4 CD $24 Lost in Town CO $44

Ad Gravis Ultrasound St 19 Altec ACS 3 Sys 3179 Adrenaline Factor CD $35 Depth Dwellerd CD $29 Hand of Fate CD $39 LunicusCD $42

Ad Gravis U-snd ACE S79 Altec ACS 300.1w/SW$199 Adv of Wil Beamish CDS24 DinonauIsCD $29 HardJack CD $48 MTV Club Dead CD $39

Ad Gravis U-snd Max $169 Altec ACS 50 $79 Alien Virus CD $38 DinonaulsWIN $24 Harvester CD $42 MYST MAC $48

EZ Sound $10 Audiophile Ref 10A $122 Alone In the Dark CD 328 DIscworld or CD $35 Hell Cab CD $38 MaabusCD $29

S-Blaster16MCD $138 Jazz i-306 $32 Alone in the Dark 2 CO $40 Doom CD $46 Heretic 2 CD $46 MacBelh: Game CD $35

S-Blaster 16 Value $99 Jazz J-351 $43 Alone in the Dark 3 CD $42 Doom 2 $39 Heretic Extra Levels $26 Madness ol Roland CD $29

Snd Blaster 32 AWE $263 Jazz J-590 $62 AMAZON $35 Doom 2 CD $44 Heretic w/Ex LevelsCDS52 Mission Critical CD $34

S-Blaster Pro Value $74 Koss HD too 363 AtmosfearCD $34 Doom 2 Collectors Ed $52 Hired Guns $36 Morph Man CD $25

S-Blaster Value $57 Koss HD 40 $22 Awful Green Things $36 Doom 2: Extra Levels $26 1 Have No Mouth CD $44 Mysl CD $48

S-Blaster Vid Spigot $1 99 LablocCS-600 $24 Beneath a Steel SkyCD$33 Doom2: Extra Levels 2 $26 ice & Fire CD $48 Nlbelrung Ring Cycle $39

S-Blaster Voice Assist $42 Labtec CS-800 $32 Big Red Adventure CD $40 Dracula $32 In Extremes $42 Night Trap CD 348

Sound Man Wave $125 Yamaha SBS 300 $88 Bloforge CD $44 Dracula Unleashed CD $39 Inca 3 CD $39 Nociropolls CD $47

Sound Galaxy BX2 Wr $29 Black Thorne $25 Dreadnoughts BIsmark $29 Indy Jones Fate Allant $32 Nomad 335

Snd Galaxy NX2 wspkr $49 CONTROLLERS Blake Stone CO $28 Dreamweb $34 Inherit the Earth CD $24 Odyssey CD $44

Vivid 30 Plus Sound $72 Auto Cockpit $159 Blind Dale CD $38 Dune CD $29 Iron Helix CD $56 Out of this World 2 CD $45

Vivid 3D Pro $105 CH Flight Stick Pro $57 Bloodnet $39 Oust CD $42 Jagged Alliance $46 PagemasterCD $44

Vivid 30 Sound SS5 CH Pro Pedals $75 Blown Away CD $39 Ecstalica or CD $36 Jewel of the Oracle CCIS39 Panic In the Park CD $39

Vivid 3D Studio $105 CH Pro Throttle S89 BrainDead 13 CD $38 Ell $24 Johnny Mnemonic CD $44 Phantasmagoria CD $54

CH Trackball Pro $85 Buccaneers CD $46 Entombed CD $37 Jonny Quest $26 Pitlall or CD $38

CD ROM HARDWARE CH Virtual Pilot Pro $75 Bureau 13 or CD $33 Evolution or CO $29 Journeyman Project 2 $55 Police Quest 5 CD $48

4 Plex Quad Spd Drve$429 Cyberman $54 Burn Cycle CD 339 Extractors CO $34 Jurassic Park $29 Power Dome CD $48

Diamond 1000 Kit (2x)S329 Flight Stick $35 Cadillacs & Dino’s CD $49 Flash Traffic CD 339 King’s Quest 6 or CD 845 Power WIN CD $35

Diamond 4000 Kit (4x)S379 Game Zapper $47 Campgn Cartographer $46 Flashback CD $35 King's Quest 7 CD 849 Prince of Persia 2 $29

Digital Edge 3x Int CDS699 Gravis Firebird $59 Central Intelligence CCi$25 Fort of Df.Radiaki CD $32 King's Ransom CD $33 Prisoner of Ice CD $42

Mitsumi 4 Speed CD $215 Gravis PC Game Pad $19 Chaos Continuum CD $29 Frankenstein WtN CD $46 Kingdom O' Magic CD $48 Psychoiron CD 325

NEC 4XE M-spin Ext S4B9 Gravis Phoenix J-stick $83 Commander Blood CD $39 Fred's Frontier Pharm $24 L-Zone CD $40 Quest for Glory 5 CD $44

NEC4XIM-splnlnl 3405 Joyswitch $38 Compars of Xanlh CD $33 Fred Front Pharm CD $32 Lands of Lore 2 $42 Relentless CD $44

NEC4XI w/Interfaco $489 LogitchTrackmn Live $139 Conquest of New Wrid $46 Freelancer 21 20 $35 Last Dynasty CD $48 Return loZork $39

Plextor 4 Plex w Ctrlr $439 Logitch WngMan Extrm$45 Conspiracy CD $30 Freelancer 21 20 CD $41 Laura Bow 2 or CD $24 Return loZork w Anth $44

Plextor 4 Plex Int Drv6S329 Notebook Gameport $42 Corridor 7 $28 Full Throttle CD $46 Lawn Mower Man 2 CDS49 Riddle ol Master Lu CDS4B

Plextor 6 Plex Int DrveS529 PC Virtual Golf Club $119 Creature Shock CD $48 G-Nome $43 Legend of Kyrandia $24 Riftwar Legacy $23

SanyoConcord 3 4XEx$325 Spacebll Avenger ClrlrSt 65 Cyberia CD $45 G-Nome CD $43 Leisure Suit Larry 6 $39 Road Warrior CD $30

Sanyo Concord 3 4X $215 T-master DCS (T1) $110 Cybermage CD $44 Gabriel Knight $29 Leisure Suit Larry 7 CD$44 Robocop 3 $32

S-Blaster Omri2X Ext $369 T-master F16TQS $110 Cybenvar CD $46 Gabriel Knight 2 CD $48 Leisure Suit Larry Anih $47 Robot City CD $46

S-BlasterOmni (4X) $412 T-master FLC F16 $110 Daedalus Encounter $47 Gadget CD $45 Little Oivil CD $39 Room For Rent CD $42

S-BlaslerOmni (2X) $207 T-master XL Action Ctrl$24 Damnesla CD $36 Gateway 2 or CD $29 Loadstar CD $49 Sam & Max Hit Road $29

S-Blaster Omni (3X) $329 Total Contrl Virt Contrir $34 Dark Seed 2 $42 Gender Wars CD $49 Lost Eden CD $39 Scroll CD $38

Teac Super Quad 4X $220 Universal Cockpit $219 Dark Seed CD $39 Guy Spy CD 329 Lost Mind o( Dr Brain $36 Sea Legends CD $44



OVERNIGHT SHIPPING In US $4 per order. Mail to Canada, PR, HI. AK, APO, FPO S4 per

order. Worldwide airmail S6 per Item. Handling $2 per shipment. Hardware orders may require

additional shipping charges. All sales (Inal. Call for details.

Visa, MC and Discover accepted. Checks held 4 weeks. Money Orders under 5200 same as

cash. COD S8. Defectives replaced with same product. Most Items shipped same day.

Shipping limes may vary. Price / availability may change.

FREEGAME OFFER*
See details iMlow

'CRYSTAL CAL-

IBURN’ A truly

great pinball game

is more than great

graphics and

tacular sounds,

more than the lat-

est aitade features

like 3D ramps and

three multi-ball

play, more than

last ball movement

and precise flipper

control, it’s one that

keeps you coming

badt for more. S29

'UNDER A
KILLING MOON'
Transports you to

the virtual world of

the feisty detec-

five Tex Murphy.

New features allow

r'T ^ 'mUA you to save and

splice scenes

together. An amaz-

ing level of detail &

freedom of move-

ment make this

game visually

and aurally stun-

'INTERACTIVE

ENTERTAIN-
MEhTT CD MAG-

AZINE’ is a

monthly CD Rom
publication cover-

if>g the computer

gaming industry.

Every episide fea-

tures hundreds of

screen shots and

hours of digitized

speech describing the hottest upcoming releases.

Features interactive video interviews with industry celeri-

ties- Get defrtilive reviews of the latest releases, along

with previews of upcoming games. CD 59.95

•PERFECT GEN-

ERAL 2' is an

unbeateie strate-

gic and tactical

experience with

stunning graphics,

intuitive interface,

and the sharpest

artjndal Intelligence

ever. Feel the

pcwer as you com-

mand missions in

the most exciting

eras of world con-

flict. 5 levels of diffi-

cutty. CD 538

IBM ADVENTURE IBM ARCADE

•X-COM TER-
ROR FROM THE

K-uf .<yllllll DEEP’ brings the

alien terror into a

totally new dimen-

Sion. Your combat

now extends to

the strar\ge new

worlds of the

deep where supe-

rior alien tech-

1
R R 1

1
nologies threaten

Wnnd the very survival

of this planet.

Your planet;

IBM ARCADE IBM ROLEPLAYING

Secret Monkey Island $25 3D Ultra Pinball CD 540 Microsoft Arcade WIN $29 ADD Collector Pck CO S3S Hell CD 54 5 Shadow Caster CD 518

Secrets ol Slargale CD 528 500 CC Race Bike 529 Mirage Thunder $39 ADD Clclor Edit V. 3 519 Hunters of Ralk CO 554 Sherlock Holmes 1 CD 529

Shadow of Cornel CD 525 51h Oimesion CO S19 Monty Python's Waste 548 ADD Three Worlds CD S24 Ishar3 CD 533 Sherlock Holmes 2 CD 529

Shadows ol Cairn CD $39 Alien Breed 519 Mortal Kombat 524 AI-OadimCD 539 Kingdoms CD 540 Sherlock Holmes 3 CD 539

Silverload CD $38 Allens Ate Babysitter 527 Mortal Kombat 2 CD 544 Alien Legacy 536 Knights ol Xentar CD 538 Skyrealm of JoruneCD 539

Simon the Sorcerer 2 $37 Alar 2600 Action Pack $25 Mortal Kombat 3 CD 548 Alien Legacy CD 539 Knights ol Xentar 544 Star Reach CD 536

Slaughterhouse 5 CD $46 Animation Classics 2 $42 Novastorm CD $35 Amberstar $16 Knights Xentar Upgrade 35 Star Trail 541

Space Quest 6 CD $45 Breakthru WIN $35 Oxyd Magnum $36 Arborea Journey Sand 534 Lands ol Lore 534 Star Trail CD 545

Space Ship Brainlock $49 Cannon Fodder CD $23 Pinball Fantasies $29 Arena $39 Lands ol Lore CD 541 Star Trail Speech Pck $18

Spaceship Warlock CD $29 Corpse Killer CD $48 Pinball Fantasy DIxCD $29 Arena CD $45 Legacy:Realm ol TerrorS39 StarTrek Deep Spce 9 $41

Spawn or CD $42 Creepers $24 Pinball Illusions $29 Betrayal in Aniara CO $48 Lord ol the Rings 2 CD 538 StarTrek TNG:Unity $47

Star Reach $36 Crime Patrol CD $35 Pinball Illusions CD $29 Campaign Carlograph0r$46 Lord of the Rings CD $33 Stonekeep CD 544

Star Trek: Judge Rites $42 Crystal Caliburn WIN $29 Pinball Worlds or CO $35 Cobra Mission $29 Lord of the Rings 1 C ES14 Stronghold 519

SlarTrck:Slar Fleet CD$46 Crystal Skulls CD 540 Power Rangers CD S25 CyClones 539 Lord of the Rings 1 & 21519 Summoning 516

StereoWorld CD 539 Dragon's Lair CD 534 Raiden 529 CyClones CD 539 Lords ol Midnight CD 548 S-hero League HQboknS34

System Shock 541 Dragon's Lair 2 CD 539 Raiden CD S32 Cyber Space CD 538 Menzoberranzan 542 S-hero L Hoboken CD 534

Terminator 2029 CD 529 Dragon’s Lair 3 534 Rebel Assault CD S44 CyberJudas CD 535 Menzoberranzan CO 547 Sword of China 542

Terminator Rampage 534 DrugWarsCD 525 Revolution X CD 545 Daemonsgate 519 Might & Magics 524 Syndicate 537

Terra Nova 548 Eight Ball Deluxe 529 Rise of the Robots S45 Oaemonsgate CD $19 Might & Magic 4 519 Syndicate Plus CD 540

Terror ol the Deep $35 FX Fighter CD S43 Rocket Boy CD S49 Dark Sun 2 $47 Might & Magics 519 Tales of Magic Char EdS14

The Dig $40 Glider 4.0 529 Royal Flush Pinball CD $30 Dark Sun 2 CD $49 Pirates Gold $19 Thunderscape CD 540

The Journeyman Projct $32 Gobiliins 3 519 Siivorball2 519 Dark Sun 547 Pool of Radiance 515 Treasures Savage Frnt 519

The Trial 544 Gorg CD $19 Sink or Swim CD S19 Dark Sun CD 549 Pools of Darkness $38 Ultima 6 False Prophet $1

9

Thiel ol Dreams S42 Hammer Slammers CD $46 Slam Cily CD 548 Darklands $19 RavenlofI 2 CD 546 Ultima 7 Series CD $29

Touche 539 Hodj S Pod) CO $40 Sleepwalker $21 Demon Hunter $42 Ravenlolt 548 Ultima 8 wSpch Pk CD $32

Trouble is my Biz CD 546 ishar3 $33 Space Ace 2 $34 Devil’s Gate CD $40 Ravenlolt CD 549 Ultima 8: Pagan $26

Under a Killing Moon 544 Jump Raven CD $42 Space Pirates CD $39 Disciples of Steel $34 Realm of Arkania 3 CD 545 Ultima 8: PaganSPck $17

Virtuoso CD 539 Jurassic Park CO $25 Striker or CD $46 Dragon Lore CD $47 Realms of Arkania 525 Ultima 9; Ascension 552

Vortex CD 545 Lode Runner Network $40 Super BubsyWIN'95 $34 Druid CD 545 Red Crystal 519 Ultima 9:Ascenslon CD 552

Voyeur CO 546 Lode Runner WIN $29 Supreme Warrior CD $48 Dungeon Master 519 Return to Ringworld CDS19 Ultima Uworld 1 &2CDS29
Walker 532 Lode Runner WIN CD $39 T2;Arcade Game $23 Dungeon Mster 2 or CD 537 Riftwar Legacy CD $23 Ultima Uworld 2 $19

Wetlands CD 529 Mad Dog McCree CD $35 Take-A-Break Pinball $19 Elder Scrolls 2 CO $48 Rings of Medusa Gold 518 Ultima Uworld 521

Where in Time Carmen $29 Mad Dog McCree II CDS35 Tetris Gold CD $32 Eye of the Beholder 1 $19 Rng ol Medusa GId CDS23 Unlimited Adventures $19

WilchavenCO S46 Magnaflux Runner $29 The Last Bounty HunterS35 Eye of the Beholder 2 $19 Robinson's Requiem 533 Vampire; Masquerade $48

Wolf:Hunt or Hunted 539 Mario Game Gallery $25 Thexder 2 CD $40 Eye of the Beholder 3 $19 Robinson Requiem CD S33 Wizardry 4 $19

Wolves of Moordeth $39 Mega Man X $23 Time Pockets CD $46 Goldtree Buildings $10 Rome: Pathway to Pwr 529 Wizardry 5 Char Edit $14

Wrath ol the Gods CD $36 Metal & Lace $27 Total Domination CD $39 Goldiree Characlors S10 Stonekeep CD 544 Wizardry 5 ODCP $19

XS CD $48 Metal & Lace Upgrade S5 Tubular Worlds S36 Goldiree Dark Tower $15 Secret Silver Blades $15 Wizardry 6 Cos Forge 522

Zombie Dino CO $30 Mickey Mania CD 539 Ultimate Pinball CD 329 Goldiree Engine $26 Sentinel Worlds C Edit 514 Wizardry 7 Crusaders 519

Zorro CD $39 Microcosm CD 536 Wrath of the Demon 521 Goldiree Outer City $15 Shadow Caster CO S18 World of Xeen CD 540

Circle Reader Service #54



A mVA Call 800-699-4263 Fax 802-767-3382

Q|m I^ II^Q
Int’l 802-767-3033 Source 10289
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‘THE LOST
ADMIRAL 2’

Dare to enter the

waters once

again, with The

Admiral's Re-

venge. The pre-

designed maps
are monumental,

the randomly

generated scenar-

ios are tremendous

and the campaigns

round out a titanic

gaming experi-

ence. CD S39

STRATEGY
PLUS!
Receive an issue of Strategy Plus magazine

FREE with any in stock software order.

Offer subject to change or cancellation with-

out notice. Valid from 6/1/95 to 7/31/95 or

while supplies last. Quantities limited.

'LINKS PRO 386

CD' The most

award winning golf

game in software

history has now

been enhanced for

the CD platform.

From tee to green

Links 386 CD is

unrivaled in recre-

ating a true golfing

experience. Play at

Hilton Head
Island or Banff

Springs Resort,

Canada. CD S22

^lilM$
•LAS VEGAS
SCENERY’ Go on

a trip where you

just cant lose. The

Las Vegas Scen-

ery, gives you an

entirely new
dimension of 3D
level detail. This

scenery uses actu-

al satellite photos

enhanced with

special aerial and

ground based pho-

tography. CD $32

THRUST-MAS-
TER F-16 TQS'

You’ve got one of

the best flight an>

ulators on the

market and the

software is more

sophisticated than

the best the mili-

tary had just a few

years ago, but

you're still using

your keyboard to fly it? With the TOS" you1l be flying that

bird from an F-16 Cockpit! User configurable, thumb

trackball, lore and aft throttle movement, dogfight switch

and throttle tension adjustment wheel. S110

'SILENT
HUNTER’ Auth-

entic W.W.ll film

footage, cinemat-

ics, and narration

throughout the

game vwll give the

player a historical

feel of what it was

like to command a

submarine during

the war in the

Pacific. Choose a

variety of American

submarines used

in W.W.ll . CD S46

1 IBM SIMULATIONS 11 IBM SIMULATIONS 11 IBM SIMULATIONS I1 IBM SIMULATIONS I1 IBM SPORTS
11 IBM STRATEGY

1st Encounters or CD S29 Dark Ride CD 849 Jump Jet 822 Sailing Sim 3 West $39 APBA Baseball $24 ie30:RR & Robr Baron $34
A10 2:Silent Hunter CDS48 Dawn Patrol 835 Kawasaki Super Bikes $24 Sailing Simulators 852 All Americn CIge FB'94 $38 18th Air Squadron $36
A320 Airbus 829 Dawn Patrol CD 841 Lawn Mower Man CD 835 Sea Wolf CD 844 Barkley: Shut Up &Jam $42 A Train $34
AH-64 B Longbow SS4 Dawn Palrol 2 CD $42 Lode Runner 836 Shuttle or CO 826 Baseball lor Windows $29 A-Train WConstruct St $29
Absolute Zero CO 848 Delta V 825 Ml Tank Platoon 2 CD $48 Silent Hunter CD 846 Blood Bowl or CO $34 Advanced Civilization $34
Aces Over Europe 832 Delta V CD 825 M4:Sherman Tank Sim 834 Silent Steel 846 Brett Hull Hcky'9SCD $34 Advance Civilization CDS34
Acesol the Deep 844 Descent 2.0 CD 846 Magic Carpet CD 843 Sky Warriors CD 835 ESPN Total Bball CD $39 Archon Ultra $32
Aces of the Deep CD 848 Descent or CD $37 Maximum Overkill Bun 840 Slipslream 5000 CD 840 FIFA Internat'l Scer CD $36 Arctic Baron or CD $29
Acesol the Deep 2 CD'848 Dream Web CD $34 Maximum Overkill CD $48 Space Clipper $42 Fairways to HeavenCD $29 Ares CD $42
Aces ol Deep Mission 829 EarthSiege 2CD $48 MechCommander orCD$42 Spectre VR CD $35 Front Page FB Pro '95 $44 Baldies $32

Aces ol the Pacific CD 839 Evasive Action $28 Mechwarrior 2 or CD 845 Star Base $42 F-P Sprts Bball '96 CO $48 Battle Bugs $37

Aces Over Europe CD $38 F117A Stealth Fighter $23 Megarace CO $34 Star Crusader $29 F-Page FB Pro '96 CD $48 Battle isle 2200 CD $34
Across the Desert 194 1848 F15 Strike Eagle III $34 MelalTech $32 Slarlord $39 Gone Fishin' CD $39 Bailie of Chickamagua $38

Across the Rhine CD $47 FA 18 Hornet CD $54 Melaltech: E-siege $45 Slim Slum $42 Hardball 4 $32 Bat of Chickamagua CD'$42
Across the Rhine Expl $30 Falcon 3 Seen 3 FA 18: $25 MiG 29 (Stand Alone) $39 Sub Battle Simulator 2 $39 Internat’l Tennis Open $44 Battles in Time or CD $35
Air Combat Pac 1942 $24 Falcon 3.0 $29 MS FS 5 Las Vegas $32 Sub Ball Sim 2 Win CDS39 J Nicklaus Golden BearS34 Black Beard or CD $34
Air Combat Pac'42 Gld $48 Falcon 4.0 CO 849 MS FS 5 Portland CD 833 Sub War 2050 $33 Links Pentium CD $49 Breach 3 or CD 334
Air Combt Series: NavyS47 Falcon Gold CD 852 MS FSSWash. DC 829 Sub War 2050 Plus CD 840 Live Action Football CD$34 Castles 2 CD $48
Air Havoc ClrlrWIN CDS39 Fast Atlack 846 MS FS6CD S54 SuperKarts 839 Microsoft Baseball CD $51 Celtic Tales or CD $39
Air Warrior 2 or CD $34 Fast Attack CD 846 MS FS Flight Shop 836 Syndicate Seen 1 $20 M-soft Golt 2.0 WIN CD 845 Chessmasler 4000 Trb $36
Air Warrior SVGA or CDS35 Fighter Duel Pro 2 833 MS Space Sim 1.0 844 TFX or CD $36 M-soft Goll lor Win 848 Civillzallon 844
Apache CD 845 Fighter Wing or CD 839 Mig 29 Fulcrum 829 Tank Com Network CD'$46 NBA Jam S44 Civilizatn Network CD 848
Armored Fist 843 Fleet Defender F14 842 Mig 29 Gold CD 849 Tank Girl CD $48 NBA Live 95 CD B S47 Civilization WIN 848
Armored Fist CD 847 Fleet Defender Gld CD' 848 Mule 2 844 Task Force Admiral Pk $39 NFL '95 WIN S24 Colonization or CD 846
Army Air Corps: 1942 848 Flight Sim Tool Kit CD 839 Nascar Racing 839 Terminal Velocity CD $44 NFL Chal Prem Ed $59 Colonization Gld CD 848
Army Air Corps: ‘42CD $48 Flight Unlimited CD 846 Nascar Racing Tracks 824 The Big One CD $26 NFL Coach Club FB 2 $44 Colonization WIN orCDS48
Art of the Kill 324 Fly Grand Canyon CD 829 Pacific Strike 825 Tie Fighter $46 NFL Super Bowl CD $39 Conquered Kingdoms 2338
B1 7 Flying Fort w/SS2 837 Flying Aces CO 849 Phoenix Fighter CD 849 Top Gun CD $40 NHL Hockey ‘95 CD 840 Conquerer CD 846
Battle ol Britain 2 WIN 334 Flying Circus 839 Power Boat Simulator 3$46 Tornado CD $39 Nick Price Goll CD $45 Conquest S36
BatllecrulserSOOP 843 Formula 1 $24 Privateer $48 Tower $42 PGA Tour Golf 486 CD $47 Crusader; No Remorsei$44
Big Red Racing CD 840 Great Naval Bat 2 CD $39 Rally $29 Train Engineer $29 Picture Perfect Gil CD $42 Darklegions $36
Chaos Control CD 839 Gunship 2000 VGA $32 Rapid Assault CD $28 Trophy Bass CD $48 Planel Soccer $29 Darkleglons CD 838
Chopper Pack CD 838 H.A.W.C. $32 Red Baron A10 T-Killer$39 U-Boat 2 $36 Proleague FB Comm $38 Dead Zone CD $52
Chopper Strike 848 Harrier Assault CD $35 Red Baron w/M Builder 829 U-BoalWIN $34 Road to Final Four 2 $38 Deadline CD 838
Chopper Strike CD 852 Indy Car Racing 830 Red Ghost 839 Wing Com Armada CO $47 Tony LaRussa Bsbil 2 $37 Detroit 839
Combat Air Patrol orCDS29 Inferno or CD 844 Renegade CD 841 Wng Com Armada WN $40 Tony LaRussaBb 3 CD $48 Dscvry Slop Columbus $34
Confirmed Kill CD 844 Iron Angel CO 844 Retribution CD 832 Wing ol Glory Enhance $40 Troy Aikman Ftball CDS49 Dominus 825
Cyber Race CD 832 Iron Assault CD 839 Sail '95 or CD 844 World Circuit 2 $42 Unnecessary Rough'95S34 Empire 2 or CD S42
Cyclemania CD 834 Jet Fighters 841 Sail Simulator 859 X-Wing $39 Winter Sports CD $28 Empire Builder 836
D-Day CD 839 Jet Pack CO 839 Sailing Sim 3 East 839 X-Wing Collector's CD $46 World Cup Goll Dorado$44 Exploration CD 840
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OVERNIGHT SHIPPING In US S4 per order. Mall to Canada, PR. HI, AK, APO. FPO S4 per

order. Worldwide airmail S6 per Item. Handling $2 per shipment. Hardware orders may require

additional shipping charges. Aii sales final. Call lor details.

Visa. MC and Discover accepted. Checks held 4 weeks. Money Orders under S200 same as

cash. COD S8. Defectives replaced with same product. Most items shipped same day.

Shipping times may vary. Price / availability may change.

FREEGAME OFFER*
See ctotalls below

THE DOLPHIN VIRTUAL HELM CONSOLE' Clamp

the Helm Console to your desk or table, plug K into your

PC gameport and sail away! This complete simulator

interface comes fully equipped with wheel and tiler. S139

•STAR TREK:
NEXT GENERA-
TION’ You are

part of an original

interactive mys-

tery that will take

you from

Federation space

to shields up con-

frontations. Offers

voice-overs by the

stars, control of

the seven main

characters and

command of the

ship. CD S47

NASCAR TRACK
PACK' Owners of

NASCAR racing

can lest both racing

and garage skills

with the new

NASCAR Track

Pack which in-

cludes precise repli-

cas of seven new

challenging race

tracks including

super speedways,

tri-ovals, road

courses, and

more. CD S24

‘MIDWAY' Cinc-

Pac, short for

Commander-in-

Chiet Pacific

Fleet is played by

the computer.

Choose to piay

either Admiral

S p r u a n 0 e
,

Commander of

Enterprise and

Hornet or Admiral

Nagumo, in

charge of four

Japanese fleet

earners. S24

'SPACEBALL
AVENGER’ Say

'Later' to the

clunky, herky

jerky action of

keyboard, mouse

and joystick play!

Enter the next

generation of

super cyber-

dynamics. Gel a

grip and hang on,

'cause you're gonna move like you’ve never moved

before. Natural, intuitive, smooth continuous 3D mo6on

control. Just like reaching into the screen and moving

things directly! Unbelievable breakthrough. S165

*FREE GAME OFFER
Spetid tho spociliod amount on any (n slock sofiwaio and cfitxise a

tree IBM gnmo Irom Uia corresponding list below. Otter subject to

change or cancellation wiinoul notice. Valid from June 1st - July

31st or while supplies Iasi Request must be made at lime ol order.

SPEND S60
Airborne Ranger 5.25. All IE up to Episode 9, Cohort 2 3.5.

Conquered Kingdoms Seen 3.5, GNB Seen Disk 3.5, Gunship

5.25, Mercenaries 5,25, Pirates 5.25, SDl 5.25

SPEND S100
Bn'dgo 7.0 3.5. DRAGON Force 3.5/5.25, Falcon 3 0 MiG 29 3.5,

MacArthur's War 3.5, Megalraveller Zhodani 5.25, Return ol the

Phantom 3.5, Terminator 2029 3.5

SPEND S160
Alone in the Dark 3.5, Battles ol Destiny 3.5, bnksPro3B6 3.S, FI 5

Slriko Eagle II 35, Railroad Tycoon 3.5, Rules ol Engagement 5.25,

Sllonl Sennee 2 3.5, Simon the Sorceror 3.5, Star Tiek Judgement

Riles 3.5. Ultimo Underworld 2 3.5. Worlds at War 3. S/S.25

SPEND S200
Harpoon Collection CD, Falcon 3 0 3-5,Julland CD. Links Pro

306 CD, V Victory: Market Garden 3.5, Wetlotds 5.25

IBM STRATEGY 11 IBM STRATEGY 11 IBM WAR GAMES 11 IBM WAR GAMES 11 IBM HINT BOOKS 11 IBM HINT BOOKS

Fantasy Empires CD S42 Pirates GId M-M CD S48 7th Fleet CD $39 Last Blitzkrieg $40 7th Guest 2: lllh Houi• $16 Dungeon Master 2 Adv $16

Fantasy Fiefdom CD S48 Pizza Tycoon or CD $40 Action North Atlantic $26 Long Lance $29 A-Train $16 EcoQuest $10
Feudal S39 Power House WIN CO $39 Action oft River Platte $24 Main Bat Tnk Mid East $29 ADD Three Worlds $12 Flights of 13 Mike $16

Flight Commandr 2 CC1338 Power WIN $35 Aegis CD $46 Malta Storm $29 Aces Guide $16 Frankenstein $16

Front Lines CD S39 Bags to Riches $36 Aide de Camp 345 Man of War $36 Aces Over Europe $16 F Page Sprls FB '95 $16

Genesia S35 Romance 3 Kngdms 3 $39 Air Raid Pearl Harbour $22 Moscow Campaign 536 Aces ol the Deep $16 Full Throttle Playere $16

Genghis Khan 2 S34 Romance 3 Kngdms 4 339 Battle Tank BarbarossaS29 Napoleonics $34 Across tho Rhine $16 Goblins 2 $10

Global Domination S34 Second Conflict WIN $34 Battle Tank Kursk $29 Northern Fleet $36 Advent Wil Beamish $10 Gold Rush $10

Gold of the Americas S24 Serf City $37 Battle of Austerlitz $24 Operation Crusader $36 Aegis $16 Harpoon 2 $19

Great Naval Bat 3 CD S46 Sid Meir's Civil War 358 Battle of Leyte Gulf $24 Operation Europe CD $34 Aircombat Pacilic $16 Hell Guide $16

Hammer ol Gods CD S39 Sim Ant CO $40 Battle of the Atlanlic $29 Operation Ovorlord $36 Al-Oadim $12 Heretic Guide $16

HercForce WIN CD S48 Sim City 2000 S29 Bailie ol the Bulge $39 Pac Storm Mdwy CpgniS29 Alien Legacy $16 Inca 2 ' $10

Hero ol Mght & Magic $34 Sim City CD $47 Ballleground CD $44 Pac Strm Solomn Cmp $36 Alone in the Dark $12 I Jones 4 Fate Atlantis $12

High Seas TraderorCD$39 SimClassic Col $44 Battleship Bismark $26 Panzer Gonoral or CD $39 Alone in tho Dark 2 $10 Inherit the Earth $12

Hollywood Mogul $38 Simisie CD $42 Bynd Squad LeaderCDS45 Point of Attack $32 Alone in the Dark 3 $16 Internet lor Windows $14
Incredible Mchine 2 CD539 Simeily 2000 WIN CD $59 Big 3 WIN CD $24 Red Sky Morning $36 Arena $16 Jagged Alliance $16

Jagged Alliance CD S46 Space Miner $36 Blitzkrieg or CD $39 Return to Falklands $28 Armored Fist $16 Jet Fighter 3 Guide $16

Kingdoms ol France $34 Space Raiders CD 342 Blue S Trie Grey $38 Rising Sun $24 Biolorge $17 Journeyman Project 2 $16

Kingdoms of Germany $34 Spaceward Hoi $36 Borodino Napoln Invade $24 Rommel at El Alamein 336 Blackthorne $16 King's Quest 7 $17

Kingmaker $32 Star Control 3 CD $39 Carriers at War 1 or 2 $39 Rommel at Gazala $36 Bureau 13 $16 Legend ol Kyrandia 3 $12

Legions WIN $34 Starship Troopers $39 CincPac or CD $39 Seventh Fleet $36 Castle Woltenstien $16 Leisure Suit Larry 6 $10

Lemming Chronicle CD S35 The Complete UMS $49 Civil War: 1861-64 CD $39 Sid Mier's Civil War CDS58 Castle of Or Brain $10 Lemmings Chronicles 516

Lords of Realm or CD $39 The Orion Conspiracy $48 Command & Conquer 348 Stalingrad Campaign $36 Champions of Krynn $12 Lode Runner Guide $16
Lost Admiral 2 CD $39 The Rogarian Agenda $39 D-Day: America Invade $39 Stalingrad or CD $39 Civilization $16 Lord of the flings V2 $12
Machlavelli Prince CO $36 Theme Park $38 D-Day:Beginning / End $39 Steel Panthers CD $42 Colonization $16 Lst Fles Shriek Holmes:S14
Marco Polo or CD $42 Theme Park CD $39 Dreadnoughts Deluxe $59 TacOps WIN $40 Compoter Advent Gms $16 LucasArts Air Combat $16
Master of Magic or CD $39 Transport Tycoon orCDS48 Fall Gelb $29 The Great War 339 Conquests Robin HoodSlO Machiovelli the Prince $16

Master ol Orion or CD $40 Transport Tycoon Sen $24 Fields of Glory $37 The Pure Wargme CD $29 Curse of Azure Bonds $12 Master of Magic $16

MechLords CD $34 Ultimate Domain or CO S36 Fifth Eskadra 529 Third Reich or CD $34 Cyberia $16 Master ol Orion 816

Navy Strike CD $40 Unnatural SelectnorCC>S29 Fifth Fleet $38 Tigers on tho Prowl $42 Cyclones $12 Mechwarrior 2 $16
Networks CD $39 Victory or Defeat WIN $42 Fleet Mod $27 To Tho Rhino $29 Dark Forces Players $16 Menzoberranzan $12
New Horizons CD 334 Vikings 2 $36 Flight Commander 2 $38 USS Ticonderoga CD $34 Dark Queen ol Krynn $12 Metal Tech Earlhsiege $16

Nobunaga's Ambition 2 S34 Warcralt 2 or CD $40 Gettysburg CD $42 V Victory:M Garden $24 Dark Sun 2 $12 Microsoft Golf 2-0 $16
Onslaught WIN S35 Warcralt or CD $39 Golan Front $29 V Victory:G,Juno,Swrd $34 Dark Sun $12 Microsoft Space Sim $16
Operation CrusaderCD S39 Warlords 2 $29 Grey Seas, Grey Skies $29 V Victory:Utah Beach $29 Day of the Tentacle $12 Might & Magic 3-5 ea $16

Outpost Planet Pek CD $33 Warlords 2 Seen Ed $29 Harpoon 2 OlxCD $42 V VictoryiVelikye Luki $24 Descent Strat Guide 516 Noctropolis $12

Outpost WIN $38 Worlds of War CD $48 Harpoon 3 CO $39 Victory at Sea $41 Doom 2 Guide 816 Outpost Guide $16

Patrician $34 X-Com 2 or CD $39 Iron Cross 2 CD 339 War In the Falklands $24 Doom 2 Survival Guide $12 Perfect General 2 $16

Pax Imperia 339 X-Com or CD $38 Kriegsmarine $29 Warpoint $36 Doom Batllebook $14 Phantasmagoria $16

Perfect General 2 CD $38 Zeppelin CD $25 Kursk Campaign $29 Warship Chang History $22 Dragon Lore Guide $16 Pool of Radiance $12
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•PHANTAS-
MAGORIA’ The

story of a woman
fighting for her life

against the forces

of evil in the most

adventurous mulU-

media suspense

thriller ever. Film

techniques and

digital effects cre-

ate a frighteningly

believable night-

mare from which

you may never

awake. CD SS4

‘SPACE QUEST
6: THE SPINAL
FRONTIER’ Join

forces with hun-

dreds of your

favorite outer space

heroes, past and

preseni, in the most

uproarious, outra-

geous Space

Quest ever. No

video game, TV
show or sci-li movie

is exempt from the

relentless comic

parody. CD S45

THRUSTMAS-
TERF-16FLCS’A

versatile stick with

virtually unlimited

programmability. It

loc^ and feels like

it was ripped out of

the jet. The ulti-

mate edge lor any

flight Sim. Offers a

grip modeled after

the F-16 Fighting

Falcon, four 8-

way hat switches

& a dual stage

trigger. S1 10

INTERACTIVE
ENTERTAINMENT
MAGIC CANDLE 3 INCLUDED!

Request your FREE Interactive Entertainment
Episode 13 with any In stock CD ROM software

order. Offer subject to change or cancellation with-

out notice. Request must be made at time ol order.

Valid from 6/1/95 to 7/31/95 or while supplies last.

Quantities limited.

’JUTLAND’
Command a fear-

some dreadnought

and fight for control

of the No. & So.

Atlantic for the

German Imperial

Heet or the Brifish

Royal Navy. Stun-

ning SVGA graph-

ics, digitized video

and sound effects.

Historically accu-

rate combat
including night

combat. CD S29

'MECHWARRIER
ir Climb into one

of 1 6 BattleMechs

and prepare to set

your imagination

on fire. You're

strapped into a

100 ton machine

that can annihilate

asqadron of F-15s

In a heartbeat.

From ice to desert

to urban land

scapes. Fight for

survival, glory and

honor. CD $46

IBM HINT BOOKS H IBM BUNDLES H IBM BUNDLES H IBM ACTION H IBM BUDGET H IBM BUDGET

Pools of Darkness S12

Power Monger $16

Privateer Playleslor 814

Quest (orGlory 3 orrieaSIO

Questbuslers 2 $18

nav6nloli2 $12

Realms of Arkania $16

Rebel Assault Insiders $16

Return to Zork SlO

Rise ol the Triad S19

Sea Wolf Guide S16

Shadow ol the Comet S16

Sherlock Holmes Del $16

Sim City 2000 Guido $16

Simisle $16

Simon the Sorcerer HnlS12

Skyrealms of Jorune $12

Space Quest 6 Players $16

Slar Crusader Guide $16

Star Reach SiMstrOrlonS16

SlarTrail $16

Slar Trek TNG $16

Slar Trek: Judge Rites $12

Slonekeep Guide $16

Stunt Island $16

SubwarGuide $16

Summoning $12

System Shock $12

The Dig Guide $16

Tie Fighter $16

Ultima 8 Guide $16

Ultima Underworld 2 $12

Under A Killing Moon $1

6

Wing Commander 3 $19

Wings of Glory $17

Wizardry 7 $16

X-Com2 $16

X-Com: UFO Defense $16

X-Wing Collectors CD $16

X-Wing Guide $16

7th Guest / Dune CD $36

ADD Collacters Edition $46

Aces Collection CD $48

Aces over Europe,

Aces over Pacific.

Red Baron,

Red Baron Tank Killer,

A-IOTank Killer

Air Combat Classics $19

All Star Sports Col CD $23

Allied Forces $12

Award Win Wrgms CD $39

Carrier Strike,

Grigsby's Pacific War

Clash of Steel

Grigsby War in Russia

Bullfrog Compilation PkS22

Combat Classics 3 $22

Day Tentacle/I.Jones 4 $44

Oynamix Bundle 1 $24

E. Arts Top 10 CD $32

Chuck Yagers Combal,

PCA Tour Golf

Uitabols, Financial

Workshop,Wing Com 2,

Kasparov's Gambit,

Ultima 7, Seal Team,

Indianapolis 500,

Grand Slam Bridge 2

Eye of the Beholdr Col $49

Eye of Beholder Trilogy$51

5 Foot 10 Pack tf2CD $29

Sherlock HolmesVI,

Space Quest 4, Bat Ches,

PC Karaoke. Rock Rap'n

Roll, M-media, Jumpstart,

Movie Select For MPC,

Homo Medical Advisor 3

Art & Letters War Birds,

2000 Fonts by Fantasia

Fleet Dfendr wTmaster $72

Heimdall 8un(1S2) CD$19
Interplay’s 10th YrAn1h$24

JungleSDesen SIrkCD $34

King's Quest Anth CD $54

Land Sea Air Trilogy $12

Lemming's 1 S 2 CD $28

Lst Treasure Intocom 2 $25

Max Overkill W/ Disk $39

Mile High Club CD $26

Perteci General Trilagy $34

Police Quest Anlh CD $48

Populous 2/PwrmongerS19

Power Games 3 CD $31

Power Hits; BTech CD $19

BTech t&2,Mechwarrior

SSI's Fanlasy Fest CD $39

Slalongrad, Fanlasy

Empires, Dungeon Hack,

Ultimate Adventures

Space Quest Anlh CD $48

Space Quest Bun(1-4) $42

Spellcasling Bun CD $28

Star Ctrl Col 1&2 CD $19

Strk Com/PrivaleerCD $43

Top 50 Games CD $26

Turning Point $29

Gettysburg, Spanish

Armada, Waterioo

Ultima Bundle 1-6 CD $29

Ultima Trilogy 2 $24

Ultimate Game Col CD $29

Ultima 1-S, Spectre

VR Classic,Jetnghter 2,

Quantum Gate,Spaceship

Warlock, Spear Deslimy,

2 Free CD's ($15 Value)

WingComl&2DxCD $32

Wizardry Trilogy 2 $33

Zool Bundle (1&2) CD $19

Castle Wolfenstein M 2 $19

Castle Wolfenstein M 3 $19

Castle Wolfenstein CD $24

DlZone CD $24

Dark Forces CO $47

Doom 2 $39

Doom 2 CD ROM $44

Doom Heaven 1 CD $12

Doom Heaven 2 CD $12

Doomsday Collection $12

Heretic $42

Heretic CD $42

Nerves of Steel S22

Nerves of Steel CD $22

Quake Shareware SI 2

Quake Shareware CD $12

Quarantine $30

Quarantine CD ROM $25

Rise ol the Triad CD $41

Rise of the Triad $34

Skull Cracker CD $41

System Shock CD $47

TekWarCD $46

fBM EDUCATION

Annabel's Dream Egypt $35

Caslle ot Dr Brain VGA $19

Deslinalion Mars $25

Dyno-Quest S9

EcoQuestVGA $19

Frantic Factory WIN $24

Island Of Dr. Brain $29

Island of Or Ouandry $26

Multimedla;Vivaldi CD $24

Pacific Theater $19

Prnt Shp DIx Bus Grph $26

Profess Zany Gveaway$29

Ouarky Quaysoo's Sol $29

Scooter's Magic Castle $32

ATP FlighlSiml.OO $12

Air Force Commander $9

Allied Forces $12

Alone in the Dark S12

Banzai S9

Baseball Facts $6

Battle Command $6

BballChal 1987 Teams $6

BballChal 1988 Teams $6

Blake Stone Episode 1 $9

Bodycello CD S6

Captain Blood $9

Cstle Wolfenstein Sware$6

Challenge ol 5 Realms SI 2

Charge ol Light Brigade $9

Cohort2 $12

Conquer Kngdms Scnl S12

Conqueror Multi Tank S6

Coven Action $12

Dark Queen ol Krynn $12

Darklands $12

Demon Blue S6

Descent Shareware S6

Doom Episode 1 $7

Dr Floyds Desktop Toys $9

Dr Thorp's Mini BIckjack S6

Dragon Lord S9

Dreadnoughts Blsmark $12

Empire Deluxe Scon 1 $9

Erotic Virtual Sampler $12

Falcon 3 Seen 2 $9

Fighting tor Rome $12

Flames of Freedom $12

Goldiree Buildings S10

Goldtree Characters S1

0

Harrier Assault $12

HeartofChina $12

Hearts $12

Heretic Shareware CD $10

Horde $12

Hoyle's Book Gms V3 $12

Interactive Adult Smpir $12

Land Sea Air Trilogy $12

Lightspeed $9

Lost Vikings $9

ML Baseball All Stars $9

Magic Candle 3 $9

Marianas Turkey Shoot $12

Matrix Cubed S9

MegaTravellerrZhodani S9

Megafortress Miss Disk S6

Megalraveller ZhodaniS12

MLeague 89 FB Season S9

Millenium S6

NFL Chal Dream Teams S6

NFL Video Football $12

New Facilities Locator $9

Operation Combat $12

PT Boat Simulator S12

Rex Nebular $12

Return of the Phantom $12

Return to Zork Anth CDS12

Rings of Medusa $9

Rolox S9

Rules ot Engagement S9

S D I S6

Sentinel Worlds 1 S9

Sex Planet CD S12

Shadow Sorcerer S9

Space Vegetables S6

Star Legions $12

Storm Across Europe S12

Sub Battle Simulator $12

Taking of Beverly Hills S6

Tales Magic $12

Tate ol Erotica Smpir 2 S8

Terminator 2029 $12

Tom Landry Ftball DIx $12

Top 100 Games V2 CDS12
World Circuit $12



OVERNIGHT SHIPPING in US $4 per order. Mail to Canada. PR. HI, AK, APO, FPO S4 per

order. Worldwide airmail S6 per item. Handling SS per shipment. Hardware orders may require
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FREE GAME OFFER*
See details below

•FRANKEN-
STEIN' Become
what you most

fear and discov-

er the true

meaning of hor-

ror. Man creates

monster. The
classic premise

takes on new
meaning when
you are that

monster in this

all new sloiy based

upon the classic

tale. CD $46

COMfVUVNV
tlr ^

COI«9^UER

V

'COMMAND AND
CONQUER' In a

real time world

where every move

could trigger a fast

and violent coun-

termove, you must

choose whether lo

fight for a secure

future for all

mankind or a dicta-

torship run by a

brutal few. Jdn the

Brotherhood and

bring the world to

Its knees. COS48

THUNDER-
SCAPE’ As the

D a r k f a I 1

spreads it's evil

across their

land, the

Nocturnals it

has engen-

dered have

grown bold. A

vast army of

the vile crea-

tures have gathered under the command of

Anthrax which threatens to overrun the whole of

the Northlands and turn it into a festering

den of evil. CD $40

‘STAR TREK;

JUDGEMENT
RITES’ You are

being watched. By

vJial^ of life form,

if is not known. An

andentVWVI biplane

is headng for you at

warp 9 and your serv

sots report life forms

on a dead planet.

The tension increas-

es as you encouTter

mysterious worlds

and strange adver-

saries. $15

'ALONE IN THE
DARK’ A suspi-

cious suicide. And

a chilling curse. In

this Louisiana

mansion you are

drawn into a world

of shadows. Had

you known the

danger you might

of refused your

task but you

accepted and now

you must do it

alone in the

dark. $12

*FREE GAME OFFER
spend the spealied amount on any in stock soflwato and choose a

free IBM gamo Itom Ido corresponding list below. Otter subject to

change or cancellalion without notice. Valid from June 1st - July

31sl or while supplies last. Request must be made at time of order.

SPEND S60
Airborne Ranger 5.25. All IE up to Episode 9, Cohort 2 3.5.

Conquered Kingdoms Seen 3.5. CNB Seen Disk 3.5. Cunship

5.25. Mercenaries 5 25. Pirates 5.25. SDI 5.25

SPEND $100
Bridge 7.0 3.5, DRAGON Force 3.5/5.25, Falcon 3.0 MiG 29 3.5,

MacArthur's War 3.S, Megaltaveller ZhodanI 5.25, Return of the

Phantom 3.5. Tormlnator 2029 3.5

SPEND SI 60
Alone in the Dark 3.5, Battles ol Destiny 3.5, Links Pro 388 3.5, F15
Strike Eagle II 3.5, Railroad Tycoon 3-5, Rules ol Engagement 5.25,

Silent Sen/ice 2 3 5, Simon the Sorceior 3 5. Star Trek Judgement

Rites 3.5. Ultima UndcivrOfM 2 3.5, Worlds at War 3.5^.25

SPEND S200
Harpoon Collection CD, Falcon 3.0 3.5. Jutland CO, Links Pro

386 CD, V Viclory: Market Garden 3.5, Warlords 5.25

3DO H 3DO H MARS 32X H NEO GEO H PLAYSTATION H SATURN

3DO Ctrl Pad S39 Shadow Caster $52 Alien Trilogy $62 NeoGeoCD System $399 Playstation System $299 Saturn System $399

3DO System S399 Shock Wave $56 Alone in the Dark CD $52 3 Count Bout CD $69 Air Combat $54 3D Baseball 95 $54

11lh Hour $54 Slam City $52 B.C. Racers $54 Aero Fighters 2 $169 Alien Trilogy $54 ADSD Fighters $46

BrainDead 13 $52 Slayer $52 Brutal Above the Claw $52 Aero Fighters 2 CD $69 Alien Virus $54 Alone in the Dark $46

Burning Soldier $49 Space Ace $52 Bump & Hun Driving $54 Alpha Mission 2 CD $69 Balman Forever $54 Casper $46

Claylighter2 $46 Space Pirates $54 Chaotix $58 Andro Dunos CD $69 Spot Goes to H-Wood $54 CyberWar $54

Corpse Killer $52 Star Control 2 $52 Claylighlor2 $52 Art ol Fighting 2 CD $69 Casper $52 Cyberia $46

Creature Shock S54 StarTrek Next Gen $54 College Basketball $62 Art ol Fighting CD $69 CyberWar $54 Dark Seed $54

Crime Patrol $52 Super St Fighter 2 Trb SS9 Cosmic Carnage $49 Blue’s Journey CD $69 Cyberia $52 Daytona USA $66

CyberClash $52 Supreme Warrior $52 Doom $59 Burning Fight CD $69 Dark Legend $54 Deadalus $54

Demolition Man $58 Syndicate $54 Dragons Lair 2 $52 Cyber Lip CD $69 Death Crusader $54 DefCon 5 $54

Drug Wars $52 Theme Park $52 Incredible Hulk 2 $54 Double Dragon $199 DefCon 5 $54 Descent 2 $46

ESPN Baseball $52 Top Gun $54 Loadstar CD $56 Fatal Fury 2 $169 Doom $59 Dragon's Lair 1 or 2 $52

Escape Mnslr Manor $52 Twisted $49 Metal Head $59 Fatal Fury 3 $249 ESPN Extreme $54 GEX $54

FIFA Internal'l Soccer $52 Virtuosa $52 Midnight Raiders CD $56 Galaxy Fight $229 GEX $54 Hardwired $46

Flashback $49 Way of the Warrior $52 Mortal Kombal2 $62 King ol the Monsters $99 Gender Wars $54 Kingdom O' Magic $54

Flying Nightmares $52 Wing Commanders $54 Mother Base $49 Last Resort CD $69 Hardwired $52 Lawnmower Man 2 $54

GEX $52 NFL Quarterback Club $59 League Bowling CD 569 Horde $54 Myst $59

Guardian War $49 CDl 1 Night Trap CD 559 Magician Lord CD $69 King's Quest 7 $58 NHL Hockey $54

Jammrl! $54 Pitfall $59 Mutation Nation CD $69 Kingdom O’ Magic $54 Pebble Beach Golf $54

Killing Time $52 CD-I 550 Magnvx PlyrS479 Power Rangers CD $52 Nam 1975 CD $69 Last Dynasty $58 Primal Rage $64

KingdomiFar Reaches $46 7th Guest $52 Primal Rage CO $58 Ninja Combat CD $69 Lawnmower Man 2 $54 RayMan $54

Lemmings $49 Apocalypse Now $22 RBI 95 CD $57 Ninja Commando CD $69 Lost in Time $58 Space Ace $52

Mad Dog McCree 2 $54 Axis & Allies $44 RayMan $58 Panic Bomber CD $69 Myst S54 Upper Deck Basketball $54

Madden Football $49 Backgammon $30 Revolution X $59 Puzzled CD $69 Power Pro Baseball $54 VR Baseball $56

Mysl $54 Beverly Hills Cop 3 $24 Shadow Squadron $56 Riding Hero CD $69 Primal Rage $54 VR Basketball $56

Need lor Speed $52 Bum Cycle $46 Slam City CD $52 RoboArmyCD $69 Quarantine S54 VR Hockey $56

NovaStorm $52 Dances With Wolves $22 Supreme Warrior CD $56 Samurai Showdown 2 $229 Raiden $54 Virtua Fighters $66

on World Interceptor $52 Dark Castle S34 Tee 0(1 $56 Songoku 2 CD $69 RayMan $54 XS $54

Ou of this World $42 Defender of tho Crown $34 Tee Time $54 Sengoku CD $69 Ridge Racer $54

Panzer General $59 Earth Command $44 Tempo $59 Soccer Brawi CD 369 Rock & Roll Racing 2 $46 ULTRA 64
Palaank $52 Hunt for Red October $22 ToughMan Contest $56 SpinMaster CD $69 Slar Blade $54

Pebble Beach Golf $52 Jeopardy $36 Vikings 346 Super Sidekicks 2 CD1 $69 Toh Shin Den $59 Ultra 64 System $249

Real Pinball $52 Kingdom $44 Virlua Fighters $56 Super Sidekicks CD $69 Top Gun:Firo a1 Will $54 Cruis'N USA $56

Rebel Assault $56 Mad Dog McCree SGun $72 Virlua Racing Deluxe $59 Super Sidekick Scer 3 $229 Upper Deck Basketball 554 Doom $56

Rise of the Robots $49 Microcosm $44 Voyager Star 2 $54 Super Spy CD $69 Upper Deck Football $54 Killer Inslincl $56

Road Rash $56 Star Trek 3,4,5 each $24 Wirehead CD $52 Top Hunter 5169 VR Baseball 356 Red Baron $56

Robinson’s Requiem $52 Thunder in Paradise $56 Wolves ol Moordelh 356 Top Players Goll $69 VR Basketball $56 Robotech $56

Rock & Roll Racing $49 Voyeur $44 World Series Baseball $62 World Heroes 2 Jet $199 VR Hockey $56 Top GuniNew Advnture $56

Samurai Showdown $52 Zelda’s Adventure $44 Zorro $54 World Heroes 2 $169 XS $54 Turok: Dinosaur HunterS56
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REVIEW

Inoculation,
Impossible!
Join The Bug Hunt In Vic Tokai's AlJlN VIRUS

by Arinn Dembo

(;()Ni': u’ronc; on Sta-

tion /TOS. 'rilK ilAlJ.S AND ROOMS

ARK DKSKRTKD, AND TA'I'.inAVl ll'RK

I lie cicckplaies groan will) men-

ace. Il's a great, set-up lor a mys-

tery: W'lial the c!e\’il hapj)eiu-d here?

Wliei'e is eveiyoiie? In Alikn VikfS Irom

Vic Tokai, Inc., you will fiiKl yourself

flocking at a starbase in the deepest dark

boonies of colonized space. It’s a lirsi-per-

son game in whicli your viewjDoint charac-

ter is joshua, a

young pilot

bi'inging oirgo

to the station,

and ho])ing to

I'endezvous

with iiis

beloN'ed, .sci-

ence officer

Ciai'a Oceana.

Both Joshua

and Oara work

for the same

megacoipora-

lioii. owned

and opci'aled by the enigmatic Mr. Ukido.

Unfortunately, in a game in which the

initial scenario, grajdiics, sound and ani-

mation ]}rove at least c(.)mpctent, the plot-

ting and writing of Ai.ikn Virli.s are

surpi'isingly weak. Aliei' successliilly “com-

pleting” this game, \’ou will have rescued

Ciara Oceana, evacuated the majoi'ity of

the hunuin sutvivors, and reduced Station

Zeus to sub-atomic particles. You will not,

however, enjoy a satisfying resolution to

the m)’sleiy. fhere are oni)' a series of in-

teresting hints which, idiimately, lead

nowhere.

ALL SYSTEMS GO
'I'hc designers have put ujj some wall-

paper and given you a few lilin clips to

watch in the course ol'thc g;ime, but Alien

\'iRis basically carries with it the limita-

tions of the chissic text adventure. It is a

game that liearkens back to the days when

small companies were tiying to capitalize

oti the success of Infocom. ’rhe)’’ve nuide

the lormat a gieat deal more playable for

the average player, ofcour.se, since some-

how it all nutkes more

sense when there are

j)iclurcs tf) accompany

the sioiy!

'fhe interlace is

mouse-driveti and easy

to master, 'fhe default

command is “Kxam-

ine." ’fluis,

commands

such as

amine door,”

“Kxtimine

corpsej’ “Ex-

amine melted

alien" lorm your basic reper-

toire. 'I'he “examine” command

\ ields a line of inlormation at the

bottom of the screen, which is ei-

ther useful or sarcastic. For inter-

action with sentient beings, there

is also a delauli “chat” command.

Other tlmn “examine” and

“chat,” you may also “use,” “take," “open,”

or “close.” I'hal’s it! fhe interaction with

your environment is veiy limited, as limil-

cfl as it has tilwitys been in text adventures,

and there is ne\’er more th;in one solution

to a puzzle, even when you have lw(j ob-

jects that are simihir in nature. You wan-

der Irom room to room, collecting objects

anrl using them to .solve the problems you

encounter—most of which have to do with

getting to the next room.

Ai-IKN ViRt :.s is a CD-ROM |)roduct, aufl

the designers have taken advantage of

some of the features that can be added to

a multimedia jjackage such as graphics,

sound ellects, voice recordings :md anima-

tion. 'fiiere are ap|n'oximale!)’ ho "rooms”

ill Ai.ikn Viru.s which range from hangars

and hallways to ventilation ducts, and even

a sjxicewalk or two. 'llie gra|diics are not

consistent—it’s easy to see at least two dil-

fei'ent artists at work hei'e—but they are at

Iciist bearable, and in some ctises f|uile

nice. Water dripjiing from a ci’ackefl pipe.

valve in an empty room. ..there are some

careful, artistic touches here, which tend to

obscure the fact that the rooms are Just

posters with a letv action sites. .Some elfort

has been made to elevate Station Zeus

from a thinly-veiled "dungeon” to a rea-

Auen Virus

Price: $69.95

System

Requirements:

IBM compatible

386DX or better,

4MB RAM, 30 MB
hard drive space,

SVGA graphics,

CD-ROM, mouse;

supports Sound

Blaster or compatible sound cards.

Protection: None

Publisher: Vic Tokai, Inc.

Torrance, CA

{310} 326-8880

nickering lights, steam hissing out of a

HANGAR WITH A VIEW Upon debarking your ship, you find an

eerily empty hangar and a lifeless robot.
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Motion PinuRt
Corporation* America
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SOLEIL MOON FrVe^
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This fast-paced,

splatter-packed CD-

ROM movie-based
interactive adventure

featuresjeal movie

f /

clips (from the movie
Pumpkinhead II:

. Bloodwings), real

movie music, and real ®
i movie stars, such as

Pumpkinhead himself, smiling above,

and Roger Clinton, the President's

more successful brother! You'll get

everything but real blood on your

computer. This game is sure to

get your blood pumping!



sonably imcresting science liclion selling.

Thci'c are animated sec|uences as well.

Not many, mind you, but most of llicni

are quite grisly. As die player I c;mie lo

dread diem, because the stai't ol'such a se-

quence generally meant I was abtiiil lo die,

trapped abttard the exploding sjiace-sra-

tion, clubbed over the head by a crazed,

starving survivor, sucked through the

blades of a giant fan. ..you gel the picture.

On the other hand, there are also a num-

ber of animated sequences which seive to

resolve plot points once you have coinjjlet-

ed a task or figured our a puzzle. Meiice,

the beginning ol an animated seciuence

does not necessarily mean “Oanie Over.”

The style and C|iiality of aiiimalittn in the

game are also inconsistent, but theie’s no

gi'eal cause for complaint. I.ike the scieen

shots, they are compeieiU, ii' not inspired

work.

I'he best attribute of the game is its

sound, which rales better than average.

There are at least 1 1 conversations

throughout the game, conijilete with indi-

vidual voices. Your character, unfortimtite-

ly, loses his voice following the

introductory sequence. The sound elfects.

as you travel from room to room, are suit-

ably creepy ;ind ominous. I'lie sound de-

signers have done some outstanding work

here, creating a backgi'ound hum in e\'eiy

\eiiiure’s weak writing. I.ike a leaky vac-

suit, you can sla]) a patch on only so many

holes in the story before you’re in real

trouble. Ai.iiCN Virus includes many inter-

esting plot elements, but somehow the de-

tails are never knitted together properly. A
decent exjilaiKition for the events on Sta-

YO, ROBOT Dialogue is handled in standard graphical

adventure format—you select questions and responses

and your talk buddy mechanically doles out the

answers.

room thill is botii subtle and clleclive. It’s

their contribution, more than iinything

else, which is responsible foi' the cliilly, un-

nen'ing atmosphere ofAi.iKN Virus.

THE WRITE STUFF
Despite llie work that has gone into the

giftwrap, thei'e is no way to hide the ad-

MESSY DRAWERS One of the drawers in this room contains an impor-

tant key card you’ll need to get around the ship; grab it and give it to

your robot friend.

tion Zeus is never offered. I’erliaps the

program’s greiitest mystery is liow it

c'iirned the title “Ai.ikn Virus.”

Wliiit yon will find as you play is that

Station Zeus is suffering from a piirticular-

ly liorrible (brm of infesuition. 'fhe halls

are crawling with hideous alien mon-

sters—creiiliires so gruesome that they

beggar my powers of desci'iplion. Not

only ai'c* they nasty lo look at, but their

table manners leave a lot lo be desired

as well, 'fliese carnivorous alien party-

crashers are running around in

droves, attacking anyone who lacks

the sen.se to stay in .strong light. Fur-

thermore, no one seems lo liave any

idea what they are, where they came

fi'om, how they arrived aboard the sta-

tion, and what they are doing witli

ihcii' victims.

Don’t bother getting your hopes up,

beciuise you'll never find out! Even

when you arrive at the lojj and track

down the C^ttplain, you’ll (ind he's just

another working grunt like you. without a

clue in the galaxy as lo what's happened.

The aliens are just, well, ihei'c—and he

just Avants lo get away from them. Undei'-

standahle, of course, but not lei'ribh’ satis-

fying ii'om the audience’s point ol' view.

The closest you get lo an explanation of

the invasion takes place when you have to

ci'awl rhrougli an alien habitat on your way

1.0 the sltilion’s generaioi' room. Even this

doesn’t tel! you much, except that the

game designers weren’t shy about ripping

olf a scene from [\\c Alien (ilms.

U is unlikely that “To Be Continued”

will prove a satisfying conclusion for most

gamers, Ai.iKN Virus may

work as a game, but its fic-

tional eleincnis can’t real-

ly stand alone. Had it only

been the first half of a

much larger game, in

which the rescue of Cara

and the suiTivors tvas fol-

lowed by an expedition to

track down your employ-

er, Mr. Ukido, and

squeeze some ans\vers out

of him, giving you a

chance to figure out wiiat

tlie aliens were and how

they arrived there, and

then to discover w’hether

or not YOU ha\ e made a tenlble mistake b)'

evacuating the lunnaii sur\'ivors from Sta-

tion Zeus, the story could htive been one

of epic stature.

In addition, there just isn’t enough dan-

ger. 1 was pleased at first, as I was playing,

that .Alien Virus wasn’t annoyingly lethal:

save eveiy iyvo seconds or end up doing

things over and over. However, I soon re-

tilizcd that I wasn’t able to (Ind more th:in

a hiill’-dozen ways of gelling killed, and

lumc of them involved the monsters

aboai'd the station. You're a lot more likely

lo be killed by the station’s architecture

than by the dread bensties in Alien Virus.

Strange, considering how mindlessly

homicidal they’re supposed to be.

'Hiis game is fun to j)lay and an im-

provement on the old text adventure for-

mal ill many respects. However, it is also

lacking in effective text, liie greatest

strength of the best text adventures. 4r

isaa
ALIEN VIRUS

PROS An intriguing premise, imagi-

native aliens, and im|jrcssive sound ef-

fects.

CONS 'fhe text is weak, and the mys-

tciy stoiy Iea\'es you hanging.
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World of Aden

SSI’s all-new World or A»i:n “is a big, brawny, boisterous realm!

Driven by mechamagic - the marriage of steam-age technology

and ancient sorcery-r Aden is .a huge world of unbridled

imagination and limitless possibilities. TnuNDERSCAior is your

maiden voyage into the World of Aden. It is the time ^

o^Darkfall, a mysterious blight that stains the land

with its spawn - mindlcsshorrors known simply

as nocturnals. Aden will fall unless a true hero

rises to le^.the way out of the darkness.

This masterpiece features raucous combat. T yPk
Deadly traps, Brmn-draining puzzles. Killer

graphics and sound. It’s everything you’d jik
expect in ah

playing adventure...

and more! Come, a whole nem V
world beckons!

-
' 4

The DAWN
OF A WHOLE
NEW GAME
WOMd) FROM



REVIEW

I Have No Mouth,
But IVeA Screen
Life As A Brain In A Box In Virgin’s The Daedalus ENCOUNTER

by Charles Ardai

T
he Dakimi.us Encounter is a

VliRY GOOD-LOOKING GAME, A I'ACT

LARGELY ATTRIBUTABLE TO I TS

stars, ’I'ia Carrere (from tlic

Wayne’s World movies) and Christ-

ian Bocher (from nowliere you’ve evei'

heard of), who are very good-looking

people. These two grace ilie front of the

game’s unusual and very good-looking

package and sjjend the better part ol'

three CD’s traipsing through some veiy

good-looking computer-generated

sceneiy.

You go along for the ride in the char-

acter of Casey, wlio was once a good-

looking space marine like Ari (Tia) and

Zack (Christian), but wlio recently suf-

fered a terrible

accident. To-

ward the end of

the war against

the Vakkar, a

race of interstel-

lar boogeymen

out to enslave

humanity,

Casey got so

badly hurt in a

battle that the

only part of him

the doctors were

able to salvage

was his brain,

(You should

have seen the

other guy.)

Now, Casey’s been bionically linked

into the main computer on Ari and

Zack’s spaceship, which leaves you in

The Daedalus Encounter

Price: $69.95

System

Requirements:

IBM compatible

486/33 DX or

better {Pentium

recommended),

SMB RAM, Vesa

Local Bus or PCI

SVGA graphics,

2x CD-ROM,
Windows 3.1 or better, Supports most

major sound cards.

Protection: None

Designer: Mechadeus
Publisher: Virgin Interactive Entertainment

Irvine, CA
(800) VRGIN07

control of ail sons of nifty electronic de-

vices. Chief among them is a little Hying

jM'obe that follows Ari and Zack around

on their adventures. You can steer tlie

probe around, turn its searchlight on and

olf, use its laser and grappling claw, and

tmnsmit pulses of light at any of a dozen

frequencies. Rest assured that eveiy one

of these abilities comes in handy during

the game.

Things begin with a simple salvage

mission. Zack and Ari set out to scavenge

useftil scrap from Vakkar wrecks drifting

around the solar system, which requires

Casey to pilot his way over to a booby-

trapped alien shij) and briefly explore its

innards. Ari and Zack coach Casey

through this se-

cjiieiice, helping you

gel the hang of the

controls.

It’s when Casey’s

probe is back on

board, though, that

the stoiy really starts.

Zack sends the ship

into hyperspace and,

Man Solo-like,

emerges at the worst

possible time and

place, (At one point

lie even says, “I’ve got

a bad feeling abotit

this,” a line Slar Wars

fans will find famil-

iar.) .A monstrous spaceshiji is right in

front of them, and there’s no lime to pul

on the brakes. Tlie ensuing crash sends

the two ships hurtling toward the sun.

The only hope for suiwival is for our he-

roes to enter the alien vessel and set it

back on course, bui once they enter it

they discover that there’s no way back

out.

Also, it turns out the ship’s infested

wilh Krinn, a species of acid-oozing space

slug that make the Vakkar look like

cream puffs and might even suiTive a few

rounds of one-on-one with ihe face-hug-

gers from \he Alien movies. What’s a team

of hardy adventurers to tio in a situation

like this? A lot of exploration down

spooky, intestinal coi'ridors; a little target

shooting when the Krinn pop out of a

ventilation duct or an alien corpse; some

itinucndo-filled bantering and comradely

one-upmanship; and, since this is a com-

puter game, plenty of puzzle-solving and

a jiinch of maze navigation.

STAR-CROSSED
'The exploration of the spaceship is

pretty linear: there are six doors

arranged in a circle around the perime-

lei' of a central hub room, and Ai'i and

Zack lead liie player through each in se-

c]uence. H'here are six mysterious orbs to

collect, basically one behind each door; if

you don’t gel them all on the first at-

tempt, the game lets you go back for a

second try later.

'The puzzles are fairly straightforward,

too. 'There’s one to unlock each door

(plus a few scattered elsewhere) and
they’re ail geometric brain-teasers of the

tangram or Rubik’s Cube variety. 'The tar-

get shooting is your basic target shoot-

ing—the mouse cursor turns into a
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crosshair and you point and click to fire

Casey’s laser. The maze is your basic ad-

venture game maze, and the less said

about it the better.

provement over Starcross, the classic

Intbcom text adventure from 1982, that

had you stranded on a monstrous alien

spaceship witli several unfriendly races,

some tough brain-leasers to solve, a set

of obscure artifacts to collect, and a

maze to navigate? Well, that’s a matter

of taste. You see, S tarcross didn’t have

I'ia Citrrere.

Whiil it did have was smarter puzzles.

'I'he ones here arc really quite easy, even

if you set the game's difficulty level to

"hard.” (Doing so tends to lengthen the

puzzle sequences, not make them

tougher.) In fact, although the solutions

are simple enough to figure out quickly,

especially if you keep pen and paper

handy, clicking randomly on the screen is

almost as likely to see you through.

One j)uzzle has you rotating channels

on a circuit diagram to create paths per-

mitting current to (low from a central

reseiv'oii' to receptors on the edges ol the

sci een. Trial-and-errorwins the day here,

though a tight lime limit means you’ll

ju'obably have to tiy and eiT a few times

before you’re done. Another puzzle has

you competing against the computer,

taking turns to build a polygon out of

electronic toothpicks. No time limit here,

and the computer is easy to beat as long

as you build trapezoids while it’s tiying to

build parallelograms.

Yet another puzzle has you shifting col-

ored triangles around on a board to form

certain shapes the computer requests,

while another has you building shapes

out of various combinations of

lines. Such is the variety the

game oilers. None of the ]3uz-

zles are awful, and none are

especially good. A few make

no sense. The biggest problem

is that they all resemble each

other.

This sort of repetitiveness is

a problem throughout the

game. For instance, you would

expect the various corridors of

a spaceship to resemble each

other, and they do here. Chalk

one uj) for autheiuicit)'—but

take away points for lack of va-

riety. Cranted, the corridors in

Alien all looked the same, but

Ridley Scott had the incomparable I I. R.

(hger as his designer. At their best, the

sets in The Daedalus Encoun'eer look

like (iiger late.

Then there’s the endless procedural

repetition. Each door needs to be opened

in the .same way: Casey analyzes the door

at IcTigth, records a message, and then

transmits a light pulse to trip the l(3ck.

Acquiring the orbs has its j)ainstaking

routine, too—more light pulses, and

they’ll better be in the correct order or

you can Just start over.

Exciting scenes do turn up here and

there, and the designers do what, they

can to keep the tension level high. At one

point Zack takes a tumble down an eleva-

tor shal't and at another, a queen alien

emerges from a sticky cocoon to chomp

Ari into little pieces. But in between

there's not much to speak of.

Some ol' the banter is clever, but much

of it’s cheap stufT—gags about Zack acci-

dentally th inking out of an alien toilet

and the like. What isn’t cheap is deriva-

tive: il it hasn’t become clear already,

Alien and Aliens are strong inlluences

here, with smidgens of S/ar fF«r.v and

201)1: A Space Odyssey thrown in for good

measure, 'i'hese are fine sources, but if

I’m going to spend several hours with a

game, I’d prefer one that referred to the

clitssics a little bit less and told its own

unique .stoty a bit more.

DAED OR ALIVE?
So, what does this leave to recommend

the game? 'fia Carerre, looking sexy in

her sleek space outfit, all bare arms and

])crfect makeup; about two hours

of video scenes, displayed either in

a little QuickTime window or full-

screen depending on your prefer-

ence and the speed of your

.system; Christian Bocher, who is a

better actor than Tia (which isn't

saying much, but actually he’s

(luite good); and some simple log-

ic puzzles for people who can nev-

er get enough of that sort of thing.

'fhe stoiy is fun and the sense of

cosmic awe the designers appear

to feel comes across. For this it

may be worth a look. But while

DAEDAt.us Encounter is a re-

spectable resume-piece for all

concerned, it’s a far ciy from the ground-

breaking interactive science fiction movie

it cleai'ly yearns to be. ii^

THE EDITORS SPEAK I

DAEDALUS

RATING

PROS Fia, jjIus a pulp sci-fi stoiy

that will hold your interest the first

time through, and some eye-catch-

ing graphics.

CONS The gameplay can gel

I'epelitive, and experienced gamers

will (juickly tire of the Rubik’s Cube-

style puzzles.

BRAIN'S EYE VIEW Most of Daedalus Ehcounter is viewed from

Casey’s point of view, which also doubles as the game inter-

face.

In what way, then, is this game an ini-

RUBIK'S TRIANGLE Although there are plenty of alien puz-

zles in Daedalus Encounter, most of them are very familiar

and not very interesting.
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Tony La Russa Basoball 3' Is a trademark of Stormfront
Studios, Inc. Stormfront Studios Is a rogistored trademark

of Stormfront Studios, Inc. Copyright 1995. MLBPA OfRclally

Licensed by the Major League Baseball Players Association

cbmlbpa

This is

basebali,

baby. Just

ask Tony.

We're taik-

ing trades.

Teams. The

piayers.

The parks.

The pitches.

The streaks. The stats. (Want
to be the new GM in the year
2012? Be our guest.) Heck,

whiie you fire in a few fast

bails, we’ll even throw in wind
factors. Humidity. Altitudes.

Big time physios. You name it.

It’s all right here. So grab a

dog and settle in. And welcome
to the big leagues.

• The first true multimedia action

baseball game!

• Powerful and dynamic 256-color

hi-res graphics!

• Player animations based on real

video of pro players!

• Choose one of three announcers

including Hall of Famer, Mel Allen!

• Highest quality digitized voices!
The Best Stadiums

T ‘

4^ ^
i 1 i *-

The Best Animations

Stormfront Studios, Inc.

P.O. Box 11686 • San Rafael, CA 94912

415 -479 -2800
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Nukem Til The
Glow!
Apogee’s New jD Realms Label Launches

A Full Scale Attack At The Action Came

by Peter Olafson

T
ins lAUNCll \KIIICI.1-: l'C)K Ai'ogee’s

NEW 3D ENGINE COME.S ON LIKE \VA

ANOTHER VARLVnON OE DoOM:

anotlicr nictal-linecl mooiibase,

another cixav of singlc-niinclcd

troopers who cviclenily do iit.it liave Mrs.

’IVoopers, aiiotlier hunt for keycards and

"Hie Way Out.

Tlicn YOU notice that spaceships—real

3D spacesliips tliat you can ride—are

touring the base perimeter. 'I’ou notice

that the drinking fbtintains and security

monitors work. 'I'haf toilets can be blown

HEW AGE NUKEM Gamers familiar with previous Duke Nukem games will

double-take at the rich, attractive graphical environment.

up, leaving bitie

geysers behind, and that

one stall has a magazine on the

door. You'll also notice that lights

can be made to dickei' and plate glass to

shatter. .And that you leave muddy root-

prims on the pavement al'tei' leaving the

se\^•er.s.

'I'liis is soniethingel.se. Something with

exti'aordinaiy potential.

Duke Nuke.m 31), due in .August on

.Apogee’s 3D Realms label, is not the lirst

improvement upon Id Software’s seminal

action game.

l lEREi it: added a

user-conli'ollable

;

in\'entor)’, Di;-

SCENE a full 3D

1 woi'ld, and Dark

Forces a classic

sci-li mythology

anfl sophisticated

puzzles.

But the label

that put I’(; action

games on the map

is back and on ihe

vei'ge of making

its lii'sl genera-

tional advance

since Woi.een-

STEIN 3-1). There

was talk, a couple

of years back, of

Gait'e
turning this

i lall-ol-Faine game into an

RF{i. btit it nevei' came od. Now, some

N’ears later, tliiough the acctiial of telling

detail, this is essentially wluit .Ajjogee is

onto with Duke 31). \’ou’re not simply an

exterminator, ^'ou’re a visitor with ;i score

to settle in a world ^vliere \'ou can be as

nosy as you wanna be.

YOUNG DUKIE
The name should be familiar to

.Ajjogee devotees. Duke’s life began back

in 1991, in the era of Cio.M.M.ANDER Keen

as the ke\’ character in 'Fodd Kej)logle’s

platl()rm game, Duke Nukum. (Replogle

remains on board as the coder of Duke

!U).) In Duke Nukem II, released in late

1993, our hero got beeder and ))retlicr

(not to mention undergoing a minor

name change). And now, here he is, man-

high, impassive face, blond brush cut and

big gun intact, roaming a richly interac-

tive game world,

I low do I know how he looks? Well, it's

another one of those telling details. See,

among oiliei' things, Duke Nukem 31) has

niii'i'ors at key locations, so )’om' charac-

ter ctin stare back at himself as well as

spot anyone sneaking up behind him.

Wild, right? But it this way: I’m told

..that, in the (inal game, you'll be

:ible to step up to ;i urinal and.

urn, do your business (with an as-

A™

Market With Duke Nukem jD
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sociatcd heallli bonus, yeL).

The characiei' isn’t ilic only

hold-over from the early days.

The Cola cans that gave Duke a health

boost in the ijlalfornis are on hand as

well, sometimes hidden away behind pan-

els or inside of lockers. And there are

times when experience in platlorm-hop-

ping will definitely pay off, as in a se-

quence that finds Duke atop a string of

rotating interlocking gears, or cxjDloring

the .subways in mid-game.

Speaking of subways, the game in fact

has two subway systems, complete with

running trains (the city one is covered in

grafliti), stations, entiy stairs, a neive cen-

ter and even the occasional would-be pas-

senger. But gamers won’t l^e

oveiwhelmed by immense llooi' designs.

The designers deliberately sought to

keep the le\'els (24 are planned) to a

manageable si/e, which is the most realis-

tic for light and compelling multi-player

play. .And Apogee, realizing that the best

Doom levels are often those most closely

tied to real life, is designing their levels to

mirror the real world. For exam|)le,

the inoonbase has a barracks, ar-

mory and mess, 'fhe futuristic

Los Angeles in the mid-game comes

complete with sleazy bars (with

dance lloor ami disco lights), no-tell

motels (there's .some nudity in the game),

a movie theater with a lit-up marquee

and an abunchmce of vciy tall skyscrap-

ers. And since the game is in 3D, you’ll

find bi'idges, air ducts, overpasses and

spiral stairs littered throughout. You can

even (ly among the various buildings with

BY LAND. SEA, AND AIR Duke will battle with a host of new creo'

tures, including those that bring fiery death from above.

ajetpack. Did 1 mention you

can blow up bridges and

buildings?

And things look good too,

even in standard 320 x 200.

But Dukk will also run in

crisp SVGA at resolutions of

up to 1 024 X 768, although

you’ll need a next-genera-

tion Pentium to enjoy it. Al-

though ti Pentium will be

necessary for smooth

scrolling in the higher-res

modes, gamers equipped

with high-end 486 systems

will be able to enjoy smooth

scrolling gameplay as well.

Even the auto-map looks

good. Striking and innova-

tive, it has several different

modes, one ol' which even

displays textures.

A WEAPON POR
EVERY
OCCASION
Okay, okay, so a lot of

DooM-style games look

good. Indeed, sometimes,
[

''

that’s all they do. But

here it’s a bonus. Among Duke’s

neater features is the integration ol'

weapons with slrateg)'. 'fhat is, they’re

not simply a set of bigger and bolder kill

radii, as was more or less the case in

Doom.

Consider, for instance, the Trip Bomb.

It’s about the size :ind shape of a 4A^ re-

mote, and it has an uncanny ability to

j_ l.ui'n enemies off... for

good. A second or two af-

ter you fasten it to a wall,

it emits a laser beam
which crosses o])en space

until it reaches an obsta-

cle. Anyone, or anything

breaking the beam will

enjoy a really warm and

close-up encounter with

an orange Ilreball.

.Among other things,

weapons like this will in-

vite muliiplay players to

devise completely neiv

sti'ategies, like layinsi

irtips and luring

KICK ‘EM IN THE RIGHT KNEE... Duke Nukem plants fils stan-

dard-issue work boots squarely on the forehead of a foe.

THE BFG WAS A POP-GUN The BFG's got nothing on the

sophisticated hi-tech weaponry at Duke Nukem's disposal.

prey into them. Tliis in turn should make

opponents tliink twice before racing ofl'

in hot j)ursnit of a seemingly helpless op-

ponent. And because you can jimij) and

duck in Duke, bombs can be placed high

or low, setting up all sorts of jjoiential

barbed-laser entanglements.

Another nice touch is a Pipe Bomb that

can be remotely triggered. Mit fire to toss

it where you want to (which includes

liigher levels or down siialls

—

Duke has

look up, look down and tilled views). Hit

I'li'e again to detonate. Foom. Hope you

weren’t too close by. There’s something

most compelling about wreaking havoc in

one section of the game while standing in

another. It almost jjersuades you that you

are indeed in a real place, where events

proceed apace whether you’re present or

not. And that, ol' course, is precisely tlie

j)oini.

'Fhe Shrinkei'/Fxpander, another

unique tveapon, is more for fun than for

strategy, and is probably intended for

mulli-player contests. It brings the

enemy down a peg. Many pegs,
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acuially. Enemies

struck I))' tlie Shrinker’s green

boll slirink until Lhey’rc about

tlie size ol'a Ken doll, in whidi state they

can be trod upon (with attendant stjuisliy

sounds). Tlie I'Apander’s red plasnui in-

flates enemies until (hey pop.

Other cool weapons the designers are

jilaying around with include tlie concejil

ol'a laser sword akin to the ones in the

Star Wan movies, which didn’t make it

into Dark I'OiuavS.

Incredibly, you’ll be able to draw aiitl

code custom weajions and

insert them into the game,

as well as rcjirogram game

characters. Ajiogee’s also

jilanning to release its inter-

nal editors and tools to the

|iublic, which means that

gamers will have no need to

wait lor a Del lack-style jiro-

gram before they can linker

around with the levels.

Duke Nukem 3D is the first in an initial se-

ries of four games created under
Apogee's "Build" engine. It is expected

to be followed in two or three months by

Shadow Warrior, a ninja game with spec-

tacular graphics. Ruins, an Indiana Jones-

ish game with an Egyptian setting, looks

set to arrive late In the year, and Blood, a

horror-based game, will either appear in

tandem with Ruins or early in 1996.

In the words of Apogee's Scott Miller,

"'Build' is the Doom engine carried to the

maximum extent it can be taken, it is the

most evolutionary step possible with the

current technology." Although not a true

3D game engine, this texture mapping

system provides sophisticated high-res

graphics up to 1280 x 768 (although even

Pentiums will take a steep performance

R U'C
EALIVIJ

FaRODLICXIOIV
hit at that level) and is able to place the

user In a richer environment due to Its in-

credibly fast rendering mechanisms. The

"Build" engine also permits the recording

and playback of third person "chase"

views popular in flight sims.

The new technology, with some RPC
adaptations, will also be seen later this

year in Capstone’s Witchhaven and

TekWar.

COLLATERAL
DAMAGE

W'cajion.s tifcn’i

the oul\’ things that

can kill you though.

Indeed, there’s a spot on (he first

monnbase level where, if you’re

iiijudicious in your use of explo-

sives (and placement of poor

Duke), you can demolish a key

section ofWall and blow yourself

out otito (he moon surface.

Thankfully, if you're far enough

away, the airlock doors close be-

fore the sudden vitcuuin drags

you out. 'file bulkhead doors are

unforgiving, and will quickly re-

duce you and your opponents

into a long thick strand of bloody

muck if they pinch )’ou.

Yes, DfKi', Nukf.m ‘ID is going

to be violent, and I’m sure it will

carry a wtirning label of some

sort, but I’d be tlislionesi il'

didn’t allow to this same

violence being a large

chunk of (be fun. Mind-

less desti’iiction is a much

underi-ated pari of the Doom
lifestyle. Remember (he way bul-

let holes appeared in the walls in

Infogrames' late 1 980s strategy-

shooter, Ho.Sf.-u;!':? It was the

crowning touch that brought the

game lioine, that (old you that

you weren’t just a player but a

participant, I’ve always liked the

idea of an action game tlnit re-

llects (he chaos you’ve

wrought in it and in

which, conceivably, you

could damage a level to

the point where it became

inescapable.

MIRROR, MIRROR... Using reflective surfaces strategically

placed around the levels, Duke can check his make-up and

watch for foes around corners.

l if I abc

n

1

Dukk doesn’t cany (be conce])l cjuite

that far, but if you’re the (einperamenial

type, there are loads of slulf for you lo

blow up. if you liked video screens shat-

tering in DF-SCENT, you'll love this game,

which allows them to be broken in at least

four different ways. Containers are re-

duced lo rubble and their contents

(.sometimes toxic) will spill forth. Com-

piilers react almost volcanicly when de-

stroyed. Bottles disapi)car from bars.

Whole sections olTvall wink out. Mow’s

t hat for alfccting your environment?

.Sneak pre\icw notwithstanding, I do

have a few aiveals. ! s:iw IT.'ke in several

incarnations over the course of its dcA’cl-

opincnt, from pre-alplia lo near-beta,

md the game was never quite done. Only

about a third of the levels \vere com-

plete, certain features (a llashlighi,

for instance) ^vcrcn'i working ful-

ly yet while others were being

ackled. The speed hatl yet to be op-

timized, and characters tended to move

in an angular fashion that suggested that

wires were attached to their joints. I have

lo admit that I’m a little concerned that

.so much attention is being j)ai(l to the en-

vironment that the critters, \\’liich gave

Doo.m such an immersive fear factor, may

get short, shrift. 1 hope not.

But 1 still have nothing but entluisiasm

for Duke Nukem 8D. The haunted, if de-

populated, darkness ol'ihe early versions

is maturing into a beckoning world des-

tined lo eclipse the competition. It’s not

siinph’ Doom too, but Doo.vi articulated,

its j^oiential drawn out, its depths sound-

ed. Il is an event. Do whiir the Duke of
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The best just got bettep.

Bloodiep. Tougher. Deadliep.

You Htought you'd survived DOOM

;

the greatest computer action game

of ait time. Wrong. You stiii have to

face THE ULTIMATE DOOM. Ati three

original episodes plus a fouptb

that's so ileaill]/, it will grinUyou up anil spityou oull New at a software store nearpu.

Distfibuled GT Inleraclive Software. This program contains copyrighted material from DOOM. D0DI>fl<»'1993 Id software, AU riglilSfeseri'ed. THE ULTIMATE ODOM (&1995 ffl softw'are. At|.fl0}it6’re;yi^ed,

OOOM. the DOOM logo, the DOOM likeness and id are trademarxs of Id software. Gf" is a frademarlt of 6T Interacttve Software Corp. DWAfiOO is a registered trademark of Inferactive VisuBfiSyctEiTlE Cfirp.^



BRAINOEAD T3

800-228-7449
NOW ORDER 24 HOURS exh361

As President of Earth's most powerful

nation, you are armed with money,

weapons and influence. In this Shadow
President sequel, one of your advisors

While on a bte-n

Neurosis' mysteri

world's hippesi c(

learns of the DocI

domination! Awi

Get added flight simulolion and auto

racing support with dual operating modes
for realistic forward and back pedol

motion for flying, plus on independent

occelerator and brake control for driving.

Hardware «36t76



A scavenger ship is speeding through the

goloxy toward ihe center of on olien sunl

You must save your old war comrades

from solar cremationi A riveting sci-fi

odyssey featuring Tio Correre .

IBM CO «39167

Mon the helm of a S5 million lACC
racing yacht in the officiol simulotor of

the 1 995 America’s Cup. Sophisticated

Al, sound, ond fully onimoled 3D
graphics in 1 024 x 768 resolution!

IBM WIN # 39650

You're in the command center action like

never before! Feotures 30 new scenarios,

an olkiew scenorio editor, 1 00-f full-motion

video and sound clips and morel Used as

0 Naval Academy training tool!

IBM CD #21557

Evil lives in o beautiful estate on a private

island. Now, Adrienne Delaney,

desperate and frightened, must uncover

the clues and objects she needs in lime to

sove her husband from its grip.

IBM CO #34085

iS09S Ms. Molovei

13204 MystMPC..

Mystoiy Collection

i58 18 NASCAR Racing

i9723 NBA JAM Tournament Edili

i9725 NFL Quattetback Club

!5843 NHL Hc-ckfly'9i

16755 National lampoon Blind Di

19098 Now Horizons

15722 Noctropolis

16482 Novostorm,

16364 Operolion Body Count

18593 Operolion Crusader

18014 Orion Conspirorsy

34173 Outpost

16280 PGA Tour Golf 406

Shonglioi Great Momonis

Silverlood

SimCily 2000 Collect Mp'c w/Sampior.

SimCity Enhonced

SimEotih Enhanced

SimTowor

36085 Tiluiol Pursuit

37538 U.S.S, Tlcondoroga

34
40

15416 Ulllma VIII: Pogun w/ Spooch..

32937 Undaro Killing Moon
36045 Unnocesioty Roughness ’95 ....

38592 Vlttuo Chess

56
32

35816 Virtual Vogos Volume 1

37708 Vortex: Ouonlum Goto 11

36707 Voyeur

40

myu

800-228-7449
CUSTOMER SERVICE, CALL 508-443-6125 9am - Spm EST

NOW ORDER 24 HOURS exf.361

Complete on-line catalog with over 5000
software and hardware titles.

O Prodigy - Computer Express O CompuServe - GO Express

O Internet - info@cexpress.com O AOL - Computer Express

O vAvw :hltp//osxpress.cxxn:2700 O eWorld - Computer Express

.No surchorge is added to credit cord orders..PO’s, wire transfers, personal and cashiers checks

ccepled..Some items ore not returnable. Returns require aulhorizotlon # and are subject to 15%
restocking fee..All items oifered for sale ore subject to availability..We ate not responsible for lypogroph-

ical errors. .Shipping and handling ehorges opply. .Worldwide shippingl

.All prices ate subject to change wilhout notice.
,

|
fgtBt •

COMPUTER Express
3 1 Union Ave. Sudbury, MA 01 776 Info: 50844S61 25 Fax: 5084436645

Join one of six warrior clans and man-

euver 3 1 st Century weaponry as you
confront opposing clans in every conceiv-

able alien environment-including intimi-

dating ice planets and desert terroin.

Now on CD-ROM! Highly realistic,

graphically advanced computer simula-

lion of civil oviolion. Packed with detailed

scenery, doy/night effects, user-definable

visibility levels and more.

IBM CD #36979
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800-228-7449
NOW ORDER 24 HOURS ext.361
CUSTOMER SERVICE, CALL 508-443-61 25 9am - 5pm EST

Dynamic multi-session upgrade for your

PC. Comes with 4X inlernol CD-ROM
drive, sound cord, speakers, 1 1 0 multi-

media titles and much morel

Hardware #38586

Sid Meier's Civilization is now a multi-

player Windows gotnel Build the

Pyromids and the Great Woll. Conquer

Earth or another planet. Up to 7 players

at once via the locol network or modem.
IBM CD #38011

Seventy years ago, Henry Stauff went on

a murder spree in his mansion. Now,
Reporter Robin Morales has disappeared

within its walls. Rely on puzzles, logic

games and treasure hunts to sove herl

IBM CD #39195

The world's most chollenging course, set

in the heart of the Bermuda Triangle. The

breothtaking scenery and unforgiving

traps will have you begging for mercy

.Requires Links, Links 386 or MS Golf 2.0
IBM CD #39649

Build a high-rise skyscraper, rent out

space, satisfy your tenants' ond customers'

needs, and manage your property into a

profitable commercial empire. Will you be

a "towering" success or o dismal failure?

IBM CD #39031

Play championship golf ol the famous
Harbour Town Golf Links and Banff

Spring Resort Course. The action includes

simuloted aerial fly-bys and comic Bobcat

Goldthwail os your coddiel

IBM CD #37754

3.5" ENTERTAINMENT | 3.5" ENTERTAINMENT I 3.5" ENTERTAINMENT I 3.5" ENTERTAINMENT

37040 1 630. Roilrty^di & Robber Boronj

35976 1 II Encounfer

36454 5lh Flool

39619 5lh Fleol Sceooiro Module I

35877 AD4D Dork Sun: Woke Rovoger

36068 AMD Monzoborrcnzan

34164 AD&D Rovenlott: Sirohds Posses

34303 Advanced Civilizalion

37304 Aide Do Comp
37489 Alien 3

34695 Alien togocy

33809 Afono In ihe Dork It

3201 1 Arcade

33341 Arena Elder Scrolls

33708 Armored Fisl

39913 Artaporl-WINOOWS
38608 Atari 2600 Aclion Pock »1 .WINDOWS...
39805 Atari 2600 Aclion Pock «2 • WINDOWS ...

36959 Aword Winning Wor Gomes
33637 Ajris rhfi Gomccheoler

39007 Boldies

36027 Bolile Bugs

33857 Bonlo Cruiser 3000AD
34448 BoMledrome

21151 Barries of Napoleon

38662 Beat Itse House

1 1575 Beyond Squod Leoder

36485 Blockbeord

36654 Blood Bowl

33738 Breoch 3

35715 BreokThrul - WINDOWS
33941 Brett Hull ’95

39010 Brutol

27743 Corner Sirike

33047 Cosino lilo: Omobo Hold ’em

37676 Cosino lilo: To«os Hold 'em

34074 Cclllc Tales: Bolor Evil Eye

39394 CliGos Engine

32522 ChossMosior 4000 Turbo - WINDOWS ....

26806 Clvilliolion

36251 Clossics PInboll

38649 ClockWer. . WINDOWS
37445 Collegiole Pennsylvania Stale - WIN
37435 Collegiole U. of FlorTdo - WINDOWS
37439 Collegiole U. of Mlchigon - WINDOWS
37434 Collegiole UCLA • WINDOWS
35717 Coionizolion

32930 Comorscho i Mission Disk # I

22035 Corridor 7

36303 Crystal Colibutn - WINDOWS
36087 Cyclones

33602 DOoy. Opcfotion Overlord

34028 DDoy. The Beginning of End
34162 Dork legions

34765 Dawn Polrol

37076 Descent

38295 Desert Strike

41

35
30

34307 Disciples ol Stool

36747 DisewOfId

33894 Doom 1: Knue-Doap In tha Dead
39690 Doom II: Extra levels

35

35

23

32970 Dungeon Moster 2

39914 Entertoinment Digest - WINDOWS
35

21

36

33664 Falcon: FA-IB Hornol

36832 Fighter Wing
30

.. . . 37

ORDER
YOER

CATALOG
I\OW!

Incliiflcsj $10
Rebate!

35744 Fleol Delondor: F-l 4 Scenario

36589 flight Commondor II

32632 Flight light.

37558 Flight Sim; Caribbean Scenery 5.0....

36695 Filgttt Sim: Europe #1 5.0

37557 Flight Sim: Japan Scenery 5.0

32901 Flight Sim: loi Vegos 5.0

3 1 728 Flight Sim: Now YorV Scenery

31657 Flight Sim: Paris Scenery

36693 FlighI Sim: Porllond 5.0

31273 FlighI Simulotai S O

30373 Freddy Photkos

36247 FronI lines

34894 FronI Poge Sports: Boseboil

353 14 FronI Pago Sports: Foolbal] 95

35313 Front Page Sporli; Fooibo!) Upgrd 95

32130 Gabriel Knight

38607 Gettysburg: Turning Point

34001 Girlfriend lisa

34436 Girlfriend Terl

36461 Glider 4.0 -WINDOWS
37764 God '94

.

37081 Golditee Engine

28300 Golf -WINDOWS
34826 GolF Courses; BonFt Springs • WINDOW,,,,
34027 Golf Courses: Mouno Kno - WINDOWS ....

34828 Golf Courses: Pinehurst • WINDOWS
36790 Good to firm

33704 Great Navol Bottles II

39006 Greyhound 2

34008 Guilty

32527 Hand ol Foie

32594 HordBoll III Diomond Collection

34006 HordBoll I

38076 HordBoll IV MIPBA AddOn
32122 Harpoon II

39453 Harpoon II Bortlesct #3.-.

37696 Heretic

34761 Heroes of Mighi & Mogic

36245 High ScosTrodet

27109 Hollywood Mogul - WINDOWS
38601 Hudson City

37466 Ice Hockey

35349 Incredible Toons - WINDOWS
31471 fndyCot Racing

35105 IndyCof; Circuits Expansion Pack

35106 IndyCor: Indianopolis Speedway
36393 lion Cross

37703 Ishar 3: 7 Golos ol Infinity

39090 It's o Fair Bel

26696 Jock Nicklaus Signature Tour 1

30628 jack Nicklaus Signature Tour 2

31480 Jugged Alliance

36389 Jagged Alliance Addon
34166 Jeopardy Deluxe

37203 jBl Fighter III

33741 Jurassic Pork

34303 Kingmaker

36972 Klik n' Ploy • WINDOWS
352 10 Knights of Xentar Upgrade NR 18

37527 legions -WINDOWS
32705 Leisure Suit lorry VI

30372 Lemmings II

27660 Unks 386 Pro

3 i 444 links: Belfrey Course SVGA
36148 links Bighorn Course SVGA
34306 links: Cas;le Pines Course SVGA
39648 Unks: Devil's Isle Course SVGA
32478 Unks; Firestone Course SVGA
31507 Unks: Innisbrook Course SVGA

32479 links: Pebble Beoch Course SVGA
30798 links; Pinehurst Country SVGA
39068 Unks: Proirio Dunes SVGA
35319 lode Runner

34029 lords ol the Reolm

33501 M4 Sherman Tank - WINDOWS
35741 Master of Magic

3 1 433 Master of Orion

31594 MoloUlace-PG13
33223 Metal & lace Upgrade Disk NRtS
37302 Melol Marines

34698 Motaltech; Forth Siege

37023 Motaltech: Earth Siege Speech Pock ....

38905 Mortaf Kombot II

36997 NASCAR Racing SVGA
33215 NCAA: Rood to the Finol Four

35937 Nfl '95 -WINDOWS
37092 Novy Strike

39097 New Horizons

37763 One-Nll

39101 Onslaught

34451 Opeialion Ctusoder - WINDOWS . .

33340 Outposi ..

38548 Poc In Time

33087 Pocitic Ait Wot; 1942

35739 Pacific Air Wor: 1942 Scenotio

36480 Ponzer Genetol

31956 Pox Imperio

33735 Petted General II

32948 Perleci General Trilogy

25088 Pinball Fantasies

30098 Pirolesl Gold

37083 Pizza Tycoon • WINDOWS
36057 Plonel Soccer

37305 Point ol Attack

32079 Police OuesI IV

38118 Poolmasler • WINDOWS
30630 Prince ol Persia II

34655 Pro league Baseball

35935 Quarantine

32863 Guest lor Glory IV

34596 Raiden

36384 Realms of Arkania: Star Trail

36386 Realms of Arkania: Star Trail Addon ...

35355 Red Baron

31630 Return lo Zork

36598 Reuniors

33938 Rise ol ihe Robots - WINDOWS
36936 Rise of ihe Tried

35236 Robinson's Requiem

33206SSN-2l;SeaWoll
35590 Sobre Team

39650 Soil '95 WINDOWS
32979 Som & Mox Hit ihe Rood

COMPUTER GAMING WORLD, JULY, 1995 WDP II



You were born and raised in the char-

ming town oF Harvest, But now, you suffer

from amnesia, and everything's strange.

You’ve been plunged into a terrifying

nightmare!

IBM CD #33905

Test your powers agoinst the world's most

complex and confusing mazes. Feotures o

3D Virtuol Mozewalk, o gallery of moze
designs, legends of historic mazes,

amazing printouts, and lots morel

IBM CD #39607

In 15th Century Europe, youseekworld

domination! Manipulate military, political

and religious powers with bribery, manip-

ulation! And, your every move could

mean exaltotion-or excommunication!

IBM CD# 37713

Enjoy conversotions with a girlfriend living

inside an apartment in your PCI Your

girlfriend moves around and responds to

anything you say.

IBM CO# 38540

When your son Danny McCormack is

killed in a trogic accident, you travel

through space to the perimeter of o

hole-in your search for onswers to his

mysterious demise. Nail-biting intensity!

IBM CD #38014

Top Gun precision for computer pilots.

Realistic professional jet grip puls controls

at your fingertips. Trigger and 3 fire

buttons, responsive throttle control, 4 way
viewing, Irim controls, plus much more

Hardware #3141

7

Batter up! Manage and ploy baseball

wilh 700 real players in 28 realistic ball-

parks. Famed Sportscaster Al Michaels

delivers the play-by-play.

IBM CD #36998

3.5" ENTERTAINMENT I 3.5" ENTERTAINMENT I KIDS/FAMILY/HOME I IMACINTOSH TTOES

II73I Scen»ry CotiKlion USA WeM S O
l‘1636 Sort Cily

15316 Serious Soccer

14289 Shodow of the Comet 2

15287 Shonghoi II - WINDOWS
!4033 Shiloh

16024 SirrAnt Closjic

11457 SimCiV 2000
I39I5 SimCiV 2000 Greet Dijojierj

18245 SimCity 2000 Urbon Ronowol Kit,

lUIOSimCityClosjic

17042 SirrClaisic Colleclion

'4473 SirtiEoilh Classic

11454 SimFatrr

151 15 SirrHooIih

19724 SimLile Classic

17593 SimTowoi • WINDOWS
12882 Simon Ihe Sorcoior

12035 Solitaire Antics • WINDOWS
17228 Soliloire Deluxe • WINDOWS
11656 Spoce Simulator

13342 Spectre VR
16483 Sialingiod

15723 SiarCtusodet

15940 Slat Ctusodei Mission & Speech ..

13245 Slot Reoch

>6706 Star Trek 25ih Annluersaiy

11772 Star Trek: Judgment Riles

>7188 Strike Commander
i060B Strike Carrmondet Speech Pack ...

i2t 14 Strike Commondet Tocticol «1

15614 Slrlp Poker Pro #12 Data Disk

11886 Ship Poker Prolessionol

13331 Subwor2050
17091 Subwar 2050 Scenorio...

19005 Super Street Fighlet II Turbo

34
34

21

CAll

12

21

.39

15

.26

.35

.25

.20

.23

.30

.35

.2!

.32

.29

14383 Superhero; Leogvo of Hoboken .

13858 System Shock

14305 TFX: Tocticol Fighter

12154 The Dig

13332 Thiid Reich

12152 Te Fighlet

18236 Tie Fighter: Defenders

29906 Tigers on the Prowl

15308 Tony LoRussa Boseboll II 2.0

26142 Tram Engineer • WINDOWS....
17084 Tronspcrl Tycoon • WINDOWS

.

18961 Tronspcrl Tycoon Scenario

17588 True lies ...

16452 UBool- WINDOWS
12879 Ultimo VIII. Pagan

I969I Ultimote Pinbcll

.32

.47

.36

.34

.27

46
.24

.38

.35

,25

.34

42 3408 1 Wtndows Upgrode 3.1 1 53
42 33603 IlihHoufCD 53
57 36011 Absolute Zero CD 38
57 33864 Alone in the Dork 33

65 39398 Alone in the Dark II CD 33
34 391 45 Apache CD 45

34 369 12 Arc of Doom CO 35

32 39802 Aiori 2600 Action Pock #1 26

26 36588 Beyond Squad leader CD 45

92 38615 Bramdood 13 CD 38

30 36789 Cosmo Master w/Kit CD 29

30 36376 Casino Tournoment of Champions CD 35

32 29214 Cirilizotlon 42

56 38569 Club Cyborlesque CD 26

80 33084 Crystol Coliburn 30

145 39173 Crystol Crozy 1.0 25

78 39640 Dork Forces CD 47
39686 Doom If Hell on Eoilh 46

800-228-7449
CUSTOMER SERVICE, CALL 508-443-6125 9am - 5pm EST

NOW ORDER 24 HOURS ext.361

Complete on-line catalog with over 5000
software and hardware titles.

36840 Quicken 4.0 WIN
36838 Quicken 8 0 DOS
36841 Quicken Deluxe 4.0 CD
36842 Quicken Deluxe 4 0 WIN
39744 Rom Doubler WINDOWS 1 .0

36017 SATIStudyware CD...

32960 SAT NEW Personal Trainer 2.0

36110 SharksI CD
36803 Sports III. Swimsuit CC
38678 Stocker Multimedia 4,0 • WINDOWS
37887 Slot Trek: TNG Screen Sever WINDOWS

.

341 70 Slot Wars Screen Sovet WINDOWS
36412 TreasuroPacklCD

36594 TriplePbyPlusI Sponish CO
21493 WinFax Pro 4.0 WINDOWS
35647 Windows 95 4.0

35648 Windows 95 Upgrade 4.0

35821 Universal Never Lock far Games 39
36041 Unnecessary Roughness '95... 32

32859 Victory ol Sea 41

36708 Worcraft: Ores and Humons.... 39
31521 Worlotdsll 40
32510 Wheel of Fortune Deluxe • WINDOWS 34

27287 Wing Commander I Deluxe 47

36271 Wolf: Hunt or 6a Hunted 40

34590 Wolfpock 23

39727 World Hockey '95 24
38343 X COM; Terror From the Deep 38

3S2t5X.COM; UFO Defense 38
28941 X-Wing 24

30899 X-Wing; Imporiol Pursuit 21

34181 Zig Zog-WINDOWS ^
KIDS/FAMILY/HOME

35923 After Dark 3,0 WIN 30
35924 After Dork MPC 3.0 CO 40
3 1 340 American Heriloge Oicliona^ WIN 30

38270 BOB CD 89

36987 Beovis 5 Butlheod Screen Sever CD 23

36627 Cartoon History of Universe CD 25

37767 Cookwoiks;On the Menu 1.0 CO 39

33036 CreotiveWtilei WIN.. 43

33549 Design Your Own landscape WIN 35

17177 Dr. T’s SingAlong Kids CD 26

36174 EosyKeysCD 29
36760 Emperor's New Clothes CD 26

36855 Encotta MPC Encyclopedia '95 CD 09
39553 Guinness CD ol Records 1995 32
39065 IQ Test Multimedia 15

37775 Iniornol Membership Kit 1 .0 WINDOWS 25

33625 JFK Assossination 36
35615 lion King Print Studio WIN 17

35281 MSOOS Upgrade 6.22 51

37662 Monogmg Your Money 95 2.0 WIN 33

33528 Moyo Clinic Family Health CO 33

34986 Moyo Clinic Phoimasisl CO 33

36519 Moyo Clinic Sports Health CD 33

3961 4 Medicol House Coll CO 50

37l23Matomorf3-0 26

371 56 Monty Phython's Complete Woile CD 54

38207 NeCruiser Plus 26

36828 Oregon Ttoil II CD 54
36968 Poge Master CO 41

3653B People vs. OJ. Simpson CO ...20

34999 Piano Course 1 w/ Midi Coble .71

36030 Print Shop Deluxe WIN 49

31527 Publisher 2.0 WIN 84

36843

Quicken 4.0 CD 42

O Prodigy - Compufer Express

O lnternef-info@cexpress.com

O WWW :hHp//cexpress.com;27C10

O CompuServe - GO Express

O AOL - Computer Express

O eWorld Computer Express

.No surcharge is added lo credit card orders. .PO's, wire transfers, personol and cashiers checks

accepted. .Same items arc not rclurnoble. Returns require outhorizollon # and are subject lo

restocking lee. .All items offered for sole ore subject lo avoilabilitY..We ore not responsible for typogroph-

icol errors,.Shipping ond hondling charges apply. .Worldwide shippingl

.All prices are subject to change without notice, '

COMPUTER Express I «
31 Union Ave. Sudbury, MA01776 Info: 508443^125 Fax: 5084435645
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CARDINAL 28.8 INT. MODEM

COMPVTER

800-228-7449
NOW ORDER 24 HOURS exh361

Step up to the plate with true multimedio

action! Animation is based on video of

pro ployers! Includes 28 stadiums, video

lips from Tony, commentary by Mel Allen,

Lon Simmons, and Hank Greenwald.
IBM #38876

CUSTOMER SERVICE, CALL 508-443h61 25 9am - 5pm EST

Can you collect the bounty on all four of

the most cunning outlaws in the Old

West? Be quick on the drow, shoot

stroight, collect the most bounty and
upgrade from a six-shooter to shotgun.

IBM CD #39912

All the excitement of Opening Day, the All-

Star game, and the Pennont racesi As

General Manager, lead your team ihrougli

the seoson in quest of the Pennant. Loaded

with features, special effects, and more!

Windows «3991S

Delivers high-speed, 28.8 Kbps transmis-

sion. Meets V.34 and V.FC specs for

world-wide compatibility. Easy to install

and use. Includes free Value Service Pack

and more!

Hardware #38278

SUPER KARTS

Combines all the wild excitement of

rocing with all the fun of Go-Kartingl 16

exhilaroling tracks test your driving skills

to the max with speed and 3D graphics

rivaling the best coin-op arcade hits!

IBM CD #39575

MACINTOSH TITLES I STORAGE DEVICES I JOYSTICKS & MICE I MEMORY/CPU UPGRADE!

39! 72 G
38522 G
35698 Hi

35351 Ini

38731 Ju

36298 Jo

37022 a

389661
33353 L

33398 I

35257 lir

35321 U
39^48 M
39013 M

32296 MystCD
36756

'

39102

38594
33824
35331
39729

I0tlt

Oporolion Crusodnr ,,,,

PGA Tout GoU II

OTagarioCD...

RoguCO

I Rebel A
:a o( Porsii

35754 SirtiTowor

35755 Sirrlowr CD
22090 Solilarra Aniics ...

3B596 Stalingtod CO....

36830 Star Ttol; 25lh En

34351 Star Ttok: TNG To

38875 Super Wing Com

3BI74Vi
37195 Vc

38480 W
39104 V\

36234 V^

37192

38556 Lighining 730MB I IMS IDE

38557 lighining 730MB 1 IMS SCSI - MAC...

37824 ST-31200A INI 1GB Herd Disk

38970 ST.339IA INT 341MB Hoid Disk

37823 ST.5660A (NT 545MB Moid Disk

38100 Trokker 3S0MB EXT Tope Bockup

38181 Trokker 700MB EXT Tope Bockup..

JOYSTICKS & MICE
37035
37034
37036
38163 CyberMoxi VR H<

39877 P.-"'
' '

[Mouse

39875 F-

39B76 F-

29442 FX2000 Pislol

33226 Flight Stand

31417
Flight Stick Pro - MAC ...

31148 G-Force Flight Yoke

37753 Gome Zopper

24017 GomnCord III Automatic

24018 GotreCord III MCA Aulc

38124 GorreGun

28366 GrovisEliminolorCord.

39627 Gravis firebird PC Coni

27815 Gfovi

)8 Gfovi

'isMouseSlick II

y
'95 Pc

36876 Pro P

30825 Thrus

35104 Ihrus

38027 Thrus

33344 Thrus

29522 Thrus

36656 V/mgiron Extreme J

36655 VMngmon Joystick..

33052 YCoble tor 2 Joysi.c

PRINTERS
34228 BJIOSX Bubble JelP

37912 e

37976 8

37978 6

38192
33544
38543
30754
34119
27788
38744

rlher Kl.630 loser

rther Hl-660 loser

itherP-Touch label Punier.,

ton Stylus Color InkJet . ..

DesUel 320
DeskWritcr 320 • MAC ...

HP OfficeJet

KX.P2023 24.Pin 240cpi

KXP3I24 24.pin 320cps

P44004PPM Losei Ptir

KX PJ250 Inkjet 300df

MONITORS
35553 Atphoscon 15 15" M
35554 Alphascon 178 17" f

35556 Alphascon 17E 17"f

12 Alphosc

o I5FS 15" Monitor 450
38153 Diamond Pro 17" Monitor I06i

37863 HUe60 1
4" SVGA Color Monitor 267

37864 H15860 15" SVGA Color Monitor 331

37366 H176B2 17" SVGA Color Monitor 746
37861 HN4B3BP 14" SVGA Color Monitor 224
38390 Multisync 2V 14" Monitor 331
32896 Multisync 3FGE )5' Monitor 604
38388 Multisync lens: 2V 52
38386 Multisync lens- XE15 or XPI5 71

38070MulliSyncXEI5 15' Monitor 579
30072 MulliSyncXPlS 15" M '

lO Synci

jr 14GI 14" 28MM ...

?r 15GI 15" 28MM ...

jr I7GI 17* 2eMM 832

1
STORAGE DEVICES

1
29863 Thruslmasler Rudder Pedds - IBM 104 34223 SyncMosler 2E 14" SVGA 39MM 231
33804 Ihrusimosler Rudder Pedds - MAC 101 34222 SyncMaster 3E 14" SVGA 28MM 232

38178 Jumbo 3S0MB INT Tope Bock Up 162
38179 Jumbo 700MB INT Tope Bock Up 237

' 33780 Thruitmosler WCS Moikl - MAC 61 1

3 1 258 Thtustmoslor WCS Morkll - IBM 93 1

38950 Trockboll PRO 70 '

JMEMORY/CPU UPGRADES

36149
36176
36177
36555

34409
35134
30884

35502
36727
36728

4X9 Simms 70ns (4 Simms)

.

72 Pin4MB Moduie 60ns

Modulo dOns
IB Module 60ns

Cyrix CX406DRX2.33/66 3860X-33. .

Cyrix CX486SRX2-25/50 386SX-25 . ..

Overdrive 4860X50 CPU

Overdrive 4860X-50 CPU WO/OO
Overdrive 4a6DX.66 CPU WO/OD . ..

Overdrive 486DX66 FOR SX/DX33
Overdrive 4860X4100 CPU ....

4860X4100 CPU WO/OD....
Oveidrivo 4860X4-75 CPU
Overdrive 4860X4-75 CPU WO/OO
Overdrive PENT-63

SCANNERS
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A Star Trek experience like none before!

Assume command of this official inspec-

tion tour and investigote the Starship

Enterprise NCC-1701-D.

IBM CD #34568

rhe ultimate in control and precision for

'our PCI Designed after the F-1 6 Fighting

•alcon Throttle Quadrant System. Features

Joglighl, radar, and antenna switches,

jrced throttle movement, and more.

Hardware #33156

Attack helicopter simulation that pushes

air combat to the limiti Hot new 3D
visual technology, high-resolution, low-

level terrain graphics and highly variable

explosion graphics add to the excitement!

IBM CD #39144

Lome out tne winner wiin me ultimate

game<heating utility! Search for known

volues, or for unknown "meter bar"

variables. Even freeze voriobles while

playing. 4GW and Nelwk. Compatible.

IBM #39740

The most realistic controls for all of today's

driving simulators! A fully functional

steering wheel, broke and gas pedols,

0 sturdy shift lever, and more.

Hardware #33344

The most comprehensive bridge gome
everl Loaded with feolures that will

challenge even the most expert players.

Also great for polishing your skillsl

IBM #34317

SOUNDCARDS I CD DRIVES & UPGRADES I MODEMS/FAXES I MODEMS/FAXES

3352 Reelmogic SCSI MPEG w/ Zoik 423

5366 Rio Soundcoid 131

2031 Roland RAP-10 Audio Producer 235

8019 Roland SCC-1 B GS SounilCrmi 265

5400 Rolond SCD-10 DB Sound Canvas CAU
5628 Roland SCD-15 DB Sound Convos CALL

2530 Sound Bbsler 16 MCO .136

2531 Sound Bloslet 1 6 SCSI-2. 172

2532 Sound Blosler I6SCSV2ASP 197

4807 Sound Bbsler 16 Value Edilion 93

7027 Sound Bbsler AWE32 Value Ed 156
4661 Sound Bbsler Pro Sblue Ed 74
4660 Sound Bbsler Value Edilion 52

3751 SouisdMan Wove 117

6507 Tropei Ifrbit Sound Cord 208

6833 Video Bbsler FS200 168it 304

6580 Video Blaster RT300 16-Bit 339

093! WoveBbster Doughler Board 148

SPEAKERS
5543 ACS- 52 Shielded Speakers 86

9264 ACS-250 Subwoofer 100

8122 AC5-300 I Speakers w/Subwoofer 200
6504JojjJ-5n Speakers 74

6500 JOZ2J-590 Speakers 78

6501 Jo2jJ-702 Speakers 120

6503 Joz2 >818 Speakers 165

.0730 Koss HD- 6 MPC Speokers 73

.8255 Koss HO-lOO Spcol.erv 64
;6173 Koss HD-50 Speakers 33

12220 Lobtec CS- 900 Speokers 56
12228 lobtec CS-1000 Speokers 48
10475 Potiner 570 Speakers 246
10474 Potfner 622 Speokers w/ Subwoofer 190
13649 Powered Speoker YSTMIOH (Pair) 66
1771 4 Powered Subwoofer YSTMSWl 0 1 37

12101 Roland MA.12CP Powerd Speakers 215
18308 VividSD 57
17712 VividSD Plus 70
18455 VividSD Pro. 104

CD DRIVES & UPGRADES
17007 3DO Bbsler 376

15857 4PIEX Quod-speed EXT w/Coniroler 552
15855 4PIEX Quod-speed INT w/Controler 469

19574 6PIEX Sixspeed INT w/ctrl 587

19265 AMC2CO0 Portable MultiUAedio 445

1805! Aztech Stellar Doubb MM Kit 196

15734 Aztech Voyoger INT MutiiMedia Kil 256
17759 Diamond 5000 INT 250Ms CD Kit 438

3703 1 Digital Schoolhouse INT CDROM 277
39271 DiscovcryCOia 4X INT CDROM 339

30216 Discovery CD16 INT CDROM 270

2l560GomeBbslerCD16... 391

36267 legend ExecuKve INT Multimedia KH 302

36826 Legend INT Kit w/6 Tubs 238

38060 MultiSpin 2V Deluxe INT CDROM 300
38062 MultiSpin 2VI INT CDROM 179

38059 MultiSpin 3XP Plus Portable 402
34923 MultiSpin 4XE EXT CDROM 503

38058 MultiSpin 4X1 INT CDROM 402

38065 MulliSpin 4X1 INT CDROM Kit 479

39565 Mullimedio Homo 4X .. 407

37028 Multimedio Offico INT CDROM 534

37026 OmniCD4X 415

31809 OmniCD Upgrade Kit Internal 179

34133 ReclmogicCD.ROM Kil 646

39272 Sound Blaster Voluo CD INT 238

38580 TEAC 4X INT CDROM Kil 207

38586 TEAC 4X INT Mullimedio Kit 259
38737 Toshiba EXT QuodSpeed Kil 675
38710 Toshiba INT OuodSpeed Kil 464

VIDEO CARDS
28570 Boco SuperVGA 59

36035 Boco VL-Bus SuperX 1 MB Accel 106

36036 Boco VLBus SuperX 2MB Accel. . .161

38290 Oiomond Speedstar Gome Kil ISA... . 142

38599 Diomond Speedster Gome Kil PCI 144

38598 Diamond Speedstar Gome Kil Vlfl 168

38288 Diamond Steolih Gome Kil PCI 177

38289 Diomond Steolih Gome Kil VIB 177

38132 Diamond Steollh64 DRAM 2MB PCI 206

3B133 Diomond Slool(h64 DRAM 2MB VLB 206
35691 Diamond St0ollh64 VRAM 4MB PCI 458
35692 Diamond SteQlih64 VRAM 4MB VLB 453
29259 Graphics Ultra Pro ISA 2MB 272

36470 Grophbs Ultra Pro PCI 2MB 272

37157 Graphics Xpression IMSISA 142

3B226 Graphics Xpiession 1MB VLB 142

371 82 Grophbs Xpression 2MB ISA 189

383 19 Grophbs Xpression 2MB VLB 189

38286 Kelvin MPEG SVGA 1MB VLB 319

38287 Kelvin MPEG SVGA 2MB VLB 367

39280 Reolmogic Rove IMB W.n Accel 406

3928 1 Reolmogic Rove 2MB Win Accel 489

34615 ReelMogrc life 236

MODEMS/FAXES
31921 ACE 14.4 INT S/R-fox W/Vobe 166

38281 Cor

38275 Cor

38279 Cor

38278 Cor

38280 Cor

33712 Con
37974 Cor
37601 Cou
37602 Cou

36433 Cou
36434 Cou

31908 Pros

31896 Prat

nol MVP144E I4.4EXT F/M
nolMVP144IF 14.4INT F/M

MVPU4CC PCMCIA F/M
MVPU4W1N 192(NTF/M
MVP2e8CC PCMCIA f/M
MVP288I 28.8INr F/M
MVP288XF 28.BEXT F/M

iBClIon 14.4 Ini. fox/Modem
lectlon Pro 19.2INT 1 4.4Fax

er DS 14.4 PCMCIA F/M
er DS 28.8 PCMCIA F/M
tr V.34 EXT 28.8 S/R Fox/Modem...

r V.34 INT 28.8 S/R Fox/Modem...

tol PMI44HC II INT Fox/Modem
:al PMI44MT II EXT Fox/Modem
;ol PM28BHC II INT Fox/Modem
tol PM288MT V.34 EXT Pax/Modem

36266 Scout 28.0 VFCl VFasI Fax/Modem 129

3952B Smorl 14.4 PCMCIA F/M- 2MB 248

39529 Smart 14.4 PCMCIA F/M- 4MB 284

39530 Smart 14.4 PCMCIA F/M- 6MB 320

39526 Smart 14,4 PCMCIA F/M 156

3 P.39 SupraComCord 14.4 PCMCIA w/fox 232

34802 SuproExpress 14.4 INT Fox/Modem 78

32317 SupraFoxMQdom 14 4 EXT MACINTOSH . . .178

26938 SupraFoxModom 1 4 4 EXT V.32BiS 178

32314 SuproFoxModem 14.4 INT V.326IS 110

38528 SupraFoxModem 20.8 V.34EXT. 206
38527 SuproFoxModem 28.8 V.34EXTMAC 213

3S529SupraFDxModem2S.8v.34INI. 100

39269 TDK0F1414.PCMCIA 14.4 F/M 158

39267 TDK DF2814 PCMCIA 28. B F/M 325

39537 TrocclCord 28.8 v.34 PCMCIA 293

31236 WotldPort 14.4 PCMCIA F/M 201

800-228-7449
CUSTOMER SERVICE, CAU S08-443-6125 9am - 5pm EST

NOW ORDER 24 HOURS ext.361

Complete on-line catalog with over 5000
software and hardware titles.

O Prodigy - Computer Express

O Internet - info@cexpress.com

O WMV :http//osxpress.com;2700

O CompuServe - GO Express

O AOL - Computer Express

O eWorld - Computer Express

.No surcharge is odded to credit cord orders. .PO's, wire Irai

occepled.-Some Hams ore not rolurnoble. Returns require outF

restocking fee..All items offered for sole ore subject toovailobilitv.

icol errors. .Shipping and handling charges apply..Worldwide shi

•All prices are subject to change without

nol and coshiers checks

and are subject to 15%
esporsible for typogroph-

.All prices are subject to change without notice. '

COMPUTER Express I

31 Union Ave. Sudbury, MA01776 Info: 508443^125 Fax: 5084485645
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I

t’s tiik day or iiir, mo race. Tiie

IIEIA[E1'E1) WARRIORS MOUNT rilEIR

WHEELED S'lT.EDS, GUN '[l-IEIR ENGINES

and liead lo the

line, 'flic throngs

of fans come out to

crowd the speedway,

there to experience

speed, strategy, and,

yes, tlie possibility of a

ten vehicle, liigh speed,

pile lip in turn #2. Is it

(Irand I’rix? Fornnila

One? NASC:AR? No])e,

it’s Go-Kart!

Okay, so maybe

buzzing around a race-

track at 30 niph pow-

ered by a meager 1 2jcc

engine doesn’t exactly

insjdre awe in racing sini fans. Some
might even consider the thought down-

right boring when compared to the seri-

ous horsepower rush that premier racing

simulations provide. But for sheer fun,

it's hard to beat the concept of driving

two inches oil' the ground in the open

cockpit of a go-karr.

I have to admit that it was with some

trepidation and rather lorv expectations

that I i3o]j]}ed SuperK-ARTS into the PC.

And although I was impressed by tlie

lively pop techno audio track, I still ex-

pected the worst when an extiemely long,

31)-animaled sequence began playing,

'fhc colors were garish, the graphics were

cartoon-like, and the driving controls

seemed non-existent. Its style seemed to

have more in common iviih a Saturday

morning kids show than the average

computer game—usually not a good

sign, especiall)’ in a racing sim. Thankful-

Price: N/A

System

Requirements:

386SX/16 or

better (486/33

recommended),

4 MB RAM, VGA
graphics, CD-

ROM; supports

AdLib, Sound Blaster and compatible

sound cards.

# of Players: 1 to 8 (network)

Protection: None
RSAC Rating: Violence (1)

Designer: Manic Media

Publisher: GT Interactive

New York, NY
(212) 726-6500

ly, my initial iicgalivity didn’t hold out.

After choosing between ihe four difb-

culiy settings, I chose my driver I'roni a

di\'erse group

of eight people

from around

\ racing has al-

eyed y\ussie

sjioi'iing a

funky hairdo

and a pink hel-

met. 'I’lie first

course, US #1,

was on a Los

Angeles beach.

I ivas shocked midway through the first

race: the computer controlled turbo-

boosted karts were lileralK’ burning past

me, accompanied b)’ a signature 125cc

whine. I was also surprised to learn that

nn’ first session took 3 hours and 17 min-

utes of real time, not the half hour I

thought I’d spend.

"KART"-OLOGV
Sui’erKarts is a very

simple concept and a

very simple game. It’s

not veiy hard to di'ive a

go-kart in the real world,

and it isn’t haici in this

game. But ihis doesn't

mean that races are easy

to win, especially at the

Pro level. The btisic idea

behind the game is not a

difficult one lo grasp:

simply keep the joystick locked fonvard

and move it left and right to keep your

kart on track. With some skill and a little

luck, you should be able to complete the

five laps bel'ore any ol the other seven

competitors. Winners take home the

whole enchilada; losers have to settle for

table scraps.

While you can race individual tracks in

the game’s arcade mode, the real chal-

lenge is SuperKart’s 1 (5-race lull sea.son

mode, rhe eight host countries have two

difl'erent racetracks, each of which has a

“local” look-aiid-feel. The U.S. tracks are

constructed on the beach, while the

Moscow tracks are made ol pure ice. d'he

British and German tracks are both neo-

industrial, the Brazilian tracks are gTassy

and tribal, the Ausirtdian tracks are

wooden and wet, and the Tokyo courses

are run at night under the neon lights.

Sure, it’s sort ol' a shallow, stereotypical

form of multi-culturalism, but it does

provide a nice variet)’ of looks and keeps

the scener)’ from getting boring.

EAT HEAT Using SuperKarts' turbo booster gives you some serious

acceleration, but successful racers will avoid using it in the turns.

Kart AVheelm.
SuperKarts Steers Small-Fry Racing

Toward Big-Time Gaming

by Vox Day
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After hearing his

favorite games on
a Sound Blaster,

Vincent regretted

Inferior sound cards can drive you to some

cra/y ends. Sound effects built into this year’s

hottest new gamc.s might seem muffled and

flat. Like you’re only getting half the experience.

But a Sound Blaster " sound card can spare you that

insanity. You get real 16-bit, CD-qualily sound that brings

games to life. You hear ships explode, swords clash, tires

squeal. That’s why Sound Blaster is the PC sound standard.

So only buy genuine Sound Blaster cards. And look for

the Sound Blaster Compatibility Logo on software and

multimedia kits as weU. That svay, your software will sound

axactly like it should. And you won’t feel a tinge of regret.

There are sLx different Sound Blaster sound cards to satisfy

the most discerning ear.

To find the one that's best for

you, call 1-800-998-5227 Ext. 114.

creative

9 /99.‘l Criative 7'crli riD/i’Sj' l.iil. .S'liinu/ iimi lln- Cn'iithf, wtiliiineiliii ij Crrulivc, iitui Soiiiiil Hlasicr Compaiih iliiy Cojoi are tratiemnrts of CrfOlii'f Tcchnolofy l.l{l.

I iitcnuil io’uil inqti irit' Hri'iiitvv Ti't iiuotoyy itii., Si iifiiipore, TEL: 6.9 - 773 • (JJJ i PAX: 65-773-0353. All riphti reserved.
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TOP OF THE KARTS
In adclilion lo providing you with the

opporiuniiy to race the great go-kart

courses of the world, lull season mode
also gives you the chance to improve

your racer over the course of a season.

Sliim-'.rKari' award.s points and cash de-

' pending on what place you finish in.

I Points count towards the season title, of

I course, wliile casli can be used to pur-

I

cliase improvements

j

for your SuperKari.

Besides being able to

purchase additional

season points and

powei'ups, you’ll also

be able If) buy a biggei'

I engine, stronger chas-

'

sis, better (ires, and a

I

bigger fuel lank.

I

It’s tlte powerups

;
that transform Su-

i*i;rIC\R'['.s Irom a run-

of-the-mill driving

game into a serious

' threat to your sleep

schedule. 'I'here are three din'ereni items

I

that can be purchased I'rom the shop be-

j
tween races or picked up as they appear

randomly in the course of a race. Turbo

provides your kart with a brief burst of

super speed, which is extremely uschd on

the siraight-aways. Oil is used not as a lu-

bricant, but as a weapon that gives you

tlie means of sending a closely trailing

competitor sliding olf the track into the

side walls. SuperCirip usually proves to be

the most important pftweruj) thougli,

since losing speed around tight curves

and getting trapped in corners will do

I

horrid things lo your finish lime,

1 Using tile powerups in Sui’ErI^^uci'S is

admii-ably simple. I’ressing the second

Joystick (or gamejjad) button switches be-

tween the three Special Features, as the

I

game calls them; button one activates the

chosen Fealtire. When first jjlaying, you’ll

lind it leinpting to keep the Turbo Boost

j

at liand most of the lime, but don’t forget

I

about the SuperCirip—you’ll need to

learn to use it jjroperly if you want to win,

especially in Bi'azil.

Despite the ability lo use oil as a

' weaj)on, lliis is not a go-kart, PC version

o( Road R,\sii.

SuperKarters usually keep it pretty

peaceful with only the occasional inad-

vertent bump in the corners to keep you

honest. The computer-controlled com-

petitors seem to prefer burning past you

on Turbo over rough-housing and play-

ing dirty. The same cannot be said, of

course, for your networked human com-

petitors. Bumping into walls and other

karts racks up the damage to your kart,

which requires a pit stoj) to repair. Foo

much damage, and you’ll find yoursell'

crawling along in a billowing cloud of

smoke as your opponents fly past you.

Like most games, SurEuICAR'rs is at its

most intense when played against other

humans. You can play with up to eight

players on an IPX-compatible network,

or you can go head-to-head on the same

computer, using a split-screen view. Sur-

prisingly, SuPERR.\.Rrs does not jjrovidc

modem play support. Also, because it

plays off the CD-ROM, each network

player has to have his own copy of the

game as well as his own CD-ROM drive.

Some sort of multiplayer licensing would

have been much more convenient.

KART BLANCHE
The race graphics are good, although

they’re remarkably bright, with a lot

more neon and pastels than you’d nor-

mally exjject to see. The cut-scenes and

character graphics are a little cartoonish;

apparently most of the drivers on the cir-

cuit either juice steroids or have a close,

personal relationship with the Domino's

delivery boy. '1‘he higli-pitched hum of

the karts occasionally comes pretty' dose

to irritating, but as the game’s action

draws you in, you ciuickly cease to notice

anything but the next cuiwe on the track.

'I'lie graphics engine is a fast one, and

conseciucntly SuperKar'I'S plays very

tjuickly, even on a middle-of-the-road

^186. However, the engine does have one

glaring weakness: there are no diagonal

walls. It is very easy lo gel trapped in the

many little corners around the course,

and you will often see a computer-con-

trolled racer stuck in one, mindlessly

bulling against the w-alls.

Of course, the solution is

an easy one—keep your

kart on the track!

Despite its shortcomings

and econo-ESPN feel, I like

SI'PErK-AR'I'S. It has a funky

sort of Speed Racer feel to it

lliat will appeal to almost

eveiyone. While it isn’t go-

ing to blow the mind of

most gamers, it does pro-

vide a fiin, fast-paced way

to spend some quality time

with your PC. Because it is

so easily accessible, this is

also an excellent game for new gamers,

as well as for younger gamers whose par-

ents can't deal with video violence. 4r

THE EDITORS SPEAK I

SUPERKARTS

PROS: It’s fast, it’s I’un, and it’s easy

to gel into.

CONS: Once you’ve quickly burned

through the 16 tracks, the game nms
out of gas. Sweet, but short-lived.
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REVIEW

See Shells
By The Score
Domark’s TANK COMMANDER Comes Out

With Guns A’Blazjug, But Can’t Find Its Target

by Martin E. Cirulls

I

T
he most tlilliaill (liiiig ;(I)oliL a big

creative prttjeci, be it eompuler

game, novel oi' painting, is main-

laiiiiiig a clear vision ol'what you

are Hying in acliieve. Sometimes

it’s good (or a book to end up someplace a

litlle din'erenl than the author intended,

but it is usually not good for a computer

game. A ctise in j:)oint is Tank Commander

from Domark Software. While the recent

ads and marketing maleritils suggest tliat

it is a light, shool-em-up romp lliat is not

to be taken loo seriou.sh’, the documenta-

tion contains such cjuotes as “...surpasses

the realism of any oihei' tank simulation.”

It seems this pi'oject didn’t C]uite end up

where the designers hojDcd it would, and

the result is a rough beast with a paw in

both the action ;ind siniulalif)n worlds.

TANK DREAMS
For years now, there has been an unspo-

ken c]uesl in the tank-sim woi'ld to create

Price: $59.95

System

Requirements;

IBM compatible

386DX or better,

4MB RAM. 30
MB hard drive

space, SVGA
graphics, CD-ROM, mouse; supports Sound

Blaster or compatible sound cards.

Players: 1-4 (2 by modem), (4 by network)

Protection: None

Publisher: Domark Software

San Mateo, CA

(415) 513-8933

the game that would surpass the bench-

mark set so long ago by MicroProse’s .VI-

1

Tank Piaioon. While various titles have

come and gone, some with faster play or

better graphics, the bal-

artce of realism \'s. pla)'a-

bility struck in M-1 I'.-VNK

Pt-VfooN eludes design-

ers to this day. Tank

CoMM.ANUER, unfortu-

nately, is no exception.

Wliile all the elements of

the old classic are here,

they aren’t carried far

enough to make this

game a real contender.

The game seems to

have started out with

good intentions. It is cen-

tered on the British Chal-

lenger II Main Battle dank, a i)lea.sanl

change from the M-l-centric world we

seem to live in, and it also seems solidly

rooted in the platoon-level world of stan-

dard armor tactics. The player can give

movement orders via waypoints to any ol

the four tanks under his comnumd, and

jump Irom direct control olhjne to another

with the touch of a key. The other stan-

dards of tank-simming, such as air-strikes

and satellite update ma])S, are here as well:

tliere are even some refreshing touches,

such as the use of a roving camera above

the battlefield in the guise of helicopter re-

con. Movement mechanics also ha\’e nice

touches like sliding on sleep grades and

becoming pinned against tank traps. I'he

tanks can be controlled through muilijde

viewpoints, some within the vehicle and a

couple outside, although lighting efiective-

ly from the extci'iial views would require a

liii' belterJudge of angle lhati I.

BRIDGING THE GAP Although Tank CaMMANOER occasionally hints at seri-

ous simulation, it is, at its core, an action game.

Playei's can choose from a number of

ciunpaigns that use linked scenarios to

conduct them Irom inception to .success,

and there is vety little in the way of per-

manent death here; you simply restart the

.scenario ifyou should fail. While the initial

.scenario of most cam])aigns is a fairly sim-

ple afliiii', missions rise in difficulty so

cjiiickly that by the third mission most

j^layers \\'ill be scT;imblingjii.st to stay alive.

Threats range from indi\ idual soldiers,

who are great fun to run over, to machine-

gun canying Jeeps tind trucks to deadly

MBT’s and Apache gunships. While these

units sometimes are more annovance than

threat, they are fiiirly intelligent, and most

are mobile enough to make tagging them

with a shell a tricky task. I.uckil)-, tite play-
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Announcing Columbia House CD-ROM Direct.

Everything from games to reference to "real-world" entertainment

Jumpstart
Kinaergarten
ChilOfen's Ed. 50277Q1

Compton's
Encyclopedia '95

Encyclopedia 5009006

333

Take 2 CD-ROMs for *9.95®^''’
Plus 1 more at great savings! (See details below.)

How To Select CD-ROMs
For Your System.

Un] 386
I

.

LCIIll
^

The Pagemaster
Advent, Game 502700B

SYSTEM CPU RAM PERIPH.

SYSTEM Button indicates tde avail-

able operating environment(s) lor a
given selection: DOS (for PC).

Windows (lor PC), Macmtoslv

CPU Button indicates tlie minimum
processor required. U a title is

available in PC and Macintosh
lofinals. the lop hall of this button

represents PC system require-

ments and the bottom hall repre-

sents Macintosh system require-

ments. Note: Ser.=Series.

Class.=Classic. Pent =Peniium.

For Mac - LC series includes LC
475, Perlorma 475, Quadra, Centris,

Powerbook 180C, IIFX or better.

RAM Button indicates the minimum
ainouni of RAM required.

PERIPHERALS Button indicates

required peripherals. M-mouse,
Jspystick K=keyboard, P=prinier.

133
I Aces Over Europe

SOODOi: Flight Sim.

oosl'Ti'sT

313

King's Quest VII:

The Princeless Bride
Arcade Game 5024rl01

7/^ LCIIll l^n

Me, Myself and I

Children's Ed. 5032800

Leonardo
Historical 5020003

333

For all titles, the minimum system
requirements recommended
(unless otherwise indicated) are:

Hardware- SVGA monitor (256 col-

ors), sound card, 40MB hard drive,

;

double speed CD-ROM drive.

Operating System: DOS 5,0,

Windows 3.1, Macintosh System 7.0.

Police Quest:

Open Season
;

Advent. Game 5002803

The Bible
Bible 5031703

Compton's Encyclopedia

of American History

Children's Ed. 5033006

w'iN'C:?er|~

333

Dr. Ruth's

Encyclopedia of Sex
Home/Personal 5027602

Front Page
Sports Baseball
Sports Game 5007406

333
An Interactive

Journey with Sharks
Animals 5023403

333
Instant Internet Access
Internet Guide 5031000

333

333

m
Front Page Sports

FootbalrSS
Sports Game 5024708

Fighter Wing
Flight Sim. 5033907

The Random House
Kid's Encyclopedia
Children's Ed. 5027909

Mac Pak: Beginning

System 7 & 7.5, Intro to Claris

Works, anil Audio Guide to

Quicken

Computer Tutor. 5032404

MAc[ LC I

I

Vitsie Visits the

Ocean
Children's Ed. 5033204

333
Me and My World
Picture Dictionary
Children's Ed, 5029509

33 333

AAA Trip Planner
Travel 5011614

Wings Over Europe
Historical 5049301

“wiTriTarr 4 mbCmT I

MACI LC ! 5inb I I I

Shanghai Great

Moments
SiralegyGame 5031802

Jammit:
PC Propad Included

Sports Game 5034301

Metaltech EarthSiege
Arcade Game 5029202

The Complete
Bartenders Guide
Gen. Interest 5034103

Microsoft Bookshelf
Gen. Reference 5009402

wu)
1
lee

(MACI LCII 1

'33
Lode Runner
Arcade Game 503DD02

WIN 1 4R6 1 .

MACi LCII 1 33
Cool Crafts

Children's Ed. 5025309

Safari
Animals 5025507

WiN] 486|,^l,|jd|_|

33

Productivity Pak:
Tutorial lor Windows 3.1,

"

iken

50322

33

CD-ROM DIRECT

A whole new way to get the most exciting CD-ROMs -

games, reference, edutainment and more - all at great prices! Just write in the

numbers of the 2 CD-ROMs you want for S9,95 each, plus shipping and handling.

In exchange, you agree to buy 4 more CD-ROMs in the next 2 years, at our regular

prices (currently as low as S39.95, plus shipping and handling) - and you may

cancel membership al any lime after doing so. What's more, you can get one more

CD-ROM right now for the low price of S1 9.95 and have less to buy later (see com-

plete details in coupon).

Free CD-ROM magazine sent approximately every 4-6 weeks

(up to 13 limes a year) reviewing our Featured Selection - plus scores of alternate

choices, including many lower priced CD-ROMs. And you may also receive

Special Seleclion mailings up to tour times a year. (That's up to 1 7 buying opportu-

nities a year!)

Buy only what you want! If you want the Featured Seleclion, do nothing -

it will be sent automatically. If you'd prefer an allernative seleclion. or none at all. just

mail the response card always provided by the dale specified. You'll always have 14

days lo decide; if not, you may return the seleclion at our expense.

Money-Saving Bonus Plan. If you continue your membership after

fulfilling your obligalion, you'll be eligible tor our generous bonus plan. Il enables you

to enjoy greal savings on the CD-ROMs you want - for as long as you decide to

remain a member!

10-Day Risk-Free Trial. We'llsend details of how Columbia House

CD-ROM Direct works along with your introductory package. If you're not satisfied,

return everything within todays at our expense lor a full refund and no further oblig-

alion.

Act now, membership in CD-ROM Direct may be limited.

For faster service, use your credit card and call us toll-free 24 hours a day.

1-800-792-1 OOOx°rs

Columbia House CD-ROM Direct
Yes, please enroll me under the terms outlined in this advoriiscniGnl. As a member, I

need buy just

4 more CD-ROMs at your regular prices within the next 2 years.

Send my CD-ROM selections tor; (check one only) DpC (1) D Macintosh (3)

Write in the selection #'s below

Send me these 2 CD-ROMs for just $9.95 each HI 1

plus $1.75 each shipping/handling (total $23.40)

Buy your first selection now and have less to buy later!

D Also send my first selection for $19,95 plus $1.75 shipping/

handling which I'm adding to my $23.40 payment (total $45.10).

! then need buy only 3 more (instead of 4) in 2 years.

Please check how paying: Cl My check is enclosed. (8YM/BYQ)

n Charge my introductory CD-ROMs and future CD-ROM Direct purchases to: (BYN/BYR)

D MasterCard 3 Diners Club Ci AMEX (Z! VISA (13 Discover

E»o Dale

My main CD-ROM interest is: (check one) (Note You a'e ot*ays

S-goature

.jcnoosokomanycalegorv)

D Entertainment IZI Education d Eduiainmern D Productivity

(;ncliKJes cn.lOfon's utes)

Pnore( )

Cily_ _ Staie_ . Zip_

Important! Did you remember to choose PC or Mac? Will your selections run on your system?

Note Columbia House reserves the right to request additional inloimatiQn, to limil membership or reject any

application, or to cancel any membership Otter limited to residents ol the contiguous United States Residents of

Alaska, Hawaii. Puerto Rico, U S teriitoties, APO and FPO addresses please write lor separate oiler.

Applicable sales tax added to all orders. ® ©1995, The Columbia House Company
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er has nioi'e than the main giui, and pesky

tai gets can l)e riddled witli ihe coaxial ma-

chine giin, blasted with guided missiles, or

incinerated l)y flaitie-lhrowers.

GETTIHG TANKED...

Now, this list of weapons may sound a

little odtl to the grognards out there, who

ihnughi they were pi'ctty clear on the ar-

maments of the more ]^o|)ular MB'l's on

the market. They are correct in their sus-

picions, and the armaments aboard these

tanks are your Hrsi clue

that the “realism" was

ditched at some point in

the game’s development.

Unfortunately this may

turn out to be a huge tacti-

cal error. A serious sim-

Jockey might gladly

exchange crude j^olygons

for good modeling and

detailed weapons, but if

the plan is to hawk this

game as an easy-to-learn

bla.st fest then it is seriously

devoid of the eye-candy

that aclioti gamers are accustomed to.

Riglil from the get-go, this product

screams “Quick and Dirty.” From the

sparse documentation—printed on only

one side of every page—to the character-

less crew position screens, the game
seems drawn from the “Freddy Laker

Business School” philosojdiy. While the

action is definitely here, ])roclucrion val-

ues are not. The gi'aidiics are from a cou-

ple of years ago and the sound, while

marginally useful, is not 1113 to the stan-

dards of today's io|)-notch situs.

Kven though Tank (Commander is a

dumbed down attempt at a lank sim, I was

holding for just a lew (ealures that model a

real tank's capabilities. I didn’t line! them.

While not an expert on British amior, I do

know enough to exjjecl little tilings like

laser range-finding/larget ac(|uisiiion

etiuipment ;ind smoke tlispensers. Also,

kist time I checked, tanks tiicin’l have a

danuige bar ihiit is eroded by eneni)’ sliells

and bullets iiniil you (inally explode. 'Fhere

are no subtleties of combat like thrown

tracks, damaged e(|uipment or wounded

crew to bother the player in this reality. If

the damage bar isn’t enough to convince

yon that you’re in an arcade universe, the

jn'e.sence of “power-ups” that can augment

weapons or armor is a de;id giveaway.

THE FIRST LAW...

The war is not completely lost I'or Tank

Tommanokr. Some things it does I’airly

well, .such as the large variety of target ve-

hicles, and innovation isn’t a ci^mplele

stranger. 'Fhe |)re-gatiie interface is veiy

well done, gi\'ing the player complete set-
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up and conirol choices ai the beginning of

eveiy session, and tliis is veiy useful con-

sidering how much tiie game stresses its

one strengili—connectivity. Tank Com-

mander benefits handily from Marlin’s

First Law of Networking, restated here for

tiiosc who haven’t been studying, which

says dial “The Lameness co-elFicient of

any computer game varies inversely with

the number ol'jieople capable of network-

ing to it.”

T.ank Commander has-

been designed to allow for

muliijile players to fight it

out across a liandful of

terrain tyjies in a version

of capture the Hag, with as

little muss and fuss setting

things up as possible. For

two players there are the

two old reliables of the

modem and serial con-

nection, both of which are

easily set up with the

opening interface and the

fairly extensive text-file

support on the CD. And,

for those lucky enough to be on a network,

four players can link uji over any IPX-ca-

pable net. While the experience isn’t any-

thing like a real battlefield, it is a fun,

adrenal game of cat-and-mouse stmggle

on a par with Si’i-x:i'RE.

RETREADS AND RECALLS
When all is said, though. I'm afraid I

cannot recommend Tank Commander to

tlie solo gamer. It just doesn’t have

enough to offer—even'ihing it does has

been done belter elsewhere. Its dated look

and its simplistic design won't e\’en permit

the average sim |}layer to os erlook its

shortcomings in realism and execution.

On the other hand, il you do have ac-

cess to modem or network lechnolog)’,

then the game becomes significantly more

attractive, although you have to convince

each ofyour friends to buy the game.

Tank Commander is a decent iiy, but it

looks like the crowns foi' King of the Ar-

mor-Sims and King of the Network Action

Game are in no danger of clianging

Iteacls. ^
THE EDITORS SPEAK I

TANK COMMANDER

PROS Network and modem pla)’ can

be fun ifyou don’t mind the arcade

fla\-or, tmd there are some

innovative view and conirol features.

CONS As a solo game, it sits in the

lukewarm Tvaters benveen a simuhition

and an action game, with little to rec-

ommend it.
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ou emerge again into the sights and sounds of another time- Somewhere in

the shadows of seven incredible worlds of the past and future hides the

secret of a conspirator bent on framing you, agent S of the Temporal Security

Agency, for the most unforgivable of crimes - altering history. Prepare for

an adventure so real you’ll forget you're playing a game- Prepare to be---

TIIE JHURnEVinJin PR8||CI

^ ^

Breathtaking full-motion 3]> animation • A r i c h 1 y - d e t a i 1 e d story
An incredible soundtrack • S e am 1 e s s

1
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a

t e d live-action video
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REVIEW

Should Auld
Acquaintance Be Forgot?
An Old Geezer Of Gaming Trips Down Atari’s Memory Lane

by Charles Ardai

S
IKP UPTOTIIK ROCKl'.lC IK^’, AND

SPEAK INTO VOL'R PAPO’’S (lOOD

EAR. What’s that? No, wk

didn’t liave Nintendo in tlic old

days, at least not the way you

mean it. W^e had Colecovision, and be-

fore that Intellivision, and before that,

1 ‘if^lii at the start of it all, we had the Atari

2000. Now, there was a gttme system a

boy could call his own! Bi'own and S(]tiare

and ugly as sin, came complete with two

Joysticks, a pair of paddles, a I'ree

—

Don’t interrupt me when I’m talking to

you, boy. “Paddles” were like joysticks, if

you’ve gotta ask, only they harl a knob on

(hem that you'd turn clockwise or coun-

terclockwise, instead of a stick that you’d

push left, right, up

or down.

"Why?” What kind

of c|uestion is that,

son? You needed

paddles if you want-

ed (o pla)' games like

Ivahoom! and Pong,

that's reason enough

right there.

Lord almighty,

child, you mean to

tell me you never

heard of ICaboumI?

Mell, i here’s even a

vei'sion for your

ever-lovin’ Nintendc^—I saw it in a cata-

log coupla months back. .And Pi i eai.i,!?

Please don’t tell me you never heard of

PriTAi.i,!.

Okay. I can see there’s a bit ol'learnin’

you seem to have skipped at that fancy

school of yours. Sit on your papjDy’s knee

and we’ll rectify that right now.

ACTIVE VISION
Used to be, the only company that

made games for a cariridge game system

was tlie company tliat made the system in

the first place. So, Atari made all the car-

tridges fur the Atari 2600, Mattel made

all the cartridges for the Intellivision, and

so forth, right down the line. 'I'hen, alottg

comes this hunch of upstarts calling

themselves “Activision,” liilla’ big no-

tions about how games ought to be de-

signed and how game designers ought to

be treated.

What’s that?

Like artists, is

how. The same

as folks who
write novels or

screen})lays, with

their names in

ihe credits and

eveiything.

Oh, you

meant how the

games ought to

be designed.

'I'liat’s simjDle.

The boys at Ac-

tivision I'igured

their games oughi lo jmsh the limits of

the technology—which was none too

hard to do, since there \vas hardly any

technolog)’ lo sj^eak of, and plenty of lim-

its. Your average game—you listening to

this, boy?—took up all of 2K. A monster

game foi’ the Atari 2600 was 4K. That’s as

compared to some of your new computer

games, which take up ten thousand times

that much memoiy, or some of your CD-

ROM games which rake up a hundred

limes more even than that.

' So, (hose designers had awfully little to

work with. And even so, they managed to

pul together some games that were

snazzy lo look at and loads of fun to play.

While Atari was churning out crap by the

bucketload, such as their versions of L.T.,

Pag-Man and Raiders of the Los e Ark,

Acti\ ision came out tvith games that were

consistently clever, addictive, and better

than anything else on the market.

Like IvAiiooMl, yes, and also like River

Raid and Piteai.i.I and H.E.R.O, winch I

must say 1 never liked, but other people

niusl, have siiice it sold a lot of copies.

And Freeway, wliich was soi’t of like

Froctier, only it was a chicken you were

moving across a busy highway, not a frog.

And Ciioi’i’ER CoMM/VND, which tvas sort

of like Defender, only you were flying a

helicopter, not a spaceship. z\nd Boxing

and Fishing Derby—you can probably

figure out what those two were about on

your own.

Oh, so you have heard of them, have

you? Why didn’t you say so? What’s that

you’ve got there?

Oh, my. Oh, my. A CD with all those

games I just mentioned on it, and anoth-

er seven besides. Is that for me? For my

birthday? What can I say, son? You’veJust

made an old man veiy happy.

I

Atari 2600 Action Pack

Price: $29.95

System

Requirements: IBM

compatible 486/33

or better. 4 MB
RAM, 10 MB hard

drive space, SVGA
graphics, Windows

3.1, CD-ROM; sup-

ports Sound

Blaster compatible sound cards.

Protection: None

Designers: Various

Publisher: Activision

Los Angeles, CA
(310) 473-9200
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Introducing Savage Warriors * More Realistic, More Interactive

and More Deadly Than Any Other PC Fighting Game

Q The 1st Fighting Game Specifically
'

Designed For The PC CD-ROM

Q 3D Bio Motion Gives Characters Arcade Fluidity

Q 11 Warriors In Full 3-D With Weapons

@ CD Quality Music Tracks

@ Realtime Shadows, Interactive Backgrounds

Circle Reader Service It 103

Kmpart Willi Morlul Kombal II
' and )'iiii'll Bti) Sflragt Warrinn

Feaiim mi Wnmon.

Weapons (standard) No Yes

Movable perspective No Yes

Interacts w^ackg^ound No Yes

Replay mode No Yes

3D Bio Motion No Yes
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YOU CAN'T GO HOME AGAIN
\Ve!l, don’t Jusl sit ilicvc, \ers bool the

thing up!

Funny they put il on a CD. Fifteen

games, even at 4K apiece, you should l)c

able to fit that on a lloppy disk with room

left over for the Kntyciopedia Brittanica.

Here we go. How do you like that, the

way they did the Windows icons to look

like the original game boxes in minia-

liire? Okay, Mr. Bigshot: you’re not im-

pressed. I think it’s pi'ctty. Which one you

want to tiy first? CkAtiKi’O i'S? Fine.

Now, hold on! Ii’s one thing to show

the game boxes in miniature, but the

whole game screen? What’s going on?

Am I supposed to play these games on a

screen that’s smaller than a playing card?

VMiat’s that you said? Click where? Oh.

Well, that’s belter. But now I see

why they start ‘cm olf so small. When
you blow them u|) to full-screen size,

the graphics start looking mighty

chunky. Were they that bad in the old

days? I remetnbered Activision’s

games being the best-looking ones

around.. .but maybe this was as good as

it got.

Nice how they’ve added bits of com-

mentary Irom the original designers

that you can read before you play the

game. They could have bothered to

spell “COBOL” correctly, but it’s not

my place to be too picky.

Let’s start this thing.

Well. That wasn’t .so much llm. Kinckt

simplistic, you jitsl going back and forth,

dropping nowerjnits on bugs as they

come o'awling ujj the screen. They keep

coming and you keep dropping

until loo many have scooted past

yf)u, and then the game’s over.

And the keyboard controls

—

that’s no way to play this game,

with a keyboard instead of a joy-

stick. I could hardly get my guy

jjosilioned over the windows prop-

erly. Let’s tiy another.

Thtit’s funny; I remembered

Fltt'.KWAY being more fun, too. All

you do is move your chicken up,

iij), up, up, until he’s salely across

or a truck’s creamed him. 'Fhat’s

the whole game. How about Ka-

buom!?

Oh, man. It’s still addictive, if you ask

me, lail all there is to it is moving a tray

back and forth along the bottom of ilie

THE GRANDDADDY OF THEM ALL Grand Prix set the pace

for hundreds of racing games to come.

CHOPPER SUEY Chopper Command, a DEFENOER-llke, side-

scrolling flight game, became a big hit on 8-bit comput-

ers as Choplifter.

screen, catching bombs as (hey fall. Yes, I

did know that beforeluind, son; but

someliow 1 remembered there being

more...

Fine. Forget about boxing and

fishing: those games were old even

when they were new. And forget

about Cosmic Commui'er and

Skaquest, which were half-baked

ideas to begin with. If any of them

will have held up over time, it’ll be

the complex ones. River Raid and

PriEALt..

That’s better! Okay, not much,

as you say. When you’re right,

you’re right, boy. Still mighty sim-

Ijlistic, still kinda’ ugly. But com-

parc them to the others! Flying a

whole mission over a multi-screen

network of sea bines, shooting

down ‘copters, blowing up

U DROP THE BOMB ON ME Kabodm! was the king of eye-

hand coordination games in its day. But can it be the

same without those goofy Atari paddles?

bridges, and refueling in the nick of

time? Running through a jungle, swing-

ing from vines, leaping across |}onds on

the backs of alligators' heads? Think

how revolutionary this was back in the

‘80s, when the nearest competitor was

a game in which you were dropping

flowei'ijots on bugs or catching hijmbs

in a tray!

Oh. 1 diircsay you’re right—there’s

no reason to play games this ju'imitive

today, wlien everything else out there

is so much belter—but these aren’t

games you play, son. I'hey’rc a liisloiy

lesson. 1'hey’re nostalgia. It’s not like

The Lo.sr Tre.aslires oe Ineocom,

which you got me last year; those

games are as good now as tliey were

ten years ago. These are. ..relics. But

so’s a juece oi' the true cross or the linger

bone of a saint. I knelt before ‘eni for

hours as a hoy, hands clasped bcibre me
jjassionately.... Just seeing ‘etn again

makes me choke up.

fluink you, son. That was a great

birthday present.

Now how about a game of Doom,

cliamp? 4f

ATARI 2600 ACTION PACK

RATING: NOT RATED

i 'Hiese are the games we grew

up playing.

CONS These titles are to modern

computer games what sequential cave

drawings arc to the movies. Of
historical interest only.
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stop:

Yeah you. Takin' 15 items into the 10 items or less lane.

Doin' 75, passin' everybody on the right. Gettin' ready to

zip past the next few pages without even realizing you

could be missing the best PC games you've ever laid eyes on.

And that would be bad. Worse than a cashier in training.

Worse than a blue-haired motorcade at rush hour.

So, do yourself a favor. Slow down. Take a nice long look at

our games. Then, if you see something you like, take off like

a windsock in an off-shore tropical storm and pick it up.

(So we're hypocrites. It could be worse.)



A prince must act like a beast ...

a fox to recognize traps, and a lion

to frighten off wolves.”

Machiavelli the Prince™

©1995 MicroProse. All rights reserved.

Image courtesy of Arcliive Pholos.

Circle Reader Service fi13

It’s 15th century Europe - resources are bountiful

and deception is king. It's the perfect time

to execute your plan for world domination.

PROSE
1-800-879-PLAY. For IBM®-PC & Compatibles on CD-ROM.

Manipulate military, political and religious

powers using bribery, piracy and assassination.

Acquire wealth by trading with over 40 cities.

But plan your strategy carefully, young prince.

Because every move can mean the difference

between exaltation and excommunication.



You lika this same or we slappa you face

Mama mla! There’s no toppin’ Pizza Tycoon™. Build a pizza empire with

your personal recipe for success. Decide on a location. Decide on the menu.

Decide on your relationship with the mob. Borrow money from them.

Buy and sell guns for them. Anything goes. So uncork that bottle of Chianti

and get ready for the game that really delivers. Capisce?

For IBM'-PC & Compatibles on CD-ROM. 1-800-879-PLAY, http://www.microprose.com

Circle Reader Service ttSO ©1995 MkroProso Software. Int. Ali rights



THE MOST CELEBRATED STRATEGY GAME IN HISTORY GOES ON-LINE.

INTRODUCING SID MEIER’S CIVNET'.’

CiviinMEioniElraEi.
Experience tlie best-selling Sid Meier's Civilhatioif as a multiplayer Windows game!

With Sid Meier’s CIVNET™ play on-line via the Internet, over a local network or go

head-to-head by modem. Build the Pyramids and the Great Wall. Conquer Earth or an

undiscovered planet. Play history’s greatest leaders and your friends - in any combination,

up to seven players at once! Broadcast messages simultaneously to your opponents.

Become allies with some. Taunt others. You decide. Because once you get your hands

on Sid Meier’s CIVNET"', Civilization will never be the same.

.^^jPROSE
For IBM^-PC & Compatibles on CD-ROM. 1‘800-879-PLAY. http://www.microprose.com

Circle Reader Service 11298 &199S MicroProie Sollware, Inc. All rights reserved.



An F/A-18E Hornet reports.

Hostile troops are on the move.

Yourpalms sweat.

By morning, they'll stake their claim.

Your heart beatsfaster.

The enemy is small and crude.

But they fight dirty.

You holdyour breath.

Yes. They'll fight to the death.

Will it be theirs oryours?

UH FOIICE COHO 0

Today's ultimate military strategy thriller.

.^^OPRDSE
For IBM®-PC & Compatibles on 3.5" HD. 1-800-879-PLAY, http://www.microprose.com

®I995 MicroProse Software, Inc. All rights reserved.
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The Londing of the Pifgrims at Plymouth, Moss. Dec. 22nd, 1620, Currier & Ives, 1876;

Museum of the City of New York, The Horry T. Peters Collection.

©1995 MicroProse. All rights reserved.

Sid Meier’s

COLONIZATION" Gold
Multimedia

Experience the thrill of Sid Meier’s Colonization™

in multimedia! You’re the Viceroy, leading a group

ofcolonists into a New World ofpromise and peril.

Watch settlers come alive as they speak to you via

striking footage from famous historical sites.

There’s even more ofthe art and music that you

loved in the original. With Colonization™ Gold

Multimedia, you can bring a powerful new nation

to life. But choose the wrong plan ofaction

and you’re history.

1-800-879-PLAY. For IBM"-PC & Compatibles on CD-ROM.

Circle Reader Service tt38



AUTHENTIC MEXICAN TAKE-OUT
EMPIRE OF BLOOD

If you have an appetite for adventure,

spend some time with the Aztecs. With

Aztec: Empire of Blood build an

empire as Montezuma or one of eight

other Aztec Emperors. Form alliances

with guidance from your Councillors.

Win battles with Divine Favor from

the gods. (Please them with human

sacrifices and you're in for a real treat)

Or, witness the end of the world as

your empire falls victim to drought

and famine. No matter what happens,

you can be sure that with the Aztecs,

you'll have a lot on your plate.

For IBM’-PC & Compatibles on CD-ROM. 1-800-879-PLAY, http://www.microprose.com

Artwork courtesy of "Collec^n de to Bibliothoquo du Mus6e do I'Hommo," Pt
'^'1995MicroProse Software, Inc. All rights reserved.



You’re in command. Living the epic tank battles of World

War II Europe. With 7944 /\cross the Rhine" fight a single battle or

a decisive campaign. Lead a single platoon, company or an entire

battalion. Climb into the turret of your own tank and get closer to

the action. You make every decision. It’s tank warfare so realistic,

you can almost smell the smoke.

For IBM®-PC & Compatibles on CD-ROM. 1-800-879-PLAY, http://www.microprose.com

Circle Reader Service U381 ®1995 MicroProso Software, Inc. All rights reserved.



extinct Except for a handful who

beat the game. The few. The proud.

The totally weird. Now, you must stop

these demented dictators from

rebuilding the world in their own

images. Because if they succeed in

\^r, things could get pretty ugly.

Looking for fun and excitement?

Try TIi/s Means The year is

1 0 AG (After Game). A decade after

the hideously addictive-Snark Hunter

made computer gamers its helpless prey.

Following a series of riots, explosions

and bad hair doys, mankind was nearly

The strategy building game for

people who like to blow things up!

http://www.microprose.com
^1995 MicroProto Soflwcir*. Inc, All righli reierved.

For IBM®-PC & Compatibles on CD-ROM. 1-800-879-PLAY.

Circle Reader Service ^382



Heart-pounding-white knuckled
Stomach ill tke throal-racing.

Put your pedal to the metal, ’cause the pack don’t wait for Sunday drivers.

Swervin’, curvin’, movin’ and groovin’. That’s what Virtual Karts^^ is ail about.
Shoot through a series of serpentine speedways. Go bumper to bumper

with the tyrants of the track. And if you’ve got the drive, capture the checkered flag.

No matter which road you choose, it’s the most fun you can have
with your butt four inches off the ground!

iM^’PRQSE
For IBM^-PC & Compatibles on CD-ROM. 1-800-879-PLAY.

Circle Reader Service U383

http://wvvw.microprose.com
@1995MicroProse Software, Inc. All rights reserved.



Miami 5:47 p.m.
Mark draws power from
Hs mana pool and
summons aMesaP^asus*

New YorkCjity 5:48 p.m*

Rngda taps hermountains

forone point ofredmana.

jShe casts QartlTbind.

AlarksB^i^us
ri' '1
t lies straight to

the graveyard.

The computer strategy game that will

hold you spellbound. Now on QD—ROM.

For IBM®-PC & Connpotibles on CD-ROM. 1-800-879-PLAY, http://www.microprose.conn
01995 MicroPros Software, (nc. All right* reierved.

Featuring cool musk from some of SPIN’S hottest bands.
MicroProse Software, Inc. is an official licensee of Magic: The Gatherlngl“

Magic: The Gathering is a trademark of Wizards of the Coast? Inc. Uh I'HE COAST

Circle Reader Service f/347



No, not stompin' on mushy gray matter That'd be sick. I’m cruising

this mad scientist's neuro net as a pulse

probe. Poking around for information that

co(jld unlock the secrets of tiiis electrolytic underworld

/\nd I’m right on the verge of solving a highly intense

- when my

? puzzle

asks me to take out the 1 garbage. Bummen

For IBM -PC & Compatibles on CD-ROM. 1-800-879-PLAY, http://www.microprose.com

Circle Reader Service ff72

©1995 MicroProso Software, Inc. All rights reserved.



VirtualWar CoEe
\ViiI':n you

BOO T 11’ YOUR

KwoRriu l•l.I(;i-r^

siiii and jump

inlo the vii'tLial

cockjul, you

may just want

to take oil and blow tilings up. Tliat's litn for a

while, especially if you’ve had “one of those

dai’s.” But to really make the most of the experi-

ence, you've gut to dive into the part of the

lighter pilot. The real fun isn't in piloting a sim-

uliiled airtrall, hut in pulling yourself in the

place of the pilot you’re simulating, imagining

)’ourself in a life-and-deiilh situation. Flying

around and shooting things can he a hhist, but

building real lighter pilot skills can leave you

with a lasting sense of acconijilishnient.

^'ou ivuLildn’l expect the Air Force to liand a

new recruit the keys to an F-13 and .say “have

fun.’’ Real jhlols undergo rigorous ti'iiining,

letirning all they can about both their tiircraft

and about combat tactics. Of course, the .Air

ON THE RADAR
Tired of fixed-wing flight? Then stop griping, boy, throw a rotor on your

beanie, and take to the skies. The latest fad in simulations is Apache

attack helicopter sims, and we'll see at least three over the next year.

Interactive Magic will be the first to liftoff

with their Apache, The Combat Helicopter Simu-

lation, which is hitting the shelves at press

time. Developed by Digital Integration and

published by “Wild Bill” Stealey’s Interac-

tive Magic, Apache is a mission-based com-

bat simulation set in Korea, Yemen and

Cyprus. If the mission-planning elements are as interesting as those in

Dl's Tornado, this could be a sim to fly for.

Domark's take on Apache combat is still a year away, but it may be

worth the wait. Designed by Bryan Walker, an Apache pilot who flew

many missions in Desert Storm, Domark's game should have a flight

model and mission structure of the highest fidelity. Set in Colombia,

Bosnia, the Middle East, and Russia, the game will offer 2-18 day

campaigns and a complete 3-D environment.
(conlinued on page 124)

Force and Naval Academie.s aren’t likely to start

offering exien.sion courses for sini pilots any

lime soon, so novices will have to find training

.somewhere else.

MULTIMEDIA MATRICULATION
Ifyou have a CD-ROM drive, you can gel that

training right on your PC. Between multimedia-

enhanced llighl simulators and avialion-related

reference lilies, the noN'ice PC pilot can learn

lots from those shiny silver di.scs.

1942: Tin: Pacific Air War Goi.i) is a good

l^ritner for the wannabe piston-engine pilot.

'Flic enhanced (;D release of MicroProse’s

World AVar II iitival air combat simulation adds

more thtm Just a lew gratuitous video segments.

4'hc Flight School section explains basic Might

principles and procedures, covering takeoff,

landing, formtilion flying, and control and in-

struments. Advanced llighl tutorials for both

lighlers and bombers cover (he tactics that you’ll

need to learn if you're going to destroy your tar-

gets and get home with a plane still wrapped

around you. A narrator ex-

jjlains maneuvers such as the

Immelman, Splii-S, Skid, and

Scissors, while diagrams and

video clips illustrate the tech-

niques. Bomber ])ilots will

letu'u how to set up their runs

and deliver ordnance on-tar-

get. Some tips are included

which seem obvious Idlu are

worth mentioning, such as

avoiding llak and nt)t concen-

trating so hard on your straf-

ing target that you Hy directly

into it.

1942: Goi.i) also includes a

reference section with devel-

opment histories and basic in-

formation about the planes

used in the game. 'File infor-

mation isn’t as thorough as

that in some of the reference

SIGN UP FOR

MULTIMEDIA

GROUND SCHOOL

TO INCREASE

YOUR SKILLS

AND KILLS

by Denny Atkin

JULY 1995 • COMPUTER GAMING WORLD S3



RADAR (amlinuredfrom page. 123)

When players land their craft, they’ll be

able to walk around a 3-D base. If the

base is attacked, the player had better run

for cover or risk being taken out by shrap-

nel!

Origin Systems will probably fly third in

the Apache formation. They've recently

hired Andy Hollis, formerly of MicroProse,

to put together their sim. The details are

still sketchy on this one, but it wouldn’t be

too presumptuous to guess that there will

be a little cinema sprinkled on top of Ori-

gin’s air combat action.

CHALK IT UP TO EXPERIENCE The Flight School section in 1942;

The Pacific Air War Gold explains combat maneuvers, while dia-

grams and video clips illustrate the techniques.

lilies I looked at, but there’s

enough inforniaiion there

tiiat beginning pilots will

learn not to gel into a turn-

ing fight against a Zeke.

\'oii'll also (ind some good

liistorical background on

the strategies and chain of

events of llie battles cov-

ered in the game.

If jets are more yoiii'

speed, Fi.i'K'r DkI'K.ndkr

Gold, MicroFrose’s F-14

simulator, sports similar

reference material related

to modern cari'ier combtil.

Green pilots will appreciate

the Flight School section’s

jn'ocedural walktliroughs of

arming planes, taking olT, searciiing for

the enemy, delensive and offensive ma-

neuvers, and landing. A cockpit tour lets

you click on any instiaiment to get a lull

explanation of its function and operation.

'I'his is especially helpful for learning law

to operate the various inodes of the F-

14’s sophist ictired radar system. Excerpts

from dy/rt/Zd// Week ami Space Teiiniolagy’s,

"Flight Deck” video alfoi'd good back-

ground on how carrier oi)erations work,

and a riveting audio recoi'ding of the

downing of two Libyan Mi('>-23s gives you

an impression of how intense real aii'

combat can be.

The tutorials and background informa-

tion provided with these sims are geai'cd

toward their own products, but the tactics

will translate to any authentic simulation.

Fortress, P-38 I.ightning, P-ol Mustang,

and the Me-!^fi2 jet fighter. You’ll learn

about the planes, the btillles they fought

in, and the men who flew them. For each

|dane you’ll find an iniroductoiy video

(taken from DiscoveiT’s pojjular

television show), a 3-1) model which ctin

be viewed I'roin any angle, a profile of a

crew or pilot, and a plav-b\’-plav of a ma-

joi' btitlle or campaign flown by that

plane. Click on the P-38 and nou ctin view

a film about Ojteration ()\'erloid, read an

inlen'icw wiib General Robin Olds (who

made bis first five kills in a P-38 during

World W’ar II and his final four against

MiG jets in Vieliuim), and wtitch a play-

by-play of the 79ih Fighiei' .Stjuadron’s at-

tack on Saizwedel. German}’ in 1944.

.•V reference screen lets you compare

the size, range, ceiling, gun

armament, bomb load,

speed, iind climl ) of various

planes. )’ou can test }’our

newly-learned knowledge

b\' taking armament and

sillKXiette tpiiz/.es, or bv ll\’-

ing the bundled \'ersion of

Dynamix’ Acacs On’lr Ki -

ROl’K. I'he disc is packed

with information that

might even be new to sea-

soned aviation history

LIGHTNING ON THE WINGS There's a wealth of aircraft, pilot and

battle information on The Discovery Channel's Wings Over Europe

CD-ROM, including footage from TOC’s popular Wings TV show.

HISTORY LESSONS
just as important as understanding ba-

sic combat lecbnit|ues is knowing the ca-

pabilities and limitations of the planes

you and youi- opi)onents are Hying. You

can find some gi'eat background informa-

tion on (d)-R()Ms targeted at aviation

aficionados. 'Fhese multimedia reference

works tire information-packed, j)rofes-

sional-tjutililv presentations from the likes

of the folks behind The Discoveiy Chan-

nel’s I'F///g.v and A&;K’s Brute Force.

'File best of these lilies for the World

War II sim pilot is The Discovery Chan-

nel’s WiNits Over Euroi'K CD-RO.M. Fhis

reference work is packed with detail on a

selection of aircraft used in the European

theatre, including the Bf-109, )u-87 Stu-

ka, Sjiitlire, 11-2 Slormoi'ik, B-17 I'lying

bulfs. When retiding aboul

the Ilyushin 11-2 Stormox'ik,

ior example, you’ll also be

able to learn about The
Night Witches, a group of

female Soviet pilots who bravelv Hew Poli-

parkov Po-2 biplanes against the Luft-

walfe.

Similar in concept is Spectrum

IToloByte's Wil l) Blue Yon’DER series.

'File "Ciolden .Age” disc chronicles combat

ax’iation from its inception through

World War 11, while “50 Years of Gs and

Jets” picks up wilh .America’s lirst jet, the

P-fiO, and Ciirries through to the F-22.

A’ou’ll read tibout the development of

each plane while listening to great pei'iod

music, and then take in the stories of the

pilots who flew them while battle sounds

rage in the background. \'ou can com-

pare performance statistics such as climb

rales and top speed, ;ind view each

phine’s weapons load and instrument

panel (with close-ups of major insiru-
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most gut-wrenching CD-ROM

games. Interactive Magic. It

will hurl you lutn the middle

nf unhetlevahle 3-D graphics.

It's equipped with an Incred-

Ihle arsenal of weapons.

AmCHE
From Digital Integration

i‘> Intcuctivc- M.init

Circle Reader Service /i14

And the explosions are so

realistic, yen'll he thankfni

it's just a game. Sn pick up

Apache, the ultimate combat

helicopter simulation for your

PC. And strap yonrself in.

sw
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INTERACM
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nicnts). 'I'ho audio on ihcsc disks

—

es})ecially the recordinj^s of actual

baides—is siij^erb.

Medio’s Jicrs! is inorc inclusive

tlian the VVii.n bi.i'i-. YoNDiat discs,

with video, statistics, and articles on

dozens of niilitaiy jets IVom the ‘-lOs

to the present. It’s not (iiiiie ;is care-

fully pul together as the other

discs—juirists will lind such glitclies

as Plioenix-equipj^ed I'-h! missile

pylons attached to an K-I5’s wing in

the ;5-D section annoying—but it’s

crammed with information ;md |m1oi

interviews. Not only will you find

video of mainstream aircraft such as

the F-15 Kagle, but also lots ol' cover-

age of more ob.scure phiiies such as

the XFV-1 Pogo. If that wasn’t enough,

tlie disc also contains the full text ol' two

books dealing with test pilots and the X-

planes. With profiles and peiToi'mance

statistics on virtually every figliter,

bomber, and attack plane you’ll ever en-

counter in a Might simulation, )t',t's! is a

superb backgrounder for jet sim pilots.

WHAT YOU CAN LEARN
FROM DEAD TREES

Fhe di.scs I've mentioned are all great

for learning the basics of lighter combat,

but if you really want to make sure you

can dominate tlie air instead of flying

lionie in a jdane whose wings look like

cheese graters, you’ll want to check out a

jn-oducl that’s a dilferenl kind ol' nitilti-

nieclia. Spectrum lloloByte’s Alff Of

THE Kiel is a book and videotape

combo created by F-Ki pilot Pete

Bonanni. 'Fliis excellent reference

covers oITensive, defensive, and

head-on basic lighter maneitvering

in a thorough manner, but without

going over the head of novice |)ilots.

Learn the maneuvers in the book

and listen carefully to Bonanni’s

video tips, and yoti’II be dominating

the skies in no lime.

No reference work list would be

complete without mentioning the

bible of simulation pilots, Fi'^hter

Combat: The Art and Science ofAir-

fo-Air Combat, publisiied by Naval

Institute Press in Annapolis, Main-

land. This book can be heavy reading

at limes, but il'you study it carefully

and really learn the techniques out-

lined by Shaw you’ll end many more

missions with a successful landing at

home base rather than by riding down

the silk elevator.

’ Study well, men. You never know when

the enemy is going to give a pop (|uiz.. €r

Programmed for ages 16 and up
with multiple choices, different piav

ieveis , various skill levels . Select

from a wide range of topics such

as history, literature, art, music,

sports, theater, movies, travel and
more.Deive into the world of science

and nature. Beautiful pictures and
great sound accompany you as you
match wits with your opponent
whether it is computer or human.

to order call toll free

1 -800-631-5141

C/rr/t‘ Rc.idcr U'lvicc ff3 1

0

THE NEW
EXCITING

QUIZ GAME

FROM SOFOFC, INC.

Jour games in one

aHh quesHons

about the uhote uoM

^tnter the world of educalion.

Jot school and family.

1*
|.>r M
i' v.v •

A'”' 1
T- A1pi
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CUTTING EDGE

I can’t shake him! Cries your wing man
as the MiG matches his every move.

K

Your other hand tightens around the ThrustMaster* F-16

FLCS- stick as you maneuver behind your enemy.

F-16 FLCS
Feariessiy, you push the ThrustMaster- F-16 TQS-
throttle forward and your Falcon roars to the

rescue.

The force of acceleration slams you into the

ejection seat as you tear through the sky. Your
skilled fingers dance over the fully programmable
switches as your thumb works the TQS- trackball.

Suddenly, the MiG falls into the funnel of your HUD.
Squeezing the trigger, a lethal hail of cannon fire rips

through his ship - sending him down in flames.

Unlimited Programmability

Unparalleled Performance

Uncompromising Reality

F-16TQS.

THRUSTMASTER.
THE REALITY SPECIALISTS

10150 SW NIMBUS AVENUE PORTLAND, OR. 97223-4337 PHONE (503)639-3200 FAX (503)620-8094
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PREVIEW

Americas

Answer To
The Uberwaffm
Set A Bearing For Axis Ships In The Pacific

With SSI’s Silent Hunter

by Kevin Turner

I

'I' \V/\SN’'1' 'I'l-IAT I.ONG AGO

Tirvr SUBM/\J<1NE SIM CAI'-

T/\INS l-L'ill TO CON'lTN'nill'M-

selves with old standbys like Sii.ent

Service II and Red Storm Rising.

'I'hat was until Dynamix released their ex-

cellent Aces oe the Deep, where players

plied the icy waters of the Noilh Atlantic as

German U-boat captains and sent allied

mega-tonnage twisting dow'n to the ocean

floor. But if AOD made you want to see

Axis ships ripped into flames by American

torps, it’s time you looked tlirough the

scope ofSiEENH' Hunter,

^\^•len I first heard about Sii-ENT Hun ter

Ifoin SSI, it was described to me as “Agt:s

Gatne Stiu

MILES OF DIALS The accurate displays in Silent Hunter were

reconstructed from dozens of photos taken inside a real US

WWII sub.

'iTiE Deep, only

in the Pacific witli the US Sub

Sen’ice, and in high resolu-

tion.” Wliile that is essentially

valid, and comparisons with

AOD are inevitable, Sieen'I'

Hunter has a lot going for it

in its OTvn right.

In SiLEN'i' Hunter the

player commands an Aneri-

can diesel submarine in

VWII. Starting with the infa-

mous attack on Pearl Har-

bor, hunling season for

|apanese warsliips and mer-

chants opens in

the South Pacific.

The general idea

of the simulation

is to sink as much

tonnage as possi-

ble wiihouL ending uj) on the

“Still on Pairol" list at the end of

the war.

The approach SSI has taken

with Sjeen'I' Hunter parallels

that taken by Dynamix in Acls

OE TME Deep. Both games are

based on fiistorical submarine

campaigns of WWII. Bolfi use

very similar interlaces, and both

sirive for tltat mysterious bal-

SSI’S EXPERT XO Former US Naval

Officer William "Bud" Gruner

commanded the USS Skate in

three war patrols, bagging thou-

sands of tons of enemy vessels.

His expertise and multimedia

anecdotes add a lot to Silent

Hunter, just as former U-boat cap-

tains did in Aces of the Deep.

ance between accuracy and

entertainment. The histori-

cal faithfulness of AOL") is

renowned, and Sieen’I'

Hunter is striving for the

same faifhfuhiess by em-

ploying the services of

William “Btid" Gamer, who

is the technical advisor for

the game.

In Januaiy of 1939, Mr.

Gmnei' l•eporled to a fleet

submarine and spent the

next seven years in the

submarine service. He
sen'ed as Kxecutive Oflicer

of (lie US.S Pike, USS Sun-

fisfi, and USS Apogon. In

1944, he took command ol'

tlie USS Skate for three

war patrols which resulted

in the sinking of a lapan-

esc cniiser, destroyer, and several merchant

ships. As skipper ol' the USS Skate, he re-

ceived the Navy Cross and (he Silver Stai'.

Mr. Gamer’s wartime experiences should

jirovide a wealth of historical data on wliich

to base liistorical missions and careers. In

addition to aiding the designers of Silen'T

HuN'ITR, Mr. Gamer will also deliver multi-

media jit'e.sentations of his real-life anec-

dotes, as well as naiTatioji of technical and

tactical matters.
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As a vctcnin sulMiiarincr, it is rewarding

lijr me U) know [liat SSI lias gone lo llie

“horse’s moiiih” lor inCorinarion on the

submarine war in the Pacilic. Tliis is a con-

tinuing trend in die sulimarine simulation

market, and will hopeliilly be emulated by

more game companies in oilier products.

CLEAR SKIES, CALM SEAS
Sii.rN'f IIUNiru uses high-resolution

gi'aphics, which really brings SSI's virtual

Pacilic lo lile. 'I'lie liiily realized coastlines

should allow the player to travel into ene-

my harbors lo observe and engage the ene-

my. 'I'he coastline I saw in the pre-beta

version was very well done, as were tlie

[apanese warships.

As is line with Sii.KN'r l-luN'rr.R’s contem-

poraries past and present, the control

room and a mouse provide the means of

controlling the boat and most oftJie boat’s

liinctions. Clicking on the periscope brings

the peri.scope uji, clicking on the bridge

ladder gives access to the bridge, and click-

ing on the Fire Control System brings uji

the controls lor firing toipcdocs.

'file Fire Control System, incidentally, is

one area in submarine simti-

lations that has always had

something missing. Flaving

NOUVEAU PROFILE This side view from beneath the waves is similar to Red

Storm Rising, but Silent Hunter looks far better, even including different

color shades for the varying temperature gradients of the water.

Submarine de-

velopment dur-

ing the war years

will be mirrored,

allowing the play-

er the opportuni-

ty lo captain

dillereni classes of

boat, including

the Balao class,

tlie’fambour, and

SUBMERGED SPYGLASS Because of the SVGA graphics, periscope

views are impressive, even up close (right). This detail makes it

easier to identify ships from more realistic ranges.

spent the belter [)art of a decade in ilie

submarine setvice, 1 lend towards a purist’s

approach to simulations. I can rememljer

with Ibndness our vintage Fire Control Sys-

tem, which was purely analog and looked

like it came out of a WWII submarine.

Come to think of it, most of our boat

looked like it came out of a ^\^VII subma-

rine.

Sul)marine simulations usually do all the

work of jjlotting the target, while tlie player

makes laiget obseivations and linns up the

targeting solution. ’This is proliy realistic,

since il took a tracking ptiriy of eight (in my

clays) on a rettl boat lo accomjdish the same

thing. But I’d .still like lo input my own data,

set my own angle.s, and do all (he work.

Imagine my suiprise when I look lo sea

in a Galo-dass boat. As I prepared lo lake a

torpedo shot, a working model of an hon-

est-to-god Fire Control System appeared

belbre my eyes. I could hardly contain my-

sein. At hist, one of my submariner dreams

had become reality.

'ITie Fire Control System gives the player

tile oj)tion of either doing till the work or

letting ihe computer do the work. Since the

enemy AI hadn’t been installed yet, tind I

didn’t have lo worry about

getting sliol, 1 spent most

of an evening shooting at

Ja|Danese warships using

manually-input observa-

tions to generate gyro an-

gles and other such

submarine esoterica.

After manually calculat-

ing my attack and in-

jTulting the data into the

weajTons, 1 liied a spread

nearby target. 1 was pleas-

antly surprised lo obsetve a trail

as the wea|)on closed on the tar-

get. 'I'his acairately mimics the

old steam torpedoes, which left

a bubble Intil as they traveled through the

water. Il also provided immediate leedback

into my weapon’s accuracy, as 1 followed

the iniil visually, willing it. towards the mid-

ship aie;i of a warship.

the Salmon class. Comtnand of advanced

types will be awarded on merit.

'Ilie chart view allows a (juick oveiview of

the area in whic:h the boat is operating. 'ITie

only downside lo this approach seems to be

that the chart is doubling as both a naviga-

tional reference and as a tactical leference. I

would much prefer a separate entity for

both, as both have their uniciue needs. A

tactical display is essential when conli'oniing

a fonnation of ships, especially while setting

up the ajjproach and cariying out the at-

tack. Being able lo reler li'om the periscope

to the tactical display on the lly is critiail.

’File only complaint I have is with a

gauge on the ShijT’s Gonlrol Panel. 'Fhis

gauge looks like ;i deplh gauge, but pro-

vides depth under keel in(<)rnialiou on a

constant basis, d'his is physically impossi-

ble. In order lo have a constant reading of

deplh under keel, there must either be a

veiy long pipe slicking out the bottom of

the boat scraping along the ocean’s floor,

or the fathometer must be constantly nin-

ning. The very long pijje would provide

sea jn'cssure which can be translated into

depth. Running the fathometer is like

pulling a strobe light on a sniper. ITie fath-

ometer functions by using active sonar,

which is the same as saying “Here I am,

come shoot me." It’s like that oltl Sesame

Street game, “One olThese things is not

like the other. One of these things just

doesn’t belong.”

BE ALL THAT YOU CAN BE
The player will have the option of single

mi.ssions, or taking on a ertreer. Fhe career

will ])rogress according to the abilities of

the plat’er, jTroviding more and more chal-

lenging scenarios as the war progresses.

Sll,KN i' Hun'IV.r should prove to be a very

entertaining and historically accurate game,

and iJie multimetlia ekiboralion should be

fascinating, 'nie submarine war of WVVll in

the Pacific is a topic that has lain donnani

for loo long, and SSI has awakened the

beast. It’s a great lime lo be a l;in of subma-

rine simulations, and I look fonvard to

Siii'A'i' HiJN'’n';R’s imminent release. 4r
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"A contender for the digitized Staniey Cupl’

'The way hockey was meant to be seen”
- Computer Gaming World

See for yourself, if you own another hockey game, upgrade to Brett Huil Hockey ’95

on PC CD-ROM for oniy $29.95. Caii 1-800-245-7744 for detaiis.

NHLPA

You get 600 real NHLPA stars, real 1994 stats and real play-by-play from Al Michaels -^everything

but the dull ache in your jaw when the novocaine wears off. For PC CD-ROM.

flREITflUlmmm ANY MODE REALISTIC AND YOU WOULDN'T WANT TO PLAY IT.

Brell Hull Hc>ckey '95 is a trademark of Accolade, Inc. Al Michaels' name is used under license by Accolade, Inc. Accolade is an official licensee of Brett Hull and the National Hockey League

Rayers' Association. i^HLPA 1995. TheSport Accolade Logo and name are trademarks of Accolade. Inc. All rights reserved.
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REVIEW

The Golden Age
Of 1942
MicroProse’s Refurbished (942 Returns

As The Pacific Air War Gold

by Michael Rymaszewski

WHERE THE ZEKES AND ZEROES PLAY P-51s, new to 1942

Pacific Air War Gold, stave off Japanese interceptors during

a strike on the Madang air base in New Guinea.

W
HEN' 1942: The Pacific Air

War made ri's deru'I' i..\.st

VE/VR, IT WAS CLEAR EROM HIE

staiT tiiat this was the sini

lhat would separate the true

sini pilots from the video shooters. Unibr-

tunately, its cumbersome gameplay and

nuirierous bugs made it.no more than a

diamond in the rough. Reissued recently

on CD-ROM as part of MicroProse's Gold

series, 1942 has been renamed, 'fhe

“Gold" refers to all the chrome the CD
Ibrmat has made possible, an extensive

multimedia section that makes a reason-

able elfort at transcending “mere” game

status and broadening it into an educa-

tional tool. Of
course, it helps if the

original title is a

great game.

Howe^'el hot any-

thing connected with

the multimedia

might be, this isn’t

the big news. The
big news is lhat P.a-

ciEic .'ViR W.'VR has re-

ceived a major

makeover that re-

moves almost all of

the old bugs, making

the game much
more playable than

it was before. The
new version has also

added six American and Japanese Army

planes, and features a dramatically im-

j)roved .-VI and updated fliglit model.

PAW: Gold also has modem
jDlay. You and a friend can light

on the same side, on opposing

sides, or even design aistom mis-

sions, as long as they have no

more ihan six planes. Getting

things to work properly can be

dillicull, as I discovered from my
own experience, but it is certain-

1)' |)ossible given enough effort

and jwlience.

FEAR OF FLYING
1942 did for W^VII sims what

Red Baron did for WW’I: it

made players realize there is a vast differ-

ence between j/i-

loting a

propeller-driven

airplane and a fly-

ing saucer. Each

of the planes in

1942 felt like the

real thing, and

each plane in

PAW feels even

mure so. In other

words, flying is

more difficult. In

the new Highl

model, planes go

into a sjiin after

stalling, and get-

ting out of the

spin is extremely

luird. What's more, joystick jerkers will

find they lose control of the plane regard-

less of its speed. I hasten to add that for a

mere 10% of your score you can turn the

realistic flight off, and enjoy zooming

around the blue yonder with all the aban-

don of a dinnken Pappy Boyington.

'fhe new flight model embraces both

the new planes and tlie ones pi'eseni in

the game’s previous version, so don’t be

suipnsed if your \YiIdcat is harder to fly.

Another consequence is lhat the differ-

ences between American and )aj)anese

planes are shaiph- emphasized, leading to

a corresponding change in tactics. 'Ehat is,

should you forego the historically correct

route and get into a turning duel with a

Zero, you’ll likely end up being shot down

or spinning out of control.

ONE MAN'S MEAT IS

ANOTHER MAN'S POISSON
With the addition of the six Army

planes, PAW now boasts a total of 14 types

of aircraft (counting the two Zero versions

as one) that you can actually fly. The

1942 The Pacific Air War Gold

Price: $49.95

System

Requirements:

IBM compatible

386 or better,

4MB RAM,

Windows 3.1 or

higher, SVGA
graphics, 2x CD-

ROM drive,

10MB hard drive space, mouse; 486 or

higher recommended with SMB RAM and a

joystick; most major sound cards supported

# of Players: 1-2 (via modem)
Protection: None
Designer: Ed Fletcher, John Paquin,

Mike Rea

Publisher: MicroProse

Hunt Valley, MD
(800) 879-PLAY
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BAO Publishing
Presents the Complete PC Aviation Experience.

BAO Publishing, developers of Microsoft® Flight Siiniilntor™ presents the

j* ultimate flight simulation experience with BAO's Europe 1
,
Las Vegas Scenery,

Flight Simulator Flight Shop and Tower, the most realistic ATC simulation available.

Feel the tension mount (and the sweat start) as you direct heavy traffic from the tower at Chicago's

O'Hare airport; take a chance and play the odds in Vegas as you complete a fly-by of the casinos and

surrounding desert; proudly step back and admire your latest plane design with custom colors and graphics

all ready for her maiden customized flight adventure or fly the Alps and discover Europe from the ait.

All this and more is possible with BAO. File your flight plan today and start your adventure.

Ins Ve$iis SceucT}' offers you startling, realistic,

3D-level detail of Us Vegas and the surrounding

desert. The scenery combines actual satellite

images with special aerial and ground-base

photography to faithfully recreate more than 4,000 square miles of the

Nevada landscape. Tour scenic Lake Mead, the famous Vegas "Strip" or

catch a stunning view of Hoover Dam, one of the man-made wonders of

the world. You set the itinerary.

”A sure bet for

coiiipiilcr pilots

w/(n deiiiaiul

milistic .vccncr}'"

—Greg Harris,

liditor of

/'nil

Challenge your skills with a fly-by of Hoover

Dam and other famous las Ve,V((s landmarks.

Turope 1 includes over WO airports ivith

la.\iivays, moving objects, iinujue buildings

and approach lights.

Europe I lets you explore from the air the scenic

countries of Germany, Austria, Ssvitzerland and

the Netherlands. You'll discover beautiful cities

like Berlin, Munich, Vienna, Geneva and Amsterdam. All major roads,

watertvays, lakes, cities, the Alps and landmarks are realistically recreated

including all il'R/Vrif airjiorts. lixperience Europe from your own cockpit.

An eas)'-to-use (windows-based) aircraft

factor}’ lets you design your nivrj plane.

Flight Simulator Flight Shop puts the tools in

your hands. You build, customize and paint

your own planes and a flight dynamics editor

allows you to specify the flying characteristics.

Share your designs with other flight enthusiasts through BlLS's such as

CompiiScm®. Create your own Oight plan and send it to the built-in

flight Service Station (FSS) and then hop in your flight simulator

airplane for an ATC controlled Oight.

you'll calmly choreograph the movement of

incoming and outgoing air traffic high

above Cliicago's O'Hare airport.

With Tower the responsibility' is all yours! As

a tower controller, thousands of passengers

will rely on your ability to make split-second

decisions. You'll handle realistic aircraft takeoffs, landings and ground

movements through a 360 degree panable window view. Based on FAA

and Transport Canada's professional training simulation sofuvare,

Tower puts you in the middle of all the action.

Circle Reader Service M293

Sec your local retailer or call:

(217)356-0188
for more information

CI994 Bnicr ArUrkk Orgiini/niion, Ltil. Minosoft is ii n\iislerCil IriuUviiiik ofSIii rosolt Corpouitiim. Flight Siimihtlor is a Kgislmil mlcituirk of Bniiv A. Arlwkk. Europe I mu dcsigiwd for BztO hyAltittg

SuIhuiK under Ikiwc, uiui produced it)' the Bruce Artwick Organi/utiiin, Ltd. Tower is u ttiideiiuiik ofAviiUion Siimdations, Inc., a joint wntiireof Wesson Inlernutumal, Inc. and BniceArtwick Orgnnualioii,

Ltd, CiinipoSers-e is a rc’.ijislt'rt'ii 0/ Coinpuimv, inc. BAO is ii trademark ofBruce .Artwick Oiganiziition, Ltd. All rights reserved. I'rinted in the USA.



|)lanes represented form a pretly coinpre-

lien.sive collection, though not Avitlioiit

gajjs. 'I'o my regret, the Japanese Army

lineup does not feature the Hayahiis;i/()s-

car, which was produced in greater num-

bers ilian any of the three Japanese

fighters represented in die game ('fony,

Cieorge and frank), 'fhe Army addilions

on the American side include the Light-

ning, Witrliawk, and Mustang.

‘I'he big thing about

I’AW's planes is that

they are all so veiy, vety

diiferent to Hv. For ex-

ample, all aircraft tend

to get nose-heavy at low

power, but they all get

nose-heavy differently.

You’ll need to spend

litany hours in the cock-

pit to master all those

planes, and that means

terriftc replay value and

great entertainment for

everv line sim pilot.

rile enemy /VI is con-

siderably better than it

used to be, and that ap-

plies to bolh the nying

and the shooting. Unlike in Acrs OvKit

KiiROi’i:, this new shooting accuracy is still

within I'ealisitic limits. When you choose

skilled enemy pilots, be prepared lor some

new and jiretty aggressive tactics—Zeroes

will go head-to-head without hesitation.

The A1 overhaul also involved jirograni-

niing new evasive maneuvers. Most often,

the enemy jiilois will dive to the deck and

lead you in a throat-tightening cha.se l ight

over the treetops—and here we come to a

problem. /\lthough PAW allows you to ad-

just many detail levels, the only way you

can tell how far you are Ifoni the ground is

when you have high land detail. And high

land detail will mean some vety choppy

frames on slower machines, so no matter

whal the box says, you need at least a

high-end 486 to really enjoy things.

Mercifully, almost all of the Haws ju'e-

sent in last year’s release have been re-

moved. The missing rear machine gun in

career-nuide Kates has been added, and

so has the possibility of switching to the

rear gunner in the career pilot mode, as

long as you’re not actually doing a bomb-

iiig/toipedo run. In addition, you can now

switch on the autopilot even when there

are enemies around, 'fhe latter should

make nearly all 1942 Ians with bandaged

wrists breathe with relief—lighting the en-

gine torque for many long minutes at a

lime was simply loo realistic. Another |)iece

ol good news is that, you can actually use

the autopilot mode without, fearing death,

although it will still kill your pilot occasion-

ally in the time-compi'essed mode.

As for the AI crashing other planes all

over the map—^}'ep, that still tends to hap-

].)en. It seems the computer jjilots have as

much difficulty with the realistic flight

model as many hitmans will luive. Some-

times, you’ll be grateful for it, as 1 was

when I emerged from a de.s|}erale dive in

a Warhawk to find out that the two pur,su-

ing Zeroes lost their wings. In this in-

stance, whal ha|3|jened was both

historically acairate and personally gratily-

ing. All in all, the simulation part of PAW:

UfH.D lives up to the glitteiy name.

THE “MULTI’' IN THE MEDIA
PAW essentially consists of two largely

independent parts, i’he simulation is in-

stalled in its entirety on your hard drive,

;md is played from DOS. The multimedia

section on the Cl) is accessed through

Windows. Kssentially, this multimedia .sec-

tion contains information bolh ttboul the

game tiiid about its liistorical background.

\'ou find yourself in the interior of an air-

craft carrier and proceed to explore by

clicking the pointer at the briefing Room,

where you go for info on the historiciil

background, and the Flight School, where

v'ou’ll find info about the game and how to

play it. The tutorials include bolh the the-

oiy and practice of combat Hying and are

illustrated with numerous secjuences from

the simulation as well as historical footage.

The tme value of this section is that it liter-

ally opens the door for many newcomers

to sim combat llighl: eveiything you need

to know about Hying a jDlane is both cov-

ered and explained.

The Briefing Room is full ol' goodies.

Click on the film |n'ojecior and v'ou’ll be

rewarded with a short documeniaiy movie

about the Pacific Wtir: click on the file cabi-

net and you’ll 0|)en a short list of biogra-

phies of the key players of the watery

battlefield; click on the desktop model of a

plane and you’ll find eveiy aircraft repre-

sented in the simuhition. It’s all nicely

(lone and perhaps a little predictable, with

one exception. The map stand contains il-

lustrated narratives describing the three

most important battles of the war: Coral

Sea, Midwav’ and the Philippine Sea. 'Phis

is where the power of multimedia becomes

apparent: the combination of text,

voiceover, and short \’ideo clips does an

excellentjob ol' telling you how each battle

was fought and tvhy. My only slight criti-

cisms here would be that the clips used are

from the game rather tlnin from docu-

meniaiy ((lolage, and that the overall qual-

ity of the voiceover leaves something to be

desired—the narrators sound like young

actors tiying to sound like war heroes.

In sum, the graphics are great, the llighl

model is great, the sound is excellent, and

the multimedia is vciy good. 'I’es, money

.spent on P/\W: Goi.n is money well spent.

You’ll be playing this game several years

from now, no matter whal else comes out

in (he meantime. In liicl, I've already re-

moved all other historical llighl sims from

my hard drive. ^

THE EDITORS SPEAK I

1942: PACIFIC AIR WAR GOLD

RATING

PROS Great grajihics, improved

Hight model, superior virtual cockpit

view, and a multimedia bfmns. /\fier
,

a rough start, this sim has evolved

into one of the best on the market.

CONS Not all bugs were stiuashed.

Kassvafiirisskisfsg]

Mi
NEW TOYS In addition to the P-40 Warhawk and the P-51 Mustang,

Army Air Corps wannabees can also fly the P-38 Lightning. Two

engines on those long over-water flights, long range, and killer fire-

power should blow computer jock's socks off.
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The Casualties Of
On-LineWar
G.-VME I'UHI.ISUKRS WERE I.OOKiN'G

TO THE FUTURE AT THIS YEAR’S

Computer Came Developer’s

Conference, and Lhe fiilure, as

tliey see it, is multiplayer and on-

line. Modeni-to-modem features

were a novelty just a few years

ago, but now it seems that almost

every company has at least one

project on the drawing board that features modem
and network jday. Pioneer modem game guru

Danielle Berry (formerly Dan Bunten) smiled

when I mentioned this trend to her. No doubt she

wonders what took eveiyone so long to jump on

the multiplayer bandwagon; after all, it’s been

nearly four years since she designed Command HQ
and six since Mode\A\^ars.

With all of this multiplayer interest and activity

in the game

C-2

community, it’s reasonable to assume

that within a couple of years tve’ll be

|)laying the latest Sini'lex or Chtry

(h'igsby game via the Internet or

some other computer network ser-

vice. These games might even have

L‘\N (local area network) and direct

modem play features as well. If your

ulliniate gaming dream is one in

which a human ojjponent is always Just a mouse

click away, your future looks veiy bright.

But before we march olf toward tliis brave new

multiplayer world, 1 suggest that we ptiuse and

think. As is the case with any shift in focus, thei'e

are problems to overcome, and there is the danger

that good things will be lost in the shullle.

NO-BRAINERS
At the top ol' the endangered feature list is good

publishing solitaire play. My fear is that if game companies fo-

cus their re,sources on head-

to-head play, it may come at

the cost of research and de-

velopment of good anif'icial

opponents. We’ve all watched

computer opj)onents make

dumb moves and groaned at

how often they cheat Just to

keep pace with their human

opponents. Granted, pro-

gi'cimming a truly challenging

artidcial opponent for games

as rich and detailed as PACtt'lc

War or Ma.ster ge Magic: is

veiy diilicull and time-consum-

ing, but that doesn’t mean de-

signers should stop Dying. And

I’d hale to see multiplayer o]3-

tions used as an excuse for

j)ublisliers to cut corners with

* Tile Multi-Player Games Network, not satisfied with bringing

boardgames such as GDW’s Market Garden and Mayfair Games' Empire

Builderto the connected strategy gamer, is now joining forces with Mi-

crosoft. As the software publishing giant prepares to launch its Win-

dows 95 product, complete with an online service, MPG Net is

stepping in to help cover its gaming flank.

* Atomic Games’ proceeds apace with Beyond Squad Leader. Graphic ele-

ments are being added to sharpen the game's appearance, including

tank turrets that turn independently of the chassis and even cast their

own shadows. D-Day: America Invades, the next installment in the World

AT War series covering the landings at Omaha and Utah beaches, is

shaping up for a late Summer release. In addition to covering some fa-

miliar ground, there will be a combined Utah/Omaha campaign game at

the 1 km/hex, battalion/company scale.

* Avalon Con, the Avalon Hill-sponsored gaming convention, continues

(conliiined on page 13S)

WHEN WARGAMES

GO ON-LINE, WILL

GOOD FEATURES

BE LEFT BEHIND?

by Alan Emrich
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llic Al. iNol everyone will wani lo play hu-

iiuiiis all the time, so games still need

decent solitaire play if they are going to

have any longevity. l.et’s hope (hat as de-

signers look toward multi])lc jtlayers they

don’t lose sight ol the iiKlividual.

THE WAITING CAME
The other threatened ti'adilional

wargame element is deep, Itirn-basetl

phiy, Most slrategy/wargames are still

turn-based, tmd for a good reason. 'I'he

beauty of ttirn-based games is that they

allow for ihoiightl’iil, considered moves

which bring otit the depth inherent in

the position. But when played by intilti-

ple humans, turn-based games can be a

real snooze, especially if your opponent is

iiimoyingly slow. When you’re playing a

turn-based game via modem or on-line

nettvork, a snail-like opixmenl is doubly

annoying, especially when tlie on-line

meter is running and every second

means a few more pennies.

So what’s the solution? Play-by-email

I'eatures tire currently in vogue, but these

lack the aj)j)eal of online, live, connected

gaming. A lot of designers believe that

real-time games are the answer. Problem

is, it’s diriicult to have a deep strategy

G"2 (continuedfrom page 137)

to grow, with over 100 boardgame tourna-

ments scheduled this year. The big news,

though, is that the boardgaming bastion is

being infiltrated by computer games. Arm-

chair generals may take on both silicon and

human generals in Stalingrad and Flight

Commander 2 tournaments. Also, Atomic

Games will reportedly be on hand for the

debut “screening” of Beyond Squad

Leader. For more information, call

Avalon Hill directly at (410) 254-

9200.

* Strategic Studies Group has for-

mally announced Warlords II Deluxe

for a summer release. Look for this

enhanced version to include; net-

work, e-mail, modem, and null-mo-

dem play, an Undo function for

movement, new "underground"

(castle, dungeon, and cavern) ter-

rain sets, an improved Scenario

Builder, over two dozen brand new

scenarios, and better and faster arti-

ficial opponents, all on a single CD-

ROM. Creating this product required

that all of the original code be rewritten, so

SSG took this opportunity to make a number

of improvements to the Warlords II Scenario

Builder, and to redo all scenarios in 256

color SVGA graphics. An upgrade offer will

be made to owners of the original Warlords

II and its Scenario Builder.

* Speaking of upgrade offers, MicroProse

will allow owners of OOP's original Merchant

Prince to get Machiavelli for $23.97, plus

shipping and handling, if they send in the

original Merchant Prince disk #1 to MPS Di-

rect For more information call (800) 879-

PUY.

* CivNet, the online version of Sid Meier’s

Civilization, is scheduled for a Summer re-

lease for the Windows version, and a Christ-

mas release for the Mac version. The

ambitious plans are to support play on Nov-

ell-type networks, direct modem, nuil-mo-

dem and even “hotseat” Only registered

owners will be able to upgrade to the net-

work version of Civ, so send in that registra-

tion card now.

*
An equally ambitious undertaking is Norm

Koger's Rifles, the third offering in SSI’s

Wargame Construction Kit series, covering

the period between 1850 and 1900 at two

different scales (regimental; 200 yards per

hex/20 minutes per turn, and brigade; 400

yards per hex/40 minutes per turn). Look for

about 50 scenarios in the box covering

British colonial warfare, the Crimean War

(Balaclava is already done), the American

Civil War, etc. The Austrians will be includ-

ed in the database, even if no scenarios are

included in the set, so crafty players can

create many battles from the German Wars

of Unification. Rifles should be fired out late

this Summer, with Novastar contracted to do

25 Civil War scenarios at the double.

* On the ever changing SimTex front, it ap-

pears that MechLords will have to take a

new name. Boardgame company FASA

seems to be flexing their muscle, indicating

MechLords is too much like their BattleTech

universe. FASA claims that the combination

of neo-feudal “Houses” in this setting and

the word ‘“Mech" is their intellectual prop-

erty. SimTex could change their Houses to

Corporations, but a lawsuit could force the

cancellation of the entire project. Ironically,

designer Steve Barela has long claimed that

the paper role-playing game Spacemaster

was his primaiy inspiration for MechLords,

and not BattleTech.

*
MicroProse and SimTex still don't

seem to have their minds made up

about Master of Orion (MOO) Gold.

Some of the multiplayer features are

already developed (network and mo-

dem player), and will be featured in

Master of Xenon (MOX) at the very

least. MOX, due by Christmas, Is ru-

mored to feature such things as inter-

racial planetary populations

(complete with slavery, rebellions,

etc.), multiple colonies per star, and

more.

* If you ask Jim DeGoey

(JamesD6201@aol.coni) “What's

Ops with WindowsT', he’ll tell you

that the specs for the Windows ver-

sions of TacOps are posted on the Internet

(comp.sys.pc.games), America Online, and

CompuServe. Arnesal’s latest alpha build

looks very promising and a Summer release

is still on track. They are still hard at work

on a TacOps Battlebook, and Ed Rains has

begun preliminary work on the Panzers East

Battlebook. Meanwhile, work continues on

their other projects: Gettysburg, Weapons

Free!, and Imperial Crisis. On a final note,

Arsenal is said to be doing fine with their

marketing policy of direct sales only.

They're expanding their toll-free order-tak-

ing and fulfillment flow-through in time to

accept orders for both TacOps for Windows

and both the Mac and Windows versions of

Panzers East

TE}(TURES, TURRETS & TENSION In Avalon Hill's upcoming Beyond Squad

Leader you can zoom in to get an “up close and personal" view of the

detailed tanks, stone walls and wounded bodies littering the battlefield.
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FIGHTING FALCON
BACK TO BAGHDAD

lie' world - and winning

jtogjTiilitary. “Fighting Falcon

iAiiirSiSMa

mapped graphics

Night missions The most accurate

weapons modeling in a

combat simulator

FAAC SPOT IMAGE CORPORATION

RenderlVdre

MILITARY SIMULATIONS INC
5910 N.E. 82nd Avenue, Vancouver WA. 98662 PHONE (360)254-2000 FAX (360)254-1746

World Wide Web: HTTP://www.military-sim.com
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game in I'cal lime, because tliere is liiile

lime In slralcgize deeply. Wiih real-time

games tliere’s also the tlireat (hat more

and more of the thoughtful elements of

wargames will be replaced by aciion-ori-

ented elements, that the quickness ol'

one’s mouse hand will become more im-

portant than the (quickness of one’s wit.

Are thoughtful, turn-based wargames

DooMed, so to speak, in the multiplayer

future? 1 don’t necessarily think so. In-

stead, I see the turn-based, online game

evolving to use more integrated sequence

of play features. In TtiF, Pi'.rI'KCT

Gkn!;r.m., i'or instance, most of the play-

er-only, non-inleractive phases (like ar-

tilieiy lire {dotting) are fairly short. The

lt)nger movement and combat phases are

more interactive because you must pay

attention to your opponent’s lire and

movement, particularly when a nice op-

porlimily lire shot presents itself.

Similarly, as SSI develops online ver-

sions of both PyVNZKR Gknkiom. and its se-

(|uel, Ai.i.irn GiiNKiut., they are dealing

with the problem of modifying (he se-

(juence ol play without destro)’ing the

lurn-based structure of the game. So, an

"aliernaiing” sequence of jilay is being

considered for the online version of the

game. Under this structure, each player

lakes a tui'n moving and lighting with

only a few pieces at a time. I hey then al-

leritaie, back and forth, until eveiy piece

has either moved, passed, reinforced,

taken supply, etc., that turn. Then a new

game turn begins and all units are once

more free to move and light.

Por cNamjde, let’s say we’re looking at

the familiar France 1940 scetiario of P.-w/-

FR Gkni:r.\i.. For an online version of the

game, players would alternately take “ac-

tion pulses” with 3 to o units at a time.

'Fluis, battles around key geographic

jjoints would develop on a per-jxilse ba-

sis: First might come air strikes, followed

by artilleiy and shore bombardment, with

ground units coming on yet another

|xilse to subdue the last of the city’s de-

fenders. Ill the interim, the defending

player could study the attack and allempt

to counter the enemy’s im|)ending as-

sault.

Under this alternating secjuence of

play, there would be more opjxiriunity

for action and reaction, and a greater

need to maintain some resen'es to meet a

sudden crisis or oppm'lunity. In scenarios

where one side has more units oi' the

burden ol' attack, its opportunity to acti-

vate more units per pulse could simply be

increased.

1'his alternating “action pulse” ap-

protich has been around for ages in the

boardgame market. It was developed to

avoid the monotony ol’wailing liir anoth-

er player’s move, long a factor in com-

plex board wargames. 'Fhat it has not

become standard in the |)aper game mar-

ket should sen’e as a tvarning to comput-

er game designers that no game system is

a panacea for all ills. Still, comjHiter

game designers should be praised for tiy-

ing a variety of approaches to avoid the

dull side of lurn-based gaming, while

keeping the depth and subtleties of |)lau-

ning which keeps wargamers coming

back f(X' more.

The Serious Wargamer Knows His True Aiiies
Tigers On The Prowl”

Aide De Camp™
Point Of Attack”

HPS Simulations

P.O. 80X3245
Santa Clara, CA 95055

(408)554-8381

The WARGAMER’S Computer Company”
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With all due respect to

Minnesota and Atlanta,

HardBall may be the

greatest series of all time.

“HardBall 4 isn’t

merely better (than

ESPN Baseball),

it's in another
league entirely.’’

- Entertainment
Weekly

“Great graphics and
fantastic arcade action

are what have made the

HardBall series the most
popular action-oriented

ball games around.”

“HardBall 4 is

without a doubt
die most realistic

baseball simulation

you can buy."

R.5»e, •xr®

There is no debate. HardBall is the best-selling PC baseball game series of all time. And now. HardBall 4

has refined playability and realism to an unfair level that has the experts adjective-silly, You get

2B stadiums that are now more detailed, from the nasty winds at The Stick to the ERA-bruising

altitude at Mile High. Stat compilation in over 75 categories. And HardBall's greatest graphics

ever, with unequalled high-resolution digitized video graphics that’ll have you

swearing you see all 108 stitches. If you want a PC baseball game, get HardBall 4.

And when talk turns to the greatest game ever, you can say you were there.

Warn to try HardBall 47 Download the demo from the internet via anonymous ilp or througn your WWW Browser at Hp://ftp.nBtcom,conVput>/ac/accolade/hb4d8mo.2(p or via our BBS at 408-296-8800.

HardBall 4. spon Accoiltdo. and Uw Spon Aamlade loga we uadamarU of Accotade. Inc. 01094. Accolade la an olfJclal IcemiHi cl the MaKv Laagiia Bassbaa Piayara AsaocMIWi. eMLBPA htSA

.

DislriDutod by WEA IWamei/Eleiitia'Atlantie Ccrp.i. a Wwrei Uuse Croup Company. All ilgiiie raiaivad.
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REVIEW

Terror Times
Two
MicroProse’s Puts The "Sea” In Sequel With X~CoM:

Terror from the Deep

by Martin E. Cirulis

A
coujolc of inoiillis back I had the

dubious jdeasui'e of sitting

tlirough the niosi rcccnl install-

ment ol' the Highlander movie

saga. While this was not some-

thing one would ordintirily bitig ttbttttt, I

did achieve some insight, into the lutlure of

the sequel, and decided that the I'cal title

of the lilm should have been Highlander 3:

Cool Places To Have Sword Fighls. I have

X-Com: itowor tram the Deep]

, Price: $59.95,

3.5" floppy or CD-

ROM
System

Requirements:

IBM-compatible

386/20Mhz.or

better processor,

4MB RAM, SVGA
graphics, SMB
hard drive space

for CD (16MB space for floppy), CD-ROM,
mouse; supports AdLib, Sound Blaster, Covox

and General MIDI-sound cards,

Protection: Manual look-up (floppy only)

Designer: Stephen Goss

Original Game Design: Julian & Nick Gollop '

Publisher: MicroProse Software

. Hunt Valley, MD
(410)771-0440

much the same feeling as 1 slog my way

thi'ough Mio'oProse’s setiuel to the stun-

ningly successful and all-around great

game X-Co.\i: Ul'O Di-:I' 1-;n.si-:. While a

much more enjoyable ex|3ei‘icnce than

wtitching immortals Hying to chop each

other’s heads off, 'I’KRitOR i-'rom riii'; Dr.Ki’

has just a slight case of sec|iiel-ili.s—enough

to smack of “Same movie, cooler sets.”

DEJA VU, ALL OVER AGAIN...

No nnitter how hard you tiy, the good

days never seem to hist. Though humanity

trounced those kidnapping, gene-splicing,

ba.se-buildin’, catlle-nuitilaiin’, city-terror-

izin’, big-eyed Alien Creeps during the

course of the original X-Cc)M, the peace

that comes lasts a mere 40 years before

alien evil rears its deformed head agtiin in

TI'.rror. Unfortunately, instead of mentic-

ing you from the skies,

this rime the bod)’-snalch-

ers come from below.

In a .serious surprise for

you dino-eiithusiasts out

there, it seems that the gi-

ant rock thill wiped out

the tiny-briiiiied sauriiin

lords of the earth was, in

rea

starship with

problems. The result of

this fender-bender, other

than giving a small breed

of simians a shot at world

domination, was to lock

the alien Invasion ship

into a long sleep. Deep under the ocean,

daniiiged exlrii-lerrestrial coiiqniters

slowly repaired themselves, subtly subvert-

ing portions of the natural world in prepji-

ration for the emergence of the sleeping

evil under the ocean Iloor.

Oddly enough, it’s the iilien defeat at

the end of the iirst X-CioM that fonns the

wake-uj3 ciill for the Wet-Ones from Be-

yond. While your troops were jjlanting the

Mag on the sands of Mars, a secret sigiiiil

shot from the smoking remains of Alien

I IQ and awoke the alien vesstrl from its

slumber, setting the wheels in motion for a

whole new guemlhi war. The a(|u;itic-alien

plans f()r world-domination progress slow-

ly, but gather speed with time, exchanging

subtlety for bniuility as their j^ower grows

until, some four decades later, the compla-

cent X-CoM orgiinization must undergo its

own awakening.

clear at the beginning; all you know for

sure is that it probably involves the tiller

domination of humanity. Only your Scien-

tists can provide tlie much-needed an-

swers, and they need your bra\’e soldiers,

or in this case, “Aquanauts,” to go out

there and retui n some clues for study.

Provided, of course, that they aren’t too

busy dodging sonic blasts tind rescuing

terrified survivors, all the while hunting

down (he slimiest hori'ors to ever climb

out ol'a test-tube. While newbie X-Uom

Once again, the Alien plan isn’t at all

MASTA BLASTA Researching new underwater weapons makes

sense, but why can't you have laser technology from the first X-

CoM for topside firelights?
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Have you ever wondered whar ir mutiny and vicious batdes with rival ships, you may be

would feel like to be on top of the luclcy enough to reach the New World. However, your

world? How about beneath it? There are those who have journey is far (rom over. You must now embark on your

Co^ay, you coul^ be on top ofibe ux)rlb.

already experienced such exhilaration. I'hcir

names? Columbus, De Gama, Le Maire, Cook

and Bougainville - the world’s most famous

explorers. Now you can create your

own adventures in Exploration -

a remarkably in-depth

game of strategy

and world conquest,

new from Interactive Magic.

Before you set sail from Spain,

Portugal, England,

France or the

Netherlands, you

quest to found a colonial empire. Conquering

villages, winning over

the natives and tilling

the land are

but a few of the challenges

facing you and your

weary crew.

/ The graphics are

/

/' nodiing short of brilliant.

/

/
Complemented by unlimited,

realistic animation scenes, every new

game brings new territories to conquer.

New adversities to overcome. The

tour your home port. Oversee CbmoiTou), benc^b it adventures and newfound

the construction ofyour shipyard. fortunes are virtually limitless.

Enlist your crew. Equip your ship. Buy information on Exploration,

and sell commodities. In fact, you may simply give us a call at 919-461-0948.

even want to make a trip to the local New World awaits your

baitker for information about funding arrival. Do you have what ir

your expedition. After surviving possible —IEMmI takes to miike it there? MAGIC
Circle Reader Service If37

A game ofstrategy and world conquest for PC CD-ROM.
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coiiimanclers should be fascinated by this

process, veterans have clcfiniiely seen (bis

movie before.

arracK, administrate and
ACCESSORIZE...

'i'lie nicchaiiics of Tkrror are identical

to those of its predecessor, and form a

game ol three e(|ually importtint coni|)o-

nenls: one part, tactical, man-to-alien com-

bat, one part strategic management of

resources and research, and one pan StM-

Clrf^’-escjiie base-building. A minor I'ourih

iisjx'ct involves the sending out of inter-

ceptor craft to bring down alien stibs in or-

der to disrupt alien plans as well ;is

ctiplure technology and personnel for

study. I'he system for this is very basic,

ttiid other than telling your Hying subs

when ;ind where to go and what attack

posttire to take, ship-to-ship combtit pre-

cedes iiutomatictilly. One merely watches

tinits do or die, though a commander

()uick on the mouse can order a sub to re-

treat before the death blow Ciui tirrive,

thus .stiving several hundred thousand dol-

l;irs of etjuipmeni.

If you have to choose a prioril)' amongst

these three aspects, then I suspect the tac-

liciil system is the most vital to your suc-

cess. Here you are presented with a

skewed 3-D viewjjoint where the terrain is

hiid down over an invisible grid, each

s(|uare ticting as a unit of disttincc; the ter-

rain in the scjuare acts as a movement

modilier and may possibly obstruct line-

of-sighl. It's a combat system that recalls

miniatures gaming on tabletop terrain.

Eticli human, alien or tank has a certain

number of action-points with which to ear-

ly otii movement and combat during a

turn, modilied by characteristics such tts

strength and dexterity. For instance, a

high-dexterity soldier could lire a cumber-

some weapon for a lower point cost than

an incompetent newbie.

While the basic concept is veiy easy to

get the hang ol' and everything is con-

ti'ollecl by simple ])oint-and-click mouse

commands, the depth of

detail is ejuite deej), so to

speak, and phiyers with a

good undei'sttmding of

sciuad-level tactics will

have a definite advantage

here. Line-ol-sighl is

strictly controlled, and

only those portions of the

terrain visible to ttny of

)’our troops are revealed,

with unexplored portions

being blank screen. F.ven

after you have exjilored

an area and it becomes ;i

permanent part of your

display, opponents can

still move through unseen unless they

cross into the viewing-cone of one of your

troo|)s. More than once I have lost an

slippet! up I'rom behind. Also very well

done is the blast radius of area-ed'eci

wciijions, iind the use of covering terrain

for I'educing and even negating damage

(i'om these kinds of devastating devices

—

which the computer opjjoneni genertilly

uses at least its well as you do.

The board on which all this mayhem

lakes place has attained the same level of

excellence as the actual combat^ .system.

The map is large enough to invoke the

feel of dangerous exploration, but small

enough that you don’t spend too much

lime wandering aimlessly about the pretty

kind.scape. The terrain itself is well done,

and there are many beautiftilly rendered

terrain types, both on the ocean bottom

and on the surface. One battle might be

liaighl on a clear ocean bottom and the

next amidst the twisted stone ruitis of an

iincient city. Also, much of what you see

c;m be destroyed or mangled by stray

wetipons lire. Near machineiy or other

.seeming "props,” the danger of seconchiiy

explosions is veiy real.

'file tactical board also has multiple lev-

els; hills, buildings and alien structures

ri.se up to three or four levels tibove the

nuiiii level, with all viewing advantages of

height conferred. The controls make it

liiirly ea.sy to Jump between levels without

gettitig lost or confused, though some-

times linc-of-sighi between levels can be ;i

little mysterious, given the phiyer’s viewing

tingle. Even more intncale arc the baiile-

lields set entirely inside large structures

such as ocean-going vessels or tilicn ba.ses.

'I'hings here are soivell done ;tnd claustro-

phobic that you will have peiieci .sympathy

for any velertm oi'Stttlin-

grad.

While most of your

gamejilay lime will be

spent in the tactical com-

bat engine, to master this

portion but neglect (he

other two areas is ;i sure

path to defeat; no mtitter

how good you get at ligiir-

ing out alien tactics on the

battlelield, if your iroojjs

aren't suijplied with the

latest technology and

supported by a complex

enough infrastruettire,

you cannot w'iti.

Eveiylhing in 'ITrror costs money, and

lots of it: ba,ses mitst be built. ;ind tmiin-

tiiined; soldiers, scientists and technicians

nuist be hired and salaries paid at the end

ofeveiy month; and everything, except

for the goodies you piy out ol'dead ttlien

tnanipulators, musi be paid liir—down to

the last round fired. The financial realities

I'M AN AQUANAUT & I'M OK Despite their cumbersome (and flimsy)

wetsuits, X-CoM soldiers can carry a lot of ordnance. If you want

more protection, you'll have to research alien technology.

/\.c|uanaut to a sneaky alien tlmi has

JACQUES TALL AND CARRY A SPEARGUN Our intrepid extra-terres-

trial pest exterminator makes a house call at a colorful alien base.
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WEST-SPONSORED STORES:

Sci-Fi Shop
Green Dragon
Gamesmasters Unltd.

Commissary Games
Gamesmasters Unltd.

Players Texas Sports

Games People Play

Games People Play

Games People Play

Games Plus

Rochester NY
Saratoga Sprngs NY
N. Charleston SC
Clearlake TX
Houston TX
Houston TX
Huntsville TX
Logan UT
Orem UT
W. Valley City UT
Woodinville WA

IGOlDGAt^Sm'IN'mE
FAST-PACED WORLD OFACTIONMQVIESt MUStm mUR FORCES OF
MARTIAL ARTISTS, SUPERNATURAL CREATURES, SORCERERS, AND
' FUTURISTICSUPER SOLDIERS AND FIGHT THE SECRET WAR!

JOIN-THESEGRETIA

Bruce 's Book-O-Rama
Gator Games San Mateo
Game-A-Hollcs Santa Clara

Village Vidiot Ft. Collins

Aaron's Sportscards Bethel

Shanandoe Enterprises Boise
Heroes Unlimited Roselle

The Comic Pit Howell

Game Master Fair Lawn
Gamesquest Albuquerque
My Book Store Las Cruces

CA
CO
CT
ID

IL

Ml
NJ
NM
NM

Retailers: Wargames West should be your store's distributor! We offer

America's fastest shipping, up to the minute computerized inventory,
and free advertising in top magazinesl Call us!

FOR A FREE 13e-PA6E CATAtOG: PO BOX 9496, ALBUQUEROUE NM 87119-9496
Shadowffst Is a trademark of Daedalus Games. Card art is copyrighted In the artlatd names, counter-clockwise from lop: Anthony Waters, Phil Fogllo, Melissa Benson,

Heather Hudson, Ed Beard Jr., John Snyder, Mark Tedin.
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SWIM FOR COVER, LADS Whether combing the undersea

depths, capturing alien vessels, or protecting port cities

from alien incursions, you'll find the terrain just as varied

as in the first X-Com.

lake to be made. And while they still do

odd little things, like walking up to a

trooper and then just walking away, their

long-range abilit)' makes it look like tliey’ve

been reading tlie strategy guide to the first

X-Ct)M veiy carelull)'. VVliile a tluillenge is

never a bad thing, newcomers to tlie series

may feel unfairly bludgeoned by aliens that

can shrug off one or two hits li'om all but

ihe most powerliil weapons in (he game,

and combats that last halfan evening.

'llie feelings of se(|ucl-itis that surround

this product are further increased by the

uninspired initial condilions of the game.

You are just as bad olf at the beginning of

tliis second alien attack as you were at the

firsi—and that is just plain stupid. Wliile I

can sympathize with the need to research

a whole new set ol' undenvaier technolo-

gies, I really have a problem with having

to use spearguns on the surface when forty

ALIEHS AND THE HUMANS
WHO LOVE TO HATE THEM...

All this being said, Ti;kr()R From The

Deer is still superior to most

strategy games out there. The

play is solid, the graphics amus-

ing, and it will return more than

enough bang for tlie buck. It

may be a little tough for newbies,

but on the other hand, the strat-

egy guide for X-CoM will serve

just as well for this title as the

original; almost all the impor-

tant lessons are still true. And
perhaps best of all, in (his world

of Pentium-hungry games with

no regard to the hardware bud-

gets of gamers, 'fEitROR delivers

all this on a lowly 386. It would

be nice if more companies real-

ized the game is more imjjortant than the

muscle.

As an interim product, to keep the world

of X-CoM near and dear to the hearts of

gamers while the system is evolved into

something even better, Terror is a good

return trip to tlte game that a lot of people

lell in love with. Ijust hope the next install-

ment lakes a few more risks. Perhaps it’s

time we inllltiaied//t^/rworld! 4r

X-COM: TERROR FROM THE DEEP

PROS Uses the .same great game en-

gine that won Game of the Year,

CONS llie only significant differ-

ence between this game and its pre-

decessor is that it’s much more
diflicult. And “more” does not always

mean “better.”

of this game are tied \'ery closely to your

tactical considerations. As each base can

only “cover” a certain portion of tlie Karth’s

oceans and each new base is very expen-

sive, you must sometimes make a painful

choice between economy and optimal su'at-

eg)'. Since your only source of steady in-

come is donations from the member
nations of tlie UN, keeping tlieni

happy is your liiggest piiority next

to stopping the actual Alien plan.

Should a countiy feel you are not

doing enough to reduce alien ac-

tivity in tlieir waters, tJiey may re-

duce funding or even sign an

alliance witli the Alien Menace and

withdraw funding tiltogetlier. You

can suivive one or two of these

quislings, but should you fail to

measui’e up to y<.iur task of exter-

minator, more and more of your liinding

will disappear until you finally go broke

and cease to function its tui organization. If

this occurs, die aliens win just as surely as if

they had desti'oyed your last base.

And speaking of your bases, you not

only have to decide what facilities are re-

quired for each base, but where to place

them on the base map. While this may

seem trivial, the first time aliens msh your

homestead under the sea, you will wish

you had paid a little more attention to the

way things are laid out. Careful base de-

sign, with due attention paid to the en-

trances available to undesirables, can pay

huge tactical dividends when the in-

evitable attack occurs.

PRUSTRATION AT OO PATHOMS
But of course, for those of you familiar

with the first X-CoM, none of what I’ve

told you so far is anything new—and

therein lies most of the problem I have

with this game. 'I'error is virtually identi-

cal in stmclure and execution to its prede-

cessor. This is gotxl for people who were

in love with die design to begin widi, and

it definitely means we now have a fairly

bug-free product, with a tried and tnie in-

terface. But the fliji-side is that if there was

anything that annoyed you about the first

installment, you can safely assume the an-

noyance still exists.

The difficulty level of this game has

been cranked way up. Even at intermedi-

ate skill levels, the aliens rarely allow a mis-

years earlier 1 had already per-

fected the Liiser Cannon—never

mind the total absence of any of

the mastered alien technologies

that allowed nie to trounce the

bug-eyed little farts in the first

place. Coupled with the fact diat

this new tableau lacks the amus-

ing anchor in modent mydiology

that the first did, this title felt a

little flat at times, which is a

shame, considering that it would have re-

(luired only a little more innovation to be

completely satisfying.
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Wanted:
Manager for

3B Major League
All-Stars.

[Must Provide Own Antacids.]

With 36 MLBPA stars at your disposal, this

is your chance to use your managerial

' skills and your CD-ROM to the fullest.

Now you 'll think twice before you call

. ^ the big-league skippers bums,

chokers, and losers.

Koiien.

1 GRtSSOM RF
2 GWVNN CF
3 BONOS LF
4 BAewEU. I

B

5 McGriff oh
6 PlA2»C
7 Williams SB
.s o.SMrmss
9 Garcia 2B

C PIAZZA

16 BAGWELU
MCGRIFF

2B Garcia
SS O. SMITH
3S. CAMINin

WILLIAMS
LF. ALOU

BONDS
CF GRISSOM

GWYNN
BF Bichette

Justice

P drabeb
JACKSON
MAOOUX
Beck
Myers

Justice

BlCHETTC

CAMINin

Think your dayjob's tough? Managing 36 live Major League stars is no day in the park. But ifyour mind can stand

it and your heart can take it. get All-Star Baseball.'^' And reach a stress level that'd make a cardiologist nervous.

Spoil Accolade and ihe Spoil Accolade logo ore mulemarka ofAccolade. Inc. Al MIchMls ia uied under license by Accolade. Inc. Accolade li on ofTiclal licensee of liie Major Leogue Baseball Players

Assoclolion. OMLBPA MSA. Major League Baseball trademarks and copyrighu ore used wiUi permission of and under license from Mojor League Baseball Properties, Inc. All-Star Baseball*

is a regisiercd tmdenurk used under license from ihc Rapid Mourning and Finishing Company. 0199J Accolade. Inc. All rights reserved.
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REVIEW J

A Jolt OfJungle

Juice
Parched Gamers Can Gel Their Fill With Sir-Tech’s

Addictive JACCED ALLIANCE

by Jeff James

S
KT IN A SU'ELTKRINC.; JUNGLE

lAiiLE^a', Sir-Tech Software’s

jAGGEi) Alliance atfempts to

marry an addictive small-unit

combat engine with a heady dose

of role-playing adventure. Madlab Soft-

ware’s brainchild is yet another ambitious

attempt by a software developer to turn

the Compuler Gaming World genre-classify-

ing system on its ear. Is it a sti'ategy

game? Is it role-play-

ing? Adventure? A
floor wax? A dessert

topping? Answering

these questions may

be dilTicult, but one

thing is for certain:

Jagged Ai.ijance is a

winner j'egai'dless of

how it’s categorized.

JUNGLE PEVER
The stoiy revolves

around Melavira, a

fictional South

American isle whose

sole claim to fame is

the extraordinary

fallow tree, ri'he sap

of this tree (identi-

fied by its golden-

luied foliage) is a

medical mother-lode that promises to

cure even the most virulent of the woi-ld’s

diseases. Not surprisingly, pharmaceuti-

cal companies are paying top dollar for

this amazing substance, which leads to

greed and, of coui'se, bad guys galore.

Jack and Brenda Richai'ds, the lather-

daughter research team who discovei'ed

the fallow tree and its amazing sap, have

fallen victim to avatars of avarice. Their

former partner, Dr. lAtcas Santijio, has

betrayed them in an elfoH to harv'esl and

sell all the saj) himself. To solidify his

hold over the island’s most valuable re-

source, Santino has hired a band of thugs

and placed most of the island under his

iron grijL Hold-

ing out in one

small coimer of

tlie island. Jack

and Brenda con-

tact you and

hoj^e that you

and your band of

mei’cenaries can

rescue them

from iheii' plight

and boot the

money-grubbing

Santino off the

island.

Your first task

is to hire a team

from A.I.M., the

Association of

International

Mercenai'ies,

who will ari'ive

the following day ready for action. You

then journey to the base c:mip, wiiere

you begin and end each day of play. It is

here you equi|3 your squad, hire “tap-

pers” to exti'act tlie tree sap, and place

guards on sentty (who’ll automatically de-

fend ;i sector from incursions by Saiuino’s

men). Once you’ve kitted out your

gnmts, checked your finances and hired

enough guards :ind taj^pers, you’re ready

to hit the combat zone.

The island of Metavira is divided into

BO sectors of equal size, arranged in a

gi'id six sectors high by ten sectors long.

At (he start of the game, you control only

one sector in the lower right corner of

the map; the I'est are under the ciiiitrol of

Santino and his band of goose-stepping

sap stealers. As the game piogresses, you

must move your team of meres into ene-

my sectors, clearing them of Santino’s

men. Once all opposition is eliminated in

a sectoi', it reverts to your control, allow-

ing you to assign tappers and guai'ds to

each of the new sectors. Your gotil is to

eventually sweejj the island of Santino

and his henchmen, culminating in a cli-

mactic battle in sector one, located in the

upper left corner of the maj).

LOCK N' LOAD
AND ROCK N' ROLL
The heart oi' the game is the tactical

combat portion in which your mercenar-

ies will engage in direct combat with San-

tino’s forces. You view the battlefield

from an isometric overhead view, not un-

like that of Ultima VI or Vli. Using the

jnouse, you can select each of your mer-

cenaries individually and tell them to

move, lire at an enemy, jjick uj) an item,

etc. The interface is mostly mouse di'iven,

relying on a system of mouse-button

combinations to perform certain actions.

JD99ecl Alliance

Price: $59.95
' CD-ROM and

3.5” floppy

System

Requirements:

IBM compatible

486-33 MHz or

better, 4 MB
RAM, VGA graph-

ics, 15 MB hard

drive space, CD-ROM drive, mouse.

Supports AbLib, Genera! MIDI, Gravis

Ultrasound, Pro Audio Spectrum, and

Sound Blaster (including Pro. SB16,

AV^E32 and 100% compatibles) sound

cards.

Protection: None

RSAC Rating: Violence 2 (Humans killed),

Nudity/Sex 2 (Clothed sexual touching),

Language 3 (Obscene gestures)

Designer: Madlab Software

Publisher: Sir-Tech Software

Ogdensburg, NY
(315) 393-6633
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I

'

"Securm9 the fresh
. I

uiater supply iwas *5
• PpIJ <iefinitely a step in the :^

i« right direction. Let's hope f^ ^i| it doesn't take too long
^ for us to feel the j*

Jack benefit." -IBM 1

.CHDK«e

j. .HSftC-'OEATHS:-

HArwe DtfttHS'

• turn orATKs

SECTORS

TREB^^HHEJ),

iKARiJESIptr

liach person that walks onlo tlie haule-

fiekl wears a specific color. ^'()U meres arc

iflemified l)y iheir green shirts, Saiiliiio’s

men are in red, your guards are in blue,

and tree-iappcrs are in yellow.

Allliougli limited to .38 caliber

handguns and grenades at the

oulset, you'll come across

more sophislicaled wettpons as

ilie game unfolds, such as

shotguns, M-16s and oihei' im-

lilemenis of destruction. Since

you can’t buy or sell any

weajoons, ecjuipmeni or am-

munition. your only source ol

supplies will be tlnise scav-

cngetl Irom the battlelield.

At the end of each dtiy, your

scjuad travels back to home

biise ft)!' rest and rccujoeralion.

As yoti arrive. Jack will give

)
()u his no-holds-barred opin-

ion of vour efforts that day.

Kill lots of Santi-

no's men and ag-

gres.si\’ely grab

territory, and

Jack will congrat-

ulate you. Other-

wise, expect a

tongue-hishing.

I'he highlight

of t he game is

tiiiarguably the

60 mercemiries

you can recruit to

your cause. They

come in all expe-

rience levels and

specialties, rang-

ing from the psy-

chotic “Unusually

Rtithless” Rueben (an unstable |)sy-

chopalh) to the enigmatic “Mike,” a

worlfl-class assassin rumored to be in Dal-

las in No\ember, 1963. Kach merceiunv

hits his or her own unique \ <)ice ;ind j)er-

soiuility. I\;m Dolvich—an ex-Red .Army

ollicer—spetiks entirely in Russian, and

all his text messages are displayed in

Cyrillic script. The voice iicting behind

each of these characters is .superlative,

making eacli seem that much more real.

^'our meres will spetik <.)n a variel)’ cjf oc-

casions, alerting you when they spot an

enemy, exclaiming when they’ve foitiid

something, sounding relicsed when the

area is clear, and adding greaiK to other

events.

In addition to the persoiKtlilies of indi-

BARRELS OF FUN Although you can't buy firearms, the adventure-game aspects of the

game allow you to modify existing weapons.

PAPPA JACK Jack is a grumpy character, hut he does compliment you when warrant

ed, such as when you secure the fresh water supply.

ample, the iniuilive inventoiy manage-

ment system tillows \ ou to etisilv drag and

drop items from one mere to another

within a certain range. Hired guns will

reload their weapons

automatically, letting

you concentrate on

winning the battle in-

stead oi' chasing

down ammo clips.

The artificial intelli-

gence is especially

good when you send

\’oui' meres oil to a

location on the map.

Kven if the location is

hidden within a

btiilding and shrotid-

ed in foliage, they’ll

usually find their way

to the location with-

out much trouble.

'I'here are plentv

ol' other details, too, covering even

the most fi'ivolous behavior. For

example, with one mercenaiy ac-

li\'e, hokling clown the Cri'RL key

and left-clicking on another mer-

cenary will cause the former to

goose the latter, evoking an always

humoi'ous response. If you slip up

during combat and accidentally

ha\'e one mere ttirget and shoot

anolhei', you miglu see them trade

a few choice invectives then begin

blasting awa)' at one another,

heedless of the raging fire fight

around them. .Some meres excel at

lepairing damaged ec[ui|)ment, al-

lowing you to repair defective

fireai-ms and perform custom

modilications.

N'idual Mercs, there is ;i complex inter-re-

lationship between individual meres and

your behavior, Some meres won’t work

with other meres, while some will de-

nmnd more inone\’ ifAon make! them do

so. Finalh', all of your meres ha\’e difl'er-

ing moral standards. Some will gutird any

money they fmd with their lives, while

others will rob you blind and \’anish the

next morning.

Madlab obviously spent a great detil of

time thinking through the mitny game
I'eatures, restiliing in severtil simple but

extremely useful design elements. For ex-

GRAPHIC VIOLENCE
'File graphics are crisp and detailed, al-

though I'd hesitate to call them state of

the art. .Most ol'lhe meres are onlv differ-

entiated by their hair color, often making

it essential to click on a mere to find out

who he or she is. "I'he isotnetric viewpoint

is extremely usttble, but the angled top-

down jiersiiective means that it’s hard to

S]30l soldiers hiding itnder clumps of

brush ;md trees. The soiitid effects are

veiy im|iressive, with a different sound

effect for each lirciirm. Hullets impact
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As I920’s supersleuth Edward Carnby, yo,tdl_solve

^puzzles and uncover, dues explaining the 'disappearance

of Hilli Century Studios film crew. Last seen Oh^

.

.location in Sjaughter Gdlch - where even turnbleweed;.

f^to roam; You’ll have to use your, in^lfflke

'''expertise''and your six shooter. Enjoy u^' t^ 7^.he^rs

of dodging outlaws ojvdhe way to fybif^'al

sfiowdown to save the young Itlroine, Emily Hartwood.

So, sharpen ypur spurs 'and get ready for the draw...

you can’4«i®fagine how wild the west can get.

. ..

^^^addLe-up for a'3-d adventure
IN THE WILDEST WEST EVER

'

Your Wil3 West adventure is

now available on PC CD-ROM.

It's Windows- compliant and

Sound Blaster^" compatible.

For product information or

ordering, call: 800-4^3-3386.

Circle Reader Service t‘70

...an incredible visual adventure for

serious game players to enjoy -

by all acouhts, they’ve succeeded.

- Dimension 3, April 1 995

You’d better bring your shootin’ iron

/ and a night light...

-^Electronic Entertainment, May / 995

Allone in the Dark 3 is a DjgGAMER

worthy addition to the series, E DIE dll S'

no doubt about it.

- PC Gamer, Moy 1 995 IPJJ



targets with sickening thuds, usually fol-

lowed by a sharp gruni oi'pain from the

damaged individual.

As impressive a jjroducL as Jaggki) Al-

liance is, there are a few minor gripes.

Although you can locate, hire and trans-

port some of the world’s deadliest merce-

naries to a remote island, you are

absolutely unal)le to buy even the most

basic equipment. Granted, letting gamers

purchase machine

guns, shotguns

and grenades en

masse would seri-

ously knock game

balance out ol’ kil-

ter, but giving

gamers the oppor-

tunity to purchase

the most basic,

mundane sup-

plie.s—such as first

aid kits, crowbars,

canteens and oth-

er staples—would

go a long way to-

wards making this

game more accessible to novices. This

supply problem is esj)ecially annoying

when your entire squad is heavily injured

and you lind yourself without a (irst aid

kit, If you’re low on funds (making it im-

possible to hire fresh mercenaries),

you’re locked into a week of continuous

rest and recuperation for your injured

grunts.

'fhe 53-page manual is cnterttiining

and informative, written in a lively, infor-

mal style. The manual is liberally sprin-

kled with short Jokes, puns and other

delightful diversions, making a trip to

(Ind information within its pages an en-

tertaining diversion in itself.

Aside from a few minor interface and

design issues, |.\gged Ai.liance is a su-

perlative product. The complexity and

detail exhibited in all aspects of the game

break new ground and the effective use

of individual, cojuputer-driven “person-

alities.” Although it is tmly a genre-bust-

ing product, it does fit into one categoiy:

Must-buy.^

THE EDITORS SPEAK I

JAGGED ALLIANCE

RATING

PROS Multifaceted and deep. It’s

got detailed tactical combat, strategy

and adventure game aspects, and

loads of personality—all ofwhich gel

into an engi'ossing game.

CONS Minor glitches, and the inter-

face has its idiosyncrasies.

”1 don't want to readdhOjnmuall

NEVER USE A BOOT DISK AGAIN.
Look Familiar? You bought your PC. You paid extra for all that Important RAM. Now your new games say, "INSUFFICIENT
MEMORY!" Wrong! You have plenty of memory •> H Just needs to be configured properly. You have three choices; study your DOS
manual for two days, try to make a boot disk that works, OR BUY THE GAME DOCTOR AND START PLAYING IN TWO MINUTESI

- EASY TO INSTALL
Type 'Install' and you're done. The Game Doctor scans your system for Information about your hardware and uses h to
build effective startup files.

- COMPLETELY AUTOMATIC
After Tile Game Doctor Is installed, every time you start your computer you will be presented with a menu of configuration
choices {e.g. Windows, DOS, Games, or Custom). You Just pick the configuration that fits what you want to do and you're setl

< INCLUDES CUSTOM CONFIGURATION BUILDER
The Game Doctor's custom configuration builder has easy switches which allow you to construct your own configurations.
These custom configurations can automatically launch programs rl^ ft-om startup — all you do Is pick the Item from a menul

JUST $19.95 ORDER NOW!: l-800^5frS674
Circle Reader Service #195
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Features:

• 9 Energy types

• Superb SVGA graphics

• Windows CD-ROM only

• Live video: ENN News!

• Speech

• Cutting edge R&D

• Build and Explore

• Global economic and

political models

IBM PC screenshots may vary

Impressions
& 1995 Impressions Software, Inc.

222 Third Street, Suite 0234

Cambridge Massachusetts 02142

Circle Reader Service #78

the Power behind the
Power could Dr., yml
In the next energy starved

millennium, you will

command one of four

empire building, power

grabbing megacorps.

These cutthroat behemoths

will stop at nothing to

control mankind's vital

energy supplies.

Explore, build, expand, and

plot your way to global

energy dominance.

Only one can triumph

as the undisputed

PowerHouse.

And the others...?

Check out the recycling bin.

iimm
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Breach 3 42
BreakThru 38
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Doom II Hell On Earth 46
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Rghter Wing Cd-Roin 38

: Right Light 22
Forgotten Castle Awakening 50
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VIRTUAL VALERIE 2
The queen of cybersex Is back. The ultimate in

cybererotism and the embodiment of every red

blooded technophiles deepest disires.

Sophisticated 3D modeling, erotic sound effects,

create a mind blowing extravaganza. Only $39!

d-Time'” uses state of the art,

patent pending technology to

make your CD-ROM drive per-

forni as test as your hard disk.

Access time is lowered considerably, and d-Time“ makes Full Motion

Video clips flow more smoothly and more realistically. ONLY $49

Sample A Bundle

»34
A Taste of Erotica 2

- Arcus
» Pixis Sampler
* Virtual Viorations

CD ROM HEADQUARTERS
5th Fleet 44 Flight Light Plus 32 Quantum Gate 2 44

7th Guest 11th Hour 69 Full Throttle 42 Quest for Glory IV 49
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'
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INTERACTIVE
Samurai Pervert

See Some, 3 Some
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MACHINEPUBLISHtNC

- It
2 CD
Only
$49

6 PACK
The best way to pt started wHh Adutt CD Roms. Set

includes: Digital Dancing, Legends IV, Biker Babes,

Legends of Pom II, Insatiable & CD Sampler!

WHAT A DEAL! $49

AcIventuresofMikki Rnn

Always -

Amorous Asian Girls

Babes Illustrated 2

Baby's Got Butt

Blonde Justice
•

Can^:SnaoHer

CpliegeGiris'

Cyber^dds-

DarkerSide-of Shayla

Bus^Babes^S
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CDRomCohMr
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0ver210rtyl
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F^I Touch The
Mr Future!

New Wave Hookers
Asian Invasion
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Girls On Girls

Advewtuf— Seymore
Private Video Mag
Model Wife
Hidden Obsessions
Traci I Love You

$29
$49
$39
$39

$34
$24
$24
$24

INTERFACE

SIRENS
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and beautiful Space
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entrapped in VR ch|N
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desire. ^

Dream Machine

$49

Touch Me; Feel Me '29
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Wild InnocetKs 29

\VPINKTV 39
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FREE!
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Your Guide To

Adult CDs.
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REVIEW

Working On
The Railroad
Avalon Hill’s tSjO: One Sleek, Powerful Locomotive

TIES THAT BIND The president of the B&O considers playing

another track tile in order to forge a more lucrative route.

THE ACE 0is STEAM

by Bob Proctor

T
iimrk exists a breed of gamers

WHO PREFER CONTESTS WITH NO

EI.EMENT OF CHANCE, WHERE 'IHE

outcome is based on pure skill.

Some devote their lives to a single

game like Chess or Go. Others search for

new challenges that haven’t been analyzed

for several hundred years, games that lack

the symmetry of classical board games

while retaining good play balance.

niis latter group will benefit most Irom

1830, the computer adaptation of the

Avalon Hill board game first published in

1986. Veiy faithful to the original, 1830

may be played by up to six human rail-

road magnates, or with as many as four

computer opponents. The computer plays

well—so well, in fact, that devoted 1830

board gamers will want this program just

to sharpen their skills!

Price: $49.95
System

Requirements:

IBM compatible

386 SX or better,

4MB RAM. VGA
graphics, 2 MB
hard drive space,

mouse. Supports

AdLib, General MIDI, Gold Sound

Standard. PASi6, Roland and Sound

Blaster sound cards.

# of Players: 1-6 (single computer only)

Protection: Manual look-up

Designers: Steve Barela and Russ Williams

Original Boardgame Designer: Bruce

Shelley

Publisher: The Avalon Hill Game Company
Baltimore. MD
(800) 254-9200

1830 was the year that the Baltimore &
Oliio Railroad hegan commercial scivice

using trains pulled by steam locomotives

(as opposed to “hay-burners”), a catalyst

which initiated a period of railroad con-

stiuction in the populated Norlheasrei-n

U.S. At first, tlie.se were .small private rail-

roads, owned by a single indivitlual and

l)'pically only 20 to 40 miles long. It ivas

quickly discovered that building larger

railroads to connect major cities was lie-

yond the resources of even the richest in-

dividuals. .Something nc'wwas needed for

such large projects and the Corjjoralion

was born, allowing one man to control

the wealth ofmany stockholders.

The men of vision, the Kmpirc

Builders, thus gained the powei' they

needed to connect centers oi' manulac-

turing with resources and markets. Of
course, the power and wealth also attract-

ed men of greed, the Robber Barons

—

Vanderbilt, Gould, Fisk, etc.—who are

represented in the game. In liicl, 1830

does such a good Job of recreating liiis

tumultuous era (hat one of ilic major

facets of the game is choosing your own

ethical position. Playing against

the computer version makes this

choice somewhaL simpler, since it

doesn’t remember youi' back-

stabbing metliods cjiiite so well as

your gaming buddies.

BUILDING RAIL EMPIRES
Winning a game of 1830 is a

matter of acquiring the greatest

Net ^Vorth. 'I'his seemingly sim-

ple goal retjiiires a careful blend

of strategics in sevenil areas. You

musi invest wisely in the slocks of the cor-

porations. If you acquire enough to be-

come the President, you can operate the

railroad to make a profit, finding the best

paying routes and planning for advances

in rechnolog)’. There is never a best strate-

gy' as eveiything depends on which rail-

roads are active and ^vhid^ choices the

other players are making. Nor can you fo-

cus on a single area and do well: I iiave

had, at different times, the best stock port-

folio, the highest paying route, and the

most cash on hand and still lost to a player

with belter balance.

Tlic basic mechanism lor gettitig money

is to buy the majority' share in a coipora-

tion, run it to produce revenue, and then,

])ay dividends each turn. I’aying dividends

also raises the price of the stock, so not

only are you jjockeiing the cash, but the

value of )()ur stock portfolio is rising. One
good strategy is to tiy to dri\'e the price of

your stock as high as possible. But you

cannot own more than 607n of the slock of

any corporation under normal conditions,

so othei- players will also benefit from )’our

well-managed corporation. 'I’iiey also have
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Roleplayiny software that makes
your game reaL,, and! real easy.

3 mg MH

Kingspoint for Windows is a living city for your PC

that makes it easy to immerse your players in an excit-

ing adventure environment. Kingspoint for Windows is

a sophisticated Data Manager, Game Master’s Assistant,

Creativity Tool, Custom Dice/Form Manager, NPC

Behavior Editor, and More! When your players face a

Game Master armed with the power of Kingspoint for

Windows they face Supreme Organization, Unbound

Creativity, and a world of richly detailed fantasy.

Map Navigation allows players to adventure in the cities' thou-

sands of locations one by one in a realistic manner. With comprehen-

sive Building and Character

Management, no longer will you

lose history, information, or iden-

tic. Forget rewriting character sheets; advanced printing options make

updating quick and easy.

The Dice Manager allows you to create, save, modify,

and insert dice rolls for any gaming system. Create

unlimited forms for Character Sheets, Histories, or any

topic needed! With the NPC Character Editor, the city

comes to life as you define when and where Characters

appear, how they look, and what happens when they

arrive. Create, Import, and Attach Graphics and Sounds to

any Location, Character, or Timed Event. Multimedia

Tools add sensory richness for compelling realism.

Direct Sales: 1-800-746-3772 International Sales: 214-690-9195 Information: 504-833-7678

Retailers: Please contact your favorite game distributor to place your order today.

as^PLAma
SOFTWARECOMPANY

P.O. Box 24819 - New Orleans, La. 70184-4819 - Internet: Gold'IVeeI@AOL.CO!MI

System Requirements: 386 or Higher, Windows 3.1, 8mb of Ram, lOmb HD space

Circle Reader Service il239



the power lo sell your stock at any time,

driving the jn'icc down. 01' course, you can

do tile same to them.

Operating a railroad means building

routes. 'I'lie IK'IO map shows the Norili-

eastern United States and Southern Oana-

da, bounded by Montreal, Richmond,

Boston and Cleveland, divided into large

hexagons. Kach corporation is allowed lo

lay one “tile” ofli'atk into a hex per turn,

'lliis costs nothing unless you tire the llrst

to place a tile on a mounuiin (S I or riv-

er (.S80) hex. Kach railroad starts at its

home city and generally builds toward the

nearest town. Once two or more l(jwns are

connected by track, the railroad cttn buy a

train that can run between them collecting

revenue. ’Towns and cities both grow in

value as new tiles replace old.

At first, ii ains can only contieci two adja-

cent towns, so runs arc short and revenues

low. Once all of these “’I'wo-'lYains” are

purcha.sed. Three-Trains become available.

.Although more expensive, these are capa-

ble ol' connecting many of the big cities

{with one inteivening station). After 'Three-

'Trains cotne Fours, Fives, and Sixes, each

increasingly more expensive. Al'ler Sixes

come Diesels, which can make runs of un-

limited length, 'lliese can be big earners,

but you have to plan careliilly as the long

iims can be blocked by your rivals.

Blocking can be done in two ways, with

tiles or with stations. Not all coriibinations

of rotites are represented on the tiles, so

you tiy to place them to ensure the con-

nections you need and prevent those your

If you Ttncl it diffictill to keep track of

what’s left, you can play with unlimited

tiles as an option. Stations ai'e placed only

in large cities and once a city is filled with

stations from rivals, a railroad can trace a

rotite into it but the route must end there.

,An additional complictilion comes from

obsolescence. When the first Four-Train is

purchased, till d'wo-Trains are retired and

when the first Six is ptirchased, all Threes

disapjDear. So, if yoti choo.se to invest heav-

ily in 'Twos and nirees, you can increase

your early I'evemie but i)relty schju the cor-

poral ion will be low on cash w'hen the

’Twos and ’Threes go away.

Once yotii’ corporation is on its feet and

paying di\’idends, you must find some-

3
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TRACKING STOCK PRICES The familiar boardgame perspective

of the stock market can he selected to assist you in your next

“robber baron” move,

SURPRISE AND DEMAND The stock market can be a great

place to invest, but watch out for rivals dumping stock.

competitoi-s want. As in the board game,

there tire limited numbers of each tile, so

you can block a rival by using, possibly

even wasting, the last tile of a cei'lain n’pe.

ihing profitable to do with your money.

Generally, this will mean investing in stock

of the other active corporations or possibly

llotuing ;i new one. It is when you become

President of two or more corpomtions that

the possibilities for the really dirty

ti'icks arise. How about using all of

the money from one corpia-ation to

buy a Diesel, then selling it for $1 to

another railroad you control? This is

especially sweet if you can then dump
the stock of the first, forcing the Pres-

idency on another pkiyer and leaving

that unfortunate soul with the prob-

lem of buying a train.

One of the nicest features of the

game is the ability to customize it.

'There are 12 options to modilj' the

basic game, most of which are popu-

lar “house rules” ali'eady developed

for the board game. Giving the Bank

more or less money allows you to adjust

the game’s length, and along widi the op-

tions for randomized maps and revenues.

will keep 1830 fresh for a long, long time.

BIG STEEL RAIL
GONNA CARRY ME HOME

^

'The production valiies of this gtime are

excellent. The manual is colorful, clear

and informative, with numerous illiislia-

t.ive screens and examples of play to go

along with the biographical information

on the Robber Barons represented in the

game. The programming is solid, and the

only bug 1 know of is a rare one that allows

a computer player to buy loo many private

companies and end up with a negative

cash amount. It’s infrequent, hut if this

happens you can either restart or contin-

ue—the AI will eventually work back to a

positive figure.

As mentioned at the begin-

ning, the computer plays very,

very well. 'There are four levels of

difficulty: Easy, Average, Hard,

and Hardest. On the Easy set-

ting, the computer plays the

stock market aggressively but

doesn’t manage trains well. It will

often be possible to |)ut a com-

jjLiter player in a position where

he has one main for nvo railroads

and continually sells it back and

forth never collecting any rev-

enue. Aljoui the most “cheating”

the computer players ever do is that they all

buy stock in each otliers’ railroads but nev-

er in yours—an accusation we could often

le\y against human opponents as well. Also,

on rare occasions as you near the endgiime

and things become more com])lex, the

computer may not calculate the most opti-

mal revenue |)roducing route.

1830 has made the transition from table

to computer vei')' well. If you like pure

strategy games, this game will give you

hundreds of hours of pleasure. Hr

1830: RAILROADS & ROBBER BARONS

RATING

PROS A fanatically faillifiil rendition

of an elegantly-designed boardgame.

'The computer opponent can eat the

best gamers for lunch.

CONS 'Hiere are ;i few AI (laws that

can unduly helj) or hinder an expert

player.
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SPECTRUM P.O. BOX 6295
SALINAS, CA
93912-6295

ELECTRONICS

AIR SHIPPING $4
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I
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REVIEW

Ripcord Relic

QQP Parachutes Into Wargati ting’s Past

With The Pure Wargaeie

a by Tim Carter

y

//

A
s wi l l] MOST AFICIONADOS OF HIS-

TORICAL WARGAMKS, I AlTRl'XIIA'l'l';

RKl.ICS OF THK FAST IN MANY

forms; IxToks, maps, buildings,

batllcgi'ounds, and artifacts of all

sba[)es and sizes. I di'aw the line, however,

at computer games. Wliilc modern graph-

ics, sound and animation ofien strike me
as frivolous in a strateg)' game, advances

in artificial iniclligence, interface and doc-

umentation tend to make today’s games a

cut above their ancient predecessors. Hiis

is why, upon reviewing QQP’s 'I'he IHirk

Warc;ame: Dia'i ii From Above, Volume 1,

I fee! a bit like a cavahyman I'iding along-

side a tank division: My horse may stride

majestically and charge bravely, but ii

stands little success against the technologi-

cal stiperioriiy of an armor-plated enemy.

This is yoiii- father’s wargame. Diovni

From Above, the first installment of

QQP’s The Pure

Wargame series,

plays like a com-

puter game from

the late 198()s.

Many of the faults

of earlier designs,

coiTected in more

recent games,

reappear here.

Death Fr(.)m

Above recreates

aii'borne ojTcra-

tions from the Sec-

ond World War.

From well-known

battles like Crete

and Arnhem to

lesser-known engagements like Kanev

—

the Soviet attempt to take a series of

bi'idges over the Dnicjjer River in I‘)T1

—

Dfa'ITI From Above provides a cross-sec-

tion of some historically interesting, bul

usually one-sided encounters. As subject

matter goes, this collection of battles jx'o-

vides ample opporLnnily for tense and

thoroughly enjoyable gaming. Unfortu-

nately, Dfa'ih From Abovejust doesn’t de-

liver.

BUIIDINC THE PERFECT EDSEL
The designers of Death From Aiutve

have clearly attempted to make a simple,

clean and enjoyable game. 'I'he grajjhics

are somewhat rough by current standards,

and while the sound su])j)ort is belter th;m

most strateg)' games out there—some 48

different scores are included— it I'eally

adds little to the game.

Simj)licity can be a virtue. As the success

of games like Empire Deluxe and P.anzer

Ceneral have

shown, simple, hon-

est wargames are

tremendously pojju-

lar. Why? Well,

probably because

their simplicity al-

lows the giime play-

ers to tjuickly and

etisily get to the

meal of the game.

'I'he centra! prob-

lems to be solved

are easily recogniz-

able and, while

strategies for achiev-

ing one’s goals may

be complex, orga-

nizing anti moving units or resources is

not.

Of course, a simple design retjuires that

the game have at its core a challenge or

set of challenges that will keep players

coming back. In Death From Abo\'E, the

designers have achieved, for the most

part, the goal of making a simple, accessi-

ble wargame. It is easy to move units, and

most of the commands are simple and in-

tuitive. Mowever, flaws in the design un-

necessarily complicate gameplay.

For example, a key element to winning

is organizational inlegi'ily. If your units are

in radio contact with their HQ, they re-

ceive sujTplies and recover fatigue and

morale more cjuickly. They are also able to

launch joint attacks with other friendly

units, an impoi'ltmi element to winning

battles. All in all, a reasonable concept

around which to build a game system.

Unfortunately, the documentation

doesn’t explain very well how radio con-

tact is actually to be established ;md main-

tained (even though this manual has a

table of contents and more indexing than

I’ve ever seen in any QQP product). Fre-

quently, units that are side-by-side will tall

in or out of contact for no apparent rea-

son. It is impossible to identiiy a unit by

looking at the map, adding to the tinsira-

tion.

Determining (he parent HQ requires

calling up the individual unit data. Since

this can only be done for one unit at a

lime, it is dillicult to conceptualize larger

organizational structures. Even if you are

able 1.0 figure out the right battalion to

which a company belongs, there is no easy

way of finding the battalion HQ. HQ
identities aren’t displayed on the map, ei-

ther. You must access evety HQ on the

botird until you find the light one. This is
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just plain silly.

Of course, this is particulai'ly problemat-

ic since most airborne ojjeraiions begin

with units scattered and intermingled. A
simple numbering system on the unit

icons would have greatly increased the

playability and enjoyabiliiy of the game.

By making thejob of sorting out the units

unnecessarily dilTiaiit, the designers have

undennined one of the fundamental prin-

ciples on which diis type of game is based:

ease of play.

A further problem arises out ol’the lack

ol' information presented to the player as

the game unlolds. Most scenarios have a

lew micial objectives which must be cither

captured or defended in order to win.

Neither side, however, is told exactly

where tliese objectives are. At the begin-

ning of each new scenario

players must spend 10 or 15

minutes scrolling across the

map identifying tiie key cities

or bridges before they can

even begin to plan strategy.

Again, failing to provide this

information is a totally unnec-

essary omission. Would sce-

nario maps have been (hat

diHicult. or expensive?

While all of die units on both

sides are visible at all times,

players are never told when and

where reinforcements can be

expected. Hiis is downright ridiculous. A
simple chart at the back of the rule book

could have solved the problem long alter

the computer interface had been de-

signed.

HUNG IN THE BALANCE
The scenarios are, in most cases, hor-

rendously unbalanced and seem to lack

foresight and extensive testing. While a

play-balance mechanism is built in to the

game, all it does is alter the strengths of

units on one side. While one can play a

scenario several times in order to find die

pro|Der balance, this unnecessarily wastes

further lime just to reach the point from

which one should be starling the game.

Thei'e is no real justification for the un-

balanced scenarios. Certainly, many of the

battles in questioji were one-sided, but as

victoiy is determined by arbitrarily attrib-

uted points, it would have been quite easy

to skew the points system to make up for

historical imbalances. For instance, the

Arnhem scenario could have victoiy con-

ditions which required the Germans to to-

tally annihilate the British in order to

claim victoiy, thereby making the game
challenging without messing with history.

We have a right to expect better from

QQP; even the weak AI of The Pereeci'

GeneR/U. was forgivable to a degi'ee, be-

cause the scenarios were pretty well bal-

FALL OF THE FALLSCHIRMjAGER Tfie Reich’s finest paratroops

resemble their historical counterparts in little more than name,

due to the lame computer opponent.

VERTROIIIX INC, presents the Best Values in ENTERTAINMENT!
230 Plaza Professional Bldg., El Cerrito CA 94530, 9-6 M-Sat (PST) (510) 527-4699 (Irtfo) (510) 527-4690 (fax orders)

1 -800-478-0217 (orders only) Visa. MC, Checks. MOs, CODs
HARDWARE
Pentium PC/MMSystems
w/ 8rnb Pam, 540mb HD.
J4" SVGA. i.44PDD,
Mouse, 2X CD-Drive,
& SB 16 SniLCnl
60 Mhz/256icb Cache 61736
75Mhz/256fcbCache 61S0S
90Mtu/2S6kbCache $2068
CDR DR/VS BLOWOUT/
LCS-72602X S 95
Mitsumiguad 6194
Ptonecr4.4 fOslI 8199
Plextor Quad 6410
Sony 2X IDE 6120
SB discovery Kit S260
SB Game Bigler S390
Toshiba Quad 8212
SOUWD CARDS
Oraots Ultra 8100
Gravis Ultra Max 8164
RobandSCD-lSDB SCall
SB 16MCD S 86
SB I6MCD/ASP 8170
SB 16 SCSI 2 8170
SB 16VAUJEE 8100
TBTropez 8206
Memory/Motherboarcts
4MB 72Pln 70nsSIMM SCall
SMB 72Pln 70nsSIMM SCall
16MB 72Pln70ns SCall
466 motherboard SCall
Pentium motherboard SCall

M/SC.
Gravis Phoenix 6 97
Logitech Wlngman 8 25
Wlngmon Extreme 8 42
Dla. Stealth VRAM 8278
DIa Stealth DRAM 8168
Realmaglc Lite 8290
USR Sport 14.4 CVT... 8 90
USR Sport 14.4£Xr 8101
USR Sport 28.8 INT . . . 8229
USR Sport 28.8 EXT . . 8246
BEST 36.8 V34BVT.... 8160

IBM GAMES
NEWTITLBSl
lUhHaur
1 944 Across Rhine .

.

•
' :Zero

Allen Logic
Alone in the DarkO
Armored Fist

Atari 2600AcLPak...
Battle isle 2200
Battledrome
Belrayalat Krond..
BloFora

in Time 649 Blackt^ne
.Conquer... 845 BloodBoul

Cybeijudas 837 Bloodnet
Deadlfus Encounter 846 Blown Away

. --- Burewu 13 . . .

Dungwn Master II 837 Campaign
Full iTirottle 843 Casino
Harvester 842 Civilization
Ifl/inlty Machine 838 Cobra Mission
Jagged Alliance 845 Colonization
Johnny Mnemonic 841 Corridor?
Last Bounty Hunt 828 Creature Shock,.,.
Machlavelll FTlnce 837 CyberlaK: the Gathering ..839 CVberwar

H'arrior2 845 Cyclones
Track Pack 830 Dark Forces

rral2 834 DarkL^lons
igoria 349 DarksunWake

. 2;StnProph 846 Descent 2.0
— o/Master Lu... 845 DoomS

Space Quest Vl 842 Dragon Lore
Spaccwaid Ho 830 Dragonsphere
Star Trek TNG 844 Ecstatica
TheScroU 844 EmplreDeluxe
Tony L. Ru55aBase3 848 Extractors
Top Cun 841 F-14neet
Wukung 826 FPS Football
X-Conv Terr Fr. Deep 837 FalconGold
BESrVALUES/ Fifth Fleet

1830 Rail & Rob 833 Flash TrtifRc

AcesoftheDMp 848 night Command 2.

Aces of the Pacific 821 Fortress Radakl ....

Aces (Jver Europe 840 Front Lines
Across the Rhine 851 Frontier Elite 2
AD&D Gold 1 824 Gamcmaker
ArWtDGold2 824 Gatcway2
Air Havoc 837 CazlUlonalre
Alice 843 Goblins 3

.825 Goldtree Engine
844 Grandest Fleet
.845 Great Naval Bat 2 ....

. 825 Hand of Fate

.833 Hardball 4

.840 Harpoon Classic

. 824 HarTx>on II

.842 HeU
834 Heretic
632 Heroes ofM&M
.849 High Seas Trader
-838 Iron Assault
631 IsharS
.835 Jewels qf Oracle. .

.834 Journeyman Turbo...

.844 Jump Raven

.832 Kln/sQ7

.846 King Maker 3.5
828 Knights Xentar
847 Kyrandla3

..822 MaglcCarot
.845 Master of Magic

...842 Maslerof Orion
. 825 Metal & iarr
..840 Metallech:Earthslege...
. 835 MllennlumAuctlon ,.

...827 Montyl^thon
..834 Mortal Kombat 11

..850 Mysf

..844 NLamp.BlIndD
.857 Nascar Racing
.841 NHAUne95
836 Noctropolis

-.841 Operation Europe
.835 OperaUonCrusade...
-.857 Outpost
-.841 PacincAlrWar
. . 830 Pagemaster
-.834 Ponzer General
-.827 Quarantine
.816 Ravenloft

> Realm Arch Blade I

' Relentless
I Renegade I

1 Rise qfRobots i

1 RiseoJTriad i

' Road to Pinal 4 (

I SabreTeam t

1 Shadow Comet i

5 Shadows Cairn i

> Shanghai Great Morn S

’ SUvenoad j

’ Sim City 2K f

1 Space Hulk t

) SpaceQuestAn i

1 SSNSeawoir. j

) Stalingrad 3.5 t

1 Star Crusader S

) StarlTail i

I StarTrekTech {

1 Stonekeep 5

1 Strike Commander i

Super Hero Hoboken £
’ Syndicate Plus {

1 S>«tem Shock £

I TTie Big 3 £

Theme Ptult £
' Transport TVcoon £
: UlUmaS £

UlUma 1-VI £

Ultima VII Comp £

Under KUlingMn £
US Navy Fighters £

USS Tlcondaroga £
' Virtuoso S

Voyeur S
War Craft 8
WC Armada 8
Wing Commd. ID £
Wings ofCloty S
Wizardry Trilogy 3 8
Wolf S
Wrath of Gods 8
WWil Pack 8
XcomUFODcf 8
Xwlng CoUec 8

ADULT
5 HOTADUlTTlTLBSni
1 Adv. of Snatchman 839
1 Amature All Star 820
1 Aslan Palate 824
' Busty Babes 2 828
i Depraved Fanlasles2.... 829
i Dream Machine 843
’ Eruption 818
> Extreme Gall 618
1 FAO Gold lor2or3 827
) ForblddenPleasures 830
i HotPIcsl 823
> Lace & Lingerie 8 9
1 Luscious Lips 820
I Madonna's hunlly 830
) NastyNurses 816
I Nau^tyFhisses 818
I Neuroaancer 842
NewWave Hookers 2 .... 819

’ Night Watch 2 837
I Orient XXXpress 825
• Red Hot SIS
1 Samurai Pervert 840
: Seymour Butts 2 845
I Songbird SW
I SpaceSiren 842
I Straight A’s 825
: Strto Poker Intern... . 825
' SwirRsuit&Lingerie...6 8
i T&AtoMax 817
' Taste of Erotica Samp.. 8 8
Tokji NIgbUlfe 837
Traci 1 Love You 826
VampireKiss 836
Virtual Valerie 2 840
Virtual Vixens 837
Wander Lust 630
and manny more, .

.

We have (housancLs of
GamesandAdult Titles
in stock/ Calljor other
titles/We build systems
to your configuration/

FREE SHIPPING! AND CP on all orders over $100 (confin* US)
Returns not accepted w/o prior approval. Refund on unopened or damaged Itei

. responsioie K twographlcal e

Pleose call for cotalog ond adult titles (510) 527-4699
162 COMPUTER GAMING WORLD • JULY 1995 Circle Reader Service #126



rhe shock wave is just beginning.'

Announcing the most advanced

navai battie simulation ever! ...

Empowered to let you re-write

history. Used in training by the

Maval Academy, HARPOON II

DELUXE puts you In the command:

center action like never before.

Actual video clips of

weapon iaunches and

explosions.

Altitude, depth, and weather

information.

Hundreds of database

specs, photos and drawings

of military hardware.
Formation editor defines

threat axis and patrol zones.

communications

models recreate

electronic warfare.

Add an incredible

array of features like

toolbar control buttons, easy user

interface, and you have the most

realistic battle game ever. oi ACSI. All Other trademarks and i

Visit Capstone Online: America Online (Keyword: Capstone); Software

Creations BBS (508) 365-9352; Web Page Site: hllp://www.gate,net/-lnlracor/.

Or Call Capstone's BBS (305) 374-6872

Circle Reader Service #51



ancccl for two-playcr coniesis.

Aside from changing ihe sLrcnglh ol' a

side in each scenario, ihere are no other

ways of altering the computer player’s

ability. This is not surprising, since it

seems like very litiie effort went in to

building the A1 in the first |)lace, The

computer opponent is absolutely (ixated

by the victoiy objectives. It is unable to do

much more tlian charge headlong at

them, regardless of the odds or the situa-

tion.

'file combat model in Death From
Aiiove makes clear distinctions between

HQ units, armor, infantr)' and ariilleiy.

Each type has a specific mission, and

success depends on using the types in

combination. Veiy nice, except that no

one remembered to tell the aiaillcial

intelligence. Instead, it tends to send

units, in the order it selects them,

straight for the objectives. A Ijunw

division advancing towards the ene-

my led by its I-IQ and artilleiy, with

the tank battalions kept safely to

the rear, is not an unusual sight.

Not surprisingly, unless the oppos-

ing forces are hopelessly outnum-

bered, the computer stands little

chance.

All in all, The Pure Wargame:

Death From Aeove looks, feels

and plays like a below-average
‘

80s

era comjiuier w'argame. AVhile the

game is simple, most of the game’s laults

seem to arise out ol’bad planning or an in-

complete understanding of good game

balance, rather than technical or progi'am-

ming dilficulties. It’s a shame that all the

research that went into this game is wast-

ed, because the genre needs more games

with focus, and the paratroop angle is a

good one. Someliow, thougli, the focus

got lost along with the jjlayability which is

normally QQP’s trademark, resulting in a

game which will satisfy neither the veteran

nor the newcomer. Lx.“t’s hope that QQP’s

Pereect' Generai. II is a return to their sol-

id strategy game roots, rather than this

tepid and uninspired fare,

THE EDITORS SPEAK I

THE PURE WARGAME

RATING

PROS: Interesting subject matter

and unit mix; nms well on a 386.

CONS: \Veak computer opponent,

poor documentation, and gi'ossly un-

balanced scenarios leave this game
Ijailing without a parachute.

S30 THE DEFINITIVE WARGAME COLLECTION $30
CD-ROM SSG IMPRESSIONS SSI CD-ROM
American Civil War I

American Civil War II *

American Civil War III •

Reach for the Stars

Gold ofthe Americas

Panzer Battles *

Warlords

* Includes many additional scenario files.

Wargame Construction Set II: TANKSI *

Battles ofNapoleon *

Sword ofAragon

D-Day

Conquest of Japan

Global Domination

When Two Worlds War

Wargame Construction Set H: Tanks! has won Strategy Plus' 1994 Wa^ame of

the Year! and is rated #9 in CGWs Top Wargames. It has an easy to use editor to

build your own battles with 1300 platoon-sized units from 1918-1990's. Novastar

and Norm Koger continue to support new versions of the game (v. 1 .27) with many
new rules such as variable end game, variable weather, defensive fire, automatic

dismounting in combat, and wc have developed a Modem Database with 350
units/150 nations! Over 200 additional scenarios can be added. Sec below.

Wargame Construction Set H: TANKS! Scenario Disks

Disk 1 : Eastern Front Disk 7: Sicily

Disk 2: France 1940 Disk 8: Bastogne

Disk 3: Ulah/Omaha Disk 9; North Africa

Disk 4: Gold/Juno/Sword Disk 10; Remagen

Disk 5; St. Vith/KGPeiper Disk II: France 1944

Disk 6; Desert Storm Disk 12: 1973 Israeli

Disk 13: 1973 Israeli

Disk 14: North Africa

Disk 15: Vietnam

Disk 16: Modern Korea

Disk 19: Korea 1950's

Disk 21: Modern 1st US Arm.

TANKSI Scenarios: $15 each Modern TANKS! Database Scenarios: $25 each

Battles ofNapoleon

Battle ofAntietam

Conflict: Middle East

Wargame Construction Set

Storm Across Europe

SSI's Classic IBM Wargames For Only $151!

Gettysburg

Kampfgruppe

Mech Brigade

Sons ofLiberty

Stellar Crusade

B-24 Second Front

Shiloh Western Front

Warship Star Command
Rebel Charge Red Lightning

SlOCarricrStrike $39 Panzer General $10GreaiWar $42 Tigers on Prowl

$10 War in Russia $10 Clash ofSteel $10 Pacific War $42 Stalingrad

Battles ofNapoleon Scenario Disks: 1-6 $10 each, ARW $25, 8-9 $15 each

$10 Mo’ Slo (This will slow your computer processor down to play old gomes.)

Add $4.50 Shipping, CA add 7.25% lax. Novastar Game Co.
Hours: 8:00 am to 5:00 pm PST M-F PO Box 1813, Rocklin CA 95677
Accept Visa, M/C, Checks, Money Orders (916) 624-7113
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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 fhe

Mulfi-Player Games Network.

MPG-NET gives you something you just

can’t find on a floppy disk. . .another

human mind. Whether you like fantasy

role-playing, 3D action, war simulation or

card games, MPG-NET offers games

24 hours a day, seven days a week with

players from all over the globe

PLAY Games

I

r .

\f'

ACCESS
THROUGH
INTERNET

FOR ONLY

$200

per hour

MPG-Net Lobby

Kingdom of Drakkar



Now, MPG-NET goes all graphicl

No more text menus. No headaches

trying to log on. It’s never been

easier to be on-line!

Here’s what else you’ll find:

• 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 libraryl

• The Persona Creation Room-lets you

generate a face to match your on-line

personality!

• Conference Rooms-have real-time

• More games than you’ve ever seen

beforel

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 free starter kit.

conversations with people all over the

world and see more than just their

words, you'll get a chance to see what

they look like!

MPG-NET-twenty four hours a day,

seven days a week, bringing you games

that will take you out of this world!

Call now: 1 -800-GET-GAME.

• Electronic Mail-send and receive

messages with all your friends and

plan when to meet and play your

favorite game!
MPG-Net News

Conference Table

Conference Room

1994 MPG-NET, Inc. Multi-player

Games Network and MPG-NET are

service marks of MPG-NET, Inc. The
Kingdom of Drakkar is a trademark of

Drakkar Corp. Empire Builder is a

trademark of Mayfair Games, Inc.

Operation Market-Garden and Star

Cruiser are trademarks of GDW
Games, Inc. Flefquest and Warlords

of the Apocalypse are trademarks of

the Dreamers Guild. All other brand

and product names are trademarks or

registered trademarks of their

respective holders.

Your Multi-Player Games Network’
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Cheesy And
Half-Baked

e

9

y

MicroProse Searches For The Right Strategy

Game Recipe With PlZZA TYCOON

by Randall Black

IT
he plot begins with the owner of a

small pizza shop, desperate to save

his snuggling business, contacting

the undenvorld. From a simple

beginning of seemingly benign

courier jobs, our protagonist is dnmTi ever

deeper into a life of crime, By day, his

knack for concocting biz.arre combinations

of piz,za ingredients brings him a measure

of financial success. By night, his ino'eas-

ing status in the underworld eai'ns him re-

spect and ever more lucrative tissignments

IVom the gangsters. Using the profits from

the now booming pizza shop, he buys ex-

pensive weapons—Hamc throwers, chemi-

ctil sprays, bazookas and bombs

—

delivering them to pre-arranged drop

sites for profit and greater status among
the denizen of the undenvorld. After a few

of these weapons deals, he is entrusted

with the lucrative, white-collar crime ol'

laundering money.

Now inured to a

life of crime, it is a

small step to begin

using the weapons

of his nighttime

trade to make
"hits” on rival piz-

za makers, trash-

ing their shojDs

and forcing them

otit. When he has

Uiken over ten pei'-

cent of the market

in ten cities, our

amoral hero wins

PRESENTATION IS EVERYTHING Whether or not you

believe that customers "eat with their eyes," you can

have some fun designing pizzas. Just make sure you

follow the basic recipe!

Pixxa lycoon

PIZZAPrice: $44.95

System

Requirements:

IBM compatible

386 or better,

4MB RAM. VGA
graphics, 7MB
hard drive space,

CD-ROM, mouse.

Supports Sound
Blaster and 100% compatible sound

cards.

Protection: None
Designer: Software 2000
Publisher: MicroProse

Hunt Valley, MD
(800) 879-PLAY

the game and uiily earns the title of “Pizza

Tycoon.”

WHAT'S AMATTA YOU?!
You begin by selecting ti chtiractor from

a roster of mug shots, each associated with

a starting sum of money and a set of traits

such as energy, heallh oi- dexterity. 'Fhe
~ "

•1 vast majority of the

characters seem to

be there only to be

the object of fun. In

Quick Stan mode,

you are given a lur-

nished, rented

restaurant but still

need to buy sup-

plies and an oven,

and hire a chef and

a waiter. You also

select pizzas froiii a

prepai'ed recipe list

to put on your

menu. In Free

Mode, you are given nothing but

your bank roll. 'Fhat means you

need to locale a restaurant to rent,

call the real estate office via a “te-

lenet” screen, pay llie first month’s

rent, buy and install furniture, and

then set about making your own

pizzas from scratch before they can

go on the menu.

'Hie art of pizza making involves

selecting ingredients and airanging

tliem on pizza dough. To get you

started, the game comes with a

recipe booklet that tells you the ingredi-

ents and amounts for a list of standard piz-

zas. Occasionally using a cliojjper to

reduce the weight of ingredient items, you

duplicate the amounts listed in the book-

let. Tlien your finished pizza goes before a

panel of cartoon Judges who flash

Olymjfic-slyle scorecards, with the results

determining the sales potential of your

pizza. 'Fhc process of copying pizzas from

a recipe book is mind-numbingly te-

dious—a lot like picking lint oil' your car-

per with a pair of tweezers.

Buying and turanging fuminire is mucli

the same, as the only real challenge comes

when your restaurant reaches capacity and

you need to cram more seats into your

restaurant. Impropei' placement of furni-

ture actually can prevent customers from

entering the restaurant and waiters from

leaving the kitchen, aliliough this isn’t

readily apparent. A misjjlaced chair or

telephone can cause your restaurant to fail

and you won’t notice it unless you repeat-
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cdly look in lo see customers attempting

to eiUer and failing.

riie "llin” doesn’t stop here. \’oii must

also keep ti'atk oflbod stocks, allliough die

chore am be mercifully, if temporarily, tak-

en over by hiring a manager. Ilowevei',

once you have enough business lo require a

warehouse, you must jiersonali)’ keep it well-

sUKked by holding the mouse button down

on scores of individual items. Don’t. I()rget to

visit every few days lo repeat the jirocess.

A SMALL PEPPEROMI
WITH A LARGE SIDE OP CRIME

'file restaurant is now open, which

would seem lo be where the game action

should take ofV. It is, but not in the man-

ner you might expect. Alter the lirst week

ol' business, you have lo pay your staff. Fair

enougii, except tluit there’s a good chance

you’ll already be bankrupt and out of the

game. It’s apparent that the designers in-

tended diis set of hopeless financial condi-

tions as an incentive lo undertake criminal

activity. Perhaps crime would he more ex-

citing? Well, Linlbriunately, it isn’t.

Your first crimes are pick-up tmd deliv-

eiy Jobs. By telenet, you receive detailed

instructions from a local gang, wliich gives

you time/space coordinates to pick up

items that have nothing to do with the

game. Impossible lo memori/e, the in-

structions must be written down. Only

then are you told the fee you will receive

(which ranges widely), and your odds of

success. Often, after writing all ihe instinc-

lions down, you find that the mission sim-

ply isn’t worth the bodier.

Considering all the real life activities

gamers seek to e,scape, selling and obey-

ing an alarm clock seems the lea.st likely lo

RESERVED SEATING Being a floor manager takes on

whole new meaning in Pizza Tycoon.

find its way inlo a computer game; yet Piz-

za 'I^'COON seems obsessed with lime. No
matier how early you set your alarm clock,

you will be summoned at some ridiculous

hour (even ():()() AM), whereupon you

travel to the rendezvous point and wail

until the clock is at the exact increment of

ten minutes specified in the gang’s in-

structions. 'fhis means that you have to sit

and wail thi'ough increments of ten sec-

onds in real time, with ty|}ical waiting

limes of a minute or more, ’fiy this: Check

your watch, turn lo the nearest wall and

keep checking your watch until exactly 30

.seconds have passed. Are you back? You

have just experienced a completely accu-

rate simulation of the charm of petty

crime in Piz/a'IVcoon.

After scribbling down instructions

and completing, say, 10 or 1.^ missions,

you move uj) to weapons deals. 'Iliese

are an improvement on j^ick-ups be-

cause you only have lo make one ren-

dezvous. With hoih types of missions,

there is a probainlity that you will be

caught by the police. F.ventually, the

successful criminal wall be offered the

job of laundei'ing money. Mere’s how it

works: the gang gives you a large sum

of money and a list of four long num-

bers. Your mission is to call banks and

deposit the money evenly into those

four accounts. When you perform this

challenging feat of note-taking and divi-

sion, you are rewarded with an absolutely

huge amount of money, ecjuivalent to sev-

eral months lake from a successfiil restau-

rant. 'Mie business aspect of the game thus

becomes meaningless: Imagine playing

Mu'ii-iZAiiON for many hours and then be-

ing given ten full-grown cities for buying a

frigate—it’s that slu|nd.

If you ignore the economic as-

pects of the game, about all that’s

left is making custom pizzas ba.sed

on the tastes and trends of your cus-

tomers. Bizarre combinations of,

say, anchovies, stjuid, radishes and

lemon workjust fine, as long as they

conform lo taste preferences of cus-

tomer classes and the "in” ingredi-

ents. If there is anything akin to

excitement in this fun-forsaken

game, it’s seeing one of your cre-

ations jjack your restaurant and

make it onto the “most popular j)iz-

za” list. But the monthly pizza-making

contests and challenges to conijjetitors re-

volve around more copying: watching an

animation ol'a jDizza being made and ihen

copying the ingredients and placement as

exactly as possible. While there must be

.some age during child develojunenl when

this sort of activity is considered interest-

ing, 1 think most adults would be happiei'

watching a good pizza commercial on d'V.

A PIE IN YOUR EVE
Lacking game-play information, the

manual is simply awful, reminiscent (d'

a

self-indulgent stand-up comic who thinks

he’s lunnier than the audience does. 'Mie in-

terlace is balky and unnecessarily convolut-

ed. The giingland “hit” action sequence is

|jrimilive and mostly involves innning awtiy.

Overall, the game seems lo select the

most tedious details of an olhetwise intei -

esting plot: something like designing a

game of high finance to revolve around

balancing a check book. Perhajjs the hid-

den message is that a life of ahne is bor-

ing as hell, in which case every

impressionable child should own a cojty.

But if you’ve jiassed the age ol' six and

think a strategy game shoidd be more

challenging than an-anging liimiture, Bl/.-

z.-\Tvc;oon is an oiferyou am refuse. 4r

PIZZA TYCOON

RATING

The subject matier is fresh...

CONS ...but the implementation is

“cheesy and half-baked,” which is to

say that there are many repetitious

and uninteresting elements, and ma-

jor design imbalances.
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REVIEW

A Second
M,W .

Honeymoon
In Venice
Merceiant Prince Is Reborn On The MicroProse

i

Gondola As Machlavelij: Tiie Prince

by Arinn Dembo

played Merchaki' Prince, 1 can heartily

reconimciid Ma(:iiia\'E1.i,i; it’s a superuM-

version of a good game. 'I'his is a deli-

ciously cynical romp through the 15tii

ceniun', full ol'good, clean, vicious fun,

where you assume the role of a powerful

Venetian family in liie year 1301. A basic

game lasts foi' 100 years, at one turn per

year. You begin with a note from your Un-

cle Niccolo urging you to improve the

family’s fortunes, a stipend of 150 florins a

lurn, a map of the known woi'ld (which

gets more and more inaccurtite the hirther

you venture from Venice), a little capital

with which to buy cargo, and a couple of

ships—one slow cog and one fast galley.

HOW THE PRINCE MUST ACT TO
ACHIEVE HONOR
The game reflects perfectly the tutmel

vision of the lyjjical 15th-centuiy Venetian.

All life is centered on Venice: your family’s

jjopularily in Venice is an important factor,

one you will, have to keep track of during

the game. You can increase popularity by

spending money on parties, commission-

I

T WAS I'OO GOOD TO M.

TRUE: Two TITl.f:S DLAL-

ING WITH THE ITAMAN

Renaissance in less th;in

three years? Two sepa-

rate games, each chock full of

that unbeatable combination

of biiitality and wackiness that

made the 15lh century so

much fiin? Bribeiy, murder, mercenaries

and 'llie Plague, traveling to exotic lands,

killing equally exotic people, developing

exotic skin diseases—twice? I thouglil it.

too good to be true, and it is. ..almost.

HEREDITARY PRINCIPALITIES
I was looking foiivard to the release of

MicroProse’s new title, Machiavelli: The

Prince. I wanted to see

what a big company

could do with the Ital-

ian Renaissance—hav-

ing assumed, of

course, that Micro-

Prose had developed a

new product. Also, giv-

en the name on the

box, I thought it was

obvious that this game

would focus exclusively

on war and politics,

with the object being

to unify and inle all of

Italy—a dream dear to

old Niccolo’s heart, the

furthenince of which was the main reason

form'iting his classic work. The Prince.

For I he past two years, I had been jday-

ing another good Italian Renaissance

game called Merciiiant Prince from QQP,
which f()cused on the life of the average

\'enetian merchant-arisiocrat. I was look-

ing foiward to a game that would take the

Florentine's more militant point of view.

Silly me.

M.AClllAVELl.I is

really Mer-

chant Prince

Gold in dis-

guise, an en-

hancement of

the original

Merc;i i.ant

Prince de-

signed hy Sever-

al Dudes

Holistic Gam-
ing and pub-

lished by QQP.

For those who
have never

Machlcnrelll: Tlie Princ

Price: $47.95

System

Requirements;

IBM compatible

386 or better,

4MB RAM, SVGA
graphics, 10.5 MB
hard drive space,

CD-ROM, mouse;

supports General

MIDI, Sound Blaster and compatibles.

# of Players: 1-4 by hotseat or e-maii, 2 by

modem
Protection: None

Designer: HDI

Publisher: MicroProse Software

Hunt Valley, MD
(410) 771-0440
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SPOOL UP: Launch) your Harriers off the

deck of die Navy's new amphibious
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turc'mapped environment based on

actual satellite and aerial photograptiy.Critical Acclaim for

U.S. Navy Fighters
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REQUIRES U.S. NAVY FIGHTERS



iiig works of arl, or l)ui!f!ing yoursell'a liin-

cy villa: you am lose poj)ulariiy lor attack-

ing Icilow Venetians, or by getting caught

in some paiticularly nasty bit of skulldug-

geiy—assassinating the Pope, say. Only (lie

Venelian Senate and the Vatican have

meaning within the context of the game,

and the world outside o^'^^cnice exists only

as a means of making money. To win )’ou

will need to explore, but you are seeking

new markets and new products, not a new

world. There is no political power to be

seized abroad, making it somewhat ridicu-

lous that MicroProse chose to name this

jiroduci aller Machiavelli.

You must build trade routes anrl out-

strip your opponents in the line art of

proliteering. Coincidentally, you will

(ind yourself scrabbling for jiower in

the Senate and longing to seize the Pa-

pacy: high ollice can be translated di-

rectly into money, if you plan carefully

and seize your advantage. You can

bribe senators and buy seats in the P;i-

pai college for your family, and you will

find yourself doing it, if only to in-

crease your regular yearly income.

Power in the Senate can be parlayed

into a lucrative cabinet position, like

Ceneral of the Venetian Army {1,000

llorins a year), and )’our cardinals pay

olf 1/IOth of the indulgence rale direct-

ly into the family colfers.

M.'\(;iii.-\vki.I-1 includes mercenaries,

assassins, arsonists, slatiderers and the

scramble for holy relics. It’s a danger-

ous world; pinitcs and storms can send

your cargo to the bottom, and your

land caravans can .sulfer from brigands,

sandstorms and avalanches on lanrl.

AikI all this without even mentioning the

kind of random events that am reail)’ rock

the civilized world—major outbreaks of the

Black Plague, Mongol laji'cles, and the Re-

Ibrmalion, to name but a few.

HOW THE PRINCE MAY RETAIN
HONOR

If you like a little scheming, swindling

and backstabbing to sjnee u]i your trade

routes and empire-biiiltiing, this is a game

lor you. Of course, if you alretidy own

MKRCit/Wf PtUN'ct;, (hen the decision be-

comes .somewhat tougher. I’m such a big

enough fan of the original that I genuinely

eiijoyed this upgrade. 'Ilie game has been

passed under the (IH chrome-ilying ray,

polishing eveiy pixel of the graphics, and

adding the new noises inevitable with any

enhanced version.

In addition to the bells and whistles,

some improvements in gameplay htive

been made as well. Rellnements in the

trade process now allow you to builfl ware-

houses in any city and stockpile trtide

goods. You need no longer suller the an-

noying loss of profits from being unable to

transfer cargo from cartivan to shipboard,

and vice versa, 'fo balance the powerful

warehouse feature, there is now a limited

demand Ibr all goods, especitilly the high-

er-end items. In any given city, you will

rarely be able to sell a whole cargo-hold

full ol'diiunonds or holy relics in any one

year—a concession to realism whicli 1 ap-

preciated.

'fo the great relief of old Mkrciiant

PkiNCK fans, MACiiiAVta.i.t will give you

more control over the random map. You

can determine some of the more useful

settings, like the percentage oftvater on

the maj) of the known world, and the de-

gree of scatter on the land masses. Also,

prices now nucluale slightly within the

towns, rather than being im’ariable during

normal conditions; but they still skyrocket

when a city has been undo' excommunica-

tion or siege, orAvhen there is Plague, nev-

er fear.

Mtineuvering in the Senate is now a bit

more expensive, since the senators tire

now sharp enough to raise their prices

when they can give you the deciding vote.

Also, the artificial ojjponcnts are brighter,

and can actually setwe to make a game

with two or three human players much

more interesting—especially if the hu-

mans are clever enough to stay at each

other’s throats, rather than ganging up on

the machine. Playing alone against three

comjjuter opponents is still a bit of a drag,

but the computer does seiv'c as something

of a tutorial, demonstrating interesting

game options which you can use later

against human opponents.

Overall, there’s only one problem with

Macik.avkiIi; The Prince, and it’s that

we’ve seen it before. At least Mio'oProse is

offering an upgrade lor owners of Mer-

CHANT Prince—a nice gesltire, given that

QQP, and not MPS, published the origi-

nal. (Send in the disk # I from Merchant

Prince and S23.97, plus shipping and

handling to MPS Direct. But call {800)

879-PLAY first.) And hey! Thei’e’s a bi-aiid

new, shiny copy of Machiavelli’s The Prince

in the box! Yes, one of the world’s most in-

famous, oi't-misinterpreted and seldom-

read books, straight from Penguin

Classics. It’s tme, the ideas and advice set

forth in The Prince have veiy little to do

with this game {other than the fact that

you have to be ruthless), and the inclusion

of the book is probably just a guilty ges-

ture on the part of the marketing crew at

MicroProse.. .but it’s tempting, isn’t it? In

any case, I can heartily recommend
M.ACHIAVEI.1J for newcomers to Venice, but

old-timers may need more of a reason to

return to the Renaissance.

THE EDITORS SPEAK I

MACHIAVELLI; THE PRINCE

BATING

PROS A significant revision of a

strong, playable, and re-pla)'able

g-ame.

CONS The revision may not go far

enough tojustily another purchase by

(hose who have played the original.
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Whafs the difference between playing a game

and having a blast?

Load Game Runner" and see

for yorrrself.

Instead of “out of memory"

messages, boot disks and other

technical annoyances,

you’ll automatically free

up the memory you need

to run the most demanding game software.

Enough to satisfy those memory-hogging

CD-ROMs and sound cards, too.

Instead of patiently waiting

around for the action to resume

while your games needlessly

access your hard disk or your

CD-ROM, you’ll get fop perfor-

mance, and game play that’s a

whole lot taster and a whole lot more fun.

Instead of playing by to'crules, you’ll

instantly add time, lives, money, extra fuel or

ammunition, even jump to different play

levels. Whatever it takes to win.

Intrigued? Who wouldn’t be? So head

for your nearest dealer. Or call us right now

at 800-354-3222.

And let the games begin!

Circle Reader Service #304

Quarterdeck



CHIPS & BITS INC. BOARDGAMES&RPGS
'DENVER'
V^elcome to the

Front Range Free

Zone. It's a subdi*

vided, drek infested,

dead dry tinderbox

walling for some
political pyroma'^c

with sSpp^ fingers

to drop a match.

Denver, is a fsoxed

campaign set for

Shadowrun,
Second Edition. It

contains a player's

guidebook full of

public and shadow
information. $19

BRITANNIA’ is a

new multiplayer

game about the

1000 year history of

the birth of Britain.

Play begins with the

Roman invasion of

43 AD, and ends
with the last great

invasions by

Norwegians and
Normans in 1066.

Each of the sixteen

game turns repre-

sents about 65
years. Each player

controls several

nations. $19

BOARDGAMES

ANCIENT
4 Bat of Ancient Wfld $21

Alexander at Tyre $18
Alexander’s Generals $33
Ancients $25
Barbarians 333
Battles of Alexander $33
Caesar; The Civil Wars $38

Hannibal $35
Peloponnesian War $29
Siege of Jerusalem $27

VI Against Rome $27

AMERICAN REVOLUTION
1776 $22

Give Me Liberty 325
Rebels &Redcoals 2 $25
Warof1812 $22

CIVIL WAR
1863:American Civil Wr$28
A House Divided $20

Across Five Aprils 2 $25
Antletam Campaign $25
April's Harvest $24

Barren Victory $26

Bloody Roads South $27

Blue & Gray $25

Brother Against Brother $33
Campaigns of Civil War $21

Chancellorsville $34
Civil War $19

Embrace Angry Wind $24

Gettysburg $15
Guns of Cedar Creek $32
Hallowed Ground $42

In Their Quiet Fields $26
Lee Takes Command $22

Lee Vs. Grant $16

Longstreel's Assault $25
Mississlpi Fortress $22

No Better Place To Die $24
Raid on Richmond $21

Roads to Gettysburg $24
Stonewall in the Valley $29
Thunder at Crossroads $27

BOARDGAMES

ECONOMICS
Global Survival $34

Slocks & Bonds $19
The Stock Market Gme $19

FANTASY
Advanced Heroquest $42
Bailie Masters $42

Dragon Lords $29

Dungon Masters $16

Dragon Quest $19

Dungeon $16
EIIQuesI (2nd Edition) $20
Hero Quest $29
Iron Dragon $25

Magic Realm $23

Man O' War $42
Man O' War/ Plague Fit $29

Man O' War/ Sea ol Bid $29
Sindbad $33
Talisman (3rd Edition) $44

Titan $23
Warhammer Fantasy $48

Warhammr Army:ChaosS25
Warhammer Quest $47

Xanth $21

LEISURE /FAMILY
Acquire $19
Alibi $12

Circus Maximus $11

Dinosaurs of Lost Wrid $15

Gangsters $23
Greed Tube $13
Hexagony $11

Legends ol Robin Hood $1

1

Moonslar $12

Organized Crime $25

Quest for Ideal Mate $1

5

Restaurant $25
Road to Whitehouse $25
Shakespeare $15
T.V. Wars $12

The Brickyard $20
Tycoon SIS
TyrannoEx $23

‘BLOOD BERETS’ They say that when the corporate

armies aren't enough, you call on the elite. When
weapons hum into action and rap'd fire bursts level the

jungle, the Blood Berets have arrived. $29

BOARDGAMES BOARDGAMES BOARDGAMES BOARDGAMES

MEDIEVAL
Age ot Chivalry $25
Age of Chivalry 2 $27
Black Prince $25
Henry V $28
Ironsides $26
The Crusades II $28

MODERN
6lh Fleet $23
7th Fleet $27

Across the Suez $13
Aegean Strike $19
Attack Sub $19

Back to Iraq 318

Crisis; Korea 1995 $29
Flashpoint: Golan $29
Flight Leader $21

Gull Strike $29
Harpoon $25

IDF (Israeli Del Force) $29
Main Battle Tank $24
Modern Naval Battles 3 $19
Nalo $15
Phase Line Smash $25
TacAir $19
Thundorbolt $27

NAPOLEONIC
Austerlitz $30
Battles ot Waterloo $33
Empires at War $24
Empires In Arms $27
L'Armee du Nord $33

La Bat da Mont St. Jean $33
La Balaille de Wavre $25
Napolean Bat Exp Mod $13

Napoleon at Austerlitz $20
Napoleon on Danube $19

Napol Peninsula Camp $22
Napol Russian Campn $22

Napoln/Walerloo Camp $30
The Napoleonic Wars $31

War & Peace $23
War to the Death $21

Wooden Ships&lronMen$19

RAIL ROAD
1830:RR& Robber Bar $20

1835 349

1856 $37
1870 $38
Australian Rails $21

British Ralls $21

Empire Builder $25
Eurorails $25
Express $1

1

Nippon Rails $21

Notlh American Ralls $21

Rail Baron $19

SCIENCE FICTION
Alpha Omega $19
BATTSC Object Raids $13

BattleTech Blueprints $10

BatTech Compendium 313
BatTech Compend CD $33

B-Tech Sen Hse Steiner$13

BattleTech 3rd Eition. $19

B-Tech/Tech ROCitylchS19
Blood Berets $29
Blood Bowl $45
Blood Bowl/ Death Zone $29

Comic Encounters $29
Federalion & Empire DIx $38
Fury of the Clansmen $29
Hacker 1or2 $16
Illuminati $10
Imperium, 2nd Edition $20
Merchant ol Venus $25
RoadkIII 319
Space Marine $49

Spee Marine7ritanLegion$49

Spee Marine/RenegadeS25
Star Fleet Bat Advnee MS25
Star FlecI Battles $25
Star Fleet Bat Capl Rbk $38
SFBMod.J /Fighters $13

S F B Tactics Manual $13
Stellar Conquest $19
Warhammer 40K $47
WH40K/ Codex Eldar $16
WH 40K/ Codex Space $16

SPORTS
Baseball Strategy $17
Bowl Bound $15
Football Strategy $12
Regatta $19
Stalls Pro Basketball $24
World Cup FB $38
Wrasslin' $15

STRATEGY
Advanced Civilization $25
Blackbeard $27
Britannia $19
Civilization $29
Colonial Diplomacy 342

Diplomacy $19
Feudal $18
Guerilla $19
History of the World $27
Kingmaker $19
Maharaja $23
Republic of Rome $29
Trie New Acquire $25
We the People $29

VIETNAM /KOREA
Battles ol Korean War $33
Frozen Chosin $25
Platoon $16
The Korean War $18

Vietnam $18

WAR GENERAL
Alamo $15
Battle of Alma $28
Blood & Iron $25
Campgn of Fred the GrlS24
Kolin; Fred’s 1st Defeat $34
Lion ol the North $29

WORLD WAR 1

Aces High $24
Knights of the Air $19
Landships $27
Lawrence ol Arabia S20
Hichtofen's War $19

WORLD WAR 2

1944: The 2nd Front S3

A Line In The Sand $2

Advneed Squad Leadr S3

Advanced Third Reich S3
Afrika $2

Afrika Korps $1

Ambush S2

Ardennes $2

Axis & Allies S2

B-17 $1

Battle of the Bulge $1

Breakout: Normandy S2:

Britain Stands Alone $2:

Campaign to Stalingrad $2

Cross of Iron $1:

Hitler's War SI:

Last Blitzkrieg $2.

Legend Begins S2:

Luftwaffe $2:

Midway Si!

Naval War $1:

Operation Crusader S2!

Pacific War S3

Panzer Leader S2:

Run Silent, Hun Deep 52.

Russian Front $2
Sink the Bismarck $2.

Squad Leader S2:

S. L. Mod; Cross ol IronST

S- L. Mod: Anvil ol Viet S2i

Storm Over Arnhem FolioSI

Tactics 2 $1

The ‘45 $2

The Longest Day $6

Third Reich SI

Thunder at Cassino S1

Tokyo Express S2
Turng Point Stalingrad Si

Ukraine; '43 S2

Up Front $1

Up Front Mod; Bonzai $1

Victory in Normandy SI

War at Sea SI

WestFront;War in EuropeS4

Western Front S4

CGW



Call 800-699-4263 Fax 802-767-3382

Int’l 802-767-3033 Source 10325
PO Box 234 Dept 10325 Rochester, VT 05767

OVERNIGHT SHIPPING in US S'! por nrdor. Mail lo Canada, PR, HI. AK, APO. FPO S4 per order.

WorldwIOe airmnil $6 por llein. hlandllng $2 par shipment. Hardwaio orders may require ndditional ship-

ping charges. Call lor details.

Visa, MC and Discover accepted. CHECKS HELD 4 WEEKS. MONEY ORDERS UNDER S200 SAME
AS CASH. COD $8. Doloctivos replaced with same product. Most items shipped same day. Shipping

limes may vary. Price / availability may change. All sales linal,

'STAR WARS THE
NEW REPUBLIC:
DARK FORCE
RISING SOURCE-
BOOK’Grand
Admiral Thrawn's

plan to restore the

Empire to absolute

power proceeds
with horrifying elli-

ciency. Only the

bravery and skill ol

princess Leia, Han
Solo and Luke
Skywalker can slop

him from delivering

a kiing stroke to the

NewR^blic. $15

DAItK FORCE RISING

‘COLONIAL DIPLOMACr is set during the height of

the grral age of imperialism, when neariy half the woriefs

population in Africa, Asia and Persia are under the

control and domination of colonial powers. $42

RPG: FANTASY RPG: FANTASY

‘ADVENTURES
IN ARKHAM
COUNTRY’ Five

separate adven-
tures are found
inside, taking

investigators the

full length of the

M i s k a t 0 n i c

Valley from
Kingsport on the

Atlantic coast,

through busling.

busy Arkham,
past grimy, indus-

trial Bolton, to the

headwaters of the

MIskatonic. $14

RPG: SCI- FIRPG: HORRORRPG: HORRORRPG: FANTASY

'PLANE SCAPE;
CAMPAIGN SET-
TING' Discover
(he mulliverse!

Enler inlinile uni-

verses of infinite

variety, worlds

beyond Ihe prime

material settings

of the AO&D
game. Explore
Sigil, tho City of

Doors, filled wilh

portals to every

layer of every
plane. Alt you
need is the right

key, $25

A. D. & D. 2nd Edition

Dungeon Masters 6de S15
Monster Manual S19

Players Handbook SI 6

Audio Adventure

First Quest S22
Fail the Heroes S13
Karameikos $22

Night ol the Vampire SI 3

Red Steel Campgn Exp S22
Track ol the Vampire S13
Track ol the Werewolf S13

Dark Sun Accessories

Complete Gladiator SI 3

Dune Trader S10
Slave Tribes S10
Terrors ol the Desert S12
Valley ol Oust & Fire S10
Veiled Alliance 510

Dark Sun Sourcebooks
City by Ihe Silt Sea $19

Citystate of Tyr SIO
Dragon Kings(Hardbnd)S16

Elves of Alhas SIO

Forgotten Rim Boxed Set

City of Splendors SI 9

Elminster's Ecologies $19

Horde $15
Maztica FR Setting $16

Menzoberranzon $22

Ruins ol Myth Drannor $16

Ruins ol Undermnin 2 SI 9

Ruins ol Undermountiah S1

6

Forgotten Rim Sourcebk
Drow of Ihe Underdark S13
Elves ol Evermeet S13
Gde to Forgotten World S13
Volo Gd to Sword Coast S9
Volo’s Gd to Waterdeep S9

Volo's Gde to the North S9

Monstrous Compendium
Al-Oadim Creatures SIO

Dark Sun:Terror Desert S11

Mystara Monstrous Cmp SI

5

Outer Planes Creatures S1

1

Ravenlolt Appendix 3 Si 5

Ravenlolt Creatures SI 0

Boxed Sets

Council of Wyrms $19

Dragon Mntn DIx Adv S22

PLANESCAPE

Campaign Setting $25

Planes of Chaos Boxed $25

Planescape Accessories

In the Cage $13

Planescape Adventures
Deva Spark 59

Eternal Boundary S9

Fires of Dis S9

In the Abyss S9

Wall of Worlds $13

CASTLE FALKENSTEIN

Castle Falken Hardbnd $25

Castle Falken Sflcovor $19

Comme II Faut $12

DICE POLY MEGATUBES

Opaque Sets Assort ea S3
Pearlescent Set Assri ea56
Transparent Sts AssI ea S5

Twinkle St Assort each $6

INDIANA JONES

I.Jones & Goldn VampireSIB

Indiana Jones $25

Indiana Jones, World ol SI 6

Raider ol Lost Ark SrsebkS19

ARS MAGICA

Ars Magica 3rd Edition $19

Black Death S1

1

Festival o( Ihe Damned $1

0

Mid Summers N Dream $10
wizard's Grimoire $15

GURPS

Bestiary $14

Bunnies & Burrows $14

China $14

Cliflhangers $11

Dealhwish $7

Espionage S14

Fantasy2nd Edition $15
GURPS Rulebook $16

Magic Items 2 $14

Martial Arts Adventures $14

Operation Endgame $14

Psionics $14

Supporting Cast $14

Timeline $14

Ultra-Tech 2nd Edition $14

Vehicles $16

GURPS Fantasy

Camelot $14

Conan $14

Fantasy Adventures $14

Fantasy GM Pack $0

Grimoire (Reprint) $14

Magic 2nd Edition $14

GURPS Times
Azlecs SI 4

Imperial Romo $14

Robin Hood $14

Scarlel Pimpernel $11

Vikings 814

WARHAMMER FANTASY

The Enemy Within V.1 S11

Warhammer Fanlasy SI 9

CALL OF CTHULHU

Adventures in Arkham $14

Blood Brothers 1 $15

Blood Brothers 2 $15

Cairo Guidebook $10

CallofClhulhu $16

Creatures of Drmlands $13

Dire Documents S7

Investigator’s Campgn $10

Investigator's Cmpan 2 $10

Keeper’s Compendium $11

Keeper's Screen $12

London Guidebook SIO

Miskatonic University SIO

Sacraments of Evil S14
Strange Eons $11

Ye Book of Monstres $10

Arkham Unveiled $16

New Tales from Lovccrlt $9

Secret Societies S14
Taint ol Madness Sl6

Call of Cthulhu Adventure

Cthulhu Casebook $15

Curse of Cthulhu $15
Dreamlands 2nd Ediln $13

Escape from lnnsmouthSl6

Fatal Experiments $14

Fearful Passages $14

Great Old Ones Si 3

Horror on Orient Exprss$29

King of Chicago $10

Mansions ol Medness $14

Return to Dunwich SI 4

Thing at the Threshold S13

C of C Licensed Items

Devil's Children $6

Dwellers in the Shadow$14
EndoltheWorld $13

Grimlock Isle $13

In the Time of Lovecrall $7

Lurking Fears $13

Walker in the Wastes $15

Whispers in Ihe Dark S12

GURPS HORROR

Creatures of the Night Si 4

Cthulhu Punk $16

Horror $14

Mage:The Ascension $16

Vampire Companion $16

Vampire: Masquerade $16

Werewoll; Apocalypse SI 6

MAGE

Ascention’s Right Hand S13

Mage $19

Sloryleller's Screen $8

VirtI Adepts Tradiln Bk $10

VAMPIRE

Storyleller's Handbook $15

Sloryleller's Screen $10

Vampire (2nd Edition) $19

Vampire Players Guide S18

Vampire Adventure

Blood Nativity $5

Dirty Secret ol BIk Hnd $13

Eiysium:The Elder War $13

Hunters Hunted $10

Under Blood Red Moon $10

WEREWOLF

GM Screen $10

Werewolf (2ncl Edition) $19

Werewolf Adventures

Rite ol Passage $10

Valkeburg Foundation $20

Ways ol Ihe Woll $10

WRAITH

Character's Kit $10
Storyteller's Screen $10

Wraith S19

GURPS SCI-FI

Aliens S14
Atomic Horror S14
Callahan Xtime Saloon S14
Cyberpunk Adventures SI 4

Cyberpunk SI 4

Cyberworld S14

For Love of Molher-Not S8

Lensmen S14
Robots S14

Time Travel Adventure S14

War Against the Chtorr S14

STAR WARS

Star Wars Hardcover $1

9

Star Wars Sourcebook $18

Star Wars Sourcebooks

Cracken Rebel Operat'sS13

Dark Empires Sreebk $1

9

Dark Force Rising $15

Heir lo the Empires 515

imperial Sourcebook $1

8

Rebel Alliance Sreebk $18

The Jedi Sourcebook S19
Wanted by Cracken $13

Star Wars Supplements
Creatures of Galaxy $13

Dealhstar Companion $13

Gamemaster's Screen $10

Planets ol the Galaxy 3 $13

Tramp Freighters $13

Star Wars Adventures

Balle for Golden Sun $10

Black Ice $10

Crisis on Cloud City SIO

Death in the Undercity $10

Domain of Evil SlO

Jedi's Honor $12

Scavenger Hunt SIO

Scoundrel's Luck S12
Strike Force: Shinlipoie SIO

nirrifi Rfifidfir .Rsn/ziCfl 1/200
CQW 7/95 BS2



THE GAMER'S EDGE

Cheat Like A Pro
Hack Your Way To Victory With Four Commercial Cheat Utilities

by Jeff James

O
ver llie pasi few years, com-

jxiicr games have become

increasingly nujre complex

and detailed. Fi'om Falcon

3.0 10 X-COM: 'I'kkror

From Tin-: Dkmi>, games

have evolved ituo richly-

texnired prodncis with niiilliple layers oi'

complexity and dilTicully. For gamers

irnsii'aied with ovei ly dilFicuit games and

obinse gameplay, a number (d' game
cliealing ulililies have appeai'ed. Usually

I'linning in the background as a termi-

nate and stay-resident ('I'SF.) program,

these utilities allow you to make yotirsell'

invulnerable, Fiddle with game settings,

and provide information you weren’t

meiint to see—often while in the middle

ol'a game.

By the nattire of their desigti, most of

these proditcts will appeal to a relatively

small section ol' tlie gaming market.

Novice gamers, Ihistrated b\’ o\’ei'ly dilli-

cull games and By/atiline itistruction

mantials, have the strongest need for

these ittilities. Unfortutiately, most of tlie

prodticts featitred here overlook the

needs of the new gamer: good technical

support, clearly written mantials, and

.consistent oj)eration. Conversely, more

advanced gamers who are cxjierienced

with hex editors and other jn'ogramming

titilities can tisually hack their way

through to their own cheat codes without

too much trouble. However, most of

these utilities do provide a useful set of

game tools for intermediate and ad-

vanced game pkiyers.

AXIS: THE GAME CHEATER V1.0

Axi.s: ’Fhk (iA.\tL CiiKAtLR is uniqtic

among the programs listed here because

it is simultaneously the easiest utility to

use tiJid also the least elfective. Axis con-

centrates on jn-oviding games Avith “cheat

codes” that can be accessed during play.

For cxamj)le, once Axis is installed on

your computer you can load your favorite

game normally. In Princl of Fkrsia, l()r

example, pressing F9 will restore your

character to full strength. On the down-

side, Axis must have a “game enhance-

ment module,” or (iFM, written

specillcally for the game yoti wish to use

Axi.s with. Most ol'the CiF.M modules sup-

plied with the j)rogram diskette are for

older titles; you may Find a GKM for X-

VViNC and SiMCfl'Y, but yoti won’t Find

anything lijr Winc; Co.mmandi'r 3 or Mas-

CHEAT OF THE MONTHCLUB
Descent Cheat Codes

Having trouble will) that boss robot on level 7 ol Interplay's De-

scent? Don’t take any more crap! Dish out the pain vtrith these

handy cheat codes.

GABBAGABBAHEY Activates the cheat mode.

RACERX Renders your ship invulnerat^ to attack

SCOURGE Provides all tveapons.

Mini Gives you all keys for the level.

GUILE Cloak mode.

TWILIGHT Restores ship to full power.

FARMERJOE Warp to another level.

I'fR Of M.-uac. Additional (iFMs routine-

ly become available, often months after

the release of a new game. jVlost of the

(iEM modules work as advertised, al-

though I did run across a few modules

that behaved erratically oi- refused to

work at all. U.sing Axes with the latest ver-

sion'of SfCiRKf W'f.M’ON.s of nif Lt fi-

WAfi'f, for example, I could get none of

the codes to work. 'Fhc 8-|)iige instruction

manual is nexi to usele.ss. with neai'ly half

its length devoted to acknowledgments,

credits, and self-congratulation.

Mediocre doctimeniaiion and modest ca-

pabilities aside, Axis is probably the best

game utility for new game players. Ii

might not work as well as some of the

other utilities discus.sed here, but it is bt'

far the easiest to install and use.

Axi.s: ’Fiif Gamf Ctif.-vrfR. I’rice:

$39.95. Btiseline Publishing, 1760 Mori-

ah Woods Blvd., Ste.5, Memphis, TN
38117. 'iel: (901) 527-2501, Fax; (901)

682-9691.

GAME WIZARD PRO V2.0F

The Ga.mk \Vi/..\r 1 ) Pro is the commer-

cial version of the (k\Mf Wi/_ard shai'c-

ware cheating titilit)', aiul it boasts a wide

range of game-hacking features and ca-

Itabililies. Game parameters ctin be

frozen, game speed can be adjusted, and

you can use the memoiy address search

(eature to search for game variables hid-

den in RAM. Like most of the other

game ulilitics mentioned here, the (iA.Mf.

Wizard Pro is a TSR jtrogram which runs

in the background while you’re playing

your favorite game. Unlike the others,

this progrtim only occupies a frugal lOK

of memoiy u'hcn loaded, making it more

likely to work tvith memoiy-htingiy pro-

grams. 'Fhere are a few other niceties as

well, such as a “boss” .screen, a DOS shell,

and compatibility with the DOS -ICAV

DOS extender tised in games like Doom
and X-GOM. File manual is passable, but

the real hallmark of LSD’s technical sup-

port is their 2d-hour dedicated BBS sys-

tem. Using their BBS. game hackers can

exchange tijis and tricks on cheat codes

for nearly till of the most popular games.

Other game utilities and new program

updates are also readily available. As it

stands, the (iAMf Wizard I’ro narrowh'

emerges as the most comprehensive

product in a somewhat lackluster field of

contenders. The extensive feature list,

dedicated BBS suppori. ;md solid opera-

tion make the G.-uif Wizard Pro the best

software-based game tililily program cur-

rently available.

G.amf Wiz.ard Pro. Price: S39.95, F.n-

hancetl Software Design, Inc., P.O. Box
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An interactive game that never plays the same way twjim.

"Tfie game nevm* plays tfie same —Bectmtic Biter^mwnt

'Mature audiences will find themselves captivated.

"A peaQstic look into other people's Rves." —American Way

• An mteractive sm^ exierieiuK

• Interact vuith 18 characters

• Explore 28 ififferent locations

• 100^ of variafions for emlless hitm*activity

• First CiHiOM to employ Urtual bifimacy

Available on CIHHIM for the Macint^
MuftimetDalBIVP PC ft Compatibles.

For more Infonnation n* to order can toB-free:

1-800-237-6875 IB
Cfil Dealer kupdries welconie.

Circle Reader Service «49 \
>y

,

;

ANIMATICS
.Mullimedia Corporalion



THE CAMERAS EDGE

922^11, Scarborough, Ontaiio, Canada,

MIW 3Y9. Tel: (603) 598-2704, BBS:

(416) 497-8337.

INFINITY MACHINE V2.0

I Found tlie Infinity Macminf. From

REM Software to be a solid, workal)le

game cheating utility. Like the other pro-

grams reviewed here, the iNFiNriT Ma-

ciiiNF runs as a TSR in the background.

When loaded in this Fashion, it occupies

2oK oF li/VM in the liigh memory area,

which is more than twice the amount of

tlte Game Wizard Pro. Using basic and

advanced search utilities, you can Freeze

game variables (such as giving yourself a

permanent 100% health in Doom) and

tinker with other game settings. Alter

you’ve discovered a few useful cheat

codes, you can assign each code to a

“cheat table” which is then attached to

the game in question. This allows you to

create a custom list of cheats (up to 99)

for specific games which can be loaded at

any time, 'fhe iNFiNfiY Machine is com-

patible with the DOS 4GW DOS extender

and is also Fully network compatible, al-

lowing you to tinker with game network

variables during multi-player game

well-written of all the game utilities re-

viewed here, featuring several useful tuto-

rials and examples, making the Infinity

MACl-ilNE a better choice for novice game

hackers. In the end, however, the Infini-

lY Machine just can’t quite equal the lev-

el of features and functionality present in

the Game Wizard Pro.

Infini'IY Machine. Price: $69.95. Ti-

tansoft and REM Software, 1 W Seminary

Street, Brandon, \T 05733. Tel: (802)

247-4326, FAX: (802) 247-4327.

ACTION REPLAY V2.2

Act'ION RepIj\y is unique in two ways:

It’s expensive ($89.95) and is the only

hardware device of the bunch. Installa-

tion is a snap; simply install the 8-bit ex-

pansion card in an open slot and run the

included software installation program.

Key to the successful operalion ofAcriON

Rei’iay is the “freezer controller,” a small

plastic device with a single red button

which connects to a port on the back of

the Acfion Repiay expansion card. Un-

like softw:ire-based utilities which can oc-

casionally be prevented from operation

by a program which “locks out” the key-

board, a single press of the control but-

and pause the cuiTently loaded game. In

addition to searching for hidden game

values and other features, it ofiers a num-

ber of unique features. It can easily grab

and save screenshots, search for viiuses,

monitor byte values, and even boasts a

simple program that can unassemble

8086 program code. On the downside.

Action Repi.ay is expensive, technical

support is negligible, and some ol' the in-

cluded features have limited spheres of

operation. For example, the screengrab-

ber won’t grab SVGA high resolution

screens, and it can only save graphic im-

ages in .PCX format.

Action Replay. Price: $89.95. Datel

Electronics Ltd., Givan Road, Fenton

Ind. Est., Stoke-On-Kent, Staffs, England,

Tel: 44-782-744707 (England), FAX: 44-

782-744292 (England). U.S. technical

support provided by Advanced Console

Technologies, Tel: (708) 706-6720, FAX:

(708) 706-6721.

So which utility program do you

choose? ITe best all-around software util-

ity is the Game Wizard Pro, but by a small

margin. All of these progi ams could use

better documentation, better technical

support and more printed examples, d'he

Action Replay may be too pricey for

most gamers, but some of its unique fea-

tures are worth the price of admission.

Admittedly, an expert game programmer

or hacker with a hex editor and a willing-

ness to do some exploring can perform a

lot of the same functions as these utilities

can. Gamers familiar with hexadecimal

numbering and basic memory structures

may find these utilities—especially the

Game Wizard Pro—to be invaluable

game accessories. Otherwise, you’d be

well advised to stay away from most of

these utilities, with the possible exception

ofAxis: The Game Cheaitr.

As vdth all game cheats and hacking

utilities, be aware that use of these pro-

grams carries with it the risk of corrupted

game files and other problems. Before at-

tempting to use any of these programs

you should back up your saved game files

to a safe location.

JeffJames, CGW columnist and Associate Ed-

itor ofIvterActive Gaming, is available on Com-

puServe at 74774,1635 and through the

IrUeiuelat 74774.1635@compusene.com. if

matches. The manual is easily the most ton will activate the Action Replay TSR

Who suy.s Artificial Iiuelligencc (AI) has to

be boring? Does Virtual Reality (VR) always

involve killing? Are you tired of the "inter-

active" buzzword hype? Then it’s time for you
to wake up to some renl interactive AI!

Here’s what serious gamers are saying about

the Girlfriend''" interactive viilual women:
"Undoubtedly the bestAl program /

ever used...", and "Exceed.s my expectations by
leap.s and bounds... ", or "Since I met Girl-

friend Teri, I have become an AI junkie... ", and

"One oftbefewlhaven'ideleied after a week"

709 Lingco If106, Dept CG50J, Richardson, TX

Girlfriend has our trademarked Intelligent

User Interface"'' (lUI) that allows her to talk,

iislcn, think, and remember. No other game has

AI on this scale. You’ll think she’s alive!

There are several different personalities to

choose from - some with full motion! Call our

Order Line for details, or ask for a free catalog

of all tlie personalities, rated G toAduIt! Put an

artificially intelligent Girlfriend in your compu-
ter - then pul on the aftershave!

Priced from $39.95. Circle 260
for info on adult personalities.'

75081 (800)324-2487
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DYES! Start my subscription to Interactive Quarterly' for $9.95
^

& send my FREE Adult CD sampler; (check one) •

'

^New Machine C Pixis Interactive (jArcus |Q_Digital Playground
A one-year subscription inciudes

your choice of a FREE Adult

CD-ROM sampler, all for only $9.95!

And all new subscribers are

automatically entered in

our contest...

YOU MAY WIN ONE OF THESE
FANTASTIC PRIZES
I First Prize: A Vacation ForTwo at a

check or money order (allow 14 days to clear)

rTTiir i I r ii t'T'Ti b.p.

Payment enclosed

^MC I I 7

Mall to: IQ, CGW0795, 55 1 Valley Road, Suite 373, Montclair,

NJ 07043, fax: 20I-783--3686 Of E Mail at: IQMAG@aol.eom.

Luxury Resort in Cancun*
SO Second Prizes: IQ T-shirts

1 00 Third Prizes; IQ Mouse Pads
* Airfare not inc/uded.

OFFICIAL CONTEST RULES: Every subscription purchased by December IS, 1995 is automatically entered into the contest. You

may also enter by sending in a postcard the words “Interactive Quarterly” along with your name, age, dale of birth, and

address, and mail to: IQ Contest CGW079S, SSI Valley Road, Kontclair, Nj 07045, postmarked by December IS. 1995. • Only

one entry per household. No mechanical reproductions. • You must be 21 years of age or older to enter this contest. •

Winners will be selected in random drawings and notified by mail. A list of the prize winners may be obtained by sending a

sell-addressed, stamped envelope to the above address. * Odds of winning depend on the number of entries received. * Void

where prohibited by law. Circle Reader Service #96

INTERACTIVE QUARTERLY
AMERICA’S PREMIERE ADULT CD-ROM MAGAZINE



SHAREWARE SHOWCASE

Share-warA GO-GO
by Chuck Miller

G
•: A soi.iD, i-iAYAm.!':,

IMMKRSI\'E CiAME ANA’ 1)A^ OVER

ONE OE ’I'llE NEWI.V (.'.RArri’;!),

imiUimeclia extravaganzas. Il

seems lliat no matter how the

zeros and ones are slacked

ujj. I always llnd mysell

returning to the less visually and audibly

stunning lilies I'alher than to

games that ofTer barely-inierac-

live smoke and mirrors. 1 guess

I'm just one of those gamers

who cringe and grit his teeth at

the mention of “I loll^vvood” in

the same phrase as “comjuiter

gtimes.”

'1‘hus lar, I honestly lun'en’t

seen or jdayed an “interactive

movie” that 1 consider even tiie

least bit memorable. Maybe

that’s why I’ve spent more lime

hitely playing shareware games

than commercial releases. You

see, in n veiy positive way share-

ware has been sjxired the intni-

sion ol'ilie (iltn industry into its

game designs, il'only due to the

lack of'the necessaiy bankrolls to

pull il oir. In this light, let me mention

hvo enjoyable games that don’t i'ealure ;i

single digitized actor nr frame of video;

WoRt.n Kmi’IRE 111 and CIoMoki; Nar.\ije.

ized version of Ri.sk, Wori.d Kmi’ire III

ofl'ers a last, abstnicl strategic contest.

WoRi.i) Emi'IRK Ill's most interesting

ach'ance over its boai'dgame inspirtition

may well be the polilictil proclivity

appended to each coiinir)'. Kacli countiy

has a political leaning randomly assigned

to il. in the standard game and based

A :
^

1

SHAREWARE GOES TO WAR You can fight up to seven human or computer-

controlleti opponents in the attractive, RISK-like strategy game World

Empire III.

WORLD AT WAR
Hot oH'tlie nets and eminently playable

is VVoRi.i) Emi’ire III from Viable Software

Alternatives, a traditional game of world

conquest for \VlNi)(nvs. As events unfold

in this lest of militaiy acumen, you’re

thrust into armed struggle against one to

.seven human or computer generals liell-

beni on calling the woi'ld their private

playground. Best yet, war and strategy

gamers can test drive the old "cnish foes

incrcilessiy under the jackboots" theme

l)efore having to ask tlie cmjn'ess or

emperor oi'the household for tmy cash.

Most close!)' resembling a comjDuter-

upon political alignment in the reality-

based game. If you jda)' the Populist

leader and youi‘ troops conc|ucr a

Popiilist-leaning coimtty, yon will only

need a tftken garrison of one army

(assuming yon don't have enemies at the

gate, naliu'iilly). Il‘ the same Poj)nlisi

leader were to conquer a Militarist coun-

iiy, however, it would require two oi' three

armies to pacify the angiy citizens.

Without the minimum ninnhei' of armies

to garrison a non-sympaihetic coimtty,

the countiy can revolt and invite your

opponent in as iibei'ator. This effectively

gives your oiqjoneni a free countiy and

lets him have a hcaclilicad tidjaccnl to

your operations. This political prodivi-

ty/garrison/i'cbellion leatnre adds to the

straleg)’ in that you have to consider

wliether it is more worthwhile to capture

a belter fortilied countiy with leanings

toward your faction nr a less Ibriiried

countiy which will liave to be more Iteavi-

ly gari'isoncd.

'fhe Real World Simulation mode adds

a new feature. In ihis vei'sion, armies are

determined by population rather than i)y

random determination, ,so you end up

iiaving to “I'isk” more to gel

more. Military strength

becomes a known ([uaniity,

and the outcome of l)attles is

far less random. Kurilier, the

political proclivities arc based

on real life.

Some campaigns can go on

for hours, though you could

just as easily llnd your armies

hacked to the bone in a matter

of minutes, especially when

confronting multiple I'orces,

Tims, you’ll have to learn good

strategies cjuickly in order to

sun'ive and iriiimph ovci'

opposing troops. 'Phis is where

the game’s chief weakness

—

the inability to tidjusl the com-

puter opponent’s intelli-

gence—rears its head. You can vaiy the

diniculty somewhat by toggling oll'ceriain

game options, but you can’t adjust the

“strategic sagacity” of your digital oppo-

nents. Mopelully, this will be addressed in

llic next update.

If Ri.SK was too abstract to be satisfying,

but yon still like the idea of a cjuick-play-

ing strategic cliallcnge witlioiit being

bogged down witii economic/produciion

considerations, you'll like World Empire

I ff. It might not he The I’erfeci'

(,iEN'ER.\i., but it doesn’t cost as much as

big-name strateg)' games, either.

Wori.d Empire III (WEMPIR.ZIP) is

available on most inajoi' online sendees

and pi'ivale BBSs. All you need to start

}’oiir own armed conllici is a 386 or faster

running Wjndow.s 3.1 oi- higlicr. Eor the

registered version, and some additional

102 computer gaming world • JULY 1995



MOTIVE
The #1 Entertainment CD MAG

Each monthly episode contains previews of upcoming games, reviews of current

games and interactive interviews with the major players in the entertainment

industry. Plus playable demos and a free game in most episodes.

“ IE provides me with an
interactive, audio visual

experience that I can't get

in a traditional gaming
magazine.”

Ma^c: TfteUs^ftl^nrfceview
Bob Baie^lnt^vi^' ^
Free Garhe: Walls of Rome 'Hh

‘‘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

Impressive, a must have for

computer gamers”

Steve Wartofsky, Editor

Strategy Plus Magazine

Interactive TV for your CD ROM
Available at Software Stores and Newsstands for $9.95/episode or

Subscribe for $79/1 2 episodes and save!

Call 800 562 3624 to Subscribe Today!
Source 97505

Fax (610) 532-9001 Local phone (610) 532-4700 Interactive Entertainment, PO Box 636, Holmes, PA 19043

All prices and payments are In US dollars. Vermont residents add 5% sales tax.

© 1995 Interactive Publishing, Inc.
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SHAREWARE SHOWCASE

games at no charge, send $29.95 to

Viable Software Alternatives, 1^0. Box

98i:i4. l.as Vegas NV 89198-HlM or call

(800) 854-4902, plastic in hand.

ALL YOUR DOTS
IN A ROW

Based on an anciem Japanese game

of “five-in-a-row,” GoMoku Nmubk for

\V!ND<)\V.s is played on a re|)resentation

of a GO board using small, smooth con-

vex black and while stones. The idea is

simple: gel live stones in a row (hori-

zonlally, vertically or diagonally) before

your opponent does. However, being a

continual struggle of blocking moves,

GoMoku N.-\iube is actually easier lo

pronounce than it is to play. Unlike tic-

tac-toe, (here are no .set win or draw

strategies. While the mathematics whiz

may lare better than (he numerically

challenged, the best playing strateg)' is

practice.

GoMoku N/\R.-\]iE is a simple game to

play, one that children as young as four or

live years old can quickly learn. It’s also a

quick diversion allotdng many games to be

played in a shoi l period ol'time (gi'eal for

those cotlee breaks at the oHice). If there is

a weakness in this game, it is probably the

unajqrealing board. .Aside from this one

ciiticism, GoMoku N.arabe will eiiieruiin

i

QptlDns tjel Undo £xll 'Youf movel (Blackl
I

1

s i

1 s
1 s 1 1

1 1
1 1 1 1

1 1 1 1
1 1

GOMOKU YOURSELF Placing five stones in a row

isn’t as easy as it looks in this adaptation of the

classic Japanese strategy game GO.

for hours, though you’ll probably be seeing

its bright yellow board in your sleep.

'file shareware version of GoMoku
Nakabe (C;0M0KU.Z1P) is liilly lunction-

al. If you enjoy playing it, you’ll be asked

to register for a modest fee of S 1 0.

Perhaps if enough players take the lime

to I'egisier, author Steve Neeley will

update the game with a much needed col-

lection of boai'd variations.

Chuck Miller is the ediior of InterActivc

Gaming ami CGVP’s Shaman of Shareware.

He can he reached on CompuSen'e at

7477djd76 and through the Internet at

74774.! 476@com:pu.wve.(:om. W

To locate these games

on-line, tune in to the

CGW headquarters on ZillNet. Games

featured here can be downloaded from

ZillNet both on ConijiuSeive and on

ITodig)-. On CompuSeive, go to Computer

Gaming World’s o^\ii forum (CiO GAMK-
WORLO), l.ibraiy 7, Shareware Sizzle. On
Prodigy, jump ZifIN'et and Searcli by Title

for the games listed here. Or, Search by

Calegoiy to browse the entire Games

Libraiy.

I The Game Factory
For Shareware Games and CD-Roms

Great Games at Great Prices

Call now for your FREE graphic-packed,
eye-popping, 256-color VGA disk catalog.

Colalog rciiulns: lUM PC or clone, a t.44 Mil lloppy drive, a hard drive and 640 x 480 256-ciilor VGA

-843-5178
Circle Reader Service #1 10
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TOP SHAREWARE GAIMEi
ONLY $1.50 PER DISK

• Heretic NEW (roin ID • Mystic Towers • Another Planet and

• Doom • • 3D Chess Me with No Beer

NEWVersion 1.91 • Roadwars 2000
• Duke Nukem 2 • Simulations olRisk, • Major Stryker

• Eternom Saobble, Monopoly, Uno • Mystery Manor
• Cheat Machine • Spear of Destiny • Hockey

• Trolls • Sango Fighter • Raptor

• Kung Fu Louie • Bloke Stone • Wolfenstein 3D
• Hocus Pocus • Pinboll Super Andcoicl •Wild West

• Bio Menace

• Tetris 3D
• Flight Simulators

• Kiloblaster

• Executioners

• Strotsys

• Baseball

PLUS Many,
Many More

FREE CATALOG INCLUDING WINDOWS, BUSINESS, UmiTIES. EPUCArtOtSt, GRAPHli

Now you Can Have Your Own GIRLFRIEND . . .

... a sensuous woman living in your compute
GIRLffilEND is iSe ^isl VIRTUAL WOMAN. You con wolch her. tolk to her, osk her quetlions ood r^ote to her. Over IflO ocluol i

phologrophs ollow you lo see your girllrienil os you osk her to wtor diFferenI outiin, and guide her into different adnifiet. As o l

orlifidol inltlligence progiom GIRLFRIEND storts wilh a 3000 word vocabulary ond oduolly grows the mote you use it. She will itmetn

your none, your birlhdoy, and yout llk« and diililes. GIRLFRIEND requires 7-IOMS of free space. We oHer Itie ADULT VERSION conlcin

2 different gills, LISA ondSUZYolo special price of only $69. (reg. price $120.) NEW! Voice Kit $29.
NEW! SG20 Girlfriend Teri CD-ROM (Includes Free Voice Kit.) $69.

INTERACTIVE GIRLS CLUB
Chollenging interactive adventures - Full-motion video scenes

IGl Teresa - The House Guest • IG2 Jo Guesf - The Milk Round • IG3 Vida - Af the Ca
Price: $49 each, 2 for $89, all 3 for $119.

FREE PC Foreploy Bonus Progrom ($15 value) with any Interactive Girls Purchar

On CD-fiOM; Nll/SODAHCISS - Interocfive movie ond gome -iwvigotj through the NeuroNET in seotch of the NUERODANCERS. ORDER CD

On CD-KOM: VIFTUAl VIXiNS I £ 2 ‘
Inleroctive movies - become a servant of the Spoce Sirens • oscops front a 3D Virtuol Rei

Chombei. ORDER CD 88, CD 89

On CMOM; SAMURAI PlRmT Inleroclive oc; on -you direct the oclion ond choose ihe comeia angles. . ORDER CD 91

CD-ROM PRICES: $59 Each or SUPER BUNDLE: 3 for $149

$19 ADULT CD-BOM BLOWOUT - CALL FOR DETAILS

ADD S4S/H.3,S- Or FOREIGN 0I0II1SA0DS2/DKK • IN PA ADO FAX - MDSFSIAnAGE OVER 21 YEARS.

VISA/MC Orders Only: 800-462-7399 £xf. 600(8. / 24 HRS / 7 DAI
F« (21 S| 9)7-2571 » Or CK/MO loMXy SotIvinrD. P.O. Box 220., DeH. 600UL. Hatfield, PA 1944
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INCA2 IS

USED IBM GAMES
COMPLETES VIRUS FREE:

WITH THE ORIGINAL BOX.

OOCUMENTATIONAND
DISKS

Game Tills Price

ADSD GAMES CALL

ADUOFWILLyBEAMISH-VGA 12

AIR BUCKS 15

AL-QUADIM GENIE'S CURSE 19

ALIEN BREED 9

ALIEN LEGACY 18

ALONE IN THE DARK II

AMBUSH AT SORINOR 17

AREA BASEBALL

ARENA:£LDER SCROLLS

ARMADA 2525

ARMORED FIST

ATAC

B17FLYING FORTRESS

BAHLE BUGS

BATTLEHAWKS1942

BETRAYAL ATXRONOOR
BLOODNET

BLOODSTONE

BLUE AND GREY

BLUEFORCE;NE)aOFKIN

SUCK ROGERS 1-COUNTDN

BUZZ ALDRIN RACE SPACE

CAESAR

CAMPAIGN 2

CARRIER STRIKE

CASTLES

CASTLES 2

CD - HELL CAB -WINDOWS

CD -7TH GUEST

CD -AEGIS GUARDIAN FLT

CD-ALIEN LOGIC

CO-/ IDFISr

CD -DAWN PATROL

CD -DEATH GATE

CD -DRACULA UNLEASHED

CD -DRAGON LORE

CD -DRAGON'S LAIR

CD -DUNGEON HACK

CD-ELECTR ARTS;TOP10

CO -FANTASY EMPIRES

CD -FIGHTER WING

CD -FRONT PAGE FB '95

CD -REBEL ASSAULT 24

CD-RETNTORINGWRLD 24

CD -RETURN TO ZORK 21

CD -RISE OF THE ROBOTS 29

CD -SAMS MAX 29

CD -SHADOW OF THE COMET 23

CD -SPACE SHUTTLE 12

CD -STAR CRUSADER 21

CD -STAR TRAIL 29

CD -STAR TREK 2STH ANN. 29

CD-STELLAR7 10

CD-SU6V/AR 205CI 22

CO-TF 25

CD -TORNADO.OP. DESERT 19

CURSE OF AZURE BONDS 11

CYBER EMPIRES 8

D-DAY BEGINNING OF END 22

D-GENERATION 12

DAEMONSGATE 12

DAGGER OF AMMON RA 12

DARK QUEEN OF KRYNN IS

DARK SUN 22

OARKSEEO 14

DEATH KNIGHTS OF KRYNN 14

OEJAVU1&2DUALPAC-WIN 12

DISCOVERY STEPS COLUMB 11

DOOM -REGISTERED VER. 28

DOOM 2 -REGISTERED VER. 29

INOY JONES UST CRUSADE 14

IRON GROSS 23

ISLE OF DEAD 14

JACKNICKLAUS&AD-ONS CALL

JEOPARDY 12

JETFIGHTER2.0 14

KING'S QUEST 5 -VGA 12

KING'S QUEST 6 -VGA 15

KOSHAN CONSPIRACY 10

LEGACYiREALMOFTERROR 15

LEGEND OF KYRANDIA 12

LEGENDS OF VALOR 9

LEISURE SUIT LARRY 1 13

LEISURE SUIT URRY 2 13

LEISURE SUIT LARRY 3 15

LEISURE SUIT LARRY 5 15

LEISURE SUIT LARRY 6 20

LHXAnACK CHOPPER 6

LINKS & PRO COURSE DISKS CALL

LINKS 386 PRO 21

LORO OF THE RINGS 1 9

LOST ADMIRAL 8

LOSTTREASINFOCOM2 19

LUCAS ARTS CLASSIC BNDL 14

PACIFIC ISLANDS 17

PACIFIC STRIKE 18

PACIFIC WAR 24

PALADIN 2 22

PANZER GENERAL 26

PERFECT GENERAL 17

POLICE QUEST 1 -VGA 9

POLICE QUEST 3 -VGA 15

POLICE QUEST 4 22

POOLS OF DARKNESS 13

POPULOUS 2 17

POWER HITS: MOVIES 12

PRIVATEER 22

PRIVATEER SPEECH PAC 5

PRO LEAGUE BASEBALL 94' 18

PROTOSTAR 15

QUARANTINE 24

QUEST FOR GLORY 4 25

QUEST FOR GLORY SERIES CALL

RAILROAD TYCOON 9

RALLY 19

flAVENLOFT 24

REALMS OF ARKANIA 15

RED BARON VGA 15

REO CRYSTAL 9

RED LIGHTNING 5

REO STORM RISING 6

RETURNTOZORK 19

or 30r CALL

CD -CRITICAL PATH 22

CD-CYBERIA 29

CD -DAGGER OF AMMON RA 19

CD -DARK FORCES 35

CO -DARK LEGIONS 22

VimYCASHfORUSEDGAmS
We want your current used gomes

1
-800-377-8578
In Canada, call 605-339-2060W dforoutlHirizoM

'

\ FAXlislforcuiTenlquole5to605-334-8766

54 oni.5!J lb(hdefourrmnoddres,ifAXno.j

WEsm USED GAMES
Ml gomes ore tested & tBM disks virus checked

gamH we in vijnoi box nilh wlginol ilocunttniiitiwi

.

—

-1 Coll for current title ovoilibilily

W!«t[|>iomy

VISA/MaslerCord/Discover

Mone)' Orders/Casbiers Check

•oaiwlAovoiaityb.ro.eMniiigM.I),-

Most items shipped some day. S5 UPS/S9 2nd Day Air

ail wbi/onng/m on ConooSoft i/iymenli

GAMER'S GOlO 100B W. 41sl Street • Sioux Foils • South Dobla *5710$

mm mmmm
Got Something To Sell?

Follow these Easy Steps

1. Prepore a llsl of tfio flomes you are selling. Coll, lax, or

mall your list to OAMIR'g 90LD.

2. OAMEff'S OOlp will quoin iHe nurrenl^ buying

Ptice quoins ore good for 1 4 dayi.

3. Pock gomos in box. Wtila authorijotion no. clearly on

outside of box. Moil to OtlMM'E OOIO Save your

outKorizohon no. We con'l onswor questions obouf your

sbipment wilbout your numberl

5. Your check will usually be moiled wilhin 10-14 working

doys of receiving your games. Some "wish liil' gome
credits moy take slightiy longer to fill.

Gomes will be checked for viruses & csmpletoness.

Gomes must be complete with aft disks, pcintod motoriols,

& in original box. Incomplele games will bo retomed el

KNIGHT

CO -JOURNEYMAN PROJECT 17

RAVEN 25

CD- JURASSIC P/

21

CD -LEISURE SUIT LARRY 6 24

CD-MADDOGMCCREE 19

C0-tAADD0GMCCREE2 22

CO -MAN ENOUGH 19

CD -MEGA RACE 27

CD-MIGHTANDMAG:WRLD 29

CD-MYST 33

CD -OUTPOST 23

CD -POLICE QUEST 4 24

CD -PRIVATEER 21

CD-PSYCHOTRON 24

CO -QUANTUM GATE 19

24

CD -ULTIMATE FOOTBALL 26

CD -UNDER A KILLING MOON 34

CD-WARCRAFT 28

CD -WHO SHOT JOHNNY 12

CO -WING COMM. ARMADA 25

CD -WING COMMAND 2 DU 19

CD -WINTER OLYMPIC GAME 19

CD • X-COM 25

CD -ZEPHYR 30

CD ROMS • MANY MORE! CALL

CHALLENGE OF 5 REALMS 10

CHAMPIONS OF KRYNN 9

ThegS^ffeT

CHAOS CONTINUUM 16

CIRCUITS EDGE 6

COASTER 9

COHORT 2 9

COLONIZATION 29

COMPANION OF XANTH 19

CONAN 9

CONFLICT KOREA 9

CONQUEST Of JAPAN 9

CONQUEST OF LONGBOW 9

CONTINUUM 9

CORRIDOR? 17

COUNTDOWN 9

DRACULA -BRAM STOKER'S 11

DRAGON'S LAIR 3 15

DREAMWEB 23

DUNGEON HACK 16

OYNAMIX SAMPLE PACK 19

ELVIRA 2 10

EMPIRE DELUXE 19

EMPIRE SOCCER '94 17

EVE OF THE BEHOLDER 9

EYE0FTHEBEH0LDER2 12

EYE OF THE BEHOLDER 3 17

FALCON 3.0 19

FALCON AD-0N5 CALL

FANTASY EMPIRES 24

FLIGHT SIM 4 &AD-ONS CALL

FRONT PAGE FOOTBALL 11

FRONT PAGE FOOTBALL PRO 18

FRONTIER ELITE 2 22

GABRIELKNIGHT 17

GAMES NOT LISTED? CALL

GATEWAY 2: HOMEWORLO 15

G0BLII1NSQUEST3 14

GRANDEST FLEET 22

GREENS GOLF 9

HANDOFFATE 15

HANNIBAL 12

HARDBALL 3 14

HARPOON 7

HARPOON 2 23

HARPOON AD-ONS CALL

HARRIER ASSAULT 9

HARRIER SUPER-VGA 17

HEAVEN & EARTH 12

HEIRS TO THE THRONE 10

HEROES OF THE LANCE 9

HEXX 17

HIGH COMMAND 17

M-1 TANK PLATOON

MAELSTROM

MAGIC CANDLE 2

MARIO ANDRETTI RACING

MASTER OF MAGIC

TO GET OUR
NEW UPDATED
PRICE SHEET

Call 800-377-8578
In CoBoilo, tall 605-339-2040

We'H mail ar FAX out
lilestpnte sheet with ell

our current titles!

MASTER OF ORION 25

MATRIX CUBED 5

MAXIMUM OVERKILL 22

MEGAFORTRESS 8

METALTECH; EARTHSIEGE 29

MICROLEAGUE SPORTS CALL

MICROSOFT ARCADE -WIN 12

MIG 29 25

MIGHT & MAGIC 4 -CLOUDS 14

MIGHT&MAGICS-DARKSIDE15

MONKEY ISLAND -VGA 16

MONKEY ISLAND 2 19

MORTALKOMBAT 15

NFL COACHES CLUB 15

NHLHDCK£Y(4MBRAMREQ.) 19

NO GREATER GLORY 18

NOMAD 7

OPERATION COMBAT2 15

OUT OF THIS WORLD 12

REX NEBULAR 8

RISEOFTHEORAGON-VGA 10

ROBINSON'S REQUIEM 19

ROCKETEER 12

ROME: PATHWAY TO POWER 10

SAMSMAX:HITTHEROAO 25

SECRET WEAP OF LUFTWA 12

SHAOOWCASTEfi 10

SHADOW OF YS6RBIUS 15

SHADOW PRESIDENT 13

SILENT SERVICE 2 tO

SILVERBALL 19

SIM CITY 2000 24

SIM CITY 2000:6R£AT0IS 8

SIM CITY GAMES ETC. CALL

SIMON THE SORCERER 13

SPACE QUEST 4 -VGA 12

SPACE QUEST 5 -VGA 17

SPACE SIMULATOR 29

SPEAR OF DESTINY 17

SP£AR0FDESTINY:M1SS1 9

SPECIAL FORCES 9

SPELLCHAFr:ASPECT VALOR 7

STAR CRUSADER 21

STAR LEGIONS 7

STAR TREK 25THANNIV. 12

STAR TREK J0GMNT:AD-0N 7

STAR TREK JUDGEMENT 17

STELUR 7 6

STORM ACROSS EUROPE 6

STORMOVIK 6

STREET FIGHTER 2 14

STRIKE ACES 9

STRIKE COMMANDER 17

STRIKE SQUAD 19-

STRONGHOLD 12

STUNTISLAND 12

SUBV/AR2O50 IS

SUMMONING 7

SUPER HERO:LEAGUE 19

SYSTEM SHOCK 25

TAKE-A-BREAK PINBALL 10

TERMINATOR 7

TERMINATOR 2;CHESS 17

TERMINATOR 2029 12

TERMINATOR RAMPAGE 15

TFX 19

THEATRE OF DEATH 16

THEME PARK 27

TIE FIGHTER 30

TONY LARUSSA GAMES CALL

TORNADO 15

TREASURES SAVAGE FRON, 7

TUNNELS 8 TROLLS 6

TWILIGHT 2000 -VGA 16

ULTIMAS 11

ULTIMAS 11

ULTIMA7 15

ULTIt4A 7 FORGE OF VIRTUE 10

ULTIMA 7.5 SERPENT ISLE 15

ULTIMA 8: PAGAN 21

ULTIMA UNDERWORLD 1 16

ULTIMATE DOMAIN 15

ULTRABOTS 14

UNLIMITED ADVENTURES 18

V FOR VICTORY GAMES CALL

VETTE 7

LE EARTH 6

13

WIZARDRY 7

WOLFPACK

WORLD CIRCUIT RACING

WORLD CUSS SOCCER

WORLD WAR 2: BAHLES

WW2: AIR FORCE COMNDR

X-WING

X-WING AD-ONS (EACH)

YEAGER'S AIR COMBAT

Prices S availabilily subject

to change. Call Toll Free lor

current titles and those not

listed-we 've got lots more!

All Used Games are

complete & virus Ires with

original box. documentation

iS disks. System

compatibility Is not

guaranteed. All sales are

linaHlefective games

replaced with same title.

Free shipping (Regular

Ground) In the continental

USA on orders over $150.
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HEX, BUGS & ROCK 'H ROLL

Where, Oh, Where
Has My Polygon?
Discover The World Of The Polygon, The Ceomelric Workhorse

That Powers Many of Today’s Hottest Gaines

byPauIC.Schuytema

I

magine tlial Kili'allii furball you’re

tailing, ilie one who has just called

you a son-o(-an-ape, is piloting not

a space lighter but just a primoi'-

dial soup ol' numbers. What if i hat

.VWing you’ve been dogging for

ten minutes wasn’t really a rebel

ship, but just a mathematical constmet.

VVcnild ibe experience seem just as real?

I'oi' over a decade, (light simulators and

space combat simulators ha\'e utilized the

trusty polygon to represent the “rciil"

wtjiid. Originally, ihese polygons wei'e

only seen by their

outlines, in some-

thing called “wire-

frame graphics.”

One of llie earliest

and besi Mac flight

sims, P-51, was ren-

dered entirely in

wirelVtimes. 'I'he

shaj)es of the

planes had no vol-

ume— tile fuse-

lages were flat

silhouettes, Just like

the wings.

Vecioi' graphics,

a tijie ol ivirefraine

rendering using

specialized hard-

ware, was used in such arcade cltissics as

As'i'iatoins, 'rr.Mi’KST tmd T/Vii. GuNNiat. As

computer speeds accelerated, the sjiecial

vector grajihics hardware, wliich actutiih'

aimed the electron gun to paint images on

the phosphorous of your CRT screen, was

mmecessaiy for high-speed aniiiKilions.

By the early 80’s, the kingdom of the

“filled polygon” was firmly established.

DON'T KNOW MUCH
ABOUT GEOMETRY
Can you remember back to high-school

geometiy? Just what is a polygon? The
American 1-leriiage Diclionaiy describes a

polygon as a “closed plane figure bounded

b)’ three or more line segments.” I'hai’s

accurate but not ail that insightful. Essen-

tially, a jiolygon is a shape, almost an)’

shape. It doesn't posses any magical math-

ematical properties like a cii'cle, square oi'

triangle {though the last two are definitely

polygons). A polygon c:in have virtually

any angular total you can imagine, but it

\vill always be a multiple of 180 degrees (1

guess that's slightly “magical”). What is im-

portant iiboul a polygon, for (Xir purposes,

is that it is a shape niiide uj) of siraiglii

lines, and it is a fiat shape.

Because a polygon is a fiat shape made

out of absf)lutely straight line segments, it

can be represented ver)’ easily by a com-

puter. Remember the old Cartesian coor-

dinate system? Those anno)’ing graphs

you always waited until the last minute to

draw? Computers actiuilly enjoy tvorking

with these etpiations.

To represent a uvo-dimensionai poh'-

gon in a computer, all that's required is

Just a bunch of numbei' pairs. For a trian-

gle, it’s three ptiirs,

each representing

one of the vertices

in the shape. From

here, we can use a

series of polyg(JUs

to create a simple

shape. .-Vll voii real-

1\’ need to make a

two-dimensioiiiil

rocket are four

shajjes: a tall,

jiointy triangle

(cttpsule), a tall rec-

tangle (the body of

the rocket) and iwo

1‘ight triangles (the

fins). Presto, in-

stant Saturn \'!

SMOKE AND MIRRORS
If you consider my rocket example (()r

long, you will notice a gajfing flaw in mt’

oversimplification. What if you wanted to

animate the rocket? Or, what if you wanted

to create a similar, but shorter rocket?

SHADES OF GREY In these three images from

LucasArt's TIE Fighter we see (1}the venerable little

fighter from the rear, wlOi a minimal number of

polygons and no textures applied; (2) the same

image with maximum polygons and the triangle tex-

tures on the panels; (3) and finally, maximum poly-

gons with gouraud shading applied. Notice how the

gouraud shading eliminates the discrete bound-

aries between the polygons, tending the TIE Fighter

the appearance of a homogenous object
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Would you need another set ol' luinibers?

I've given \'oii a rocket shajjc in “ab-

solute” geometric terms, not “relari\'istic”

terms. For a conipiiler to move things, it

needs to have much more freedom. For a

computer, a shape ctm be more ticcurately

described as an origin point, tlie number

ol vertices, and iuiml)ered pairs whicli rep-

resent the position of the vertices in rela-

tion to the origin. In this way, if the value

of the origin is changed, then the shape

data is still con'cct.

'Filings get rather niiirky when we want

to talk about rotation, changing the size of

a shape, and oilier such iiiovemeiils. 'Fhen

we are talking about much more than just

changing an origin |ioint—we’re entering

the realm of matrix algebra, which is es-

sentially tables of data that represent such

things as points, shapes and vectors. With-

out going into the math. Fll just say that

conijiulers can do matrix math far more

elliciently tiian we humans, and matrix

math operations can be combined, letting

the computer calculate a rotation and a

position change in a single pass. 'Fhis sa\'es

time, ivhich is \’eiy important once we get

into three-dimensional polygon grajjhics.

WARP 3-D, SCOTTV!

Polygons can also live tjuite happily in

three-dimensional space. Each vertex is

then defined by three numbers: our liimil-

iar x-y of high school geonietty ;md a z co-

ordinate to represent depth. 'Fhis brings

us to the concept of world and screen co-

ordinates. Imagine the 3D world of 'FIE

Fi(iii i'i':R: parsecs upon parsecs of space,

and clustered here tincl there are interest-

.
ing things like \'-Wings, transports. Imper-

ial Destroyers and the like. They till "live”

in a three-dimensional world and move as

we expect them to move. Only our VGA
monitor is just a two-dimensional tirea—

a

sheet ol’veiy expensive gi'aph paper.

One of the most crucial programming

operations is the moment when a program

takes all of the information of the world

data and creates an image on vour sci'een.

Many, many things are going on, but two

ol'ihe most impoi'timt tasks are irtmslating

the 31) world coordintites into tt series of

2D data which can be displayed on your

moniloi'. Also, the image must be

“clipped” so that you only see a portion of

the world, and not the whole thing.

In addition, the comjmter must calcu-

late such things its perspective and hidden

surface removal (called "backface culling”),

so the computer doesn’t waste your time

by drawing polygons you won’t .see.

I'VE BEEN ERAMED!
'Fhe essential lesson gleaned from the

abcn'e ptiragraphs is that a shtipe, such as a

sixtceship, is built out of a bundle of poly-

gons. Generally, developers use some type

of 3D drawing package to create the basic

shaj)es for an object. If you have spent any

time designing objects in Domark’s

Ft.itarr Sim ’Fooi.Ki r, then you know hotv

i he process works.

One of the mtiin concerns to game pro-

grammers is nuiking sure th:it these poly-

gon objects have as few jn)lygons as.

possible, because the more polygons, the

moi'e computer power is needed. As an ex-

ample, ifyou consider the “splash intro” of

uuiny games, such as the introductoiy se-

ciuence in MI'CIiWarrior 2, you see a non-

inieractive movie which was ci'eated using

.something like 3D Studio or one of the Sil-

icon Graphics packages. The Madcat

mech in the inti'o has thousands upon

thousands ol' faces which create ;m almost

photorealistic animated image. But the

computer is not calculating the movement

of these thoustmds ofjrolygons. 'I'he scene

is “pre-rendered” or “canned,” ;md all the

computer is doing is jdaying back the ani-

niiition like a movie. Once you gel into the

giiine and you are ticiually controlling the

niecli, the level of realism seen in the intro

is gone. The animated mechs that you

control have perha])S only several hundred

polygons, because that’s the maximum
number that n computer can jn'ocess in

"retil time.”

THE WORLD IS PLAT
Okay, so we have created our simple

wirel]-ame lor the TIE FlGH'lT.R, a veiy sim-

ple ship, really. The key components are

only the cockpit and those two odd panels

on each side. Not many polygons at all.

How do tve m;ike it look as real as j)ossible

lor die player?

In X-WlNc;, the polygons wei'e Ikit shad-

ed, meaning (hat ;i single color was ap-

plied to the face of each polygon. 'Fhese

shades could be tweaked to be lighter or

darker to give the tippeai'auce of true

“lighlsource” shading, meaning that they

reacted to the effects of a central light

source.

Flat shading is the technitjue dial most

of the earlici' (light sims utilized. Look

back at such classics as Acns (ir iiit: Pacii'Ic:

or Red Baron and you can clearly see how

Hat shading works. The planes are dis-

cernible and unicjue, but they look like

diey’re made out of cardboard, since all of

the pol)’gon borders are clearly visible.

WAITING POR COURAUD
Recent sims such as 'FIE Fiiari'ER and

Ages Over Europe utilize a lechiiitjue

called gouraud shading (pronounced

“guh-row” and named after the French

computer scientist, Henri Gouraud, who

developed this process in 1971). This is a

type of shading which fools the viewer into

thinking that he or she is viewing a aiived

surlace, not a shape made up of liar faces.

Fuselages and engines arc a perfect candi-

date for gouraud shading in a sim.

Imagine a wireframe model of a beer

mug. 'I'he cylinder of the mug can be cre-

ated by extruding the shape of an octagon.

With flat shading, the mug looks like it’s

nuide up of (lal polygons. Add gouraud

shading, and you would swear iluit you are

looking at a smoothly ciiiwed surface.

Gouraud shading is a wa)- to visutdly

“warp” a Hat polygon, so it isn’t really

needed on a polygon which is sup|3osed to

look flat, such as the panels on a TIE
Flea H ER. 'Fhe cockpit, though, is another

stoiy. It is supposed to look spherical, and

dial’s where gouiviud shading conies in. h

dissolves the visual boundaries between

polygons, and using color blending and

highlights, it will create the appearance of

a smoothly cun'ed surface.

Imagine a iritmgular polygon. Shine an

imaginaiy flashlight on the face. If you

were to measure the light accui'aiel)’, there

would be subtle dilTerences between the

light at each vertex because of different

distances to the light and dillereni angles

from the light source. 'Fhese variations

smoothly transition from one to another

so that you don’t notice any dilference.

Yet if we were to exaggerate the color

dilferences at each vertex of the triangle,

then this blending of colors would create

the illusion of a cuiYed surface. Look down

on our polygon, and it would look convex;
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look at it from the side and it would still be

as llal as an Illinois coi nlieid.

MIGHTY PINE PIXELS...

When cheating your killer spaceship,

sinijDle polygons anrl gouraud shading still

might not give you the variation you need.

\'oii might want to add some “space

grunge,” some vent ports for your engine,

or an escape hatch. If you created detailed

polygons for all of these, you would have a

sliape that’s far too complicated for )’our

computer to manipulate in real lime.

'i'he solution is to cheat, to paint your

polygons with conijjlicated images. This

feclmique is called texture mapping, and it

appears in a great number (jf today’s

games, from Wing Comm.akdkk III to

Doom to Fi.icitrUNi.iMrim

liasically, texture mapping is taking an

image (a bitmap) and jxisting it on lojj of a

polygon. Imagine a rectangle which is part

olOur long, tall spaceship. You could paste

on a texture map which contains giiinge of

the engine exhaust at the bottom, an

emergency blast door and several lins,

])ipe.s and conduits.

How does this save us processing pow-

er? Easy, since the computer is still only

transforming the vertices of our original

polygon, and then pasting on the skewed

bitmap. We’re not calculating the position

of the hatch, the nings of an escajje ladder

or the exhaust fins; the computer still

treats (he spacecraft fuselage as a simple

rectangle.

lVrhaj)s the most impressive use of tex-

ture mapping to dale can be seen in the

,s])ace ships in WiNG CoMM/\Ni>r.it HI. Gen-

erally, a single screen frame (what you see

on your monitor) is composed of between

70-100 polygons, yet the fighter that wehe

doggedly pursuing has enormous detail

belying that simplicity.

In WCIII, the ships were first designed

by Origin’s artists using Alias (a 3D model-

ing package) on a Silicon Grajdiics com-

puter. This high-quality design was made

u]3 of lens of thousands of polygons, and

every detail imaginable was ap|)lied, so

that the finished ship would tnily look like

a real Kilrathi lighter. The ariisl would

then I'ender a lop, boiiom, back and other

needed views and save those images to a

file which could be read by a I’Ck 'fhe

artists were then charged with creating a

simjjlilied wire frame model in Origin’s

proprieiaiy “EOR” 3D modeling progi'am.

This simplified model would be the shape

which is actually controlled by the game.

Taking an image of the top view of the

wireframe, as well as the high-quality sili-

con graphics image of the top view, an

artist would then sit down in a standard

pain! program to tweak the high-quality

image so that it lit extictly to the simj^lilled

wiremesh. Hien, the high-quality image is

“glued” on top of the polygons of the ship,

creating a stunningly detailed model of a

ship with a workable number of polygons.

In WCHII, some of the polygons are

drawn using both light-sourced Hat shad-

ing and semi-transparent texture maps.

d'liis helps give the illusion of reality seri-

ous visual credibility. In addition, the tex-

tures can be swapped as the g-amc is being

j)layed, allowing lor certain parts of the

ship to show the bal.lle damage expected

in an up-close-and-tight dogfight.

d'extures may even be animated, d'lie af-

terburner glow in WCIII is essentially a

transparent cone coming olf the back of

an engine. When the afterburners kick in,

this cone is then textured with several

li'ames of animated, translucent bitmaps to

represent the intense fuel-burning power

of high-speed llighi.

To animate a complex object .such as a

Kilrathi lighter, the computer

first loads in a list of vertices

for a space ship, and then an

integer list of faces. WCIII

ships use triangle and “quad”

polygons exclusively, so this

integer list is either a set of

three or four numbers, each

representing the vertices

w'hich make up that j^artiai-

lar polygon (remember, in a

wireframe model, several

polygons can all share a com-

mon vertex). Information is

also loaded in for each poly-

gon telling the computer just

what it is (texture mapped,

texture mapped and shaded,

etc,), and the needed texture

map data is loadetl into

inemoiy.

Tiien for each frame (about 24 per sec-

ond on a screaming Pentium), the com-

puter performs a persjjective

transformation on the vertices, and the

projected coordinates are sliuflled off to

the primitive draw routines (coded in as-

sembly language for maximum speed), to

draw eveiything you see on the screen,

WHERE WILL THE POLY CO?
While other graphical approaches to

creating believable and active 31) worlds

have been used, ii-oni video technolog)' to

sprites to voxels, polygons are truly the

workhorse of the sim world. Now that

CPU horsepower is up to the task of such

mathematical trickeiy as gouraud shading

and texture mapping, the iried-and-ime

polygon has a whole new lease on life. Hr
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UHDER THE HOOD

3D Graphics

Acceleration
What Is jD Graphics Acceleration A nd What Will It Do For Gaines?

by Mike Weksler

V
ery soon you will licai' a lot

aboiii ‘50 grapliics accelera-

tion cards lhat pi'omise to

speed up complex 31) com-

puler games. Companies such

as Diamond. Creative Labs,

and Matrox are feverishly de-

veloping ihe.se plug-in cards and cooperat-

ing wiih game companies so lhal vei-sions

of popular games will be written to lake ad-

vantage of their acceleration hardware.

'I'hese cards liave die poteniial to run

pi'ocessor-intensive 3D games like

NASC:AR R/\c:ing and US Navy I'Kari KRS

at ama/ingly high resolutions and frame

rales. Imagine resolutions of SOOxbOO with

65,000 colors! Combine that with hard-

ware texlure-mapjiing technolog)' lhal can

take into accouni persjiectives, run it all at

SHORT CIRCUITS
Wanna insult yoiii- buddy while chas-

ing him down the hallway with a HFG
9000 in DOOM? Check out U.S. Ro-

botics’ neiv simultaneous voice-over-

data modem. ^Vhile the St’ORTSTi'R Vi is

positioned to meet the “needs of ihc

lim-geonirig small office,” we all know
lhal well be using it I'or—games. Using

two Si’ORi'S'i'RR modems, CG'iF

siafiers played Interplay’s Drsckn' t and

lalked to each other simultaneously, on

the same line with no gameplay degra-

dation. Both the M.-4 and 28.8 bps ver-

sions of the Sjiorisier Vi are V.3-1 fax

modems. Price: Sportster Vi 14.4 inter-

nal $149, extermil ,$179. Sportster Vi

28.8 internal .$399, external 'i'BA. Call

8()()-DbVL-USR for more.

a mimmnm of 30 frames per second, and

you can see that we may have a gaming

revolution on our hands. You’ll be able to

see smoother, richei', more realistic worlds

than we ever thought jio.ssible on the PC.

W'hat is 3D gra|)hics acceleration and

ivhy would you want it? To explain, let me
bitek uj) a bit. As most of you know, for

eveiy new state-of-the-art, hot-rod comput-

er system that’s introduced, there’s always a

game or two that could benefit from even a

faster computer. Typically, these games are

fast, real-time 3D games like Papyrus’

NASCAR lUvciNG. Kven with a 9t) MHz
Pentium, when all the features and texture

majjping are turned on, NASCAR starts to

slow down. 'Hie problem is lhat the burden

of processing the complex calculations

necessaiy to move 20 lexture-mapped ve-

hicles around a lexture-mapped track is

placed upon our single, oveiworked 486 or

Pentium processor. What is needed to

speetl up the process is a division of la-

bor—several processors doing different

jcjbs lor the good of the whole. And this is

what 31) accelerator cards will do.

Mow does this new fechnolog)’ work?

Well, using technolog)’ pa.ssed down fi'om

the miliiaiy simulators and C'AD worksta-

li{)ns, the 3D portion of your games will be

accelerated with hardware just as digital

video and 21) graphics are in cinreni Win-

iKnv.s graphic accelerators. 'Hie 31) game
graphics process can be better accelerated

b)' ollloading some, if not all, of the grajdi-

ics jn-ocessing choi es to a processor archi-

tecture optimized (V)r it. There are

graphics accelerator ctirds in the works that

will have chips hard-wired to ])erl()rm 3D
algorithms, persj)eciive-correcied texture

mapping, and in some cases, the light-

sourcing, transforming, and clipping

chores which the GPU presenth' slugs out

with cutting-edge 31) games. This won’t

leave the CiPU laying back in a hammock
drinking Pina Coladas, but miher, (iee its

re.soitrces to perfttrni oilier tasks, like run-

ning enhanced A1 routines, for instance.

One thing to consider is that the cjitality

of graphics, level ol' enhancement, and the

product cost are all going to be based on

the dillerences in these ojjtimized 31) ar-

chitectures. Some architectures render iti

four-sided polygons, some in triangles,

and others use exotic lechnitjues which

don't render in jiolygons at all (see

nVidia’s Multimedia Accelerator in

Rlv\l).ME). Additionally, texture maps can

be stored in your system’s 1U\M (less ex-

pensi\'e but slower in perliirmance), or in

the graphics Gird’s RA.M (more exjiensive

but potentially faster perltinnance).

.Several 3D accelerator proditcts are

pending from chip makers including;

nVidia, Yamaha, Rendition, 3D Labs. S3.

ATI, Matrox, Cin-us, Artist Graphics, and

Video Logic. Most of these will be incorjio-

rated on giriphics cards later this year. The
only one that you can purchase in stores

now is the Matrox Mu.i.rn'.vium (see this

month’s READ.ME), which ships with an

enhanced version of NASCAR. On the

jiroducl side, large multimedia conijxinies

like Diamond, ATI, and Ch'eaiive Labs

have 31) graphic accelerator products in

the works. Sources also indicate that lead-

ing-edge 31) game developers like Look-

ing Glass, Papyrus, Interplay, Doniark,

and Origin till have games under de\'eIop-

meni lhat will take tidvanlage of 31) hard-

19a COMPUTER GAMING WORLD • JULY 1995



3^:' grip with built-in hand rests for both

right and left-handed pilots, four fire buftons,

4-way view, throttle control, calibration

software, “smart” auto-fire, and sturdy metal base

will equip you for all phases of your mlssior^

Then it’s time to test-fly INTERACT Game
Accessories, With these full-featured

flight controllers, you'll develop the skills to'

complete even the toughest missions...

PC FLIGHT FORCE — Take to the

skies with this ergonomic flight

stick. Comfortable grip and

SESB^^ hand rests, rapid fire

gimjjl control, solid metal base, and two

highly-responsive fire buttons prove

to be a deadly force against enemy fighters. SI

FLIGHT FORCE WCS — Add

this Weapons Control System to

any joystick to put innumerable

functions at your command.
The take-off & landing throttle I

function and programmable

keys give you access to all

of your cockpit controls.PC FLIGHT FORCE PRO — Join the

ranks of the flying elite with this

advanced flight stick. The contoured For IBM-PC/Compatibles

THE BEST NEVER REST!

GAME PRODUCTS STD Entertainment (USA), Inc. 110 Lakefront Drive • Hunt Valley, MD 21030

410-785-5661 • © 1995 STD Entertainment (USA), Inc. ALL RIGHTS RESERVED.
STD

Circle Reader Service #275



UNDER THE HOOD

ware acceleration to some degree.

The coinpalibility and jjerl'orniance of a

given game with a given card is going to be

a crucial issue for gamers. The products

likely to gain the widest suppoit, though,

are those which accelerate the Windows 95

3D-DDI (a low-level 3D inleifate) and are

compatible w'iih emerging real-time 3D

gi'aphics tools, like Microsoft’s Render-

MORi'Mics and Criterion’s Renderware.

Using the 3D-DDI, game comjxmies will

be able to port their existing programming

code more easily so that their games will

inn undei-

W

indows 95.

While Windows 95 and the 3D-DDI

sounds gi'eat, it’s still on the horizon. In

the meantime, you sliould expect to see

several one-off DOS conversions of the

leading DOS 3D games, followed by some

original DOS 3D games, enhanced to be

bundled with the various 3D products,

Initially, you’ll encounter a large variety

oi' products for 3D acceleration, Some will

combine 2D and 3D acceleration like Ma-

trox’s Millennium. Others like nVidia’s

Multimedia Accelerator will combine

Windows acceleration. General MIDI

wavetable synthesis, and 3D acceleration

all in one chip. Perhaps the easiest cards to

deal with will be simple add-in cards that

connect to your existingVGA card.

Ute one tiling to remember is that these

cards will not enhance your existing 3D
VGA games. Tliey may nin VGA games a

bit faster by virtue of their fast VGA tech-

nology, but only the games specifically

written for 3D acceleration will be able to

take advantage of these products.

The proliferation of accelamtors and die

hype suiTounding them is going to create

a lot of confusion. It will take a while for

the smoke to clear, but when it does, w'e

will be looking at a new world of 3D games

and far more realistic gaming experiences.

THE PARTS DEPT.

Enhancing Video Ouaiity in Windows
by Loyd Case

L
ike it or not, digital video is here to

sta)'. It has become an integral part

of some games, and it will be in-

creasingly prei'alent in multimedia

and e\'en business applications in die fu-

ture. Yet most \ ideo on a computer, e\^en

a fast computer, is jerky, fits inside of a

postage stamp sa'een and looks like it was

created by a myopic pointillist painter.

You’ll experience an interesting con-

O'ast when you demonstiriie ewen die latest

computer game video segments to non-

gamers. When 1 show Winc; Commander

III to experienced computer types, they

are stunned ;uid impressed willi the quali-

ty of the image. \Vlien I demo it to some-

one who is unfamiliar with computers,

they comment on the poor quality of die

video. After all, despite the technolog)’, it

doesn’t look remotely like the quality of a

lowly $300 color television.

What can be done to improve the pic-

ture? 1x.“L’s take a look at two products that

can enhance a game’s video playback in

WiNDOW-s. The first one is the Diamond

SiTAL'iTi Video DRAM, which uses the S3

Vision868 processor. Tlie other one is die

Hercules Graimute Terminator Pro,

which uses the S3Msion968.

DIAMOND STEAMfl
VIDEO DRAM

'I'his is an aw'kwardly named product.

When talking with dealers, it’s easy to get

confused, because many people mix the

tenn “graphics” and the term “video.” For

example, VGA stands for ‘Video Graphics

Artay”; unfortunately, video in die larger

context means images captured with a

\ideo camera and somehow digidzed. We
had sales people diinkwe meant the Dia-

mond Stealth SE, the Diamond S'I'Ealth

64 DRAM, and several other cai'ds.

'fhe first time we saw diis card, we were

amazed by the size and the number of

chips. Tliere ai'e a total of 1 1 chips on die

card; four of them make up two

megabytes of DRAM. The card itself is

tiny, about four

by fii'e inches.

Installing it

was simple in

our 90 MHz
Pentium PCI

system, and

the software

(utilities and

drivers for

W'lNDOW’S) was also easy to install.

The card delivers good DOS perfor-

mance (see table), which is essential for

gaming. Wliile not quite as fast as the cur-

rent favorite among some gamers, the

Hercules Dv'N.amite Power, it’s faster than

past S3-based cards and offers stunning

Windows performance. We tested it on a

number of SVGA games: Wing Comman-

der III, Panzer General, Deathgate and

U.S. Naw Fighters. All of diem ran with-

out a hiccup. The frame rate for Wing

Commander III was glass-smooth, but U.S.

Naw Fighters did show a frame rate hit

in a flirball at 640x480 witli all opdons on,

althought the game remained playable.

Next, we took a look at some video. Tlie

first point: this card will NOT accelerate

video in DOS. It only accelerates video im-

der Microsoft Windows. So don’t expect

the digital video in, say, Wing Commander

III to speed up. The second point is that

the card ships with a soft MPEG driver,

wliich allows the user to view

MPEG compressed video.

This sounds neat on die surface,

but games that use MPEG-com-

pressed video usually expect

MPEG decompression hard-

ware to be present, and of-

ten won’t recognize the

software driver. It will

automatically play

MPEG-formatted

MovieCDs—when we did run MPEG-
compressed digital video, die [licture qual-

ity was superb, even at full screen.

(Diamond has a daughtercard connector

on their higher-end Stealth 64 Video

VRAM to add actual MPEG acceleration

hardware; this hardware will recognize

games which have used MPEG com-
pressed video.) At a typical street price of

$199 for the 1MB version and $259 for
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m IHE BEST

MUIMEDIA
SOUND CMD.

PEBIOD.
"Turtle Beach Systems once again earns an Editors' Choice ... the midrange Turtie Beach

Tropez, which combines Turtie Beach quaiity, SOUND BLASTER compatibiiity, a tine soft-

ware bundle, and a fair price." PC Magazine — March 28, 1995

"With this many high-quality features, Tropez is a potent package and an excelient value ...

All in all, the Tropez seund board is a remarkable value." Multimedia Werld— April, 1995

"In shert, the Tropez board is a winner because it raises the bar for all-around quality, and it

does so at an affordable price." Computer Lite— April, 1995

Turtle Beach has done it

again! Tropez™, our first

100% game compatible

sound card, has won the

coveted PC Magazine award

for being the best sound card

plus other great reviews from

the industry's leading magazines! That's what

happens when you combine sterling, 16-bit,

CD quality digital audio with realistic wavetable

synthesis.

Tropez also includes:
The best digital audio with sample rates

up to 48kHz.

Wavetable synthesizer with 128 realistic

General MIDI instruments, 2 megs ROM.
! Circle Reader Service 11248

SampleStore™ ... lets you add an unlimited

number of new instruments of your ohoioe, up

to 12 megs RAM.
New, enhanced IDE CD-ROM connector.

Wave SE™ professional digital sound-

editing software.

Stratos^“ MIDI song-writing software.

Plus loads of excellent gaming software!

See your favorite computer dealer, or

call 800-G45-5G40 today for more

information or the Turtle Beach $5 demo CD!

TURTLE BEACH SYSTEMS
52 Grumbacher Road • York, Pennsylvania 17402

717-767-0200 • 1-800-645-5640 • FAX: 717-767-6033

A Division of integrated Circuit Systems

All Iradamarks are regislered by Iheir tospeclive companies. Speciticatiors may change without notice.
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the 2MB version, tlie Diamond Stealth

Video is dcliniiely worth looking at.

HERCULES GRAPHITE
TERMINATOR PRO

'I'hc 'I'ERMINATOR Pro is a high-end

gi'a]3hics card, and can be equipped

with tip to -^MB of VB/\M, enabling

die card to handle up to 16 million

colors at a resolution of 1 172x870.

'llie V\'iNix)\\5 graphics perliimiance

is somewhat slower than the

S’[TAi;iii ViOKO DRAM (a tribute to

the Windows driver developers at

Diamond), but is slightly fa.sier in DOS.

Also, tlie I-lerciiles applicution for switch-

ing color depth and resotuiions in Win-

dows doesn’t seem as well-considei'ed as

the Diamond version.

Wliile the hardware was easy to install,

there were some otldities in the soliware

installation. For example, setting the re-

fi'csh rate of the monitor rcc|uires that you

be in Windows. I'here is a way to

set the refresh rate in

DOS, but it recjuires a

rSR program to be

loaded, eating up

precious DOS memo-

ry. Once a refresh

i”ate is set, it remains at

that setting for .subsetjuent

use, .so having to itse the WiN-

nowis progrtim to ciiangc the setting is not

[
MRiaORIWAiieE BEWCHMARICS - '

V

Card 3D Bench Vidspeed Low Vidspeed High
(read / write) (read / write)

that onerous.

The card performs smoothly, tuid the

same DOS games we tried with the Dia-

mond aird rtm well. I lertules doesn’t ship

a soft MPF.Ci driver with the card, but

based on our experience with Diamond’s

soft MPK(i driver, this is no big loss, 'fliis

is a higli-end CrU'd, with a jirice to match;

S389 suggested retail for the 2MB version

or .Soi)0 with 4MB Oonsidering the price,

ii is .spailan in features and wasn’t all that

easy to use,

Hercules does offer sui^erb suppoi't,

and their cards ha\'e a reputation for be-

ing veiy solid. If you need the high-end

features, lake a look at the Herailes, but

clieck out tlie competition as well.

PC Bench Video Winbench 95

stealth Video DRAM 83.3 19835/3241 17472/2140 4907 15.1

Terminator Pro 83.3 19835/3268 19826/2332 4992 14.4

Notes: Winbench 95 is at 640x480x256 colors; \rrdspeed Low is 320x200x256; Vi(Jspeed High is 640x480x256; system is a Pentium 90, Intel PCI mothertroarti, rev 12 BIOS, 32 MB
RAM. Operating system is DOS 6.22/Windows for Wof1<groups 3.11.
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" GAMES
PO Box 5008 Glendale Hts, IL 601 39

We Buy & Sell New and Used Game
Software & Hint Books.

Call 1-800-525-GAIVIE

Get CASH for your games or get an

additional 10% in credit, good for future game

purchases at great prices on used games like

these...and many more

Dragon Lore CD $33 Dark Legions $27

Bureau 13 CD $29 Aces of the Deep $31

Civilization
. $25 Dracula Unleashed CD $29

Great Naval Battles 2 $29 V-Victry Markt Garden $21

King's Quest 7 $37 Doom [l $29

Under a Killing Moon $39 Tie Fighter $26

Ultimate Football CD $33 Wing Commander III $36

Metaltech Earth Siege $33 Cyberia $35

System Shock $2B X-wing $24

Privateer $25 Quest for Glory 4 $25

Outpost $24 Betrayal at Krondor $20

Dark Sun II $33 Creature Shock $30

We Accept Visa, MC, Cashier Check & Money Order

Shipping S5 UPS
,
S9 Overnight

Al games must be virus free, games wll be checked. AR games irusl be in oiigv'el bo< wth al Insmjctloaal materials and

original disks. HOCOPIES ac^ed. Allgamesmustbesanlwlbaccoumnumbef In order foryeur check or credi lobe
processed. Ar<y unaccepl^e games win be sent back alyour expensa. Any deiactive games can be eschanged for

ACTIONMDVENTUftE
7lh Guest 1 tin Hour /CD 51.00

Alone In The Dork 2 /CD 40.00

Biolotge 45.00

Oacttigalo /cd 34.00

Discworicl /CD 36.00

D/ogonsphere /CD 32.00

Ecsloticc /CD ., 36,00

King's Quest 7 dos/mac.. . .49 00
Magic Cotpal 43.00

Relentless Twixens Adventure 44.00

Star Trek Tng Final /CO 56.00

Star Treking la 77.00
System Shook .... 46,00

Under A Killing Moon /cd 56.00

Under A Killing Moon Sample CD . 6.00

Zorro /CD Windows 36 00
WAR GAMES

1942 Pocilic Air Wor /CD .. 48.00

1 942 Pqc. Air War Scenorio 32,00

Armored Fist DOS/MAC . 46.00

Ballledrome 43.00

FlighI Commander 2 42.00

Front Lines 39.00

Pan7er General 40.00

ROLE PLAYING

Dungeon Moster 2 36,00

Elder Scrolls Areno 40.00

Pirates Gold /mac CD .. .48.00

Rovenloll Strods Possession 50 00
Super Horos/Hobokon /MAC CD . 36.00

SIMULATION
Aces Of The Deep 45.00

Falcon Gold dos/mac 52 .00

F-14 Fleet Detondor Gold /CD 50.00

Gone Fishing /CD 40 ()()

Ncscor Racing 47.uo
Privateer Speciol Ops 25,00

Strike Commonder /co . . 25.00

U S. Navy Fighlers /CD 47.00

Wing Commonder 3 /cd U4 uu
Wings 01 Glory 45.00

Yeagers Air ComPol /MAC .. . . 40.00

SPORTS
NFIL Hockey 95 40.00

PGA Tour Golf 486 48.00

PGA Tour Golt2 /MAC 45 00
STRATEGY

Iron Assault /co 40.00

Jogged Allionce /CD ,47.00

Lords Of The Reolm /cd 38.00

Master 01 Magic /CD 39 00
Moster Of 0rior> /co 40.00

on No! More Lemings /mac 38.00

Sim Tower /mac 3.5 CD 34.00

X Com Ufo DelensB 41 .00

X Com Terror 38.00

EDUCATION
Lillie Turtle, The /mac . 32.00

Putt Putt & Folly Beots /mac. 22.00

Three Little Pigs Windows 1 5 00
Tortoise And The Hate Windows .... 15,00

CKKDIT
OnilEllN, C/ILL: l-m)0-«23-3017

QUESTIONS: 1-941-923-1998 • FAX ORDERS: 1 -941-925-7614
Wa occepi Viso, Woslef Cnid, Discover Moke Checks Poyobte To: HoMrls CnlaipriSM All Checks Held For

ten Doys Floilflo Rosiflenis Add 6% Solos To« Rolurns Require Authorijolion » And Ata Subject To 15'

Reslocking Fee Price And Avoilobilily Subjeci To Change Wilhoul Nolice Shipping And Handling: UPS Ground
S5. 2-Dfly And Overnight Avoiloble.

Rod Zone 4023 Sowyer Rd , Suite 103 « Sarosoto, FL 34233
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Yeur Bed Ait:: Otecs/Odeg

Eneay Bad Air; Okcx/OdeQ

You have right of uay:

lYRR 37.2 (elenr ascerji)

In the groove.

On favored tack.

At Vivid Simulations we believe a picture is worth a thousand words. Available From

CHIPS& BITSWe could tell you about SAll 9S's incredible ease of use, the sophistication of

the opponent artificial intelligence^ the phenomenal accuracy of the dynamic
lACC yacht modeling, the remarkable realism and flexibility of the wind

generation engine, the quality of the sound and music, or about

the breathtaking 1024 by 768 256 color photorealistic graphics.

We'd rather show you the fuH 5!i4/4 9S screen and let you judge ^SB(|KL <

for yourself.

PO Box 234 Dept 10308 Rochester, VT 05767

Call 800-699-4263 Fax 802-767-3382

Infl 802-767-3033 Source 1 0308

'Simulates the Cup course in a

significant manner.... Very

accurate to what's on the water.'

- John MacGowan
Women's Coach

We will tell you that A9/4 9S is both educational and FUN for

all levels of sailor from the absolute beginner to the

America's Cup crewmember.

'Great game! Wonderful graphics!

' Blows existing simulators away! This

’ simulator does for sailing what
Microsoft Flight Simulator did for

flying."

- Chris Hefele

Customer

Well also tell you that you'll need a fairly new PC.

SAiL 95 is a Microsoft Windows application requiring a

486DX or better, 8 Mb of RAM, an SVGA video card

with 1 Mb of VRAM, and a mouse. Local bus video is i

recommended, as is a sound card. Joystick input is

supported. ff.

'Makes America's Cup racing approachable,

nd a lot more fun than watching it on ESPN.'

- CGW
May. 1995

SAil95has a suggested ,retail.price of 869.95 and is

available now at marine stores. You may also order <it ; I ^

.

directly from us for the limited time ’'Americais Cup iFinals"

discount price of $45 +$5 S&H (CT residents add $2.70 CT state tax).

Circle Reader Service #245
America's Cup '95

Vivid Simulations, Inc., 164 Higganum Road, Durham, CT 06422. Telephone: (203) 349-2011



Adults Only

PO Box 234,

Dept. 10324

Rochester,

VT 05767

Source

10324

MUST BE AN
ADULT TO ORDER

pectingly. Now in this history making
video, John Wayne Bobbitt's first and
last adult feature film, his story is

told. CD S32

‘SENSU-
OUS GIRLS
IN 3D' Using

Rom-soft's

3-D viewing

glasses
(included
with pur-

chase), you

take these

sexy and ot-

zling beau-

ties from the

normal 2

dimensional

world into an exerting and tantalizing 3-Dimensional

world! Look at your screen with the enclosed 3-D glass-

es and you'S feel as if you can touch these exotic, erotic

girls right in front of you. CDS29

R -MS rr

imviiviiMmE
fWwiow

colors
resulting in an incredible photo realistic

view of our beautiful nudes. Includes 62
different girls and a total of 250 slun-
nirtg 24 Bit images. CD S33

p h i 1 e ’ s

deepest desires! Sophisticated 3D modeling, tantaliz-

ing animation, erotic sound effects, and a sizzling

music 'score combine to create a mind blowing sex-

travaganza! CD S42

the most beautiful woman in adult film. Interact

with your seductive escort, telling her what your

sexual tastes are, and she will guide you through

a fantasy world to your ultimate climax. CD S49

Sf^LtSlRUjSl

^JiU .

.

‘SPACE
SIRENS 2:

MEGABABES
FROM AJIA'
You’ve encoun-
tered the Space
Sirens and lived

to tell the tale.

Now face the

new challenge,

a deadlier form

of alien.

Amazing graph-

ics, pulsating

sound and gor-

geous women
also Touch and
Feel User Inter-

face. CD $49

IBM ADULT
INTERACTIVE

CO Brothel $26

Cheap & Dirty S19

CluhCybarlesqua S38

Come Play W Me $36

Cyber-Peep $19

Daily Teasers $32

Dark Tunnels $29

Dsktop Mistress $49

Desktop Voyeur $49

Deva X $49

Digital Dancing $32

Dream Girl $28

Dream Machine $49

Electric Swing $39

Encyclopedia of Sex $49

Fantasies $35

Fox Pack $37

G-lriend Maria $39

G-friend Nikki $49

G-friend Speech $19

G-frIend Suzie $44

Girlfriend Teri $46

Hot Slots $39

lA SxualTherapy $54

Internat’i Pokr $22

IntimateJourney $24

Lady Club Poker $26

Love Slaves $39

Lust Connection $39

Maddams Family $39

Max $49

Midnght Strnger $45

Mind Teazzer 2 $32

MindTeazzer $32

Mirage $49

Mustang l-aci $42

Neurodancer $39

Neuropak $54

Nightwatch 2 $39

Nightwalcb 3 $49

Nightwatch $39

Paradise Club $39

Party Time $19

Penetration $24

Penthouse 2 $49

Penthouse 3 $59

Penthouse $59

Pleasure Zones $33

Poker Party $45

Pom Mania $49

ScissorsN'Stone $29

Secrets l-act $35

See Some 3 Some $39

Sex Therapy $59

Sxy Slot Mchine $24

Seymore Butts $54

Seymore Butts 2 $49

Sorority House $34

Space Sirens 1 or 2 ea $49

Spy Club $49

Strip Poker Data 1 $16

Strip Poker Data 2 $16

Strip Poker Data 3 $16

Strip Poker Data 4 $16

Strip Poker Data 5 $16

Strip Poker Data 6 $16

Strip Poker Data? $16

Strip Poker Data 8 $16

Strip Poker Data 9 $16

Strip Poker Data 10 $16

Strip Poker Data 11 $16

Strip Poker Data 12 $16

Strip Poker Pro $29

Strip Pot $36

Texas Tbie Dnce $39

Vampire's Kiss $44

Velvet Dreams $35

Vrtual Director $49

Vriual Sx Shoot $44

Vrtual Slrp T'z $25

Virt Vaierie 2 $42

Virtual Vixens $39

Virtually Yours $49

WanderLusI $44

Winner Takes All $39

IBM MOTION

101 Sex Positions 2 $24

A Woman’s Touch CD $26

Adult Movie Almanac $59

Adult Superstars CD $26

Advnlurs ot MIkki Finn $39

Advnture of Snatchman $39

Alter Dark Trilogy CD $33

All That Sex CD $24

Always CD $39

Amateur Models 2 CO $30

American Blond CD $24

American Built CD $24

Amorous Asian Girls $32

Animated Fantasies 2 $34

Aslan Heal CD $24

Baby's Got Butt CD $32

Bambi & Friends Cart $29

Bare Assets CD $39

Bare Truth CD $36

Best of Blonds CD $26

Best ot Digital XTC CD $39

Best of Inferno CD $39

Best ol Vivid CD $24

IBM MOTION
Best of the Best 2 CD $29

Betrayal CD $27

Beyond Explicit CD $26

Big Boob Babes CD $32

Big Bust Babes CD $28

Bikini Beach CO . $44

Blind Spot CD $24

Blond Fever CD $36

Blond Justice CD $25

Glondagc CD $24

Bra Busting Babes CO $25

Breast Wishes CD $22

Busting Out CD $39

Busty Babes 3 CD $38

Butt Ol Course CD $26

CD Rom Collectables $26

California Calendar CD $29

California Daydreamer $29

Camp Double 0 CD $29

Candy Stripers CD $29

Cal and Mouse CD $39

Channel Blonds CD $26

Cheating CD $24

IBM MOTION
Chessie Moore CD $39

Condo Curies CD $28

Dangerous Blondes 329

Danish Girls Exiusrve 1 $25

Danish Girls Only i CD $25

Debby Does Dallas CD $38

Deep Throat Girls 1 or 2 $29

Depraved Fantasies CD $26

Digital Seduction CO $34

Dinner Party CD $39

Oirly Laundry CD $35

Drty Lite Adit Cartoon2 $36

Doors of Passion 2 CD S27

Dripping With Desire $32

Dungeon ol Dominance $36

Electrosex CD $26

Elements of Desire CD $39

Endangered CD $29

ErotiCafe CD $48

Erotic Dreams 1 or 2 $32

Erotic FIm Sensation 2 $22

Evil Seductress CD $26

Fantasies 2 CD $26

IBM MOTION
Fantasy CD $2

Film Club Seychelles $3.

Frat Girts of Dble D CD $2

Freak Club CD $2'

Full Motion Production $2'

Gang Bng at O.K. Corral $2'

Girls Doin' Girls 2 CD S2i

Girls Doin' Girls CD $2!

Girls From Big East CD $3i

Girls Games CO 53!

Girls Gone Bad CD $2'

Girls Will Be Boys 3 CD S2

Girls of Mardi Gras CD $3

Girls on CD 2 $2

Gris on Gris CD $3

Girls on Sunset Strip $3

Girls with Girls CD $2

Graduation From F.U. $3

Group Therapy CO $3

Heidi’s Girls CD $2

Hidden Agenda CD S3

Hidden Obsessions CD $2

Hollywood Biker Chicks S3
CGVV7S5A



IBM STILLS
‘ORIENTAL
ACTION' In

Oriental
Action, you’ll

find a vertta-

bte fortune

cookie
packed with

n 0 0 k i e I

We've picked

the most pop-

ular oriental

starlets and

tracked ctoyvn

their very best

scenes just for this series! Ficm golden age suMStar Mai

Un to new wave fave Kristara Barringtcn, Oriental Action

dishes out the action in lit eye popping scenes.

Confucius say- “Don't miss it!" CO $26

‘MIND
TEAZZER II’

You’ve finished

with the first set

and now you’re

ready for more!

Mind Teazzer II

has a plethora of

brand new puz-

zling sexcapades

to challenge you.

After you com-
plete the puzzles

you are rewarded

with your Vivid

girl of choice who
will show you
her favorite film

clips. CD $32

'VIRTUAL
VIXENS'
Save your

friend from

Crystal,
who has
imprisoned

him in a

virtual real-

ity pleasure

world for

his failure

to please
her. You
must satis-

fy three women before you can reach Crystal and

solve the mystery of her strange erotic existence.

A virtual reality science fiction adventure with 3D
animation. CD $39

IBM MOTION IBM MOTION

‘CLUB
CYBER-
LESQUE’
Sometimes
you want to

go where
everybody
knows your

name, and
they’re all

so glad you

came. But
other times

you just

want to get

drunk and watch pretty girls take their clothes off.

If your taste leans toward the latter, you've come
to the right place. Sit down, relax and watch these

beauties bare it all. CD $36

‘VAMPIRE'S
KISS'
Journey
through the

corridors of

the vam-
pire's ancient

virtual 3D
castle.
Astounding

Interactive

graphics
allow you to

search for

the secret

passageway that leads to the vampire's private cham-

ber. Your actions determine the outcome, but

beware of things that go bump in the night they just

might suck more than your bioodi CD $44

‘WANDER-
LUST'
Mercilessly

sent to the

outer reach-

es of cyber

space, your

quest is to

return to

reality. In

order to

return, you
must find

the key that

will unlock
the doors to new encounters within this vast oasis

of high-tech decadence. Amazing 3D rendered

environments coupled with beautiful women could

make you want to stay for eternity. CD $44

IBM MOTION IBM MOTION

Hollywood Glamour $34

HolSlulfCD $36

Immortal Desires CD $25

Indiscretion CD $36

L.A. Strippers CD 334

Ladies Club Pool Night $28

Legends of Porn tor 2 $25

Lethal Passion CD $26

Up Stick Lesbians CD $26

Loads of Fun CD $32

Love Bites CD $26

Main Street USA CD $26

Mark of Zara CD $38

Mask CD $25

Menage ATrois CD $26

Mom on the Make CD $26

Naked Edge CD $26

Naked Reunion CD $24

Nasty Neighbor Girts $29

Nasty Nurses CD $29

Naughty But Nice CD $29

New Machine Six Pack 829

Night Creatures CD $26

Night Trips t or 2 CD $25

Night at the Drive-In $26

Novel Desires CD $33

One Nine Hundred CD $33

Only the Very Best CD $26

Orient XXXPress CD $29

Oriental Action CD $26

Oriental Treatment 3 $28

Pleasing Your Lover $25

Pleasure: East Ml West $28

Pleasure; Love Slaves $26

Princess of Persia CD $34

Racquelie Released $24

Rain Women CD $38

Rimfire Pacific Video $32

Samurai Pervert CD $54

Sex Foot Slut Pack $59

Sex Games CO $32

Sex In Dangerous PlacesS26

Sexiandia CD 536

Sexual Instinct CO $32

Sexual Obsession CO $29

Smore Bits Blwn Away $36

S-more B Inside Shane $36

Sindy Does it All CD $29

Sinful Girls CD $32

Sinfully Yours CD $29

Sleepwalker CD $42

Sorority Sluts CD $29

Spring Break Fantasy $32

Spring Break Girls CD $32

Starware Gift Pack CD $59

Steamy Windows CD $25

Stocking Stuflers CD $33

Strap On Palace CD $34

Super Models Go Wild $39

S-stars of Jap Porn 2 $39

Swingers Worldwide $34

Take Me Hard CD • $32

Temptation CD $28

The Coven CD $25

The Devil In Miss Jones $29

The Face CD $35

The Fisherman’s Wile $38

The Private Collection $48

Tokyo Nighllite CD $59

Touch Me, Feel Me CD $29

Toy’s Not Boys CD $29

Tracy i Love You CO $24

Ultimate Teasers CO $26

Ufotsukidoji Collection $59

Ultra Sex $29

Ultra Sex V.2 $19

Virgins 1 or 2 CD each $39

Volcano CD $34

Virtual Vivid $6

Voices In my Bed $24

W.A.C.S. $29

Wanda 2 524

Weekend At Ernies $26

Wet Dreams $16

Wicked Q-Time Movie $39

Wicked Whispers CD $29

Wide Open Spaces CD $34

Wild Innocence CD $26

Woman to Woman CD $26

Women Who Love Men $32

Women of Beverly Hills $39

X-Rated Bloopers CD $27

101 Sex Positions $24

3D Darling $34

3D Dream Girls $25

Adult Palate 2 $27

All Beauties $24

Amateur Allstars $26

American Giris 2 $29

American Girls $32

Aslan Palate 534

Asian Palate V, 2 $36

Babe Watch 30 $26

Biker Babes $29

Blond Bombshells 529

Bodacious Beauties $34

Efolic Fantasies S26

Erotic Giant $24

European Erotica $29

Extreme Delight $28

Femme Fatale $33

Garo Collection 524

Girls of J Steven Hicks $34

Girls of Risque $26

Girls of Vivid $29

Heavenly Bodies 1 S29

Heavenly Bodies 2 or 3 $39

High Volume Nudes $28

Hooter Heavens 836

Hot Pix $24

Lady in Spain $29

Leather & Lace $29

Massive Meilons $29

More Northern Delights $34

Northern Delights $32

Nova Collection $26

Nova Collection 2 $24

One Zee $34

Oral Fixation $32

Overexposed $39

Private Video Magazine 529

Public Fantasies $29

Select A Pet $29

Sensuous Girls In 3-D $29

Sexiest Women on 2 $24

Shaved Pink $27

Sizzle $26

Southern Beauties $34

Super Smutware $26

Sweet Cheeks $26

Sweet Dreams $29

Tabloid Beauties $28

Total Fantasy $24

Women of Moscow $34

ADULT 3DO
Blond Justice $32

Cheating S32

Endlessly $32

Immortal Desire $32

Love Bites $32

Mask 532

Nourodancer $39

Passion Files $36

Sox $32

Super Models Go Wild $32

The Coven $32

Winner Takes All $32

ADULT CDI

American Blond $29

Bad GirlsiLockdown $29

Channel Blonde $29

Cheating $29

Dirty Looks $29

Endlessly $29

ice Woman $29

intimate Journey $29

Mask $29

Naked Reunion $29

Parlor Games $29

Sex $29

Shame $29

Suite 18 $29

Super Models Go Wild $29

The Coven $29

Call

800-699-4263

International

802-767-3033

Fax
802-767-3382

Source
10324

Adults Only
PO Box 234,

Dept. 10324
Rochester,
VT 05767

to Canada. PR, HI, AK.
APO, FPO S4 per
order. Worldwide air-

mail SC per hem.
MattdIIng S2 por ship-
monl. Hardware orders
may require additional

shippina chargee.
Reslricilone apply.
Cannot guarattlee cus-

toms clearance. Order
at own risk. Call lor

Visa, MC er>d Olscaver
aecepled. Checks held
4 weeks. Mor«y Orders
same as cash. COD
S8. Detectives replaced
wllh same producl.
Most Kerns shipped
same day. Shipping
limos may vary.
Prlce/avallBDlllty may
change. All sales line'

Circle Reader Service /f362
CGW78SA

ADULTS

ONLY
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MECH BRIGADE
SSI, 1985

Producing a Idllow-ujj to KAMl’l't.Rt'l'l’K,

one of the Ijesl WWII tactical games ever

ci'cated, was a tliniculi task. But SSI didn't

gain its rcpiilalion as the leading comput-

er wargame company in tiic ‘8(),s by giving

up without a fight. They refined (he con-

cepts of the award-winning system to relied the increased

lethality of the modern battlefield, and even corrected the

one nagging problem of its storied predecessor. No longer

could players stack too much armor on narrow frontages,

which only added to the tension (and caused armchair gen-

erals to devise new tactical tricks). Mrcii BRt(i.\nK oilers nei-

ther SVGA battlefields nor stereoj)honic explosions, just ;i

good AI and numerous scenarios packed with a lot of bang

for the buck. One of the original inductees into the CGIT

Hall of Fame, it reigned supreme until the release of M-I

Tank Pi.-vtooN.

MIGHT & MAGIC
NEW WORLD COMPUTING, 1986

In the early davs of comj)utcr r{>le-playing

games, there were only Ui.TixtA, \Vtz.ARi)R\’

and a few pretenders. Tlien Mic.tfi'

ic gleefully ro.ssed the hierarchy about. The

game world of this epic RPG was huge, es-

pecially given the limitations of memoiy and data storage at

the lime, 'flic 8D views certainly can't be compared to later

gtiines like Doom, but their new, distinctive a|)pearance added

to the altnosphere of the world. Earh’ RPGs often emphasized

combat, but MiGtrr & M.wac’s prolific hack if skish fests seiweci

to advance the plot as well as keep players on their toes. De-

signer Jon van Canegham thought that tactical successes

should build toward achieving an o\-erall strategic goal, and he

suiiclured the numerous lights, jm/.zles and encounters to that

end. With van Ganegham involved in the design (jf Micarr &
MAGit: IV, it’s obvious that New World feels the claims of role-

playing’s imminent demise are grossly exaggerated.

CimiZATION (MicroProse, 1991)

Falcdn 3.0 (Spectrum HoloByte, 1991)

Gunship (MicroProse, 1989)

Harpoon (Three-Sixty Pacific, 1989)

King's Quest V (Sierra On-Line, 1990)

Lemmings (Psygnosis, 1991)

Links 386 Pro (Access Software, 1992)

M-1 Tank Platoon (MicroProse, 1989)

Railroad Tycoon (MicroProse, 1990)

Red Baron (Dynamix, 1990)

Their Finest Hour (LucasArts, 1989)

The Secret of Monkey Island (LucasArts, 1990)

Ultima VI (Origin Systems, 1990)

Ultima Underworld (Origin Systems, 1992)

Wing Commanded I II (Origin Systems, 1990-91)

Wolfenstein 3-D (id Software, 1992)

Battle Chess {interplay Productions, 1988)

ChesSMASTER (The Software Toolworks, 1986)

Dungeon Master (FTL Software, 1987)

Earl Weaver Baseball (Electronic Arts, 1986)

Empire (Interstel, 1978)

F-19 Stealth Fighter (MicroProse, 1988)

Gettysburg: The Turning Point (ssi, 1986)

Kampfgruppe (Strategic Simulations, 1985)

Mech Brigade (Strategic Simulations, 1985)

Might & Magic (New World Computing, 1986)

M.U.L.E. (Electronic Arts, 1983)

Pirates (MicroProse, 1987)

SimCity (Maxis, 1987)

Starflicht (Electronic Arts, 1986)

The Bard's Tale (Electronic Arts. 1985)

Ultima III (Origin Systems, 1983)

Ultima IV (Origin Systems, 1985)

War in Russia (Strategic Simulations, 1984)

Wasteland (interplay Productions, 1986)

Wizardry (Sir-Tech Software, 1981)

ZORK (Infocom, 1981)
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Alien Logic VI. 1 Update: Fixes

several problems, incKicling

the “Cleash General *Nli11

Jig Tokens* Crash,” as well

as adding command line

switches for many sound

boards. 5/2/95

Big 3 for Windows Update:

Updates Big 3 to the latest

version, fixes several prob-

lems: in the retreat I'uiic-

tion, defender retreating

Rinction, control array ele-

ment eiTors, and several

other problems. 4/6/95

Colonization Version 3.0:

CoiTect.s reported problems

and adds a map editor.

Works only with the U.S.

version of the game.

2/13/95

Daedalus Encounter Vl.Ol:

d'his major maintenance

update fixes most if not all

of die sound card-related

crash problems with lower-

end sound cards. Several

othei' new bug fixes are also

included. 4/25/95

Descent V1.2 Update: Includes

several bug fixes and adds

support for multiple sockets

during netgames, hooks Ibr

Spaceball controller supjMirt

and alternate joystick read-

ing methods. 3/24/95

Doom V 1.9: Official Id

upgrade works only with

version 1 .666. 2/8/95

Flying Nightmares V3.1a

(Macintosh): Fixes several

errors and provides

improved joystick support

.

3/29/95

FrontLines VI .02: Includes

modem |5lay as well as sev-

Computer game programs have grown so massive and the number of hardware

configurations has become so huge that incompatibilities and glitches are frus-

tratingly common. Software fixes, or "patches,” for buggy programs have be-

come a necessary evil until we reach the golden age of standardized platforms

and bug-free programs.

These patches can usually be downloaded from the major on-

line networks (CompuServe, GEnie, ZiffNet), but can also be

obtained from individual software publisher's own BBSs or direct from the pub-

lisher with proof of purchase. Red indicates new files.

eral other enhancements

and bug fixes. 4/2/95

Front Page Sports: Baseball

'94 VI .02: Fixes many

reported problems, includ-

ing crash bugs and General

Manager Al as well as roster

handling bugs. 2/3/95

Harpoon 2 Upgrade: Fixes

some reported problems.

3/1 --1/95

Harpoon Classic for Windows

VI .55: Corrects several

reported GPF eiTors, and

fully implements all version

1.32 missile changes includ-

ing bearing-only attacks;

works with any version.

3/29/95

High Seas Trader Sound

Update: Should fix any

soundcard-related crashes.

4/4/95

Jagged Alliance VI. 10: Fixes

a few problems, including

keyboard lockout and ofl'ers

several enhancements to the

interface, AI and ganie|5la)'.

4/14/95

Legions Windows Update:

Allows Legions Windows to

nin under Windows N'f

and corrects a veiy mre

problem with later scenar-

ios. 3/29/95

Links: The ChaUenge of Goli

Update: Fixes lockups with

Soundblaster 1 6 cards.

3/22/95

Master of Magic V1.31 Update:

Latest upgrade to

MicroProse straleg)'/magic

game witli numerous fixes,

new features, and major AI

enhancements. Updates all

versions. 3/07/95

Pacific Air War Gold CD-ROM

update: Contains a new ver-

sion of the file

I942CD.COM, which will

coiTect a problem seen if

)’our copy of the game has a

volume label of PAW_1942

instead of 1942_PAW,

where the game will not run

from a miniiiuiin installa-

tion. 3/16/95

Panzer General VI.2 Update:

Separate CD-ROM and

floppy patches fix some

reported problems, includ-

ing sound drivers, crash

bugs and l^ridge engineer

problems. 3/4/95

Tanks V1.25: Unofficial patch

by Norm Roger adds panic

fire and retreats, hidden A'L

guns, variable weather,

horse dratvn ariilleiy,

reduced efiectiveness air

and artilleiy and much

more. 1/25/95

Ultima 8 V2.12:

Comprehensive jiatch

includes fixes to many prob-

lems as well as several game

enhancements. 2/17/95.

Warcrait VI.21 Upgrade:

Offers improved sound card

support, increased 2-player

game speed and many

more fixes. Also included

are the WAR_FDIT unit

editor and a complete list of

cheat codes. 3/20/95

Publisher BBS Numbers

Many of these patches are

available directly from the pub-

lishers’ bulletin board systems.

Call with your modem parity

settings at N-8-1.

Accolade (408) 296-8800

Apogee (508) 368-7036

Bethesda (301 )
990-7552

Blizzard (714) 556-4602

Broderbund (415) 883-5889

Capstone (305) 374-6872

Creative Labs (405) 742-6660

Id Software (508) 368-4137

Impressions (617) 225-2042.

Interplay (714) 252-2822

LucasArts (415) 257-3070

Maxis (510) 254-3869

MicroProse (410) 785-1841

Microsoft (206) 936-6735

NovaLogic (818) 774-9528

Origin (512) 328-8402

Papyrus (617) 576-7472

Sierra Online (206) 644-0122

Spectrum HoloByte (510) 522-
89b9

SSI (408) 739-6137 or (408)
739-6623

Virgin InleraEUvo (714) 833-
3305
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iind Dendino!
Discis Entertainment presents

an EI/!)I Production

Indu^ yourself in a 3-D animated wrld, with

seductive music, captivating sounds and mysterious voices,

,
Discover hidden diambers and test your skills oflogic

and reason with interactive and intric^ puzzles.

Circle Reader Service #58

CD-ROM Game for Windows and Mnrintosh

Available Now at Your Favorite Retailer or Coll 1 -800-567-432

1

Unlodc the fascinating secrets of an ancient and

long forgotten civilization.

Actual screen imaaes.



WHAT'S THE DEAL?

“What'sthe deal with...Clones?!
”

by Martin E. Cirulis

C
loning! Conlraiy lo curi'cnl

incdia beliefs, cloning is alive

anti well, not in the realm of

Dinos and dead fascist

Tyrants with bad hair, but

here in the land of conipitier

gaining. We’ve all seen it be-

fore. First there is a hot, gi'ound-breaking

game; and ihen, for die next couple of

years, there is the Hurry of imitators.

Some of the.sc are improvements on die

theme, but more often than not they miss

the mark. I personally view game cloning

the same way I view a band covering

someone else’s song: it’s not die most

original thing in the world, but liey, if you

have a bee in I’our bonnel to do it better,

more power lo vou.

Sometimes it pays off. Certainly

Manfred Mann clarilied Springstein’s

Blinded by the Light. On the other

hand, did Ciuis hi Roses really think

Paul McCartney was on to something

so good when lie jienned the immor- d ‘

tal words “...In this world in wiiicli we £

live in,” that it needed repeating

when iliey covered Live And Let Die? I

don’t think so. And the same silliness oc-

curs in the gaming industiy when pub-

lishers are so desperate to imitate a

formula that they seem blind to the reali-

ties of life. 'Fhe fact is that you either

have to do something a little bit novel

with the product, or suirer the dreaded

“Been there, done that” response.

Witness the seemingly endless Lkm-

MiNGS games and clones that march by,

on the average of one per quarter. Not

since the ftrst se(|iiel lo LEMMlNtts has

anything even retnotely new been done to

the idea ol helping little idiots from one

side of the screen to iinotlier. Even the

most die-hard tnauipulator must be get-

ting a wee bit tired of it all—^yet still the

clones come, marching one by otie lo the

edge of the shell' and over into the dis-

coitnt bin. ^Vhy? Surely game publishers

must be higher iiji on the evoluiionar\’

scale thati those fu/./.y little clilf-divers.

I have the same sense of morbid woti-

dernieni even’ litiie I see a new Battle ol'

Britain simulator. Do we really tieed ati-

other one? Or ;moiher Pacific War siiti

where I can’t join the Aitstralian, New
Zealand or British Air arms? Ilcre’s tin

idea: instead of rehashing SjAls and

Slukas )’el again, why doesn’t some bright

bunch of guys figure out tvhere the vast

majority ol air-combat occuiTed, especial-

ly ground-attack, and do a Russitm Front

lliglu sim? I realize it might

take a leaj:) in imagination to simulate n

part of the war th.it didn’t involve F.ng-

lish-speaking peo|de, but hey! Live on the

edge, sim-designers!

And, of course, there is the little matter

of DOOM.
Of the whole raft of born-again shoot-

em-ups, only two of them seem to truly

justify their existence: Risk ok 'niE 'Friad

and Dkiscen'K. coupleof others, while

not breaking new ground, at least perpet-

uate the most innoviitive part of DOO.M,

the multi-player ctipabiliiy. And then we

get to the .Muzac categoiy, the single-

player DOOM-clones. 1 look at these

games, esjjecially the really nice ones like

Dark Forc.es and 1 ask myself, “W'hat

were they thinking?”

I realize that slaves lo demographics

must read the low numbers Ibr network-

capttble computers and make the call

from there—but wasn’t there anybody

standing around the LucasArts office say-

ing “Ummm, excuse me. ..this is a beauti-

ful looking game and all, but haven’t we

really cloned Woi.KKNS l'K.iN-l-iD? Maybe we

should think about what made DOOM
immortal, atid network it. Maybe let jtlay-

ers choose how their chtiraclers would ap-

jtear to other players—little ^\'ookies or

Smugglers or even Kwoks.”

Who knows, maybe there was some-

body who said it—but certainly they were

shouted down by the Dark Forces that de-

sire mediocre clones instead of great

ones.

,A.nd don’t gel me started on the hor-

rors of S'i'ARKi.icai'i clones. Let me just

say this one thing to anyone contem-

plating one: ten actually interesting

worlds/aliens are belter than a thou-

sand tedious ones! The secret to

S'KARFi-iGirr’s success was not volume,

volume, t’olume. It was depth, depth,

depth.

'Tlten there is the matter of games that

need to be clonerl, and nobody ever

seems to gel around lo it. Where is our

high-tech M.U.L.E. clone? Our new Sun-

Doc,? A straight u|) Imi’ERIUM G.u.AtrnuM

with pretty pictures? Maybe there should

be a space at the bottom of those endless

registration cards (or writing in which of

the company’s games you would like lo

see re-done most.

In the meantime, it appears it’s not just

those wacky Dino-doclors who have trou-

ble with the rciilities of cloning.

Ifthere’s something going on in the indust)y

you think Martm should he praising/hutcher-

ing, let him know by sending a note lo:

“Whnt's the deal xinili...” C/0 COW, 135

Main St. 14lh Floor, San Frandseo, CA

94105. ^
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MORE BANGS! FOR YOUR BUCK

Gravis IlltraSound ACE"
(Audio Card Enhancer)

"... low price, and solid

performance"
-Multimedia World, May '95

BANGS like you've never hearcJ before with UltraSound

ACE's CD-quality sound. UltraSound ACE is an add-in

card that upgrades any FM or Sound Blaster'" card to

stereo wavetable sound. For a price that's hard to beat,

you get dynamic music and digital sound effects with

most current games and total compatibility with every

game and application you already own.

only $99.95*

only $69.95

Gravis Firebird"
Programmable Flight & Game Controller

"Overall 90%"
-Computer Game Review, May '95

More BANCS, bombs, and bullets with the Firebird's 17

programmable buttons. Ready-to-play settings included for

today's hot games. More control than you've ever had before

without touching your keyboard. Firebird works with every PC

game that supports a joystick.

*

Call niow to Order!
1-800-679-0024
Purchase BOTH Firebird and UltraSound ACE, and we'll throw in a game*

that's making a BIG BANG at the top of the charts—your choice of

Descent " Destination Saturn, DOOM IT", or US Navy Fighters'". ennuis
" Applies only to purchases direct form Gravis. Retail policy end pace may vary. q a xx -t- XA/ i M
All brands or products names are trademarks owned by their respective companies. i I— A. T T vj VV I IN

Circle Reader Service HUS

Advanced Gravis Computer Technology Ltd. 1790 Midway Lane, Bellingham, WA, USA 98226



Three out of four experts agree

92% - BOTTOM LINE; The best WWI simulation ever; this one flies with the eagles.

— PC Gamer

4 '/2 out of 5 stars: Without a doubt, Wings of Glory is the best-looking and sounding

WWI flight-sim to date.

— Computer Gaming World

The final word on Wings of Gloryl A must for flight-sim fans.

— Electronic Entertainment

Whaddaya mean, no afterburners'll

— Wild Bill's Defense Journal

Wings of Glory-

WWI’s frequent flier program.

ORIGIN SysterTis is on Electronic Arts' Company • 1 2940 Reseorch Blvd. *

http://www.eo.com/origin.htinl

e 1995, ORIGIN Syslems, Inc. Wings of Glot)- is n tradumorli of ORIGIN Syslums, Inc. Origin and Wocrccil

reglstoic-d Iradcmurk.s ol ORIGIN Systems, Irtc. Electtonic Arts is a registered trademark of Electronic Ails. Circle Reader Service r/99


