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Spear of Destiny brings virtual reality to
the PC, hurling you into an intense battle
between good and evil in which only you
can save the world! A breathtaking
musical soundirack sets the mood, while
amazing "first person" visual perspec-
tive and spectacular digital stereo sound
effects give an experience like no other
game you’ve ever played!
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spectacular VGA virtual reality system

breathtaking musical soundtrack for
Adlib, Sound Blaster

digitized stereo sound effects for
Sound Blaster, Sound Source

over 20 complete floors to cover

4 |evels of play difficulty

special extra challenges for advanced
game players

saves multiple games in process
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% “"the player is "there’ like no game

I've ever played..."

= ““the sound and the visual action, is

RS

frighteningly realistic..."

| can't remember a game making
such effective use of perspective and
sound and thereby evoking such
intense physiological responses from
its players."

Game by id Sofiware. Published by FormGen Corporation, Box 279, North Andover, MA, USA, 01845-0279 (800)263-2390 (416)857-4141 Fax: {416]357-4531
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e a8 Where will you fire the first shot?
N ecreate the power and excitement of the Civil War! As the
leader of either side in this challenging simulation, you
‘ecruit, train and direct your armies around the American
L == e NEsSRR|  countryside. When two armies clash, fight out a Micro Miniatures
Authentic historic interludes faichfully recreare che - battle in fast, high-resolution animation! Historically authentic,
< L i The Blue and the Grqy features up to 200 animated figures per

battle, naval units and blockades, river and rail transport,
breathtaking graphics atmospheric sound and music.
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Includes a FREE copy of a specially commissioned book on the Civil War!

[ @ L ©1993 Impressions Software Inc IBM PC VGA Screenshots
pr eSSIOﬂS Impressions Soltware, Inc. 222 Third Street, Suite 234, Cambridge MA 02142
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Watch your armies battle in fast, high-resolution
animation
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The First Realistic 3-D Batilefield. Run Unmaiched Depth and ﬂnlhmiiﬂly % Technology o

from hut to hut, or hit the dirt and take cover B0 historical missions based on actual com- See tracers and explosions through your y o

behind trees and rocks bat reports provided by the UDT-SEAL * own eyes or seven external views. Hearreal | * .‘\'
! Museum Association Inc, e " digitized battle sounds.
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You and your team jump out of a Huey and belly through 200 yards of mud and darkness toward
the village. You signal your team to fam out and take out the guard posts, but your flanker goes
down—booby trap! Suddenly rounds from cm AK-47 shriek overhead and the night is ablaze with
tracers and the shock waves of mortar fire.

Welcome to “Forest of Assassins”, Vietnam's Mekong Delta. Your worst nightmare come true.
Available ior IBM® cmd compatibles.

ELECTRONIC ARTS*

Seal Team is ol Arts. 0123 Arta
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There’s more to games & "es Our add-in board
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Discover the new generation of ReelMagic games from these manufacturers, and look for more exciting titles coming soon.



ReelMagic

256 VS. 32,768 COLORS Why settle for a mere
256 colors, offered by current PC games, when

ReelMagic gives you theater-quality graphics
with over 32,0007

scenarios.ReelMagic
pumps up the reality
meter so you can crank
up the fantasy.

We've also included
Activision's Return to Zork to
experience the excitement
Fcmgng g of full motion

MVP i video now.

 Its not real unless
reviugicaiger |t'S ReelMagic. Call

1-800-845-8086 ext. 313 for a
dealer demo near you. Or you can movie-like experience.

stick with real ordinary. Oh joy! : SIGMA
Only ReelMagic Makes It Real. :_E::_DESIGNS

wod tradernark and + of Sigma Designs, Inc. A other brond names and products one tredemorks or regestored Trodem

GRUNTS VS. CD-QUALITY AUDIO Get 16-hit
CD-quality sound that plays Sound Blaster™
and Windows™ compatible software. The 8-bit
audio you're used to just doesn't compare.

5FPS V5. 30 FPS ReelMagic-compatible
games run at 30 frames-per-second,
TRUE full-motion, so you avoid jerky,
blocky images.

-lllllll [ N | %: ERRN

B E

1/4 VS. FULL SCREEN Now you
can get theater-quality video in a
full-screen image for a realistic,
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tate of the Magazine: This is a very exciting time in the history

of Computer Gaming World. Not only are we creating maga-

zines of record size, but we are watching the world of entertain-
ment software completely restrucrure irself. The big deals which occur
almost daily within the telecommunications industry are going to
impact the world of interactive entertainment in a big way. Now, it
is affecting the industry at the corporate level (capiralization, strategic
alliances and long-range planning). Next, it will affect software pub-
lishers ar the development level (new interfaces, metaphors and
concepts for new kinds of games and different markers and delivery
systems). Larter, it will affect you, the computer gamers, when new
products reach you via different media. We want you to rest assured
that CGW will stay abreast of these developments, attempt to keep
you informed of the patential impact on your life and hobby, and
“still” provide the comprehensive coverage of computer games that
we have always sought o provide. Even when you see pages covering
technologies and alliances that don’t seem immediately relevant, we
will serive to make clear whar the impact will be on you. No matter
whar kinds of coverage you see in CGW, it is there because we
answered the following question in the affirmative, “Will it be inter-
esting and useful ro our readers?”

Some have asked why we are so “trade-oriented,” wondering why
we bother with conference reports and company profiles. We think
they are integral to understanding where the hobby is going. You can’t
really understand where the products are going and why without
understanding the people and companies thar make them. Some
sources have claimed that we are “going cartridge” and diluting our
computer game coverage. We will cover “cartridge games” in the same
way we have always covered them, only when the software scems of
the quality that it would be of interest to our readers.

As Ediror, I hope these assurances will allay any fears that astute
readers may have entertained upon seeing how large the magazine is
getting and reflecting upon the Ziff-Davis acquisition of Computer
Gaming World. Yes, you will see us try different types of edirorial as
the world of interactive enterrainment continues to evolve. Yes, you
will see us adopt a more friendly, conversational tone as we reach out
to more and more new gamers. No, you will not see us throw our the
PPC with the bath warer and no, you will not see us remove the strategy
and replay articles that have kept the hard-core gamers coming back
for over 12 years. We're still the same folks. We srill wanrt to be bigger
AND berrer.

State of the Industry: Once again, an Origin release has wuched
the nerves of computer gamers and sent forth a cry of, “Aren’t we ever
going to have compurer games that we can just load and play?” Yes,
the developers of the infamous late and unlamented Voodoo Memory
Manager have done itagain. Privateeroffers a new required calibrarion

Page 10

The Sub-Standard In
Computer Software

by Johnny L. Wilson

routine for joysticks thar drives some gamer’s controllers absolurely
berserk. Of course, Origin often gets the blame for this type of thing
because they are so often pushing the limits of state-of-the-art rech-
nology. Yet, the most recent problem points our a mindser in the
computer game industry that needs to be changed—resistance to
standardization.

Ar the recent Fall Conference of the Software Publishers Associa-
tion, [ asked the chairman of a committee on standards when we were
going to get installation routines and drivers standardized to the point
that gamers can merely load and play. This easy-going fellow grum-
bled that the consumer software industry can’t even agree to stand-
ardize on a box.

Yes, there is the problem in a nutshell. This industry cannot even
do what almost every other mass market consumer industry (includ-
ing the video game market) manages to do—standardize the packag-
ing. What advantage would this have for the consumer? It would
provide easier storage for one thing. We could even build special
shelves for our computer games, just like we do for video tapes,
compact discs, cassette tapes and most books. [t would enable retailers
to put more boxes on the shelves, simultaneously reducing the shelf
space wars that kill some ritles before they have a chance ro catch on,
and meaning, potentially, a wider range of ritles from which gamers
can choose. Incidentally, it would reduce some of the pulp waste from
oversized boxes full of air.

One marketing director protested thar they used recycled marerials
for their oversized air-boxes. We pointed out that it takes a percentage
of new pulp, even when using recycled materials. She said chat they
needed weird boxes o get the customer’s attention. 1 said that the
video-tape publishers didn’t. 1 also noted that the audio CD folks
don’t need weird boxes (though one of their standards does use
wasteful packaging for “security” purposes).

Further, major retailers like Sears, Kmart and Walmart have warned
software publishers thar they will no longer stock merchandise that
does not fir a standardized size. Instead of raking this opportunity
solve a problem, software publishers are griping about the greedy
retailers trying to stfle their creativity, How ironic! Here are the
experts in mass merchandising trying to help the software publishers
reach the market they've always dreamed of reaching—the masses—
and the software publishers want to stay in their niche of origami
boxes.

In such an industry, I suppose it’s useless ro ask for standardized
sound and peripheral drivers. After all, we wanr to do our own thing,

even if it costs money and potential customers every day that the chaos
continues. cewW

Compurer Gaming World



BI.IY THE BEST OF '93°

And get the best of 91 & "92 FREE

*As Chosen by Computer Gaming World & PC Games

WIZARDRY V Vi 6 Vii

Winner of over 1 International Awards

WIZARDRY, the game that pioneered first-person perspective & defined computer role-playing for more than a decade.
Now, the award-winning WIZARDRY V, VI & VII are available in 1 complete package, at 1 incredible price. Three best selling games,
with over 500 hours of engaging, replayable adventure, come to you with a savings of 25% off individual suggested retail prices.

Wandgy 7 B A 2| Crusapers of THE DARK SAVANT
s g @, \,. ‘i,x“‘-, REDEFIHINB ROLE-PLAYING FOR AN ENTIRE INDUSTRY

DARK%rSf\Y*:NT _ L = 1993  Roue-PLAYING GAME OF THE YEAR

Wt ' _' irer Gaming WorLp

1992 Funlusy Role-Playing Game of the Year
PC Games

1992 Role-Playing Game of the Year

Strategy Plus Magazine

BanNE oF THE Cosmic FORGE
PAVING THE WAY FOR THE SYSTEMS OF THE FUTURE
1991  Best Game of the Year

Strategy Plus Magazine

1991 Best Role-Playing Game of the Year
Strategy Plus Magazine

1991 Top Role-Playing Game, April 1991
Computer Gaming World

THE LEGACY OF HEART OF THE MAELSTROM
BREAKING AWAY FROM THE WIZARDRY SYSTEM OF THE PAST

.‘.-“' 3
SIR-TEBH
Ogdensburg Business Center, P.0. Box 245
Ogdensburg, NY 13669 (315) 393-6633

THE WIZARDRY TRILOGY FAX# (315) 393-1525
Scenarios I, Il & 1l
The original classics that set the trend in Available at a software retailer near you, or call:

e e (800) 447-1230
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The Latest News From The Gaming World

Rock, Technology, and Junk Bonds Converge on Multimedia

ever was the “convergence of media” so clearly illustrated as in the

announcement of the new 7th Level multimedia company. Founded

by former MicroGrafx co-founder George Grayson and former Pink
Floyd saxophonist Scott Page, 7th Level will produce entertainment and
educational titles for the PC and Machintosh computers.

house, Walt Tucker (named
after Walt Disney and
Preston Tucker, two of Page’s
favorite visionaries). The two
partners added music producer
Bob Ezrin (producer on Pink
Floyd’s The Wall, Alice
Cooper’s Killer, and KISS’
Destroyer albums, plus being
credited as
the producer
that encour-
aged Peter Gabriel to
go solo) as co-chair-
~ man.

To add further
to the feeling of
¢ convergence, fund-
ing for the new
company was pro-
vided by a con-

Grayson and Page had previously collab-
orated in entertainment and technological
extravaganzas on behalf of the National
Center for Missing and Exploited Children.
Their event, the Grand Scientific Musical
Theater held in conjunction wich Fall
COMDEX 92, was a computer-controlled,
live multimedia spectacular in which digital
technology and special effects were integrat-
ed with both live performances by
Hollywood stars and compurter-gen-
erated characters.
Both Grayson
and Page felt
that the per-
formance was |
so successful
that Grayson
lured a team of
advanced pro-
grammers away

from MicroGrafx

Eoiedle g . sortium  put
- P e
T :jm ‘;m? J }\‘ b Ezrin and Geo's™ rogether by for-
ey : |, Bob EZ
puter end of the el, 5!,3 Quarte! mer Drexel

business, and Page
turned over the
facilities of his mulri-
media production

Burnham Lambert
“junk bond king" Michael Milken and
Lorimar Telepictures co-founder Merv
Adelson. Milken’s current dream is to build

: o Man{!
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Grays

the Education and Entertainment
Nerwork, so the formarion of 7th Level had
a natural synergy with his overall goal.

In keeping with the convergence feeling,
the company’s first release will
be Tuneland, a children’s sing-

along program with Howic
Mandel as the voice for the
lead characrer. Tuneland fea-
tures 42 songs and more
than 12,000 hand-drawn
animation cels (7th Level
has not officially
announced their relation-
ship with an animation
house) thar represent
about 40 minutes of actu-
al footage. 7th Level expects to be able
to produce products like Tuneland on a six
month production cycle, compared to the
nine to eighteen month production cycle of
most multimedia products.

Children’s ritles, like Tuneland, will be
published under the Desktop Playground
Series label, and titles for older gamers are
on the way. Asked about specific plans for
entertainment that would be geared toward
an older audience, Page told CGW that the
first product in that series would be unlike
anything currently available on compurer.
He hinted that the game would involve
comedy, action and role-playing, but would
be oriented around an adulr, variery enter-
tainment show.,

Sierra Secures Savoir Faire

to acquire Cokrel Vision for $§5 million up
front and another $5 million plus upon
reaching certain revenue and profitability

finalized a relationship with France's

Coktel Vision S.A. which was initiat-
ed in mid-1992 (CGW #99, p.
16). Under that original agree-
ment, Sierra would become the
exclusive publisher/distributor of
Cokrel Vision’s educational and
enterrainment products for the
United States. On October 20,
1993, Sierra announced that it had
reached an agreemenc in principle

Sicrm On-Line (NASDAQ: SIER) has
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targets over the next four years. In addition,
Coktel Vision will assume responsibility for
handling European sales for both their own
products and those of Sierra. The
agreement is subject to French gov-
ernment approval, but should be
final by late October. Coktel Vision
is the publisher of the Gobliins and
Inca series of computer games, as
well as an entire line of educational
products.

Compurer Gaming World



The Ultimate Multi-Player Conguest Simulation

nally, you can conguer your friends in state-of-the-art graphic splendor! Amass armies with your choice of units, then invade! Watch
your back, though - you'll need to divide your forces with care to avoid being conquered yourself!

Global Domination is turn-based and features modem play; a wide variety of historic opponents from which to choose; random world
generator; large number of units; spies; diplomacy & subversive activists; by far the best graphics and sound ever seen in a conquest

game; and even more fun than Napoleon had at Waterloo!

s

Ml TD SEHEGAL
Loty i

Take your ego for a rollercoaster ride as you Here's where you amass your armies “Take tactical control of a battle in graphiclly
see your empire rise and fall! and make your moves! stunning animated combat!

[ ]
1893 Improssions Software Inc 1BM PG VGA Sereenshots IHIPFESSI DH s Impressions Software, Inc. 222 Third Smg:‘:; ;e;a&c;:r;ze nr:; f:;r



Steve Jackson vs. The Secret Service
Game Maker Appeals For Electronic Freedom

teve Jackson Games, publishers of

such popular games as Hlluminati, Car

Wars and the GURPS role-playing sys-
tem, have filed an appeal in their suit
against the U.S. Secret Service. The suit
involved a Secret Service raid of the Steve
Jackson Games office in 1990, in which
government agents seized three computers,
including the company’s BBS. At the time,
the company was working on their GURPS
Cyberpunk role-playing supplement which
one Secret Service agent c.l.ilmcd was “a
handbook for computer crime.”

Although the Secret Service found no
evidence of criminal activity on the confis-
cated computers, they returned the equip-
ment months later, after having read and
erased the contents of the BBS and destroy-
ing one computer. ] Games won on the
major counts of the suit and was awarded
$50,000 for damages and $250,000 in
attourney’s fees. The judge did, however,

find for the government on the “intercep-
tion” count under the Electronic
Communicartions Privacy Act, ruling that
the Secret Service's confiscation of the BBS
computer was not an “interception” as

defined by the ECPA. Awourneys for Steve

Jackson and the Electronic Frontier

Foundation will appeal this finding, believ-
ing that the Fifth Circuit Appeals Court
will reverse the decision and thereby estab-
lish a stronger precendent.

The Justice Department has preserved
their right to appeal on the counts that SJ
Games won,

Says Steve Jackson, “I hope they do
appeal. I think the Fifth Circuit will uphold
what we've already won, which will make
the precedent carry far more weight. Orher
cases like this are coming up, and the gov-
ernment has to learn to keep its hands off
of bulletin boards and e-mail.”
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Go U S West, Young Machine
3D0O and U S West Partner In Interactive TV Test

n October 4, 1993, 3DO and U §

West Communications announced

their intention to work together in
providing the set-top terminal (STT) for
the communications company’s 1994 test
in 1994. Omaha, Nebraska is the site for
the test where, pending FCC approval, U §
West intends to test its new system to pro-
vide interactive enterrainment, educarional
and informarional programming, home
shopping and video on demand via a com-
munications network.

The rest, which will incorporate the
same graphics and animation technology
into the STT as thar in the 3DO
Inreractive Multiplayer, is expected to
prove the viability of 3DO technology to
serve as a standard for STTs for ather cable
television and telephone company projects.
As CEO Trip Hawkins observed, “We
want to create a worldwide srandard.” He
further commented, “We're demonstrating
that our new technology can be used in any
stand-alone or nerworked environment,”

Ironically, the announcement was made
less than a week before CGW's earlier inter-

view with Hawkins appeared (CGW #112,

Page 14

p. 11) in which the CEO was questioned
abour 3DO’s plans with regard to such
tests. In the earlier interview, the CEO had
expressed reservations abour such rests
because of the capacity for hardware manu-
facturers to get stuck with thousands of
kludged units that serve no other purpose
than to funcrion for a brief time
period during a trial run. Thus,
the U 5§ West agreement
implies that 3DO feels confi-
denrt thar they will exit the test
with a solid prototype in hand.

Omaha 3DO owners will
not be able to simply hook up
their new multiplayers to the U
S Wesrt system, however. The
STT units are a special stream-
lined design that will only
incorporate the processing and
graphics capabilities of the
home machine. Currently, nei-
ther telephone companies nor

President Robert Faber informed CGW at
the Software Publishers Association’s Fall
Conference that the current generation of
3D0 players will nor connect to the net-
works and that the company has no inten-
tion of attempting to sell STTs with CD-
ROM drives to nerwork providers. caw

[ N

cable television providers seem
convinced that it is in their
interest to include a CD-ROM
drive in cheir STTs. 3DO

-~

a’fsmﬂ%w h Y

Cﬂ?ﬂph‘ﬁ"}' r;.’”ﬂ l"ﬂg uaﬂ]’{f



JerROIT

AN IMPRESSIONS AUTOS %n

; * JAN 00,000

i EENEED " Sl e e R e M58 HARKETING EONCERTS:
Design cars and put them through their Create unigue marketing campaigns to As your auto empire grows, open up new
paces with a variety of performance tests! blow away the competition! factories and sales offices around the world!
©1893 Impressions Soltware Inc Committed to Excellence in Strategy Entertainment 1BM PC VGA Screenshots

Impressions Software, Inc. 222 Third Street, Suite 234; Cambridge MA 02142
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REVIEW

(Excerpts from Black Box recording ISN
INDEFATIGABLE, recovered from space
debris, Tarandor System. 12/23/2435)

“_..amn how long it takes, get me that tac
analysis, pronto!”

“Yes, Ma'aml|”

“Captain Boone! Sensors reading five bat-
tle wagons coming out of hyperspace be-
hind us.”

“Relax Ensign. Those are Meklar Cruis-
ers, they're on our side. Or at least they
were last time we made planetfall. Just
maintain target lock on that Sakkran De-
stroyer squadron.”

“Ton Cannons at full power, Captainl”

“Excellent! Fire on my command. Tell
MecCloud I'm going to need full maneuvering
power if we're going to dodge those Stinger
Missiles. Helm, bring us to—What was
that!!”

“Th—That was the RODNEY, Ma'am.
She...she just shook apart. Sensors read
some kind of Graviton Beam coming from
the Sakkran fleet.”

“Sweet Boudicalll The lizards have grav-
ity weapons! Shields Fulll Helm, full 180.
Emergency Eva—"

(End Tape)

nother world, another fleet, another
battle. It’s just another day in the
neighborhood brought to you by Mi-
) . .
croProse’s latest wargame, Master of Orion
(MOO). This piece of science fiction software
invites you to “Build an Empire to span the
Galaxy” in the finest Civilization and Global
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Conguest traditions, and probably only
the most pedestrian of us could refuse
such an offer without a trial spin. This
rurn-based game is easy enough to un-
derstand that you can jump right in
with only the barest riffling of the clear
and concise (perhaps too concise)
manual. But trust me, you will dog-ear
this book in a hurry as you flip back to
get the scoap on surprise after surprise.

“The Stars, Like Grains Of
Sand...”

Though Lam sure MicroProse is most com-
fortable with comparisons to its own prod-
ucts, MOO is better summed up by the
phrase: “10s like Spaceward HO!, but with all
the ()ptions," The setup is pretty basic. You

start with a single world amidst a spread of
stars. The stars are home o hundreds of

worlds waiting to be explored, exploited and
LIL‘\"L'I(')I“.'(I. '.‘II’I(‘I .‘i(}l“('“’hl‘l’t’ QUL fhl._'l'l._' are ﬁ\'{_‘
alien races with the same situation and
agenda: Control a majority of the known
galaxy and eliminate all who stand in the way.
It’s standard spaceploitation fare, bur where
MOO distinguishes itsell is in the details.
The rirle is the frst clue that there is a licde
something excra afoot. The “Orion” to be
mastered is a forgorten world, and it holds
some \"l.'l'_\" impOI'[’:l!‘ll l'ccl]l]i)lt)gi(_‘s
“'I'Ii(_‘h :._"0 (] r}'lf' ﬁr.‘it race o SucCess-
fully colonize her. You'd think that
would be enough incentive for a race
to plant their flag there, bur there’s
more. Given that this world is a treas-
ure trove of techno-tidbits from a
long dead race, any scientific re-
scarch budgeted on this world yields
quadruple the normal results. Now
whar would you pay?! Asit turns out,

A Review Of
MicroProse’s
Master of Orion

by Martin E. Cirulis
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quite a lot. If you take this world, be prepared
to hold on 1o her dearly because you can
count on visitors popping in to say “Hi!” with
a few dozen well-armed batde wagons.

While it is possible to win the game if some
other race gets to Orion first, it will definitely
make your quest for domination harder. This
objective is constant from game to game, but
its location is random so there is always in-
centive to send your scouts out as fast and far
as possible. This galactic “carrot-on-a-stick”
helps to pull this game ahead of the generic
spaceploiration pack.

Even the galaxy map distinguishes itself
from thar of other games with 13 different
environmental classes of worlds ranging from
Terran standard through frozen Tundra to

TITLE: Master ol Onon

PRICE: $59.95

SYSTEM: 1BM

REQUIREMENTS:  386-16MHz, 2MB RAM, VGA

graphics, 14MB hard drive
space; supports Ad Lib, PAS,
Roland MT-32, Sound Blaster
sound cards

Documentation look up
Sleve Barcia

MicroProse

Hum Valley, MD

(410) 771-1151

PROTECTION:
DESIGNER;
PUBLISHER:
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highly radioactive. Each of these worlds can
have any of eight special characteristics thar
can modify population growth, industrial
output or technological research. On a map
that can hold up to 108 stars, this offers a lot
of variation, with some dog worlds that are
only colonized as a last resort, and some gems
that are constantly struggled over.

The map even has its own kind of galacric
“rerrain” in the form of Nebulae that retard
movement and disrupe the shields of ships
and planets a la a certain Wrathful movie.
With all of these worlds, nebulae and charac-
teristics set randomly for every new game, it
will take a long time before a player becomes

bored with the serup...not to mention the
odd random events that intrude upon your
war-torn litle Galaxy. I don’t want to ruin
any surprises, but T would suggest boning up
on your “Menace from Space” Star Trek epi-
sodes, both old and new.

Caught Up In The Space Race

As per the popular trend in sci-fi wargames,
a large part of MOO is dedicared to research
and development; but unlike other games,
where technology is represented by merely a
level, MOO gives you 50 basic levels of tech-
nological development in six different disci-
plines (Computers, Construction, Force
Fields, Planerology, Propulsion, and Weap-
ons). Most of these first 50 levels resulr in
actual named developments. If you manage
to exhaust these, then you can still make
advancements, though in a more generic way,
just as you could develop “Fururistic Ad-
vancements’ in Civilization.

The power of these touches to give the game
its own character can not be undersrtared. It is
much more satisfying to see the Armored
Exoskeleton your Construction Techs have
developed, rather than a generic window rell-
ing you that you have achieved “Construction
Level 24.” Each development leads to two or
three new devices to research, so one can also
make strategic choices within each discipline.
If one is fecling badly pressed by militant
neighbors, one can choose to push the ad-
vancement of armor and leave factory effi-
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ciency for a later phase, or perhaps one
can trade another race for the technol-
ogy or simply fund enough spy cells to
steal it from them.

MOQ also adds another nice rouch
to the tech race genre by acknow-
ledging rhat technology becomes
cheaper and smaller as one advances
beyond it. Since shipbuilding in this
game is based upon placing compo-
nents into four standard hull sizes that
have finite internal tonnage, this lictle
addition creates a whole new life for
older weapons. No longer are devices com-
pletely obsolete as soon as a new one comes
along. It is true that lasers (the basic
Level 1 weapon) are made obsolete by
mid-level shields, but most other weap-
ons can do a little damage against the
highest shield strengths. Because of
this, it becomes viable ar times to use
20 semi-obsolete weapons in the space
that one new one would take up.
Twenty lictle hits are sometimes worth
a lot more than one big one. This kind
of technological flexibility makes for
another great tactical facet of the game,
and it’s refreshing to see a little innova-
tion in what is quickly becoming a standard
aspect of the genre.

“This Means War!”

No matter how you play this game, conflict
will be a part of it. It is in this arena that you
will be tested both as a strategist and a
tactician. Strategically, you must bal-
ance exploration and development of
new worlds with technological research
and the production of warships and
planetary defenses to prepare for war
with at least some of your alien neigh-
bors.

Now just because conflict is inevira-
ble doesn’t mean you can’t spend a few
game years preparing the way through
less direct merhods. Diplomacy, Spy-
ing and Trade are all present in MOO
as they are in Civilization, but they are more
abstract and subtle in this game. There are no
specific units for these funcrions in MOO;
instead they are handled through manipula-
tion of your budget. Alien leaders with whom
you have spatial contact can be reached at
most times during the game, unless they ger
angry cnough to withdraw their diplomar,
and you can use this route to exchange tech-
nology, forge alliances or threaten war, create
trade agreements or simply kiss up to a more
powerful race through gifts of money or tech-
nology. The trade routes lose money during
the inicial years when they are being estab-

lished, bue slowly grow more and more prof-
itable undil they become a major considera-
tion in declaring war. Sure, the Alkari may be
in your way, but their peaceful trade is worth
a Dreadnought every two or three years. It's
something more ro think about.

Spy nerworks in alien empires are estab-
lished by pouring money into them, but their
effects are not quite so blatant. You can rell
your spies to merely hide out in a friendly
empire, or you can tell them to become actrive
by stealing technology or blowing things up.
Northing paves the way for an invasion like
exploding defenses. Usually a race will object
to the use of these agents, often lowering their
relationship rating with you to the point of
war. Bur if your spies are lucky enough they
can complete their missions withour revealing
their race, or better yet, they can pin their
deeds on another race and thereby create
diplomatic mayhem. Of course the flip-side
of this option is that the same thing can be

done to you. There’s nothing quite like the
look of an enraged Bulrathi diplomat declar-
ing war over something you didn’t even do.

Economic decisions are made art the plane-
tary level chrough the usc of slider bars. Plane-
tary economic outpur can be applied to five
Defenses,
Ecology and Technology research. Needless
to say, the latrer three begin to ger neglected
during those long galactic wars, but if you let
things slide too far you'll end up with an
inefficient, poisoned and backward empire
with lots of weapons thar don’t work very

areas:  Shipbuilding, Industry,

well.
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terran anvironment

After all this preparation, it would be a
shame if the actual battles were over quickly
orwere so convoluted that all the fancy equip-
ment you researched never got used. Have no
fear, MOO strikes a solid balance berween
detail and playability. Ships face otherin
groups defined by
sized spacefield 11 x 8 movement points
onally conrain a

ship type across a screen-

large. This field will occ
smattering of obstructive asteroids and the
world in dispute if it is colonized. Ships move
and fire in an initiative system based on their
engine class and maneuverability rating.
Weapons can be fired at any target, at any
point duringa move, so long as an enemy ship
or world comes within range of that specific
weapon type. Missiles and torpedoes will
track a target from across almost the entire

board. Here detail is again rich as ecach

weapon or special device has its own par-
ticular |1}-'1‘C|t£‘l;‘|1|!ir_‘ show when fired or
activated.

The player is given a choice between
running the ships or letting the computer
move them, but since combat is so
straightforward [ see rhis larter oprion
being used very 1 The computer is a
fairly strong, if not very subtle opponent
in the tactical arena, and it usually uses its
technological ac to their most
damaging potential. Ship groups can re-

treat from battle at any time after surviving a
combat round and will warp back to the
nearest friendly planet if their side eventually
loses, or will rejoin their original fleet after the
battle if victory is the resulr.

Once space is secured, a fleet can bomb a
world clean of inhabirants and facrorics, or
awair the arrival of troop transports sent
from neighbaring worlds. Transports
carry population away from the origin
world to arrive as troopers at the target
world. Ground combar is a quick, they-
die/you-die round by round affair that
ly until one
. Numerous

OCCUrs auromaric ce stands
alone on the planer surfa
technical advances can give troops com-
bar modificrs thar can turn a fair numeri-

cal fight into a rour. Capruring worlds

rlm way is .ld\'.\l‘l[.lf_’,t.()l.l\ in that you vct to

Ll]pinlmmy |mml.'. w:rh your n-;.'ighhor:i l);.-'
burning worlds down t bedrock, and if you
caprure enough factories there is a chance you
will be able to get some new technolog

your enemy. The only drawback o th

of combar s (: ]
original boardgame

very population intensive; t
or three worlds this way in a few wrns can
deplete your empire of citizens and leave a lot
of factories standing idle.

ying to seize two

Through Alien Eyes. ..

No discussion of MOQ is complere without
at the alien races involved. There are

ten races thar can fill any of six slots in a game;
you choose one and how many other races
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you wish to compete against, and the com-
puter randomly selects the rest. Depending
on your style of play, this selection could spell
the difference between conquering the uni-
verse and being Galactic Second Banana.
Fach race has its own unique advantage and
a philosophical point of view when it comes
to interspecies relations,

The fact that only six of the ten are in-
volved in any given game and that each racial
advantage tends to change the shape of game
play means that the replay value is very high.
Ina month of play there are still a couple of
races | haven'r fought for or against. And
even more enjoyable is the facr T have to
tinker with my grand strategy every time to
allow for new opponents.

Advice To The Warlorn

There are two ways one can achieve ulti-
mate victory in MOO. The first and most
bloodthirsty is to simply exterminate every
other race in the Galaxy. The second option
still involves its share of conquering, but it is
more political in narure. It seems that every
so often a tele-conference of all the racial
leaders is called where they (and you) can vote
on who should be the ruler of the universe.
The number of votes you can cast is directly
proportional to the size of your popularion,

THE ONLY THING
IT DOESN'T SIMULATE
IS EAR POPPING.

and the two nominees for Galactic leader are
from rhe two largest empires. In order for any
leader to be crowned Master of Orion, they
must hold a two-thirds majority in council.
Sometimes your allies will vore for you or, if
youaresstill a minor power, expect you to vote
for them.

This system is a novel way for a player to
decide when they want out of a game. If they
think their situation is untenable they can cast
aswing vote for one of the two major powers,
or simply abstain and bide their time for a
better situation, Should an Orion Master be
crowned against your wishes, you can choose
to ignore the creation of a new Federation and
pit yourself against the combined mighe of
the joined races; needless to say, this is a long
rough figh.

And The Stars Sing “MOO!”

Master of Orion is one of those games where

one must actually put effort into finding
something inadequare about the game de-
sign, and that in itself is probably the highest
praise this reviewer can give a product. Yes, if
I were an all-powerful being | might alter
MOO o allow for more than six ship designs
ar a time, or make small ships a lictle more
relevant, bur these things mauer litde
against such a well crafred piece of gaming
software. As for the game’s manual, it leaves
many derails to be desired, and without an
index, it can be difficult finding the derails
thar are included. But even in spite of this
weakness, I and many gamers like me will be
unable to resist this game’s overwhelming
[)ﬂ\\"fr.

MOO should appeal o both hard-core
and novice wargamers. The light touches and
nods to classic sci-fi themes should draw in
and entertain the general software public as
well. This product will offer enough late
nights and missed appointments ro make it a
definite Game of the Year candidate as well
as Exhibit A in many divorce cases. My only
regret is that my friends had ro offer advice
over my shoulder instead of playing against

me. cow

If it were any more real, your

chair would be in a 30" bank. Our
new Microsoft Flight Simulator”
has four planes, each with its own

instrument panel created digitally

from actual photographs. There are

storm clouds and sunsets to fly

into. Crashes are scarily real. And

Circle Reader Service #99

s sermery enhancements

ing this fall,
& tradermark of Biuce A, Anwick

13 Microsodt Corp. Ml rights reserval. Miero

you can fly to airports anywhere

in the world. For even more detailed
flights, there are New York and Paris
scenery enhancements. Everything is

at your reseller. So, take off.

Microsoft




Seek out the seven secrets of life
.. .. Can you forge through the
evil that Iurks in the depths of the
eerie dungeons, the ominous
castle towers and the savage
countryside? Play alone or with
a partner. Simply, one fine
adventure and role playing
endeavor.

“The Seven Secrets
of Life”

MODEM PLAY

1 OR 2 PLAYERS WORKING TOGETHER
OR IN HEAD TO HEAD COMPETITION
BREATHTAKING GRAPHICS
FASCINATING ECONOMIC SYSTEM
LARGE VARIETY OF MONSTER TYPES
OVER 50 DUNGEON LEVELS
AUTO-MAPPING FEATURE

Circle Reader Service #110

The “Red Crystal: Seven Secrets of
Life” is for the IBM PC. It can be
obtained through your favorite
retaller or ordered directly by

calling:
908-788-2799
1993® Q.Q.P. All rights reserved.
IBM is a trademark of International
Business Machines.




The King is dead. His brother is
returning from the crusades. The
barons are vying for power. It is your
jobto challenga the rogue barons
and bring the kingdom together. The

others have made their stand, Now
you must lead your troops to victory
over mountains, swamps, deserts,
and through forests. You have the
potential . . . it's up to you and you
alone.

Bie € Yen

SUPERB GRAPHICS The "Heirs to the Throne” computer
UP TO 4 PLAYERS game is for IBM PC. It can be obtained
SIMPLE AND INTUITIVE INTERFACE through your favorite retailer or call:
GREAT COMPUTER OPPONENT 1-908-788-2739

30 DIFFERENT OPTIONS FOR EACH GAME (You or by writing to:

control it all) QQP—495 Highway 202

UNLIMITED VARIETY OF LAND TO CONQUER Flemington, NJ 08822

MANY TERRAIN TYPES (Effecting Production and Copyright 1993 Q.Q.P. All rights
Combat) reserved. IBM is a trademark of

HALL OF FAME . International Business Machines.




It Is vacation time . . . you can sit at
home watching the grass grow or
enter our world . . . LUCKY'S
CASINO ADVENTURE. This could
just be your lucky break. Everyone
can “win”, but only the best can hold
out for the full three weeks. Travel
between the many casinos, have a
bite to eat and rest in the hotels.
Nothing has been left out in this state
of the art experience of a lifetime.

Games Included: 5 Different Pokers, 8 Different
Slots (all completely different), Paigow, Bingo,
Keno, Baccarat, 3 Different Video Pokers, Money
Wheel, Blackjack, Casino, Craps, Red Dog,
Roulette, Caribbean Stud (ALL REAL CASINO
QUALITY)

Supports All Major Sound Cards

256 Spectacular Colors

Tournament Play

Scoring History

640 x 400 VESA VBE 1.2 Compatible

Three Week Adventures to experience

The “Lucky's Casino Adventure”
computer game is for IBM PC. It can be
obtained through your favorite retailer or
call:

1-808-788-2799
or by writing to:
QQP—495 Highway 202
Flemington, NJ 08822
Copyright 1993 Q.Q.P. All rights
reserved. IBM is a trademark of
International Business Machines.




The time: World War Il

The place: The South Pacific
Wage war for the sole ownership
of the South Pacific. Historically
correct battles challenge all, to
do better than the Navy did as
it happened in WWII. Not only
naval combat, but air and land
combat. Create and transport
armies to enemy ports through
air, naval, and bombardments
from your adversaries to take
over their bases.

MANY SCORCHING BATTLES TO

CHOOSE FROM

PLAY JAPANESE OR U.S. FORCES
MODEM PLAY

EXPERT MENUS OR NOVICE MENU
SEVERAL LEVELS OF DIFFICULTY
STUNNING HISTORICAL ACCURACY
HUNDREDS OF SHIP AND PLANE
TYPES

INTUITIVE INTERFACE

Circle Reader Service #202

Q@P-

" Guantum Qualky Productions, nc.
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The “WWII: Battles of the Pacific”
is for the IBM PC. It can be obtained
through your favorite retailer or
ordered directly by calling:
-90B-788-2799

1993® Q.Q.P. All rights reserved.
IBM is a trademark of International
Business Machines.
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An Early Look At Sieyra’s Outpost

Martin Cirulis is a freelance writer and Science Fiction anthor who has
vecently completed a novel with Lucius Shepard. A space game connoissenr, he
belicves firmly in the “four eXs': r'_\".f;.r’».i':.‘. {.’.\";‘).’:'H({, exploit and exterminate.

ust when | felt confirmed in my opinion of the current trends in

Science Fiction computer games, [ literally stumbled across a new

product that threw my assumptions into disarray. While arrend-

ing the World Science Fiction Convention in San Francisco this
past September, I noticed the Sierra banner flying proudly, and
promptly shuffled through the
crowd hoping to see some new
adventure game demos or maybe
even acquire some of the Mana of
every writer at a convention: Free
Stuff. Imagine my surprise when |
realized the program on display
wasn t another quality adventure
game, but was an incredible look-
ing strategy game called Ouepost.
The surprises didn’t stop there.
Not only was this a strategy game,
but it seemed ro be dusigncd for
the CD-ROM format, and it was
running from  Windows! Also,
while | stood there amazed I began
to realize that not only was this
game Science Fiction, bur the sci-
ence was so hard one could bounce a meteor off it Needless to say, |
had to know more and, after hastily scrawling “PRESS™ on the back
of a cab receipt and, sticking it in the brim of my hat, I corralled a
couple of guys who looked suspiciously like designers and went about
finding an explanation for this wonder.

“Your Mission, should you choose
to accept it...”

According to Bruce Balfour and Jon Bock, head designer and
project artist respectively, this is a game of a dark and heroic future.
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by Martin E. Cirulis

Our planet has been destroyed, but not before one massive SpaceArk
has been built to carry away the legacy of Earth tended by her brightest
and strongest citizens. The player takes the helm of this last desperate
bid for survival and must make the decisions that will either shape the
future of humaniry or bring ir to an end.

Although this plot may be a little familiar, the derail with which it
has been execured will bring sighs of appreciation from even the most
jaded SF gamer. For instance, the
MotherShip is not just a recycled plot
device from the Paramount prop de-
partment. This virtual vessel took
over two months to design and im-
plement in the game, and is a com-
posite of theoretical NASA designs
for Colony ships. The same can be
said for almost all of the equipment
to be dealt with in this game. All of it
is realistic, carefully detailed, and
lifted from the latest high frontier
research, though 1 guess they will
have to modify the probe designs
somewhat,

Of course, it’s easier to lay hands on
this kind of design information when
the head programmer’s last job was
Al research for NASA. Bruce Bal-
four's abvious love of the subject really shows through in this project.
He is sure enough of his craft that he is hoping to receive product
endorsements from prominent figures in the Astronomy and Acro-
space fields in rerurn for a possible percentage of the proceeds being
donated to various high frontier organizations.

“Will the last person leaving the Earth please
shut off the ligrilts?”
Outpost begins with a 25-year countdown to doomsday. The player

has this scant quarter century to build a MotherShip, selecr rhe

Computer Gaming World
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appropriate equipment, and  5ls
choose a staff of right-hand
people. There will probably
be very few sure bets here,
and the gamer will be left
pondering the possible trou-
bles ahead and making edu-
cated guesses as to what
combination of personnel
and equipment will enhance
survival potential. An open
line of credit with the Psy-
chic Friends Network prob-
ably wouldn’t hurt during
this phase.

Lontrol  Lewvel |_|rlp

When these choices are made, for bet-
ter or worse, and old Terra Firma is
crumbling into history, the Mother-
Ship lumbers into the sea of stars and
all personnel slip into suspended ani-
mation. But just before the lights go our
in the captain’s cubicle for a few dec-
ades, the player’s character must make
one more decision: Despite all this
preparation, the course is not yer derer-
mined, and the player must point the
expedition in the direction that will
most likely lead to a new home.

Again reflecting the realities in space exploration, Earch orbit tele-
scopes have only been able to discover which stars are most likely to
host Gas Giants (large planets like our Jupiter and Saturn). Such star
systems promise the best chance of finding something smaller and
more solid, but the player has no way of knowing if there are indeed
more viable bodies until hearing the results from
one of the scarce number of probes in the ship’s
inventory. Unforrunately, these probes only
travel at slightly more than owice the Mother
Ship's speed, so a general direction must be cho-
sen first. At the halfay point, the player’s char-
acter is awakened to analyze the more derailed
probe telemetry and choose a final, fateful target
system from the shore list of likely candidates.

As if this wasn’t enough to weigh on the mind
of the savior of mankind, the game introduces a
renegade faction within the expedition thar not
only helps themselves to a good portion of avail-
able supplies, bur has struck our on its own in
competition with the player’s crew.

“If it’s Tuesday, this must be Alpha Centauri.”

Upon arrival at the target world, it becomes necessary to
send down the robots from another detailed NASA model,
The Sced Facrory. This self-replicating robot factory prepares
the colony zone for habitation and supplies the crew with the
initial modules to be used as building blocks for Humanity’s
new home. Now the satisfying aspect of game play begins.
The player must balance needs versus resources, work versus
morale, and research versus production. The new world is not
astagnant ong, itis a dynamic, dangerous place which requires
the development of new skills and technologics in order to
ensure survival and prosperity.
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This means that in Quepost, the primary enemy isn't a
marauding alien race or some ancient relic from galactic
wars past, but capricious Fate herself. Bruce and Jon were
perversely proud of the fact that players will not be able wo
build anything that won’t break down, blow up, or just be
swallowed whole in a ground quake. Entropy is alive and
well at this Outpost. The player will be kept busy reacting
to and researching counter-measures for a myriad of new
and potentially devastating disasters. This is a game that
shows how dangerous space really is without having ro
resort to triple-tentacled Escargor-men looking for dates.

Players who are skilled enough to craft a colony that can
survive and prosper wifl evenrually encounter the band of
malcontents that checked out with those supplies. They will
have done prerry well for themselves also, well
enough to become viable competitors. This, in
turn, leads to many areas where the player will
have to decide whether to compete or cooperate.
Since prime real estate and minerals are ar a
premium in the great dark, one can readily end
up trading for desirable commodities in demand
or for technologies in which the defector colony
has pulled ahead of the player’s colony. As in any
rrading situarion, the key is to garner more than
one proffers. Note thar while raw force isn’t an
Outpost option in its current incarnation, these
negotiations are the player’s opportunity to put
the screws to the loyal opposition via economic
force. One simply has to be careful wich whar is

traded away, since traded facilities do not pick up and move, they
merely become property of the apposing colony right where they
sit—even if they sit in the middle of your colony.

“Hal...Oh Hal?”

Though some of this may sound
daunting, the program does provide
assistance. A pseudo-Al  personality
helps to fulfill the player’s duries and
warn of impending disaster. There is
also a never-ending supply of reports,
from an overall status report for one’s
entire colony to individual updates
from each and every facility under the
player’s control.

Also programmed into this game is a
micro-management system thae will al-
low one to assign mundane turn-to-
turn tasks to the computer assistant
while attending to more
important details, such as
the morale of the person-
nel or the creation of po-
lice units if one decides to
ignore their needs. This
ability to concentrate on
new tasks instead of the
same  reperitious  ones
should free this tide from
[ht’ b(Jrcdom—l":lcmr lhill
crops up in other sim-type
games.
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NOTEBIDTDK

GAMEPORT.

Finally, a Joystick
Connection for
Your Notebook!

Transform your high-performance
portable into a serious simulation
machine with the Notebook
Gameport™ Connect an
IBM-compatible joystick
or yoke and rudder pedals.
The Notebook Gameport™ not
only maximizes the entertain-
ment potential of your notebook
computer, it’s also the quickest,
easiest joystick connection
for your desktop! Ask your local
retailer for the Notebook -
Gameport,™ or call
Colorado Spectrum
to place your order.

[ = [=] L o R A [=] (=]
SPECTRUM
748 Whalers Way, E-200, Fon Callins, €0 80525

Toitersration Telephene, (30512251687

I (800) 238-5983
9-Pin
Connector
to Computer's
Serial Port

Easily connects to
all IBM compatible
notehook and

deskiop computers.

Pass-through
Serial Mouse
Port

Muouse remains
fully operational

while gameport
is in use.

Four-axis
Gameport ™
Supports joystick
& rudder pedals
simultancously.
No calibration,
jumpers or

minual speed I . { \
adjustments N B Ve o

necessary, [ S L

Circle Reader Service #49

Page 26

“Mine eyes have seen the glory.”

The graphic quality of Outpost is simply incredible, and the design
team deserves full credit for pushing the envelope on the current
technology. Considering the game will run comfortably on a 386/25
with four megabytes of RAM, the photo-quality animarion sequences
are stunning. The portions T have seen are equal to those seen on
television shows thar use computer graphics for special effects.

Granted, the game is designed primarily for CD-ROM, so the DOS
version will take 20 nu;,ah\fu-. of hard drive space to do the same job
a little slower and with less pizzazz, but even the CD-less among us
will still enjoy a beautiful 640 X 480 playing field, with each tile and
terrain - square
cralted in ex- = e
treme detail. e

Jon Bock
crafted most of
these images us-
ing  AuroDesk
3D, and the ani-
mation has been
meshed  seam-
lessly with game-
play o give
players  every
chance to sus-
pend  disbelief
and immerse themselves fully in the simulation. The decision ro use
asimple Windowsinterface is definirely a courageous choice when the
trend this year in science fiction games has been to create extravagant
and flashy interfaces, usually at the expense of gameplay. The game
is scheduled for release in March of 94 in both CD and DOS foroviits
with a Mac version likely to follow within a few months.

Oiitpaat - Tuin & | 7 =12

I)medmr upon the success of Qutpost, long-range plans include a
series of expansion disks that will extend the game universe by
developing the storyline and introducing new rules and features as
plot devices. Disks may include an actual all-out war and first contact
with an alien race. Even without these expansions, the game’s large
and accurate starmap contains hundreds of stars that change most of
their planetary values with eve

game. Hopefully this dynamic map
will keep the re-
play value high.

This game is
sure  to - create
quite a splash,
and  deservedly
so. If interacrive
cneertainment
truly wishes to
be taken as seri-
ously as books or
film, then |1
think this is defi-
nitely the kind of
high ground to
seize, In an economic climate where originality is considered a risk,
and rehashing old ideas is not only seen as smart bur is strongly
preferred to the development of new projecrs, Sierra deserves full
marks for taking a step outside their usual beaten track and supporting
a new Outpost. This is one reviewer who hopes it will grow and
prosper. cew

Computer Gaming World



You can outfly this guy...
But can your COMPUTER?

Yesterday's high speed games have pushed your personal computer to its limits.
Today's games are breaking them.
You need a computer with no limits.
You need to fly a FALCON.
Introducing the Falcon MACH 5.

The latest advance in our line of high speed personal computers, the MACH 5 is the ultimate machine for
gaming, personal and business use. It features new VESA Local Bus technology and the fastest 486 processor to
produce over 40 VGA frames per second. 30 frames per second is flicker free to the human eye. The MACH 5 is
serious hardware for serious players.

The MACH 5 comes standard with:

VESA Local Bus Motherboard with 256K Cache and Intel 486DX/2-66 Microprocessor
VESA Local Bus Graphics Card with 1 Megabyte Video Memory

VESA Local Bus Hard Drive Controller Card (4 Megabytes per second transfer rate)
4 Megabytes of RAM Upgradable to 32

1.2 and 1.44 Megabyte Floppy Drives

130 Megabyte 12 ms Hard Drive
Internal Caddyless CD-ROM Drive (350 ms) . The MACH 5 L
CTX 14" Super VGA Color Monitor IS Complete Includlng

Mini-Tower Case

Creative Labs SoundBlaster Deluxe

Multimedia Speakers

Microsoft DOS 6.0

3 Button Serial Mouse

101 Key Keyboard with Dustcover

CH Products Flightstick Joystick -
and High Speed Joystick Port{

Backed By Our 1 Year Parts
and Labor Warranty

Shipping For Only

nnunnu\\n-nnt Y
L
I‘i‘lil‘l‘l‘l‘l"‘ \“\
|
|lll‘lllllllllll“1l‘ \\
Fractal landscape created with VistaPro 3.0. 3D modeling | 0, x| v
courtesy of Oregon Data Producls. Prices subject to
change without notice. Optional equipment shown.

. n e

: To Order Call:
FALCON NORTHWEST 1-800-258-6778

COMPUTER SYSTEMS VISA & MasterCard Accepted.
263 South Bayshore Dr. Coos Bay, OR 97420 Circle Reader Service #67 Financing Available.




SNEAK PREVIEW

Fiesn Buoon Iv Twe Bows-Pu

Politics, Peril and Power in Bethesda’s
The Elder Scrolls, Volume 1: Arena

he formula is deceptively simple. A

Foozle (X) has entrapped an impor-

tant personage (Y) in a situation (Z)
from which Y is helpless to remove himself or
herself. A heroine or hero (A) is recruited to
cither face X (the wicked wizard, corrupe
king, demented demon, etc.) in a massive
magical showdown which leads to bliss (B)
for the kingdom, world, dimension, etc.
((X/A)+(Z-Y) = B) or use superior intelligence
and magic to remove Y from the clutches of
X ((A+(Z-Y))-X = B) and return the situation
to the best of all possible worlds. Somerimes,
the formula is expanded as magical artifacts
(M) are added to the scenario:
(((A+(M*x))+(Z-Y))-X = B) (where x repre-
sents the number of pieces of the artifact
which the heroine/hero must recover and
assemble in order to be able ro accomplish the
task).

The Elder Scrolls, Volume 1: Arena follows
the last and most complex formula. The
wicked wizard has entrapped the benevolent
and erudite Emperor in a dimension in which
time passes (and hence, the Emperor ages)
very slowly relative to the game world. To
further complicate matters, the wizard has
taken on the appearance of the Emperor and
no one would know about the imprisonment
if it weren't for thar wizard’s apprentice. The
wizard’s apprentice is too Mickey Mouse
(0ops, wrong apprentice), that is, too inept to
be able to rescue the Emperor by himself, so
he recruits the player’s character o accom-
plish what he cannot.

Normally, this would cause me to experi-
ence my first rebellious act of disbelicf. 1
always want to know how the player’s char-
acter got stuck in the story. I'm rarely satisfied
with the standard means of a more powerful
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by Johnny L. Wilson

patron recruiting a first level player characrer
to do his/her dirty work. Fortunately, V.J.
Lakshman and Julian Lefay, the designers of
Arena, are kindred spirits in this regard. The
reason the player’s character is chosen is be-

cause he/she is an offspring of one of four
Imperial Guards, an elite group sworn to
protect the king. The apprentice cannot re-
cruit the Imperial Guards themselves, be-
cause their absence from the side of the
faux-Emperor would alert the wizard that his
plan had been betrayed. So, the apprentice
appeals to the offspring of this elite crew in
order that they, though inexperienced, can
accomplish what their progenitors could
not—the restoration of the Emperor.

Ah, did I mention an arrifact? The artifact
in Arena is a staff of power, the magical item
used by the wizard to imprison the Emperor.

Unforrunately for the wizard, he cannot de-
stroy the staff after his nefarious deed because
the destruction of the artifact would undo his
spell and release the real Emperor. So, he does
the next best thing. e divides the staff into
cight picces and hides them all over the
known world. Naturally, the player’s charac-
ter has to collecr and assemble all eighr pieces
((A+(M*8)) in order to release the Emperor
from his cosmic captivity (£-Y) and reset the
desired equilibrium (B) by exposing the wiz-
ard (X).

Sound casy? It’s not. Bethesda Softworks
has elected to create a huge world split into
nine provinces. This means that there are
nine cultures and habirats, complete with
politics and weather. Wanr o see snow? Visir
Skyrim, the Land of the Nords. Tired of
human-looking humans? Try Elsweyr, home
of the feline race known as the Kjajiit (sic) or
Black Marsh, home of the reprilian Argoni-
ans, Add three kinds of elven races, a dwarven
race and another band of humanoids, and the
world gets fairly rich. There are desert envi-
ronments, mountainous regions and swamps,
and all funcrion with realistic terrain and
weather (snow piles up in drifts, puddles mir-
ror buildings during the rain, etc.).

Further, characters adventuring in  the
worlds of Arenawill discover that their way is
aided or hindered on various occasions by
groups with their own agendas and belief
systems: Brotherhood of War, Order of the
Gentle Hand, Order of the Red Rose, and
more. Another nice rouch is that, as charac-
ters wander the streers and alleys of ciries
within this world, they can pick up both
useful information and strange red herrings
from the citizens and denizens of these lo-
cales. Ifa rumor is valid ic will not only recur,

Computer Gaming World



"T always wished Sim Ciry had more "game" to it; Caesar has that. Caesar goes far beyond its Sim Ciry origins and
. provides the serious game player with a real lion's feast. Hail Caesar" Computer Gaming World

"Caesar has the same sort of feel to it that Sim City did, but the game play is much more streamlined, detailed

. and enjoyable. There's also a lot more here than in Sim Ciry...Incredible...a true gem of a game"
. Computer Game Review

. "Highly recommended...near perfect." PC Entertainment

- "Exciting and addicting - not to mention exhausting" Compute

. "It's a Sim City that goes further" Amiga World

Golden Triad Award Computer Game Review
Nominated for the CGW Strategy Game of the Year Computer Gaming World
Highest Score Ever Awarded To A Game PC Entertainment

Sim City ™ is a registered trademark of Maxis

Impressions-

Committed to Excellence in Strategy Entertainment

Impressions Software, Inc. 222 Third Street, Suite 0234, Cambridge MA 02142
Circle Readar Servica #73




it will become more specific as characters get
closer to its source, whether thar be a rtavern,
temple or inn. So, it pays to interact with
characters, and the program is designed to
unveil rumors, quests and helpful hints as if
one was peceling an onion layer-by-layer. This
is worthy.

Also, as in most computer role-playing
games, the player will need to complere mini-
quests in order to have enough money, re-
sources and experience to continue wich and
fulfill the main quest. In Arena, however, the
designers have taken the “people and paper”
role-playing model and tried to keep matters
so thar the compurer feels like a human Dun-
geon Master who improvises according to the
players’ actions. So, although the standard
formula for mini-quests (discovering a patron
in a tavern who hires the player’s character to
perform a mercenary mission) is used, these
quests are divided into Mundane and Noble
Quests, randomly generated by the compurer

and set with appropriate risk/reward ratios).
Also, there is a “polirical circumstances over-
lay” that will allow important quests 1o be
inserted when certain conditions are met, and
a percentage of probability that the party will
hear valuable rumors which increases by 1%
for every new experience level attained by the
player’s character,

Differential Equations

So, what makes Arena different? What's so
hot about it? Frankly, I'm impressed because
Arenais the first CRPG of recent vintage that
is using state-of-the-art rechnology to present
stunning (and fast!) first-person perspective
visuals withourt forgetting the lessons of the
past in terms of game design. | am impressed
by the frame rate and scrolling of this game,
even on a 3865X-33, and [ am delighted with
the special effects tricks used on the magic
spells,

However, I'm even more thrilled that the
design team has chosen to include question-
based character generation as in Ultima [V
(and that the questions seem more interesting
and less judgmental chan those in the classic
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ta gob for a

game); multiple paths to solve problems as in
Wasteland (chere is always more than one way
out of a situation); a risk/reward approach as
in Dragon Wars (every dungeon has short cuts
which are usually more dangerous, and safer
paths which take longer); and something of a
fame/notoriety rating as in Darklands (the
game sets up PERK (perquisite) flags when
the player’s party is successful in certain ac-
tions and these allow the characrers
to get tips, pardons and quests, on
occasion). I'm also excired thac the
game is realistic enough to realize
that players are not always going to
be successful and allows non-
player characters (NPCs) to bail
them out on occasion,

To be sure, the game features the
obligatory icon-based command
lines of most modern CRPGs.
Thereare 11 icons on Arena § com-
mand line and they are fairly self-
explanatory: Cast Spell, Steal, Use, Automap,
Draw Weapon, ete. Within thar command
line, combat orders to other members of the
party tend to be reduced to the simple “Pro-
tect PC acall costs” and “Follow me” variety,
but that’s been standard since Ul-
tima VI revised the way combart Al
was handled for other members of
the player’s party.

Yet, there are nifty new fearures
within the game, as well. This is
one of the few games where players
can customize magic spells using a
point and click magic system. The
prototype secemed very versarile and
the designers were attempting 1o
link special effects o spell elements
in such a way thar even the player’s
custom spells would look impressive during
combar, It is also slated to be one of the first
CRPGs to support Logitech’s new Cyberman,
the input device that gives vibratory feedbaclk
when characrers bump into objects or happen
to be struck by weapons. 1 haven't had a
chance to experience the game with Cyber-
man at press time, but I hope to do so, soon.

[ also like the fact thac the game
hﬂ.s no ]L'\'C'l lilTliES. C)I].L‘ dl)csn‘t
have to attain a certain experience
point level to move on, and char-
acters can keep improving, ad in-
finitum. How do the designers
intend ro enforce play balance in
such a system? Throughout the
world, there are some really
tough monsters, liches and vam-
pires in particular. These mon-
sters I]li\'(.' [hl.‘il' own l!gt’”(ll].\' :lnd
can provide some pretty hefty
balancing on their own. | haven't
experienced one of these in the early stages of
the game, but I'm looking forward to them
when the game is finished.

Final Calculation

One of my great complaints with first-per-
son point-of-view games has been thar the
designers tend to be looking for quick com-
bar, fast serolling and graphic pizzazz without
remembering the need for story, characrer
building and interaction. To me, the last year
has seen a movement that makes many first-
rank CRPGs seem more like action games on
a video game machine than the rich, sophis-
ticated role-playing experiences that first
drew many of us into the world of computer
games, Fortunately, Arena breaks the trend.
It gets back to the roots of role-playing with-
out losing the technological pyrotechnics of
its comperirors.

Arena isn’t just another flash in the dun-
geon. When it pushes polygons about the
screen, it's going somewhere, usually some-
where interesting. When it uses a special ef-
fect, it's creating an armosphere, usually a
fascinating one. Iff Arena caprures the imagi-

nation of other gamers like it has caprured
ming, it may well be the game thar establishes
the new formula for CRPGs—'P" for proven

ideas, "+ N for new technology, “+ € for
creative innovation, ‘= S’ for successful stand-
ard. Indeed, it is likely to mean (in terms of
an older arena) that the Empror (consumer)
instead of the Emperor gives the “Thumbs
Up!” CEW

Compurer Gaming World
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‘--».‘:‘:
IndyCar™ Racing is the real 3-D thing. Blast through the corkscrew at Laguna Seca. Doppler-
shiftir g Ir m,rul engines scream to the max. Suddenly, someone spins. Blam! Paris fly

v here. You slip by. Whew! Caution light. Time to pit. Take on fuel. Right side t
1‘F|J--1 front wing. Too late! You finished 2nd, Get ‘em at Michigan. Feel too real? (A

« Beal Graphics: Experience all » Real Game Play: Gobs of * Heal Set-Ups: You choose wing
new Papyrus 3-D Super Texture™ Newtonian physics calculate real angles, tire types and pressure,
technology. Bit-mapped cars, car behavior...speed, chassis, suspension, camber, gearing, and
tracks, terrain and scenery, engine set-up, tire temp and wear, more: Adjust turbo boost, brake
accurate down to the last detail; fuel load, track bank, etc... bias, roll bar settings from the
including billboards, paint hundreds of calculations per cockpit. Custom tune engines in
schemes and decals on actual second. What you do makes a the dyno room. (Or take the default
IndyCars. Tread marks “groove” real difference. car and hit the track running.)

every turn to help you find the line.

From the creators of

Indianapolis 500%: The Simulation™
First In a serles of Real World 3-D
Racing Games

N thae BB

A V4
|

L — Bistrl lusively Idwide by
» Real Race Tracks: Michigan Virgia Games; Inz,
International, Laguna Seca,
Milwaukee Mile, Long Beach... Tha lndlanapolls S0 1a 8 180 of the
you get it all in IndyCar™ = I
Available’ Racing...right down to the grass, e e
November 1993 fans, stands and six real TV . Actual IBM PC screens shown,

camera-type replays from Circle Reader Service #108
i car-cams to blimps. ke



Electronic Arts software
for the 3DO system is
about to revolutionize the
way you play games. The
new 3DO0 system delivers
photo realistic graphics,
CD-quality sound and
gameplay so real it's hard
ta tell where your living

room ends and the soft-

ware begins.
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tive technology throughout

our ten year history. We

have supported all of II-_ne

B

platforms, and led the pack

[

onto the Sega™ Genesis™ p '
Now we've recognized the I
technological leap 3DO has
to offer and we're plan-
ning to introduce twenty

3DO

new titles for 2D0O over

the next twelve months.



the NFL aad lis
Uinless alhormise

We are developing titles
with Hollywood-style
special effects, full-color
video and intense game-
play. This new software
ranges from Sup_er Wing :
Commander® to PGA
TOUR® Golf to Peter Pan.
Grab the controls of your
fighter jet and stop the
alien invasion in Shock
Wave Fight your way to
the Super Bowl®in John
Madden Football] your
cleats biting into the turf.
Rip lhrﬂl‘.lgh the squalid
city streets, the cold,
hard bite of a steel chain
assaulting your face in
Road Rash” It's software
as you've never seen it be-
fore. Face the future with

Electronic Arts and 3DO.

ELECTRONIC ARTS
Circle Reader Service #62
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Computer
Gaming World’s

‘th Annual
Holiday Buying
Guide

anta Claus isn't the only computer game addict among

our readership that waits until the last minute to

spread his holiday cheer. To help him and his fellow
gift-giving procrastinators, every year we try to round up as
many of the newest games as we can lay our hands on so
that we can provide our celebrative readers with a sleighful
of screen shots and information prior to the holiday buying
season. Of course, we aren’t fortune tellers, so we can’t guar-
antee which games will actually ship in time to appear in
your holiday stash, but we've been careful to include only
the games that are on final approach for their landings on
software shelves. Also, since we haven’t experienced the
complete games, the mentions in this buying guide do not
constitute a full reccommendation. Our goal is simply to
describe those games which we think will be of interest to
our readers.

This year, the good news is that the software elves have
been very busy, so we have lots to write about. The bad
news is that we looked at many of the games in pre-release
form, so we can’t provide all the hard technical data chat
many of our readers would like for us to publish. Still, what
we have tried to do is describe the games well enough that
all the good little boys and girls can decide what software or
hardware they want for the holidays. They can circle and
highlight their favorites, and subtly drop this issue in the
hands of their favorite Santa, Father Christmas, Hanukkah
Harry, sugar daddy, parents, grandparents, spouse or signifi-
cant other.

ILLUSTRATIONS BY KELLY FREAS
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Archon Ultra: The original Archon was one
of the early ritles developed by a young, bold,
visionary group of “software artists” that were
going to “realize the potenrial of the personal
computer.” Among these Electronic Artists
were Paul Reiche, Jon Freeman and Anne
Westfall, whose broading visages graced the
record album-like packaging of the first “bat-

Archon Ultra

tle chess” game. Although the game was set
on a chess-like board, and the players chose
one of two scts of picces, Archon was only
looscly based on the chess paradigm. Players
moved their picces around a grid in an at-
tempt to capture strategic “power points,”
while the board’s “luminosity” eycled under-
foot, constancly changing the balance of
power. The use of magic made the contest
even wilder: the “king” piece of both sides
could summon elementals, shift the flow of
time, resurrect pieces from the dead, and heal
the wounded. When two creatures met on the
field of battle, the play dropped into an action
intensive batte of joysticks.

Archon Ultra takes all of the elements of
Arehonand the sequel, Archon I, and updares
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this, Brothers!”

them with current graphics and sound. The
game play hasn’t change all that much,
though creatures now have extra combat
powers, and the dynamics of the “luminosity”
cycle have been tweaked. Graphically, the
creatures have refined animated movements,
and there are a variety of 3-D baulefields with
terrain objects to add variety to the combat
stew. Even afier 10 years, Archons blend of
action and strategy is fun and unique, and
should please the joystick-bangers among the
new generation of gamers. Strategic Simula-
tions, Inc., IBM ($49.95).

Doom: If action gamers were knocked back
on their heels by Wolfenstein 3-D, then they'd
better pad their prominent posterior protru-
sions before booting Doom. “Visceral” was a
word thrown around in discussions of Wolf
3-D, but Deom will redeline the term in the
gaming lexicon, and “gratuitous” comes no-
where near the description of Deom § violent
excesses. The player (or players, through the
intended network and modem options) take
the role of a space marine in a brutal and
bloody battle with The Ultimate Ewil, ﬁghl‘-

HEALTH L1 TER

Doom

ing level by level, down through the stories of
a space station in search of Evil’s wellspring,
The graphics are superb, with stunning light-
ing effects and art that could only come from
dark and demented minds. The floor plans of
the levels, no longer limited to the rigid an-
gularity of Walf 3D, are richly intricate, and
the overhead map urility will be the gamer’s
constant cartographic companion. The depth
of the game play has notimproved much over
Walf 3D, though there are buttons and levers
that one can push and pull to uncover secret
passageways and weapon caches. Id may have
been slightly optimistic when they said Doom
would play well on a 3865X; gamers will most
likely need a 4806 to get the experience that
the designers intend. But whar an experience!
Id Software, IBM ($40.00, Episode 1 is share-
ware and available for the cost of shipping and
handling by calling 1-800-Id-Games).
Dyacula: Like something out of Tim Bur-
ton’s The Nightmare Before Christmas, gamers
may find Psygnosis’ Dracula stuffed in their
stockings. Donning the garb of a vampire-kil-
ler, the player takes the role of Jonathan
Harker and sets out to destroy the infamous
Count. The macabre world of Dracula is a

Dracula

free-scrolling, 3D  environment strongly
reminiscent of Id’s Walfenstein 3D. There are
three stages to the game, and the objecr is to
destroy a cerrain number of monster-generat-
ing coffins ro proceed to the next stage. The
player scrambles around a tedious maze of
corridors gathering innumerable keys to un-
lock innumerable locked doors, while hoard-
ing bullets, food and holy walers to keep
supplied. The game play, the graphics, and
“me-too” game engine are—like Keanu
Reeves’ acting in the Copola film—unin-
spired. Psygnosis, IBM ($59.95).

Earth Invasion: Raise shields and arm
weapons, Windows gamers. It’s time to pre-
pare for an Earth Invasien! Offering photo-re-
alistic True-Color graphies (plus standard 16-
and 256-color VGA graphics), full MIDI
sound support, fast 3D scrolling, smooth ani-
mation, five difficulty levels, and over 30
levels of play, Earth Invasion gives the player
three complete games in what are the most

Computer Gaming World
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01993 Spectrum Holn

LOAD THAT CAN
LEVEL A TOWN. ez
MAYBE THE BRITISH AREN'T SO
CIVILIZED AFTER ALL.

The Tornado. The plane that shredded runways  Integration and Spectrum HoloByte, you'll sit
and totaled buildings during the Gulf War. The plane in a cockpit where the analog dials actually work.
that can scan the You'll operate the Thermal
terrain ahead and  Imaging And Laser Desig-
automatically hug  nation (TIALD) system
every hill and val-  which zooms in on targets
ley at just 200 as small as the turret of a
feet. And the plane  tank from as high as
with wings that 20,000 feet. And you'll
sweep forward to even control a squadron with

Come in low and fast, and you can actually see

Hie;cables 'r kb bridge youre abotk toiazs, maneuver a mission planner so
through tight bombing runs and sweep back a accurate it's used to Seoee
to outrace even the fastest fighters. Dieital | ; train real Tornado pilots in the RAF.
Now you can climb into Britain’s hottest |gitaJ ntegratmn Fly this devastating aircraft once,
plane without joining the RAF. With Published by and you'll be glad the British

Tornado, the flight sim from Digital spectr um HBIBBY te are on our side.

For Visa/MasterCard orders call 24 hours a day, 7 days a week: (800) 895-GAME. For technical questions call (510) 522-1164 (M-F: 9rn-5pm Pacific Time).
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advanced action games available for win-
dows. Earth Orbit Mission is reminiscent of
Galaxian, Ground Defense Mission offers
Defender-style action, while Deep Space Mis-
sion takes off @ la Wing Commander. Require-
ments, however, are a touch on the heavy
side, demanding a 386/SX 25MHz system or
berter (though it definitely plays best on a
486), AMB RAM, Windows 3.1 and DOS
5.0. An accelerared video card, preferably
offering True-Color, is best, though not re-
quired. Sounds and music are exceptional
with a 16-bit sound card and MIDI; 3D
graphics rendered in Autodesk 3D Studiovisu-

Farth Invasion

ally steal the show. 3DI Productions, Inc.,
IBM with Windows ($39.95).

Fivefall Arcade: In the style of classic, fast-
paced video games comes Firefall Arcadle for
the Macintosh. The choice is a simple one in
this game of skill and agility—kill or be killed.
As the player tries to make his or her way
through nine, heart-pounding levels of ex-
citement, ferocious fireworms, sfink_v sliders,
and the perpetual “death star” all stand in the
way of success. Fortunarely, rriads, hear seek-
ers, cannons, and V12s are ar the p];lyvr'.t‘.
disposal. Every bit of firepower will be needed
to survive. Employing 3-D animated effects
and a cool soundrtrack, Firefall Arcade serves
up a visual and audible treat. However, it will
test one’s mettle—only serious trigger trip-
pers need apply. Inline Software, Macintosh
($49.95).

Joe & Mac Caveman Ninje: A, to return
to our ancient past when an axe wok care of
our enemices and a good knock on the noggin
got you a date. [Fyou're pining for the prehis-
toric in the Fred and Barney vein, this capti-
vating sgame will have you beating your chest
and whooping with delight. In one- or two-
player mode, the objecr is ro hurl axes, roma-
hawks, fircballs and stone wheels at your
enemies while picking up valuable nuggets
like food and bonus points. If Joe or Mac
down the chili sauce or cat a hot pepper,
they'll cook any barbarian in their path. Ene-
mies include preranodons, elecrrified flying
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Joe & Mac Caveman Ninja

fish, poisonous seed-spitting plants, and a
giant dinosaur or other ill-tempered meanie
which must be dealt with on each level to win
the fur-clad babes and move on. 'rom the
“stone wheel” packaging to the comical, at-
tractive graphics and the upbeat jungle music,
this game is an entertaining delight sure to
liven things up in Bedrock or wherever men
still ear mear. New World Computing, IBM
($29.95).

Mad Dog McCree: In the tradition of coin-
op games with laser guns and video villains,
American Laser Games has released Mad Dog
MeCree. Players take on the role of a no-name
stranger (a lz Clint Eastwood’s vintage char-
acter) who comes in to rid a western rown of
the tyranny of the title villain, McCree him-
self. To do so, the game shurtles the player
through first-person gunfight after first-per-
son gunfight. The good news is that the
scenes are reasonably well-acted and have
Ullﬂllgll I'EIIIEIOITIITL'SS t]]:l[ one cannot T'I']L'l'(‘.'l‘\'
memorize every sequence and move quickly
through the game. Some of the stunts are as
good as those we've seen at Universal Studio’s
stunt show. The bad news is that it is a
rl:l:lli\'l.")’ .‘illllri g;ll]l{.’ [)‘\’ L‘Ull}pull.'r gill]lc
standards (though perhaps not by multime-
dia standards) and the action may not be
paced fast enough for the most jaded cwitch
and flex fans. On the IBM, it may well be the
action game “for the rest of us” since the
mouse makes a formidable pistol and the pace
scemed just challenging enough. Unforru-
nately, the Genesis and 3DO conrrollers
seem sluggish in comparison and reduced the
enjoyment of the overall experience. Ameri-
;

Mad Dog McCree

can Laser Games, IBM with CD-ROM,
SepaCDand 3DO ($59.95, $54.95, $59.95).

Metal ¢ Lace: Anime fans, as predomi-
nantly male as action-oriented  gamers,
should appreciate some of the beautiful
round-eyed females who are draped in seduc-
tive poses to provide the ambiance for this
game. The game itself, however, offers merely
some new Sljin on one UI‘ Cl’}l]‘lp].l[i_'l' gl{['ﬂL"
dom’s oldest ideas: man-to-man or machine-
to-machine combar a la Karateba, Street
Fighter, Bad Dudes, Budokan, Tongue of the
Fat Man and a cast of thousands. The spin is
that there is something of a role-playing wrap
around the arcade sequences (interaction in a
sleazy bar, cumplult‘ with bimbos and a place
to pick up new weapons) and that the com-
batants are not men. Indeed, these are female
"'mechs (Robo-Babes in the game’s fiction)
out of another Japanime tradition—the
robotic sagas. Megatech, IBM
($49.95).

Rebel Assault: May the Force, and a CD-
ROM, he with the Star Wars fan this |1(!|id.1)'
scason. In this game of hot n” heavy joystick
action, LucasArts uses actual music and dig-
itized footage from the Star Wars films and
3-D) rendered graphics to put on one of the

warrior

Rebel Assault

hottest sight-sound shows to be seen from a
CD-ROM game. The player will don a Rebel
flight suit and blast his or her way through 15
different action-oriented sequences: navigat-
ing the hairy canyons of Beggar’s Canyon,
weaving through an asteroid field with TIE
fighters in pursuit, making a suicide attack on
a Star Destroyer, and blasting through the
Stormtrooper-infested hallways of a Rebel
base, among others. In terms of game play, it
is very simplistic and is reminiscent of carly
laser disk coin-ops—but what a show! Lu
casArts, IBM with CD-ROM ($69.95).
Shadewcaster: As described in CGW#111,
Shadowcaster's 3-1 “in-your-face” graphics
make this game a “must play” for every hack
and slasher. Player characters get o morph
into six different creatures (with differing at-
tacks and strengths) in order to fight some of
the most fascinating monsters ever o grace

Computer Gaming World
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computer screens. When the art from Raven
Software (1he Black Crypt) is combined with
the game engine from Id (Wolfenstein 3D,
Deom) and the soundrrack from Origin, the
resultis extra special. In addition, gamers who
opt to purchase Logitech’s CyberMan (see the
hardware section of this buying guide) will
have an extra-special sense of being there
since rthe input device vibrates in the gamer’s
hand every time the enemies score a hit.
Origin Systems, Inc., IBM (§79.95).

Shadowcasler

Spectre VR Old timers might remember
the classic arcade games in the tradition of
Battle Tank and Asteroids. Now, these crude
wire-frames that evolved into the polished
prize of Spectre have undergone yer another
evolution. This wild, polygon-filled scroller
shoot-"em-up is just right for multi-player
good times on IBM and Macintosh networks,
as well as solitaire fun on a single computer.
In this sequel product, new enemies such as
slicers and smart acid pools will trouble play-
ers, bur improved weaponry such as spinners,
proximity mines and pulse bursts provide
sufficient antidotes. Network players will be

happy to hear that up to 8 players can be
accommodated in over a dozen enhanced
network scenarios. Best of all, there is even a
scenario editor called the VRchitect. Now
you can be the master of all you survey and
create levels of action that no computer could
ever dream up. Velocity Development, IBM

and Macintosh ($39.95).
Speed Racer in the Challenge of Racer X:

Imagine Outrun with a plot. Speed Racer uses
the familiar characrers of the popular ani-
mared series (a first experience with anime for
many gamers), voice clips, and some plot
devices [rom the television series to enhance
what would otherwise be just another driving
game. The mechanics have the feel of many
a coin-op racing game, but there are addi-
tional features to be added to Speed Racer's
Mach 5 racer, and scenarios built into each
race, just like in the cartoon. For example,
camers accelerating through the Valley of
Destruction have to find a particular oppo-
nent and push the bad guy’s car into a spin-
out. This action will cause a pincapple (with
typical hidden jewel) to fly out of the car so
that the police can arrest the international
jewel smuggler/race driver, Those looking for
a simulation will be tremendously disap-
pointed. Those looking for a clever acrion
game with a lot of nostalgic twists simply
won't be able to resist. Accolade, IBM
($59.95).

The Geclwad Games of the Galaxy. The
evil Cybergeek has imprisoned King Wacky
in a jar of jalapeno jelly, and only a geckwad
can save him. Fortunately, if you buy this
package, you are just the Geekwad Tsunami

is looking for. Talk to the space spoofs on the
Bridge to learn how to beat Cybergeek at five
arcade gamesand free your pickled ruler. Carl
Raygun introduces you to Beefender, where
flying cattle of the Bovine Liberation Organi-
zation (BLO) must be shot down in two-di-
mensional space. Isaac Claponclapov teaches
tactics for Grogger, a tricky dodge and hop
game set in a galactic carhop. A Yoda look-
alike offers a shareware-style shooting game
where flipping quarters at pesky solicitors
makes them go away. In another game, Earth

Speed Racer

Last, intergalactic garbage such as cigarcree
butts and nauseous effluent must be “bagged”
to score points. Finally, Captain Major Buzz
Armstrong with his six-pack support system
monitors Phlegmings, the best take-offin chis
package. Tiny walking Phlegmings musr be
whacked by your spaceman with a golf club
and a healthy swing, lest they gum up his
spacesuit, Flicking Phlegmings can be phun,
but overall Geekiwad is a cute collection of
shareware-quality games for the unabashedly
imbecilic. Tsunami, IBM ($34.93).

Xmas trees delivered anywhere . . . “Oops!”
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Companions of Xanth: As previewed in our
July issue (CGW #108), this graphic adven-
ture breaks new ground for Legend Enter-
tinment. It is their first release using a
parserless interface (there is a parser, but it is
nearly transparent) and it is a very funny
game, based on an interesting literary license.
When Piers Anthony wrote A Spell for Cha-
meleon, the first Xanth novel, he certainly
couldn’t have expected the number of forch-
coming titles it would generate. Liven less
would he have expected that the competition
described in one of those Xanth novels would
appear as a separate computer game, Based on
the novel Demons Don't Dream, Companions
of Xanth offers some traditional adventure
game puzzles, but it also has some that cannot
be solved withour the help of the said “com-
panions,” characters familiar from the Xanth
books themselves. Legend Entertainment,

IBM ($59.95).
Dracula Unleashed:. \When the Count says
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he wants to neck, young damsels will end up
with more than a hickey. They will, in fact,
find the experience very draining. In the wake
of Bram Stoker's Dracula, and in prepararion
for Halloween, Viacom New Media (for-
merly ICOM  Simulations)  has released

1’.)?‘(}'{'#{3{! U?.‘!t'{ij)‘:?é’tf. l}'lt.“ 1:1[{'.’5[ ﬂ.ll(l gl'l.'il[lfst [}l"

their CD-ROM titles. Based upon the game
engine employed in Sherlock Holmes, Consult-
ing Detective, Dracula Unleashed features im-
proved audio and video, and, for those with
appropriate graphic cards, a re"vamp"ed
SVGA interface. The result of these improve-
ments can be readily seen and heard from the
moment the story begins to unfold. Video
clips exhibit remarkable clarity, smooth flow
and precise lip sync. Acting is professional
and, thankfully, believable, audio descrip-
tions spice up the armosphere, and on-line
assistance provided by ol” Van Helsing him-
self (audio only) helps familiarize the player
with the gaming system and available op-
tions. Gamers with a taste for the macabre
will find their cravings nurtured and their
fears unleashed in this interactive horror
movie. Viacom New Media, IBM with CD-
ROM ($69.95).

Fables & Fiends: The Hand of Fate: In this
sequel to The Legend of Kyrandia, the first title
in the Fables ¢ Fiends sceries, attention turns

12 UULLE
& BABBERG Br

A swarm of fireflies

@ B

Companions of Xanth

to Zanthia, the femme [atale of Kyrandia and
most impulsive of the mystics. As prominent
figure in this story, Zanthia must save
Kyrandia from a strange curse placed upon
the land. It seems thar Kyrandia is slowly
disappearing, one tree, rock, and blade of
grass ava time. In addition to a more involved
story and tougher puzzles than faced by Bran-
don in the original Kyrandia, romance
blooms forcing Zanthia to deal with the inept
affecrions of her suitor, Marko. One can ex-
pect this visit to Kyrandia to offer signifi-
cantly more challenge and play rime than its
I)rt‘({t_’c&'ﬁﬁnr‘ .Ir\S l’xp(:crt:(], g()rgt'.f_ms gr;l P]'I ii.'s,
atmospheric music and rib-rickling humor
abound. Technological improvements pro-
vide more accurarte scaling and more realistic
lighting in this enchanting game experience
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from one of the leading developers of ani-
mated adventures. Westwood Studios/Virgin
Interactive Entertainment, IBM and IBM
with CD-ROM ($62.99).

Gabriel Knight: Sins of the Fathers. This
gaming exercise in terror is an adventure
game that builds on myth, symbolism and
superstition in order to pull the gamer into a
dark and dramatic world. Gabriel Knightis a
writer who investigates a series of bizarre mur-
ders (for the purpose of writing a novel) and
discavers thar there is mare ro both the erime
and himself than he had previously consid-
ered. The dark paletce of the arvwork is remi-

Dracula Unleashed

niscent of a graphic novel that couldn’t be
approved by the Comics Code and is out-
standing in setting the mood. The sound
effects and music add to the intensity of the
playing experience, and the conversarions are
richer than we can ever remember having
experienced in one of Sierra’s graphic adven-
tures. Sierra On-Line, Inc., IBM ($69.95).
Goblins 3 Continuing with the outra-
geously charming wit and cartoonish ani-
mated antics that made the first two Goblins
titles so popular, Goblins 3 is destined o
amuse, entertain and puzzle all who step into
the crazy world concocted by the French
designers at Cokeel. In this particular branch
of the Goblins story, the unlikely hero is
Blount, a journalist by trade and an adven-
turer by heart. Having always wanted to visit
faraway lands, this headstrong writer and
hard-headed goblin sets out for Foliandre

Mountain in search of the Jewel of the World,

Fables & Fiends: The Hand of Fate

Gabriel Knight: Sins of the Father

a famous artifact thought to bestow special
plvasurcs to the individual who will take ir ro
l]iﬁ }?UUPI“. \V:llch l;IUllnl L}]Etllg'.' I‘I'UII.] a
weakling to a true hero as he shrinks, grows
to giant size, sprouts wings and transforms
into a werewolf. Bizarre fun guaranteed for
the puzzle lover. Sierra On-Line, Inc./Cokrel
Vision, IBM ($39.95).

Plumbers Don't Wear Ties: Billed as an
interactive romantic comedy and coming
FI'()I“ a1 new l“lllfin'll‘.di&] ('.ﬂl'l"l.l']ﬂl'ly I'liln\l,’(l
United Pixtures, we thought that an interac-
tive soap opera had finally hit the SVGA
screen. Instead, the minimally interactive
story is more like a radio play with digitized
pictures. To be sure, some of the digitized
pictures are of rather prurient interest, but the
pacing of the digitized speech is amateurish
and the interaction is much roo limired. One
has more of a fecling of playing a full-color
version of television’s National Driving Test
with the verb “Dating” substituted for “Driv-
ing‘” rather than m;lL‘ing a real difference in
the story. United Pixtures, IBM with CD-
ROM ($23.95).

Police Quest 4: Open Season

Police Quest 4: Open Seasom: Former L.A.
Police Chief Daryl Gares played a leading role
in designing this latest offering in the Police
Quest series. Beginning with the brutal mur-
der of one of 1.A's finest, the p|:!_vcr dons the
badge of a detective on a bizarre murder case.
Life as an L.A.P.D. homicide detective is no
picnic: as if the bad guys weren’t rough
L‘ll[lllgh. rllL' I'llil-\"(_’r must L'(.’ill \\'ith thl_' P].'t'SS,
and must follow strict police procedures atall
times. From the manual thar reads like “the

book™ that officers must go by when enfore-
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SURROUNDED BY ANTI-RIRCRAFT.
HUNTED BY SAMS. EVEN MACH 2 ISN’T
FAST ENDUGH. IT°S A STORY CAPTAIN
DEAN PENNINGTON DIDN'T THINK HE'D
LIVE TO TELL. WOULD YOU=2?

-

A TRUE STORY

Kuwait, May 23, 1991. Captain
Dean “D-Dawg” Pennington dives
to take out an Iraqi 85mm gun
emplacement below. “Flares, break
left!” his wingman screams. He
wrenches the stick just as a SAM

explodes 10 feet behind his I-16.
Anti-aireraft batteries now open up
all around, engulfing him. Too low to
avoid the anti-aircraft, too slow to
evade another SAM, he’s faced with
a hopeless choice and less than a
quarter of a second to make it.
Lighting atterburners, he rockets to
safety before they can lock on again.

THE STANDARD BY
WHICH OTHER FIGHTERS
ARE JUDGED

Captain Pennington survived
on skill, nerve and the awesome

- - .

capabilities of the 16 Fighting
Falcon. Nothing, aside from a true
F416, captures the “hair-on-fire” feel-
ing of flying America’s most deadly
fighter like Falcon® 5.0, Spectrum
HoloByte's computer simulation.

E;"llcrtaqu -------------- o

ALCO

A HIGHER LEVEL OF FLIGHT
Unlike some sims, which more
closely simulate the arcade expe-
rience than the flying one, Falcon
8.0 features a depth of play

o Tnano i

life. Like real pilots, you'll fly
with a wingman, allowing you
specTRUM 1O engage in
aerial tacties
like bracket

maneuvers.

With Faleon
£, up to siz
players can

mano, May the
h{'.‘il’ T W,

HOLOBYTE

Instead of enemies who fly in
circles, Falcon 8.0 adversaries fly
according to true fighter doctrine
so they're no pushovers. And
Kuwait looks like Kuwait since
real geographic theaters are
faithfully mapped.

NOT JUST A SIMULATION
OF A WARPLANE
A SIMULATION OF WAR

Falcon 30 lets you fight as part
of an entire campaign. The mis-
sions you fly play a erucial role in
your side’s success. But they’re not
hard-wired. Each result affects the
overall war effort—and delermines

your next mission. Succeed

R

—_——

r Visa/MasterCard orders call 24 hours a day, 7 days a week: (800) 695-GAME.

For technical questions call (510) 5221164 (M-F: 9AM-56rM Pacific Time).
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and go on to hit the enemy in his
own backyard. Fail and find the bad
guys breathing down your neck.

FALCON 3.0 vs. MiG-29

' ]

§J@-29 Vs FALCON
Xp ol

Electronic Battlefield Series simululions link up.
Soyou don’t fust choose your mission, you choose your
airerafl. Care to fly for the other side, comrade?

THE ELECTRONIC
BATTLEFIELD SERIES:
THE ULTIMATE
CYBER-BATTLEFIELD

Choose from multiple aircraft,
multiple theaters, even which
side of the conflict to fight on.

e

Go head-to-head over a modem or
with up to six players over a net-
work. It's possible because each
Electronic Baltlefield Series
title works with the others, from
MiGG-29™ to the upcoming F/A18
simulation. There’s even a multi-

media guide to air-to-air combat
called Art of the Kill™ to help you
fly like an ace. It all starts with
Falcon 30.

The simulation for people who
want to fly the not-so-friendly
skies.

Spectrum HoloByte

ELECTRONIC BATTLEFIELD SERIES
The fight of your life.
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ing the law, through mandatory weapon
qualifications, to visiting actual police “hang
outs,” and dealing with the citizens and scum
of 1.A., ane finds a remarkable degree of
work-a-day police realism as a result of Gates’
contributions. Set in a new, enhanced game
engine with marvelous digitized back-
grounds, this game may be more appealing
than True Crime television. Let’s just be care-
ful our there.... Sierra, IBM and IBM with
CD-ROM ($69.95 floppy; $79.95 CD-
ROM).

Quest for Glory 1V: Shadows of Darkness.
Fans of Lori and Corey Cole’s award-winning
Quest for Glory series will be pleased to know
that Shadows of Darkness, their [ourth Quest
for Glory game, will soon be out on store
shelves. This larest title, an unusual combina-
rion of the animared adventure and role-play-
ing genres, takes gamers to a mythical
Transylvanian valley on a quest to rid the land
of evil and face the Dark Onc himself. Prior
to that encounter, however, players will have
to survive a realm filled with the undead,
wraiths, vampires and grotesque monsters

Quest for Glory IV: Shadows of Darkness

(including a rabbir reminiscent of the furry
little beast from Maonty Python and the Holy
Grail). In the role of either a fighter, magic
user or thiel, the player must fight, conjure or
steal their way to success, Shadows of Darkness
fearures an improved icon bar with more
available options, an upgraded arcade combat
system, and the ability to import one’s hero
from previous games or begin anew. Three
skill levels allow gamers to adjust play to their
liking in this adventure designed to provide a
unique blend of dark suspense and light hu-
mor. Audio and graphics are rraditional Sierra
quality, employing a style that lends interest-
ing substance to this supernatural game
world. Quest for Glory IV: Shadows of Darkness
looks to be another award winner,
IBM ($69.95).

Return to Zork: As previewed in CGW
#112, the familiar environs of the Grear Un-
derground Empire have been transported to

Sierra,

a world of live-action video. The game sports
an innovative pop-up interface and some
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Sam & Max Hit the Road

tough, bur often illogical puzzles. The game
is divided into three different sections, but the
largest and most important one is the Great
Undergound Empire itsell. Players, as the
unnamed advenrurer(ess), musr discover the
reason behind the disappearance of the popu-
lace of West Shanbar. Both the loppy disk
version of the game and the CD version sport
marvelous images and special effects (particu-
larly when played with the Reel Magic board
from Sigma Design), bur the CD really
shines with an excellent original score per-
formed by an actual, rather than synthesized,
orchestra. Activision, IBM, IBM with CD-
ROM ($79.95).

Sam & Max Hit the Road: LucasArts had
to change their philosophy about interfaces
in order to make this game work. Sam & Max
are two talking animal detectives in the weird
and wonderful world of comic artist Steve
Purcell, Purcell is the artist that LucasArts

taps most often when they need some kind of

odd physical comedy, but his comic books are
also noted for a sardonic wir exrraordinaire.
Since part of the fun of the comics is being
surprised by the witticism of Sam & Max the
talking dog and rabbit, the designers opred
not to use pull-down menus of typed out
conversational  gambits. Instead, players
choose the general attitude that Sam and Max
will show in a conversarion and the wise
remarks tumble our faster than BBs from an
overturned carton. In addition to presenting
the largest characters placed on-screen in a
LucasArts graphic adventure, the game fea-
tures a pop-up interface so thar the entire
screen is used for animation. In graphic ad-
venture tradition, Sam & Max are dnu_rul

Simon the Sorcerer

from location to location solving puzzles as
they go, bur these are locations right our of
our thltlhuml memories. Anyone who has
ever read the enticing billboards for tourist
traps will be able to identify with such exotic
artractions as the combination alligator farm
and miniature goll course, or the world’s
largest ball of twine. To top off the humor,
the game features some zany (optional) ar-
cade sequences for the eye-hand adept. Lu-
casArts Entertainment, [BM ($59.95).
Simon the Sorcerer: Start with a spellbook
and a large cauldron filled with swamp water.
Mix in a dash of Altered Destiny, add a smid-
gen of .-"c{;f nd of Kyrandia.'I’ hen, blend in a
large portion of The Secret of Monkey Island
topped off with a hint of Waxwerks and mix
well. The resule? Simon the Sorcerer, a wacky,
tongue in cheek quest about an adolescent
out to save a magical dimension from an evil
wizard. With humor most closely resembling
that of LucasArts’ /‘-’f't}m('ty Island, Simon the
Sorcerer features a rich world of tasty puzzles

Star Trek: Judgment Rites

designed to test the wits of the most astute
adventurer while keeping the humor level
turned up o maximum. Actractive graphics,
lifelike animation and a catchy soundtrack
draw the player into this tale of a boy and his
dog as they cross dimensions to meet beer-
swilling trolls, werefrogs, a company starved
e. Playing Simon the Sor-
cerer is guaranteed to bring a touch of joy o
the holidays. Activision, IBM ($49.95).
Star Trek: Judgment Rites: Once again it's
time to boldly go where no one has gone
before. Interplay’s sequel o their first Star
Trek adventure, Judgment Rites, is like its
predecessor, with eight episodes in the tradi-
tion of the classic television series. Each epi-
sode consists of a specific mission requiring

swampling, and mor

the usual dose of puzzle-solving in order o
progress. Further, all eight episodes are part
of one overarching plot which becomes in-
creasingly apparent as the player reaches the
game’s conclusion. Space combat also plays
an important role in Judgment Rites, as ic did
before. Fortunately, though, those “enter-
prising” folks at Interplay have increased

Computer Gaming World
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playability by allowing gamers to select a
combat difficulty level equal to their space
fighting prowess and interest: Federation Ca-
der, Cader Graduate, or Seasoned Veteran, In
addition to the elements that made Star Trek:
25th Anniversary so entertaining, are the in-
clusion of new, detailed artwork, fresh musi-
cal scores, more sound effects from the
original series and improved game interaction
through an enhanced icon interface. Those
who enjoyed their initial “trel” with Inter-
play will certainly find Judgment Rites a nos-
talgic and entertaining experience, especially
so with the digitized voices of the original cast
members—IKirk, Spock, Bones, Uhura, Sulu,
Chekhov and Scorry. Romulan Warbirds,
Klingon Battle Cruisers and LElasi Pirates be-
ware! Interplay Productions, Inc., [BM
($59.95).

The Beverly Hillbillies: “Come and listen
to my story "hout a man named Jed, a poor
mountaineer barely kept his family fed. And
then one day he was shootin’ at some food...”
and Capstone stepped into licensing crude.
Spoils, that is. Properties, movie rights. Cap-
stone has added yet another license to their
stable with the computer rights to Twentieth
Century Fox's The Beverly Hillbillies. In this
new acrion adventure based upon the movie
of the same name (featuring the whole Clam-
pett clan of Jed, Elly May, Jethro and
Granny), the player assumes the role of ol
Uncle Jed himsel(. From Bugtussle to Beverly
Hills, Jed must take his family from scimmin’

The Beverly Hillbillies

oil in the nearby swamp to swimmin’ in the
cement pond, collecting a heapin’ helpin” of
inventory items along the way. Incorporaring
a very simplistic graphic interface, modest
VGA graphics, a tolerably passable audio
soundtrack and predominantly banal puzzles,
The Beverly Hillhilliesis definitcly a light duty
action/adventure romp. Though the neo-
phyte or occasional adventurer may find it his
jug of moonshine, serious adventurers should
look elsewhere for their requisite dose of
questing  entertainment. Capstone, 1BM

($34.95).
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“Hil him again, Santa — he’s still wigglin’!”

Electronic Reading Land: The first in D.C.
True's early learning products series, The Jimi
Learning Experience, Electronic Reading Land
teaches children 3 to 7 years old how to read.
Hosted by Jimi, a fully animated learning
guide and partner, this edutainment program
incorporates digitized speech (over 500
words), animated graphics, music by Jimi
Hendricks and a host of activities designed to
make the process of learning to read a fun and
exciting experience. Emphasis is placed upon
building phonic skills, nurturing reading in-
dependence, and developing letter sound cor-
respondence and phonemic awareness. While
not up to Sierra’s titles in graphic splendor,
Electronic Reading Land is stll graphically
appealing, especially to its rarger audience.
Audio and visual feedback to the learner is
effective, emphasizing pronunciation and
spelling skills. An on-line Parents and Teach-
ers Guide completes the package, providing
direction and assistance to those directing the
learning process. In all, Electronic Reading
Land looks like a fun way to get early readers
hooked on phonics. D.C. True, Lid., IBM
($49.95).

il

Electronic Reading Land

Fatty Bear Fun Pacl: There is no betrer
mediator berween an aspiring youngster and
a computer than Fatty Bear. This cherubic
teddy talks in a compelling cartoon whisper
that kids can’t help bur listen to. In this

Fatty Bear Fun Pack

package, he's playing games with the 3-8 year
old ser and interacring in courtcous, patient
and amusing ways at all times. The games
include Reversi, Tangrams, Go Fish, Lines &
Boxes, and a Paint Ser thar will have your
child experimenting with colors for endless
hours. Fatty Bear has always delivered top
entertainment value for the dollar, and this

little game pack is no exception. Humangous
Entertainment, [BM, IBM with CD-ROM,
Macinrosh and 3DO ($44.95).

Kid Keys: New from Davidson & Associ-
ates is Kid Keys, the “Magical Typing Turor”
that brings the keyboard ro life. Unlike many
other typing tutorials, Kid Keys was specifi-
cally designed with children in mind, em-
ploying large, easy to read rype and stressing
accuracy over speed. Three differentactivities
assist kids to progress from learning key posi-
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tions to typing smoothly and accurately. Us-
ing high resolution VGA graphics, digitized
speech and sound effects, “Helping Hands”
to show exact finger placement, and enter-
taining animations, Kid Keys encourages chil-
dren to learn a skill thar will benefic them for
the rest of their lives. Davidson & Associates,

IBM ($49.95).

Lenny’s MusicToons. Children young and
old alike will be making music and having a
blast with this new musical software package
from Paramount. Designed to inspire musi-
cal expression, Lenny’s MusicToons features
six musical playgrounds filled with animated

Mathology

cartoon characters that provide gaggles of
on-screen anrics. All the action begins in
Lenny’s fun room where almost every item
provides some interactive entertainment.
Birds fly, fish swim, and Lenny eats sweets
while he watches PTV (Penguin TV). Defi-
nitely a “kideriffic” picce of software. Para-
mount Interacrive, IBM with Windows and
CD-ROM and Macintosh with CD-ROM
($59.95).

Matholagy: 1t’'s 500 B.C. and the gods are
not smiling. The evil god Apathy and his
minions have led the world into the “Age of
Darkness.” Now, only a carefully chosen
champion can help Zeus thwarr the plans of
Apathy by learning the “Numbers of Light”
and finding the “Gems of Wisdom” necessary
to bring chis evil age to an end. The player as
“chosen one” must do his or her part to defear
Apathy in this educational math-oriented ac-
tion-advencure set in ancient Greece. Unfor-
tunately, after releasing a truly brilliant social
studies tde in The Lost Tribe, Lawrence’s
Mathologyleaves much to be desired. Though
the concept of honing math skills in chis
action style gaming environment does have
merit, a clumsy interface and only mediocre
presentation make this title’s value question-
able. Though development of crirical think-
ing and marhemarical understanding are
stressed, they are so obscured by the trappings
that one questions the learning benefit to be
gained. As it stands, with other quality pro-
grams available ro encourage youngsters in
developing their math skills, picking up a
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Mind Castle: The Spell of the Word Wizard

copy of Mathology just doesn’t add up.
Lawrence Productions, Inc., IBM ($49.95).

Mind Castle: The Spell of the Word Wiz-
ard. Lawrence Productions have found a
more amusing way to take a vocabulary test
and, like a swarm of birds, kids will [gaggle]
(fly] [flock] to play it. When one stumbles
upon a demented wizard during rthe gamc’s
prologue, it isa quick matter to be turned into
a frog and sent on a two hour excursion into
proper vocabulary through the five levels of
play offered in this game. Each puzzle within
the castle takes a pre-set number of minutes
and deducts them from the two hour “clock,”
but since the game is nor played in real time,
youngsters ages eight and up can always con-
sult a dictionary or their parents for gram-
matical guidance. While the game is not
particularly ingenious in story or presenra-
rion, it is solid stuff that young wordmongers
may flock to. Lawrence Productions, [BM
and Macintosh ($59.95).

Peter Pan: A Story Painting Adventure.
Perhaps the most distinctive in the line of
EA*Kids games, Peter Pan: A Story Painting
Adventureis a cross between a graphics adven-
ture and exploratory software. The cure litrle
paintbox at the botrom of the screen serves as

e —— e ] Flunstoniclmmoe:

Peter Pan: A Story Painting Adventure

both an iconic command line interface and
help screen. As Peter progresses through the
world in a series of beaurifully animared se-
quences, he occasionally runs into problems.
Children choose from the animated icons in
the paint box to solve puzzles and help Peter
our of his difficulties. Game play is simple,
the concept is well-executed, the graphics are
better drawn (by experienced Hungarian ani-

mators) than many animated cartoons, and
the overall effect is a delight. Electronic Arts,
IBM, IBM with CD-ROM, Macintosh,
Macintosh with CD-ROM, 3DO ($49.95).

Putt-Putt Goes to the Moon: With even
more delighrful sounds and animartion se-
quences than its successful predecessor, Puir-
Putt Goes to the Moon is edutainment with an
accent on entertainment. It seems Purr-Purt
was visiting the fireworks factory when he
reenacred an old line from The Honeymooners
(“To the moon, Alice!”) because the wrong
lever is pulled at the wrong time. It’s the right
time for gamers, though, because this game
teaches cooperation (via a lively animated
lunar rover) and introduces a new crop of
animated supporting characters that will run

Putl-Putt Goes Lo the Moon

through the entire product line. Young chil-
dren will learn about the solar system and
improve their math skills while engrossed in
the graphic adventure aspects of this puzzle-
solving and exploration game. Humongous
Entertainment, IBM, IBM with CD-ROM,
Macintosh, 3DO ($54.95).

The New Kid on the Block: A collection of
interactive poems, The New Kid on the Block
brings poetry alive for children ages 6 to 12,
Clicking on the various words and phrases
results in on-screen antics that coincide with
the selected word. Clicking on “liver” causes
an on-screen youngster to turn a yucky pur-
ple. Clicking on the word “porcupine” causes
a group of porcupines to “fling” their needles.
Seventeen poems by Jack Prelutsky are fea-
tured in this wacky and occasionally wicked
animared poetry book. Children can choose
to read the poems themselves or have them
read aloud. A “Let Me Play” mode allows kids
to explore language on a word-by-word basis.
Included poems are “My Dog, He is an Ugly
Dog” and “Forty Performing Bananas.”
Broderbund Software, Inc., IBM with Win-
dows and CD-ROM and Macintosh with
CD-ROM ($39.95).

The Selfish Giant: Following Shelley Du-
vall’s Jts a Bird's Life, Oscar Wilde’s The Self-

ish Giantarrives as Sanctuary Woods’ second
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title in their T-ales collection of interactive
storybooks. Created for children 3 years old
and up, The Selfish Grant combines the well-
known fairy tale with the benefits of multi-
media—colorful graphics, animation, story
narration, fun songs and games. An interac-
tive coloring book, a castle builder, and a face
creation activity supplement the story. Sanc-
tuary Woods, [BM with Windows and CD-
ROM and Macintosh with CD-ROM
($39.95).

The Tortoise And The Hare: 1ts an age-old
tale, butitsas fresh asever in the loving hands
of Broderbund’s Living Books group. Simon
the Crow tells Aesop’s tale of the value of
hard, steady work over procrastination and
hurriedness. The program has two modes:
one thar reads the book to the child, and one
that lets the child explore the dozens of ani-
mations sprinkled around cach page of the
story. The animation and sound effeces are
marvelous, and the young reader will find a
ton of giggk‘s in all of the pc_)il'li-:lml-(t]i(‘.k
silliness. Besides encouraging kids to read, the
books will help develop written word-to-spo-
ken word associations, as kids can click on
individual words in the story to hear them
read aloud. For readers ages 3-8, Broderbund,
IBM and Mac with CD-ROM ($39.95).

mn old wonzn lived in e cottage with ber cat and her
ben. Alter three weeks and no g, she threw the Ugly

Duekli 2
h ng oul. o

The Ugly Duckling

The Ugly Duckling: Hans Christian Ander-
son’s “The Ugly Duckling” has been a child-
pleaser for many generations. Now, children
can enjoy Shannon Gilligan’s beaurifully ani-
mated compurer adaptation. Packaged with
a cute stuffed duck, 7he ( {q{]* Dm.‘i'fmg offers
children hours of entertainment while help-
ing them develop their reading skills. Tn ad-
dition to over 500 animations and sounds,
three songs have been provided for sing-a-
long purposes. From the Ugly Duckling itself
to marching ants to flying books and slither-
ing sea monsters, The Ugly Ducklingis all it’s
“quacked” up to be and a fine first effort for
this young company. Morgan Interacrive,
IBM with Windows and CD-ROM and
Macintosh with CD-ROM ($49.95).
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Viclor Vector & Yondo:
The Last Dinosaur Egg

Victor Vector ¢ Yondo: The Last Dinosaur
Egg: The second installment in the Vieror
Veetor ¢ Yondo series of [-ventures, The Last
Dinosaur Egg continues the interactive comic
hook advenrures of our hero Vicror Vecror
and his faithful pooch Yondo. As ficld agents
of The Museum of Fantastic Phenomena,
this digital duo is given the task of traveling
through time in search of ancient, ceric arri-
facts. The current assignment: save the dino-
saurs from exrinction by visiting the Triassic,
Jurassic and Cretaceous eras, and retrieving
the last dinosaur egg. There are, however,
those who wish to stap these heros from
acheiving their goals. In addirion to dealing
with enormous, deadly creatures of the past,
Victor & Yondo mustalso escape the clutches
of arch-rival RAM Axis. Will the villain pre-
vail? Will cthe last dinosaur egg be saved? Will
Victor meet the gorgeous Delta Mode, a
heauriful female rime rraveler? Tune in next
week. Sancruary Woods, IBM with Windows
and CD-ROM and Macintosh with CD-
ROM ($39.95).

Vietor Vector & Yondo: The Hypnotic
Harp: The Hypnotic Harp is Sanctuary
Woods' third [-venture in the Vietar Vector ¢
Yando series, and it offers yer more interactive
camic book action as Victor and Yondo head
back to the exciting days of Nero’s Rome. Of
course, there won't be time for fiddling on
this mission as our intrepid heros seek to
recover Nero's harp for The Museum of Fan-

Soon tha Hara was way ahend. Ha couldn't evon sea
tha Tartoise. The Hare was getting vory hungry, se he went
to find something 1o eat .

The Tortoise And The Hare

tastic Phenomena. Complete with accurate
historical data on ancient Roman culture, 7he
Hypnotic Harp will have kids cighr and older
cheering for the artful adventurers while they
confront deadly gladiators, evade savage li-
ons, and compete in a charior race, all from
the safery of their computer desk. Sancruary
Woods, IBM with Windows and CD-ROM
and Macintosh with CD-ROM (539.95).
Video Jam: This amazing, easy-to-use pro-
gram enables kids or grown-ups to make their
direcrorial debur with their own animared
Production select

mini-movies. proteges

from more than 50 cuts in six categories of
music including rock, classical, rap, interna-
tional and others. Then they can audition and
hire from more than 40 wacky cartoon char-

Video Jam

acters—animals, frontier westerners, stone-
age rockers, ghouls, sea creatures, etc. Next,
grab one of the 27 Hanna-Barbera-styled
background scenes: tribal village, western
town, moonscape, underwater  world,
haunted houses, and a selection of wild phan-
tasmagoric sets with undulating light shows.
With music, actors and scene selected, direc-
tors head into the studio to “film” action with
casy control over movement, props and
“magic” special effects. A setting even direcets
characrers to move to the beat. After filming,
directors can save their work to play it back
for friends and family. The program includes
five sample videos to give kids an idea of whar
they can create. Video fam is an adorable,
entertaining creativiry tool thar kids 8 and up
should take to like lictle Fellinis. Teacher’s
Editions are also available. Electronic Arts,
IBM ($49.95).

Ward Tales: Milo, a child-friendly alien,
has landed with one goal in mind—rteach
children ages 4 to 7 how to read. With a focus
on initial letter sounds and vocabulary build-
ing, Word Tales offers entertaining anima-
tions and music combined with interacrive
fun and games ro reinforee the learning proc-
ess. Simple enough for children o use on
their own, Word Tales is filled with fun and
surprises. T'ime Warner Interactive Group,
IBM with Windows and CD-ROM and
Macintosh with CD-ROM ($59.99).
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“HAH! Missed me!”

Blovelnet: The Prince of Darkness is back
and, of course, he wants your blood. But he
wouldn't mind :;m‘kin:_r, your data, two. Two
lirerary genres, gothic vampire tales and cy-
berpunk, collide againse the dark and surreal
backdrop of 21st Century New York. Players
of this role-playing adventure will jack-in to
the cyberdeck of Ransom Stark, a down-and-
out freelance hack who becomes enmeshed in
a vampire-lord’s plot to control cyberspace
and the world. (I_\'hrl'punk l‘n]r—pla_\-'crs may
fry their werware over the rich character gen-
eration system (like Ultima TV, it uses the
answer to “ethical dilemmas™ to determine a
player’s character), extensive skill system, and
broad array of future-tech toys (decks, mod-
dies, smart drugs, bio-weapons). The graph-
ics, including the odd interpretation of
c_vbcrsp:lcc. are \\'nndcrfull}f bizarre, and the
fiction has a very hard edge. Pop the noot-
ropics, cowboys, break out the dog-cared
Gibson & Sterling, and prepare yourselves for
what might be the best simulation of our
Dark Future this side of Chiba City. Micro-
Prose, IBM ($69.95).

Bloodnet

December 1993

Command Adventures: Starship: Will there
still be heroes in the year 2127 Galacric
Standard Time? Will the galaxy be open for
exploration and exploitation? Or, will pirates
rule the spaceways? Connnand Adventures:
Starship has the answer to these nagging ques-
tionsand more ina game specifically designed
for those who prefer their CRPG dishes
served up cold (remember, in space no one
can hear you freeze). The Galactic Wars are
now over, hllf I'I'J'I.Il.'.ll li:]l'lgl_'r Sri” ii\\’ﬁits fh{]ﬁl_'

bold enough to traverse the distant reaches of

space. Yet, all that’s required o seck one’s
forrune is a sturdy ship, a capable crew, and a

S ) I::IJ

Command Adventures: Starship

good blaster at onc’s side. Featuring out-
standing CD quality audio (with up to cight
digital sound cffects played simultaneously),
first rare graphics and animarion, and a rich
blend nl'su:llcg)', action and |'0|r_'—p|;lying ele-
ments, Commiand Adventures: Starship offers
the role-player an atmospheric and engaging
experience. Real-time space and ground com-
bat, multi-layered parallax scrolling, random
universe generation, and a massive contin-

gent of configuration options will keep galac-
tic commanders busy for eons. Merit Soft-
ware, IBM (569.95).

Dungeon Hack: The latest first person per-
spective CRPG from SSIis Dungeon Hack, a
Forgotten Realms ADSD product using 2nd
Edition rules. Unlike most firse person per-
spective dungeon romps, Dungeon Hacl is of
the single character variety. Also unlike simi-
lar products, this game is highly custo-
mizable, A random  dungeon generator
enables gamers to generate countless dun-
geon levels, and so while the goal is always the
same (finding and destroying the evil over-
lord), cach game is unique. Gamers can spec-
if:\' the number of dungeon levels, the
difficulty serting, and the number of mon-
sters, traps, puzzles and other surprises. Each
dungeon also produces a seed number that
can be given to friends so thar they can gen-
erate the same dungeon. Monster torals and
player skills tallied at the end of the game
allow for dungeon comperitions among the
more competitive players, Featuring fully ani-
mated 256-color VGA graphics, auto-map-
ping with printable maps, and major sound
card supporr, Dungeon Hack is sure ro s pawn
a revived interest in dungeon hacking and
slashing.  DreamlPorge Intertainment/SSI,
IBM ($59.95).

Dungeon Hack

Interplay 10th Anniversary Anthology: In-
terplay celebrates its “Tin Anniversary” with
asilver discof 10 games—one from each year
of their publishing history. The disc has some
real classics, including two CGW Hall of
Fame games. The much-loved Wasteland
transports players to the post-holocaust de-
serts of the American Southwest. Heavy fire-
power and judicious use of an excellent skill
system are the only hedge against becoming
vulture chow. The multiple solutions of puz-
zles and the denailed story of Diagon Wars
arned iva special place in role-players” hearts.
Also, Bard's Tule will provide enough hard-
core hack n” slash and devious dungeon lay-
outs to keep the RPGer in the dark all winter
long. Among the other products are Swar
Trek: 25th Anniversary, Lord of the Rings,
Castles, Battle Chess, Minedshadow (an all-text
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adventure), and Tass Times At Tone Town (a
very hip graphic adventure that received roo
little attention in its day.) This is an excellent
value for those who want o fill their game
library with classic designs of days gone by.
Interplay, IBM with CD-ROM.

Nomad: 'art of a wave of acrion/strat-
cgyladventure games based on space trading,
Nomad places the gamer in the position of a
hand-picked Farth Spuci;ﬂ Intelligence agent
who has heen volunteered for a Top Secret
Level One mission, It seems that Earth is ata

significant disadvantage. Lver since making

contact with extra terrestrials, Earth has been
on a technological slide downward, being
unable to manufacture starfaring spacecraft.
However, with the recent discovery and re-

Nomadl

pair of a crashed alien vessel, Earth now has
the ability to launch advanced intelligence
gathering missions. More than a role-playing
title alone, Nomad offers up an additional mix
of action and strategy elements in the tradi-
tion of epic star exploration games of the past
(Starflight and Star Control 2). Don your
helmet and strap in for action. This mission

will not be an casy one. Gamerek, Inc., IBM
(539.99).

Ultima VIII: Pagan: It's the land that's
named “Pagan,” not what's going to happen
o the Avatar. Oris it? In the latest game in
compurterdom’s most epic serics, Lord British
removes the Avatar from Britannia proper
;lll(.l PI'L'SUI]L\ ian L'Illil'l.'|y new .‘il.‘l'i(_'s O{: CI]ﬂi—
lenges. The characters are larger, animarion is

Ultima VIIE: Pagan

more fluid (using the most “cels” per move-
ment in the business). The emphasis has
shifted from a party-of-characters menrality
to an individual-in-conflicc mentality, and
the combar has more of an acrion feel than a
traditional CRPG armosphere. Origin Sys-
tems, Inc., IBM ($79.95).

Warriors of Legend: Possessing the ool

and feel of Virgin's carlier releases Spirvit of

Lxcaliburand Conan The Cinmerian, Warri-
ars of Legend focuses less on the strategic
element and more on role-playing. The same
rpimdic formar is cm]ﬂn.\'cd. t)ﬁ'uring_ seven
segments of play as one’s band of four char-
acters (a warrior, thief, wizard, and archer)
sers our ro bartle the vile Black Circle and

“Shut up and PLAY BALL!"
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their ultimare nemesis, the God of Snakes.
Those who enjoyed the previously men-
tioned titles should enjoy this light-duty
CRPG. Scasoned vererans should ler this tite
slicher by, Virgin Interactive Entertainment,
IBM (529.99).

Warriors of Legend

The Shadew of Yserbius: T'his classy come-
on for the popular ImagiNation Network
(INN) takes the fantasy role-playing games of
serbins and Twinion and drops them into
one box. As far as the genre goes, these games
offer standard fare, although the rate at which
players carn gold and experience points is
downright Carter-esque in its excesses. No
matrer, the abject of this game is to delve into
ten levels of the off-line game, and then use
the one month, free usage certificate to ex-
plore the on-line game. Players will then dis-
cover what real computer role-playing is all
abour, as they ream up with other members
FI'O[T‘ ;lrmll![l rl]L' (_‘i'llll“'l'_\' il] “\'L’. Ill'lll_"l-ilcti\".'
sessions. ‘There’s nothing like slayin® mon-
sters and grabbin” gold with good friends.
Sierra, [BM ($59.95).

Caesars World Of Boxing: Imaginc a game
with managerial strategy, customized boxing
characters, rotascoped boxing action, and
video-taped film footage of ring girls between
rounds. If it sounds a lot like Data East's
ABC’s Wide World of Sports Boxing with a few
more bells and whistles, that’s because ic is
essentially the same design. Players ger o
design their boxers, promote individual fights
through a full boxing carcer, and learn how
to handle the most devastating opponent ever
faced by a sports professional—the press.
Philips, CD-1 ($49.98).

Electronic Sports Planner, College Football
Edition: This intriguing little picce of soft-
ware helps college football fans keep track of
their sport from week-to-week. It includes
four basic features: a game tracker thar keeps
a running total for selecting winning teams; a
“StatsChecker” that presents a statistical da-
rabase of rthe 1992 scason; an office pool
simulator which makes customized chares

Computer Geaming World



WHICH ON-LINE SERVICE
_HAS REAL PEOPLE PLAYING ALL
g THE TIME?
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THE IMAGINATION NETWORK'

Chatting with your friends and staying up all night playing games Call 1-800-743-7721 for details on ImagiNation, or see one of the
is fun. But have you ever done it on-line, and in real-time? Well, now retailers listed below and we’'ll see you on-line.
you can with ImagiNation available at your favorite software retailer.
Inside this box you will find your passport to all the adventure and
new friends that are waiting for you on-line.

All you need to get on-line is at least a 386 computer, VGA monitor,
2400 baud modem, and /magilNation which is now available from your
software retailer. It already comes with a $20 usage credit that gives
you plenty of time to explore your new waorld for FREE. ImagiNation Is Available At These Fine Stores.

@ {_MLﬂ _,,‘_,_Q> Incredible Computer

Babbage’s Universe City

TM indicates a trademark of The ImagiNation Network * Code Number 451 « ©1993 The ImagiNation Network All Rights Reserved



and weekly rallies and prints them out; plus a
schedule of the entire 1993 college football
scason. Bright Ideas, IBM ($19.95).
Firestone Country Club - Links Champion-
ship Course: Akron, Ohio, sight of the legen-
dary Rubber Bowl, is also the sight of a
premier stop on the PGA Tour—TFirestone
Country Club’s South Course. This course,
the subject of the latest SVGA championship
course disk for the Links golfer, is presently
the home of the NEC World Series of Golf,
The brainchild of millionaire industrialist

Quarter Pole

Harvey Firestone, Firestone Country Club
has been carefully recreated for desktop golf-
ers, featuring the rich colors of Octaber foli-
age and the challenge of one of the world’s
most demanding courses. However, make
sure you take a sweater along. Ohio’s chilly in
December! Firestone Country Club, the sixcth
Super VGA championship course, requires
Links, Links 386 Proor Microsofi Golf’ Access
Software, Inc., IBM ($29.95).

Quarter Pole. Tired of fighting the crowds
at the racetrack? Don’t like the fragrant
aroma walting from the stables? Is betting at
the track just too much of a gamble? If so,
then Quarter Poleis possibly one’s best option
for becoming a hot bettor on the horses with
the least personal risk and discomfort in-
volved. Employing a first-person perspective
interface similar to that of adventure games,
rather than the usual menu screens, Quarter
Pole brings a unique outlook to horse racing
not available in other offerings. One can visit
Big Al's Tip Booth, the Auction Tent, the
Betting Window and the Grandstand. In an
cffort to build their fortunes, up to 10 bettors
can get in on the action at one time. Play
trifectas, exactas and daily doubles without
risk. Players can even own and manage a
stable il they desire to do so, buy and sell
horses, and enter them in the races. Quarter
Polebrings thoroughbred racing home for the
holidays. In fact, it's open every day of the
year, including Chrisrmas. MicroLeague In-
teractive Software, IBM ($49.95).
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“CHECK, MATE!"

Casina Gambler Kit. When it says Villa
Crespo on the label, there is usually a good
g:lmlﬁing game inside. This time, however,
there are five. This “kit” is a combination of
five of their Coffec Break Series gambling
games and include Dr. Wong’s Jacks+ Video
Poker, Casino Craps, Duckus Roulette, Dr.
Thorp'’s Mini-Blackjack and Ruckus Poker.
Each is a quick game requiring virrually no
documentation, yet most have a surprising
amount of depth and gambling savvy. For the
gambler this holiday, stay away from the
Christmas Club savings account—the Casino
Gambler Kit is a safer bet. Villa Crespo, IBM
($49.95).

Detroit: The high concept of this game is
“Automorive Tycoon.” Gamers capitalize an
automobile company (in any parc of the
world, not just Detroit) in 1908, From a
graphic overview screen that looks like a map
of the company’s factory complex and serves
as the main menu, gamers move the differenc
areas of their concern: the Administration
Building to hire/fire employees, negotiate
wages and make job assignments, as well as

Detroil

open new offices, build/expand facilities; the
Marketing Department to plan advertising
campaigns and media buys; the Laboratory to
design new technologies; and the Lactory to
ger workers moving on gerring different mod-

els to market. Impressions, IBM ($59.95).

Fantasy Empires

Fantasy Empires. Falling into the same
catcgory of such ritles as Populous I and
Civilization, SSUs Fantasy Empires transports
the player into a world of mystical kingdoms
where one’s goal is to build an empire with
the help of a compurerized Dungeon Master.
Based upon the Dungeons & Dragons game
wortld, Fantasy Empires employs a unique
digital mediator who guides the gamer
through all clements of play, making sure he
or she complies with all the official DD
rules. Up to five “rulers” can play ar one
time—human or compurter conrtrolled. Ex-
tensive character interaction employing ad-
vanced artificial intelligence provides for
challenging diplomaric encounters, while
commanding multiple troop types and inter-
acting with fantastic races is facilitated

Computer Gaming World



MO_RI'-'_!-IING IS THE SHADOWCASTER'S STRENGTH... 1,
AND HiS AcHILLES” HEEL. - iR
The furious pace never falters in Shadowcaster, the unique smooth-scrolling, point-of-

| view action/adventure from ORIGIN. You'll fly, swim and run through indoor and outdoor
environments including dungeons, caverns, castles, mines, voleanoes and underwater

caves. And when being human is simply not good enough, incredible morphing tech-
nology transforms you into other worldly creatures before your cyes.

* Each of your six metalorms (feline, Moating eye, gremlin, [rogman, flame lizard and
terramental) unleashes new powers and reveals new weaknesses.

» Straightforward play mechanics allow you to master the basics quickly and concentrate
on the combat and visual puzzles that keep things moving at breakneck speed.

* Realistic realms feature the most outstanding 3-D art animations and texture maps
in any point-of-view game, while digitized sound effects and a dynamic sound track
surround you with the sensations of an intensely real world.

Designed by’Raven™ Software
Actual screens mayvary.

y - Vo
®
B Wl oreate worlds
An Electronic Arts® Company
BOX 161750 AUSTIN, TX 78716

‘ ©Copyright: 1993 ORIGIN Systams, Ine. Shodo! castor ixa |1<..:.: i ulf;éﬁlal&.rﬁy@;;}rﬁ .quh'_;is U.-Irlnl.in.mt\r‘( of Raven Software,
Origin ond W grecle worlds are registered Irq&Wks‘BfORlGM'SYﬂqn\ 5 I Electrahic Arts 1 nmguilsted lodemack el Electranic Ars.
Available at o software rofallor near you or eall 1-800-245-4525 for MC/Viso/Dlscover orders,

| Look for the Shadowcaster Clue Book: llluminations!

S -
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through a user-friendly interface. Real-time
combat, from an overhead perspective, cffec-
tively draws the player into the action. Send-
ing heroes on special quests and building up
fortifications rounds out play. Digital sound
effects, atmospheric music, and atrractive
256-color graphics complement this highly
playable package. Strategic Simulations, Inc.,
IBM ($39.95).

Logos Bible Crosswords. One can rest their
Bible knowledge against fun and challenging
puzzles by Terry Hall and Tyndale House
Publishers in Logos Bible Crosswords. Two
hundred crosswords can be solved on the
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Logos Bible Crosswords

screen or in the printed form, If you are
running  Logos Bible Software (sold scpa-
rately), Logos Bible Crosswords cross reference
the puzzle clues to the appropriate verse in the
Bible. The puzzles can be gauged o one’s skill
level with difficulty scrrings, and single or
whaole-word hints are bur a click away. Puz-
zles may be saved in progress, colors may be
customized, and a special font, Scribbles, is
included in both TrueType and Adobe Type
Manager formats for that penciled-in look.
Logos Research Systems, IBM with Windows
(5$39.00).

Nanotank: In this bizarre Windows puzzle
game, the player controlsa microscopic probe
as it traverses the treacherous innards of a

computer system in search of an evil virus.
The 100 levels are ser up like circuit boards

Nanotank
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with an entry point and an exit. The Nano-
rank must cross the board while ensuring that
the tank is connected to a powered “trace.”
The pathway is littered with odd compo-
nents—switches, diodes, capacitors, relays,
Oprocouplers, teleporters—and the player
must manipulate these components, occa-
sionally using solder ro repair broken parts, ro
make clear the pathway o victory. One
doesn't need an Electrical Engineering de-
gree, but that kind of problem-solving smarts
would sure help. Twin Dolphin Games, IBM
with Windows ($39.95).

Positronic Bridge. ven though it uses a
high resolution interface, Positronic Bridge's
strength is not in its visual presentation. les
strong suit is in its artificial incelligence and
ability o challenge gamers with playing skills
from novice to master. The program tunes
itself to the user’s skill level so that as the
player’s ability increases, so does that of the
game; it more or less learns as the player does.
Unlike many similar games, Positronic Bridge
does not allow the computer 1o chear—it
can't look at the player’s cards to make its
decision. In addition, a copy of the best-sell-
ing booklet  The Basics of Bridge by
Montgomery Coe is included. A practice
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SimCity 2000

mode and built-in help keys allow the player
to polish their game. Two versions are avail-
able: Version 1, the basic version, and the
Competitor Version, which features several
bidding variables and additional scoring sys-
tems. ReadySoft, Inc., IBM ($49.95 Version
1, $99.95 Competitor Version).

SimCity 2000: SimCity 2000 is an expo-
nentially improved version of one of the most
successlul computer games ever. Players still
have the power to build a metropolis from the
ground up, bur now gamers cannor make
decisions without considering the political
and economic implications. Rapid transit re-
quires more consideration of actual logistics
(placing transit stations ac appropriate sites
and deciding when they are underground and
when they are elevated). Educadion (schools
and funding) plays a major role in the long-

term future of a city. Now, players can design
highways and freeways to alleviate the stress
of ordinary avenues. Players have a lot more
options for clean power plants. Finally, ciries
do not have to have thar square gridiron look,
New ways of placing zones and the ability to
place roads at a diagonal mean thar players
can even design historical urban areas like
Washington and Paris. Maxis Software,
Macintosh (IBM in '94) ($69.95).

Positronic Bridge

Socrates Chess 3.0k If one is looking for “the
world’s strongest PC chess program” with
advanced artificial intelligence, scarch display
(showing the compurer’s thought process on
cach move), a user friendly design, common
function hot keys, and extensive handicap-
ping features, Socratesmay provide the perfect
challenge. The culminarion of over 15 years
of development, Socrates 3.0 (the latest ver-
sion of this chess program—version 2.0 was
employed as the engine for Kasparov'’s Gam-
bit) combines state-of-the-art artificial inel-
ligence with an easy-to-use interface. While it
will nor win any awards for its Spartan
graphic and audio design, Socrasesis the only
chess program to achieve a plus score against
human Grand Masters in an established tour-

T TimE R

Take A Break! Crosswords, Volumes | & I

nament. Excellence, however, doesn’t come
cheap. Players will need a 386 or 486 PC with
a4 486/50MHz CPU and 4MB RAM recom-
mended for tournament level play, not to
mention the cost of the program itself. Ma-
chiavelli  Designs, IBM  ($149.95,
$129.95 limited time special introducrory
price).

Inc.,
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Close encounters nightly,

For the cold reaches of space, there’s an
awful lot of chummy people here.

That’s because Federation II isn’t one of
those shoot-the-ship computer games. This is
a universe full of people. Real people, online,
working with other real people in real time:
busily building their fortunes, planets...nay,
empires. And they’d love Lo throw some work
your way so you can do the same.

Of course, there’s a lot of bargaining, buying
and bulling that goes into it. We're social creatures,
after all.

But if you're one of those special individuals
who understands that creating an empire is ever
so much more interesting than destroying aliens,
maybe you can thrive in our space.

GilEnie is a registercd trademark of General Electric Company,

There’s only one way to find out. Sign up
and meet us in Federation 1T — available
only on GEnie™.

Sign up now:

1. Set communication software for 81N or 71E
half duplex (local echo) at 300, 1200 or 2400
baud. 2. Dial toll free: 1-800-638-8369.
Immediately upon connection, enter HHH

3. At the U#t=prompt.enter XTX99225 NIGHTLY
then press RETURN . Have a major credit
card ready. In the U.S.. you may use your
checking account number. (There is a $2
monthly fee for all checking accounts.) For
more information in the U.S. or Canada,

call 1-800-638-9636.

IFederation 11
On

GEnie

multi-player games
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Take A Break! Crosswords, Volumes I ¢ IT.
Designed for use in a Windows environment,
this exercise in alphabetic acrobics comes
courtesy of Dynamix. With over 750 puzzles
broken down into several sizes and complex-
ity levels, there is enough here o keep one
busy long enough to get their money’s worth
for this product. While an animared faery is
your host, the animations and voice features
also make their contributions to what is, es-
sentially, a newspaper substitute for most of
us (however, since these puzzles can be
printed out, one can still solve them in the
paper and pencil medium). The intuitive in-
terface comes in particularly handy when
playing against the clock for bonus points,
and the inclusion of an auto-check fearure
and on-line hints will help serve the cross-
word-impaired among us. Dynamix, IBM
with Windows and Macintosh ($49.95).

Unnatural Selection: The premise to this
game could be the plot to the inevitable Ju-

Unnatural Selection

rassic Park 2. Genetic engineers have so per-
fected cheir are that they have unlocked che
secrets of life. Of course, absolute power cor-
rupts, and one of the engineers takes the
modern archerypal role of Evil Scientist—
breaking away from the group and using the
technology to engineer behemoth reptiles
and she’s got no amusement parks in her
business plan. To combar this rapidly breed-
ing menace, the player is called upon to fight
reptiles with reptiles. With a fully stocked
Genetic Engineering laboratory, the player
must create his or her own reptile army by
breeding creatures for selected traits. Once
the perfect army has been assembled, the play
shifts to an island battlefield. The player loads
up transport helicopters with crearures and
supplies, and then drops the goods atstrategic
locations on the island. Through careful
breeding and skillful use of behavior modify-
ing drugs, the player’s army may eventually
outbreed and outfight the enemy. Clayma-
tion clips of the reptiles in action adds a
unique dash of graphic pizzazz to this odd and
compelling tide. Maxis, [BM ($49.95).
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“From the Halls of Montezu-uma . ..”

Carriers at War II: Covering fleer carrier
operations from 1936-1946, this sequel to
SSG’s popular re-release of Carviers at War
includes player-suggested feature enhance-
ments and additions, plus enhanced artificial
opponents using SSG’s WarRoom Al system,
Scenarios include Plan Orange (the clash ex-
perts expecred berween the U.S. and Japan in
1936) which features plenty of batdeships
and only a few carriers, several covering a
more active British fleet to oppose the Japa-
nese advance into Southeast Asia, plus others
covering those late war kamikaze bautles, in-
cluding an apocalyptic battle during the Al-
lied invasion of Japan in Operation Olympic.
SSG, IBM ($84.95).

Ed Grabowski’s The Blue & The Gray:
While not deliberately riding on the coattails
of the Ted Turner cpic Gettyshurg, Impres-
sions is surrepritiously here to feed the waxing
interest in the men and history of the Ameri-
can Civil War. Like the film Gettysburg, the
game The Blue & The Graywill not slake the
thirst of the true devoree of this era; it was
designed with an emphasis on pure entertain-
ment rather than historical accuracy. In ef-
fect, The Blue ¢ The Grayis a clean, playable
game system which serves as an enjoyable,
low-complexirty wargame. There are actually

Carriers at War ll

two games in the one package: a strategic
game featuring  divisions  maneuvering
through weekly turns, and a grand racrical
wargame played in real time with a miniatures
feel to it. Although the game was released
with an historical novel and video cassette, we
expect that only those who can overlook its
historical shortcomings will have the where-
withal to discover that an enjoyable game lies
within the box. Impressions, Amiga and IBM

($69.95),

lhe Blue & The Gray

Gettysburg: In a well-timed but largely co-
incidental release with the epic film of the
same name, this Windows wargame has got
plenty of options and |ig|1l-wcighr gaming
charm. Featuring brigade level units and time
increments that can either be ticked off
manually or ler run ar various speeds, there
are plenty of gauges to monitor for each unit
(morale, fatigue, ammo, etc.), but command-
ers have little to worry abour besides issuing
general orders. Artillery units are almost a
sub-game unto themselves (fortunately there
aren’t too many to keep rrack of) as one sets
their direction, firing trajectory and ammu-
nition type, Lasily learned and quick playing,

Computer Gaming World



Beyond fantasy. Beyond legends.

If you’ve been looking for the mother of all
fantasy role-playing games, we know where
you can find it.

Online, in GemStone I11™.

This is no kill-the-dragon-thank-you-very-
much computer game. And it goes far beyond
any of the other so-called legends in the online
arena.

Here in GemStone 111, you’'re joining real
people, in real time for your online quests.
Some of the best role players and game masters
in the country — all meeting together in a
vast and constantly evolving world, rich

Sign up now:

Set communication software for 81N or 71E
half duplex (local echo) at 300, 1200 or 2400
baud. Dial toll free: 1-800-638-8369.
Immediately upon connection, enter HHH

At the U#= prompt, enter XTX99224, FANTASY
then press RETURN Have a major credit
card ready. In the U.S., you may use your
checking account number. (There is a $2 month-
ly fee for all checking accounts.) For more
information in the U.S. or Canada,
call 1-800-638-9636.

with fascinating characters and
demanding adventures. It’s a place you
can play forever.

GemStone ITT makes every other fantasy
game history. And your friends are
already here. So sign onto GEnie® today,
and welcome home to GemStone I11.

CiemStone 11 is a trd k of Si ties Com.

Shadow World is a registered trademark of Iron Crown Emerprises, Ine.
GEnie is o registered trademiank of General Electric Company.

Optional graphic front-end program availuble for IBM PC only.

—=- SIMUTRONICY
= JIITIUTIRONICO
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GemStone IIT™:
Shadow World”

on

GEnie’

multi-player games
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Gellysburg

G‘r.’.’r_}'.ffm.ig is a quaint wargaming diversion
for the Windows wargamer. Swfte, IBM for
Windows ($49.95).

Harpoon 1I: With a war room look to the
graphics and a great gaming rradition ro build
upon, this long-awaired sequel to what many
cansider to be the quintessential wargame is
packed with years of player suggestions and
technological improvements over its illustri-
ous predecessor. Features include SVGA hi-
res graphics, military vector-style maps of the
entire world (modeled down to two merers
per screen), a complete weather model, and
global naval conflicts in 15 scenarios. The
darabase has been enlarged and graphically
enhanced, and there is a logistics model that
even includes aerial refueling. Aimed roward
higher-end machines (at leasta 386/33, bura
486 with 8MB of RAM is encouraged), the
interface has been redesigned to the point
where the design team says “It’s not Harpoon
for Windows. W's Windows for Harpoon.”
Three-Sixty Pacific, IBM with Windows
(569.95).

Romance Of The Three Kingdoms Il1:
Combining elements of strategy gaming,
role-playing and wargaming, Koei's historical
series of games (Nobunaga's Ambition, Ro-
mance of the Three Kingdomsand Bandit Kings
of Ancient China) have been a welcome
change of pace for gamers ever since they
recached U.S. shores. Like its prcdcccssurs‘
RTK3 requires gamers: to make economic
and diplomatic decisions in order to build up

- G : =

Harpoon Il

Page 66

the provinces under player control; to make
management decisions regarding the training
of troops and assignment of personnel; and
ta use terrain to their advantage in the tactical
bartle sequences. Unlike its predecessors,
RTK3 has gotten away from the clunky key-
pad interface that drove many gamers crazy
with redundant inpur. Now, a smooth
mouse-driven interface keeps the game mov-
ing, and t.‘y-:—plcasit'lg VGA gi';lphi(‘s hring it
up to date. Koei Corporation, IBM ($59.95).

Third Reich PC: Where, oh where has
Avalon Hill been? While the story behind the
production of an IBM version of their popu-
lar Third Reich boardgame is a long one,
suffice it to say that the old Amiga version
code was completely scrapped and a new
team has put together a wholly new product
for the PC. While nort based on the recently
released advanced version of the boardgame,
Third Reich PCsiill rocks with all of the bells
and whistles of this classic WWII European
Theater strategic-level wargame. Units are
fleers, air forces, corps and armies that ma-
neuver around the hex grid map through
l‘..ll.lﬂl'[(_'rl}' [Lrns. l:.('.ﬂl'ln'['n i('.ﬂ are (.'I‘npll:lsizt_'(l as

Third Reich PC

nations must commit their resources in bat-
tles of maneuver and attrition along the
game’s three “fronts.” Though the game has
been delayed while the artificial opponent is
being perfected, Avalon Hill hopes w make
their splashy return to computer gaming by
this Christmas with a spruced up, hot-rodded
system that should quict the skeptics. The
Avalon Hill Game Company, IBM ($59.95).

Victory at Sea: A collaborative cffort put
out by the dean of board wargaming, re-
nowned writer James F. I)unnigan. and
Three-Sixty Pacific, this epic depicts the vast
struggle berween the Japanese and the Allies
in the Pacific Theater of WWII. The detail
leaves no island bypassed. Played in real time,
players have the ability to telescope the action
(and time scale) up from the highest levels of
command, down to an operational perspec-
tive. Taking into account huge databases of
information compiled by Dunnigan, leader-

— —
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Viclory at Sea

ship, politics and logistics are emphasized
with only a minimal amount of complexity.
The action is puncruated with video clips of
the fighting and the sounds of war. A full
100,000 word “book™ of hypertext is avail-
able to players who wanr to access the history
and make their play a truly holistic experi-
ence. The “monster” computer wargame of
this holiday scason, Vietory at Seais will make
a big splash. Three-Sixty Pacific, IBM and
Macintosh ($69.95).

Walls of Rome: 1T you haven't taken a look
a Mindcraft’s Siege games because they're set
in a fantasy world, or because you heard some
bad things abour their speed and Al, it may
be time to reconsider the system. The Siege
engine has been significantly improved and
brought into a historical setting, Romans,
Greeks, Parthians, Celts, Gauls—chose your
command and then choose to attack or de-
fend dozens of historically accurate and beau-
tifully rendered cities of the ancient world.
New game features include campaign games
in addition to individual bautles, increased
engincering  options  (undermining,  siege
LOWers, h;llu‘ring rams), and a mare exrensive
game editor/scenario builder. The command
interface has been reworked, and the game
seems to run rii.‘;'{.‘l', Il .'Ii.‘:('l .']I}I'H.’.EII'S a8 [h()l]gh
the Al has become more savvy, attacking
many different poines and adjusting o the
dynamic of the battlefield more quickly. A
great concept may finally be maturing into a
good game. Minderaft, IBM ($59.95).

Walls of Rome

Computer Gaming World
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We don’t know from friendly skies.

You’ve beat all the flight sims? A furball
doesn’t raise a sweat anymore? Ten minutes
of WWI combat isn’t even challenging?

Hmm...

Maybe you are ready for Air Warrior®.

That is, if you think you can handle the
most realistic combat lying there is. Because
Air Warrior does more than correctly model 28
different WWII aircraft, complete with spins,
stalls and buffeting.

It puts you up against other human beings.
Online, in real time, for as long as you care
to play.

That’s why Air Warrior attracts the aces.
So if you're just looking to do a friendly loop-

Ciknic is a registered rademark of Genem

Cirnphic imerface required and available for selected machines,

nai Corpormtion
lectric Company ¥ w

the-loop. look elsewhere. If you're interested in
a carecer, sign on 1o Air Warrior — only on GEnie®™.

Sign up now:

1. Set communication software for SIN or 71E
halt duplex (local echo) at 300, 1200 or 2400
baud. 2. Dial toll free: 1-800-638-8369.
Immediately upon connection, enter HIH

3. At the U= prompt,enter XTX99223, AIRCRAFT
then press RETURN 4. Have a major credit
card ready. In the U.S., you may use your
checking account number. (There is a $2
monthly fee for all checking accounts.) For
more information in the U.S. or Canada,

call 1-800-638-9636.

A Warrior?
On

GEnie

multi-player games

corporation™
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Aces Over Europe: The anxiously awaited
follow-up to Damon Slye’s Aces Of The Pa-
ciffe will soon be buzzing the rowers of local
software peddlers. Though the interface and
campaign game features are virtually identical
to previous Dynamix sims (why fix whar ain’t
broken?!), this is a major revision of the
AOTP engine. The most notable improve-
ments are a “Tall Resolution” mode (a
320x200 pixel view thar gives gamers a larger
window on the world) and gradient shading
(allowing planes to have realistic paint jobs
and fuselage derail). New missions will have
gamers setting their bomb sites on bridges,
railways, V-1 rocket launchers and radar sites,
and a huge arsenal of new planes will have the
player fighting or flying: P-51s, -47s, -38s,
Spitfires, Mosquitoes, Mel09s...and the list
goes on. While we haven’t played with the
final, optimized code, it seems that the frame
rate will be comparable to Aces of the Pacific
with the “1947" upgrade. Dynamix, [BM,
($69.95).

Aces QOver Europe

Art Of The Kill: While not a game, this
book with companion videotape is a crash
course in flight combar racrics that may well
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“Eight tiny reindeer, my foot!”

improve the armchair jet-jock’s game play-
ing. The 165-page soft-cover book is written
by Pete Bonanni, an instructor pilor with the
National Guard and recognized personality
among serious sim fans. The well illustrated
guide covers basic flight maneuvers and has a
set of tests ro drill the reader on lesson com-
prehension. The videotape mixes air combart
instruction and actual air combat footage,
and will make swell viewing when the family
is gathered for the holidays. Specrrum

HoloByte, VCR (§39.95).

Backroad Racers Power Mocleler

Buackroad Racers Pawer Modeler: Combin-
ing a Revell model with a CD-ROM, this
unique package delivers instructional demos
with a racing simulation. Regardless of model
included, the program offers a choice of “buy-
ing” and racing one of four muscle cars on the
lot: '71 Hemi Barracuda, '70 Boss Mustang,
67 Chevelle or '67 Malibu SS Pro. After
checking out the cars, modelers enter the
garage to learn facts and figures on the vehi-
cle, warch an animarted, exploded view of the
model’s assembly, see complete assembly dia-
grams, and watch video modeling tips for

painting, gluing and finishing. After making
a purchase, an annoying salesman shows the
competitive racers on a poster in his trailer.
Another poster, this one active, offers access
to four racing scenarios with three difficulty
levels. The blocky, polygon-filled graphics
and crude scenery yield a disappointing driv-
ing experience. Bur inexperienced “drivers”
will be challenged to make it through the
backroads to the track on time without get-
ting any tickets. Since winning a race yields
performance upgrades, the game may have
decent replay value. If Backroad Racers, which
seems geared for boys aged 8-16, isn’t quite
your speed, there are two other packages in
the Power Modeler series: Enropean Racers,
which is now available, and High Tech Air-
craft, scheduled for future release. Revell-
Monogram, Inc., IBM CD-ROM ($69.95).

III
il

Coaster

Coaster: Roller coasters have been around
since the early 1900s (earlier if you consider
La Marcus Thompson’s Switchback Railway,
an early coaster predecessor). Loops were later
added to increase the thrill of the ride, though
in one case, poor loop design resulted in the
death of all passengers—their necks were bro-
ken, the result of excessive strain. Suill, roller
coasters became so popular that some 1500
were in use in the U.S. during the Roaring
"20s. Today only about 230 coasters dot the
countryside in small and large amusement
parks. Whether or not one has a coaster
nearby, gamers can experience the “thrill” of
the ride and of coaster design with Disney’s
Coaster, a roller coaster simulation. Though
several pre-made coaster designs are included,
the purpose of Coaster is to let the player
design his or her own ride, from the ground
up, and then test it out. Built-in critics will
evaluate one’s design as the player views their
dream ride from a front row scat. Disney
Sofrware, IBM ($24.95).

IndyCar Racing: From the pit crew that
brought fudy 500: The Simulation 1o the fin-
ish line comes a racing simulation that will
redefine state-of-the-art racing sims. From
the more detailed physics underlying every
aspect of the model, through instant replays

Computer Gaming World



Axis the Gamecheater gives you a few new tricks in your favorite games —
special powers, enhanced weapons, and extra lives. So now you can get on
with the adventure, past that nasty spiked pit, without burning your last life in
a bad Super Dave imitation. Or you can loose your vengeance with that out-
law turbo laser cannon you’ve always wanted. With Axis the Gamecheater,
you get the little boost you need to keep the game fun! Superpowers are yours
on demand — with just the press of a key!

Axis the Gamecheater provides custom cheats for dozens of the most popular
games, on PCs or Macs, and we're adding new games all the time. Ask for it at
your favorite software source!

For more information, call F
LN L4
800-926-9677 |EREN SR IR
r
or 901-682-9676, Fax: 901-682-9691 L vt sl e
Circle Reader Service #44
o Copyright © 1993, Baseline Pulilishing, Inc, ANl rights foreign and domuestic ieserved, Axis the Gamecheater and the Baseline logo are trademarks of

Baseline Publishing, lne, Al other mames are trademarks of their respective holders, Help! 1'm being held captive in the fine-print disclaimer!



IndyCar Racing

that take advantage of extra RAM, ro the
overall look of the texture-mapped cars, Jndy-
Car Racing ofters high performance gaming
that qualifies for the pole position in every
area. This is a simulation where the difficulty
levels let rookies ger around tracks like
Laguna Seca with ease, but has expert levels
where it is challenging enough to simply try
to ger around a high speed oval. For more
deails, sce the sneak preview in the Auguse
issuc (CGW#109). Papyrus Publishing, [nc.,
IBM ($74.99).

Microsoft Flight Simulator 5: With the
blue skies over Redmond, WA never looking
hetrer, the release of Microsoft Flight Simula-
tor 5 will cerrainly resulr in many upgrades ro
this long-standing and best-selling sim. Pro-
viding digital pilots with a long list of new
features to enhance their flights of fancy,
Flight Simulator 5 offers a new latitude and
longitude system to help users locate destina-
tions and current location; a “Land Me” fea-
ture that enables inexperienced pilots 0
complete their flights without landing nose-
first; and more realistic sound effects and
scenery (which expands in detail as ap-
proached by the aircraft). In addition, the
weather system has been replaced with a more
user-friendly and controllable version. Basi-
cally, the whole package has been spruced up
to provide a more realistic and artractive
flight environment. Photo-realistic instru-
ment panels (digitized from actual aircraft)
and realistic time-of-day effects have been
added, as well. From flying high in a Cessna

Microsoft Flight Simulator 5
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Skylane to a Learjet and a sailplane, Flight
Simulator 5 offers something for most air-
borne gamers. Microsoft Corporation, [BM
($64.95).

San Francisco: Flight Simulator 5 Scenery
Upgrade. With the recent release of Mi-
crosoft's Flight Stmulator v.5.0, could a Mal-
lard scenery disk not be far behind? San Jose
to Marin County, Napa to the Golden Gate,
Flight Simudator pilots can see icall inamazing
derail. Mallard used sarellite photographs as
the foundation for their realistic ray-traced
landscapes, and then ereated enhanced poly-
gon images for low-level landmarks. It's so
realistic that Bay Area residents will not only
recognize the big buildings downtown, but
highways, neighborhoods and districts as
well. Stay tuned for Washingron D.C., Las
Vegas, L.A. and San Diego in the months to
come. Mallard, IBM ($49.95).

Super-VGA Harrier

Super-VGA Harrier: The game play and
interface are essentially the same as described
in the review of AV8B Harrierin CGW #1006,
but the graphics have been enhanced tremen-
dously. Computer pilots still fly carrier-based
missions off the deck of the Tarawa, srill
prosecute intercept missions with less than
optimal AIM-9M Sidewinders, and attempt
to control 70% of the island pictured in the

T TAWADS map window. However, the ac-

ton seems both faster and smoother than the
earlier incarnation. Also, those who have not
yet upgraded to VESA compatible SVCGA can
stlll play the simulation in regular VGA
mode. Domark, IBM (§59.99).

Strike Commander—Tactical Operations:

No one is exempt from the certainties of

life—Death and Taxes—not even mercenary
F-16 pilots in the 21st cencury. While Strike
Commander players hope 1o keep Death on
hold as long as possible, taxes may be more
difficult to evade than a hard missile lock. In
the first add-on ro the Swike Commander
universe, the Turkish government decides
that it needs to broaden its revenue base and

San Francisco: Flight Simulator 5
Scenery Upgrade

increase taxes on mercenary activities. In or-
der to pay the taxes or move their base else-
where, players must come up with a wad of
cash—fast. This means tougher, more luera-
tive missions against B-1B Bombers, F-4
Phantoms and F-117 Stealth Fighters in such
locales as Hawaii, S. Africa, Syria, Siberia,
Nicaragua and Ireland. New features include
General MIDI support, improved digitized
sound effects, rudder pedal support, and a
“realistic” option for those who enjoy a more
challenging flight model. Origin Systems,
IBM ($29.95).

Valleyrie: Ahhh, we love the smell of burn-
ing silicon in the morning! From the moment
the speaker thumps with the dull roar of
chopper blades and raises to a crescendo play-
ing Wagner’s Die Valkyrie, this helicopter
fight/flight sim is there for a rollicking ride.
While the graphics are not up to the standards
of Maximum Qverkill by any stretch of the
imagination, the solid, polygon-filled objects
are quite funcrional as one quickly grasps the
flight mechanics and bounces through the ten
missions included. A diversion with a raucous
arcade feel, the Valkyrie helicopter flight
simulator has multiple difficulty settings,
mulriple camera views, replays, and features
a full screen display for all the acrion. Those
not adept with a mouse can use a joystick.
Gametek, Macintosh ($49.99).
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“Do you smell something burning?”

3D0O Multiplayer: No infomercial is re-
quired to make gamers aware of the 3DO
multiplayer. The newest 32-bit game ma-
chine allows gamers to: play games with dig-
itized video or fast polygon handling, listen
to audio CDs while warching an intriguing
kalcidoscopic light show (courtesty of the
built-in firmware); view and manipulate pho-
tographs stored on Kodak Photo-CD discs;
and warch film and animation stored on CDs
(compressed  using  SuperMac’s  Cinepak
standard). At press time, the actual number
of available titles for the system were limited
to Crash ‘n Burn (Crystal Dynamic’s racing
game with fast scrolling, but no physical
model thar comes bundled with the multi-
player), Shelley Duvalls It's A Bird’s Life
(Sancruary Woods’ children’s title), Mad Dog
MeCree (American Laser Games' digitized
shooting gallery presented in interactive film
format), Putt Putt Joins The Parade (Humon-
gous Entertainment’s graphic adventure for
children), and Putt Putt’s Fun Pack (the Hu-
mongous answer to Micrasoft’s Entertainment
Pak for the younger set, featuring six classic
games). Fortunately, many more are cur-

300 Multiplayer
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rently  under Panasonic
($699.95).

486 Power Kit: Tired of moving ever so
s-l-0-w-l-y? Unable to play the newest games?
Can’tafford a new 486 computer? Well, there
are alternatives. One is a 486 Upgrade Kit
from Buffalo which offers an affordable up-
grade from most 286 and 386 computers to

development.

486 Power Kil

near 486 performance. The kit is comprised
of a Texas Instruments 486DLC CPU, spe-
cial cache activating software, and a chip
puller. Slow 286 and 386 computers will
benefir the most by this 15-20 minute do-it-
yourself upgrade; 386/33 and 40MHz sys-
tems will show only moderate improvement.
The 486DCL has no math coprocessor, but
can make use of one if added. It does include
a 1K internal cache, though, which helps
improve performance. If dollars are tight, but
a boost is necessary to play the latest games,
some “Buffalo chips™ may be just the thing to
casc thar strain. Buffalo Producrs, Inc. IBM

($199.00 - $469.00).
Amiga CD32: Mentioned in our last issue’s

READ.ME column, Commodore’s Amiga
CD32 should be available in limited distribu-
tion in time for the holidays. Those who pick
up this CD-ROM gaming console will find
the initial selection of games a touch limited.
As is the case with most new systems, many
of the inirial releases will be compurer game
conversions; titles thar take full advantage of
the machine’s new capabilities will be slow in
coming,. At press time, the actual titles to ship
with CD32 had nor yer been determined, so
itis difficult to say whar to expecr at present.
At its low enury price, however, it will only
take a few really exceptional titles to make the
purchase of this console a worthwhile one. It
certainly has great potential, but Commo-
dore has to overcome its repurtation for poor
marketing before the skeprics are silenced.
Commodore  Business Machines,
($399.95).

AVerKey Multimedia: Although is scems
this product is geared toward helping busi-
ness people project computer screen presen-
tations through large screen or projector
televisions (the thick manual explaining how
to use Windows, clicking and dragging ob-
jects, ete. is a dead giveaway), we could not
help but notice its more “practical” gaming
applications. The A VerKeybasically translates
video signals for 640x480 resolution VGA
monitors into standard NTSC or PAL video
signals for TV. Whar this means is thar one
can drag their computer into the family room
and plug it into the TV set for all to share. A
9-volt DC power adapter plugs into the wall,
and signals can be sent out through cither an
S-VHS plug, a standard stereo cable, or back
out to other compurer manirors for multi-
screen hook ups. This package includes a
flicker filter and software control TSR pro-
gram. Digital Media Labs, IBM ($349.00).

Inc.

FlightStick Pro

FlightStick Pro: For those who swear by
their CH Flighstick (or who can’t afford a
ThrustMaster), it’s time to consider an up-
grade. This version features three fire buttons
and a “coolie” hat four-way viewing switch
and, although the configuration is not user
programmable, it can be used our of the box

Compurer Gaming World
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w support X-Wing, F-15 Strike Eagle 111,
Strike  Commander,  Privateer,  Falcon
3.02IMiG; 29, Microsoft Flight Sim 4.0 and
Tornado. CH Products, IBM with joystick
port ($§99.95).

CyberMan

Creative OmniCD  Upgrade Kit: From
those creative minds at Creative Labs comes
another multimedia hardware combo offer-
ing a double-speed, multi-session photo CD
compatible CD-ROM drive manufactured
by Matsushita, a proprietary interface card, all
necessary cables, and several programs in-
cluding Aldus PhotoStyler SE Photo-CD ac-
cess and imaging software. The speedy CD
has a 64KB RAM buffer, a 300KB/sce rrans-
fer rare and 320ms access rime, is CD-ROM
XA ready, allows for up to four single- or
double-speed CD drives to be daisy-chained
together, has a front-loading automatic tray
(caddyless) and is a snap to install. Those who
already have a 3865X or betrer system with a
sound card can add CD-ROM capability ata
good price with this low-cost, MPC Level 2
compliant bundle. The only shortcoming is
the lack of any CD games in the package.
Creartive Labs, Inc., IBM ($399.95).

Creative Sound Blaster 16 MultiCD &

SCSI-2: Two additional sound cards have
been added to Crearive’s stable of thorough-
breds. The Sound Blaster 16 MultiCD pro-
vides a greater degree of compatibility with a
broader range of CD-ROM drives, including
both single- and double-speed units. Sup-
po rted are drives by Creative/Panasonic, the
Sony CDU31A, and the Mitsumi FX00T and
LU005. The Sound Blaster 16 SCSI-2 is
designed for those using SCSI-1 and 2 data-
intensive devices. It features an Adaprec con-
troller chip and Adaprec’s EZ-SCSI software.
Data throughput is claimed at four times the
competition. Both boards offer the same high
quality sound support as previous Creative
16-bit cards, will accepr the Wave Blaster
daughter card (offering General MIDI com-
patibility wave table synthesis), and come in
versions with and without the Advanced Sig-
nal Processing chip. Creative Labs, Inc., IBM
(§249.95 MuldCD, $§279.95 SCSI-2,
$50.00 additional with ASP).
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CyberMan: Not to be confused with the
similarly named arch-enemies of Dr. Who,
CyberMan is Logitech’s newest “rodential”
peripheral. More than a simple mouse or
joystick, CyberManisa 3D controller offering
tactile feedback and pitch (forward and back-
ward rocking), yaw (side-ro-side morion on
the same plane), and roll (side-to-side move-
ment around an axis) support. When devel-
opers take full advantage of the support
available with this conrroller, one will be able
to perform more complex actions such as
leaning forward and back or looking left and
right. Though CyberMan will operare under
Wineloios as a normal 3-button mouse, its real
dl.'sign is for three-dimensional gaming (use
as a mouse under Windows may provide less
than satisfactory results). CyberMan will be
bundled with several fast-action interactive
games. It is, however, backward compatible
with existing entertainment products. Lo-

gitech, Inc., IBM ($129.00).

Reel Magic

Fan Card I and II: Although we get fan
cards in the mail every day here ar CGW,
seldom do we ger ones thar plug into a PC
slot. This computer card conrains cither one
or two small fans to keep the air circularing
around the boards and microchips. Now,
more than the power supply can be kepr cool
by the computer’s fan, and the Fan Carels run
quietly, too. T. §. Micro Tech, IBM ($23.95
Ningic-r‘.m card, $44.95 dual-fan card).

Game Blaster: This product is another con-
verter that allows VGA signals to be passed to
a TV set. The Game Blaster, however, makes
no pretense about business uses, but goes
right for the gamer’s heart (and waller). Al-
though it does not allow for the simultancous
.\;hnwit'lgt}l"sigm]s on both a monitor and TV
set, the Game Blaster has two distiner advan-
tages: it is considerably cheaper, and it comes
with an assortment of game software de-
signed for family room enteraainment, The
package includes Broderbund's Prince of Per-

sia, Velocity's Spectre Challengerand Jeifighter

. Any computer gamer’s elf might do well
this year to look at this product and bring PC
entertainment out of the closet and intw a

larger arena. Advanced Digital Systems, IBM
($169.00).

Reel Magic: Tired of low quality multime-
dia video? The solution might be the Reel
Magic add-in board—an MPEG full motion
video board with 16-bit sound card. The
board is capable of delivering full-screen, 30
frame per second, high-quality video from a
single speed CD-ROM drive. The board uses
itsown MPEG decompression chip to crunch
video data without drawing CPU processing
power. The result is very impressive. Several
company’s have comitted to supporting the
board, and there will be a few titles ready for
Christmas, among them Acrivision’s Retwern
to Zork and Interplay’s Lord of the Rings CD-
ROM. Sigma Designs, IBM (§449).

HELLO!MUSIC!: This multimedia pack-
age from Yamaha is for these who would like
to enjoy the rich, realistic timbres of sampled
instrument sounds with their software, but
who may not have the exua slots or the
technical finesse to configure one of the new
wavetable cards. The actual HELLOMUSIC
package is really the CBX-73 tone generator
module bundled with music software from
Passport: Turbo Trax, a sequencing program;
MIDI Player, and Queickeunes. The CBX-T3

is 1 16 bit wavetable sound module that is

HELLO!IMUSIC!

compatible with general MIDI level 1, and
with the flick of a switch, the Roland M'1-32
(in a limited capacity). The CBX-73 also
provides 192 different instrument sounds, 10
drum kits and digital reverb (through a pro-
prictary digital signal processor).

We lound that it took an MPU-401 MIDI
card to make the CBX-73 module “talk ro”
games thar support general midi. Unfortu-
nately, DOS games won't work with the
CBX-73 when it's connected o the serial
port, because the driver is available only when
running Windows.

Although  a very  good  produc,
HELLOMUSIC!is yet to be supported in its
native mode by compurter games. Yamaha,

1BM, MAC, MIDI ($449.00).
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" The humor and originality of Zork
are always present. .. its images are the most spectacular
in the history of video games”
JOVSTICK HAGAZINE ’ 4

“The interface may be revolutionary [and] allows a rlthp“é;s
that has been absent heretofore in graphic advent res."
Johnny L Wikor, COMPUTER GAMING WORLD.

A Cast of Hollywood Actors Over | hour of Spoken Dialouge Revisit Flood Cantrol Dam #3 * Try to OQutwit Devious Dwarves

eSO ERVE ROBINIVELY . ARGER ASONIVELY EDANGROS S JNES " NFOCON s ACTISION 5806 ASPERIN “SCARERN
inEacam. " ATHAN WANG w TER] MASON' s WILLIAM VOLK 550006 BARNETT #is<3EDDIE DOMBROWER ™“PETER SPRAGUE. ACTIVASion.

Available for IBM and Compatibles. Enhanced version for CD-ROM also available.
To order: See your local retailer or call 1-800-477-3650
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“Darn heavy microchips!”

CD-Blaster: One can stuff thousands of
lictle goodies into a stocking with this single
CD-ROM, It features over 1000 sound ef-
fects, 300 MIDI music clips, 100 video screen
savers, 200 photos, 400 talking icons, 100
cursors, and a mixture of digitized voices and
impressions from Homer Simpson (“DO!”)
to Bill Clinton (“OH!"), Those who have as
much fun playing with multimedia ridbits as
with games should find CD-Blaster a wealth
of fun resource material. Aristo-Soft, Inc.,
IBM with Windows ($39.95).

CD-Blasler

Computer Gaming World: Real computer
gamers want real reviews, in-depth straregy,
and an inside track on the computer game
industry. For more than 12 years, Computer
Gaming World has been doing just that. In
fact, we are continually trying to pack even
more information, perspective and graphics
into each new issue. So, with a modest dose
of humility, we suggest that a one year sub-
scription (12 issues for $28.00) might be just
the right stocking stuffer to keep computer
gamers feeling like it’s the holiday season, all
year long, Computer Gaming World ($28.00
domestic, $78.00 foreign air mail).
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Compute’s  Adventure Game  Player’s
Handbook: Opening lines like, “Hold onto
your joysticks folks...,” are not the best of
beginnings for a resource focusing on adven-
ture games. Arcade games, yes. But adven-
ture, no. Nonetheless, Computes latest
offering, by Raymond Lueders, is a thorough
guide to 37 popular adventure games. Look-
ing through the list of included titles, one gets
the idea that a concerted effort was made to
include solutions to the most current and
worthy quests, though there are a number of
older titles represented (this book was two
years in the making, thus accounting for some
of the more weathered walk-throughs). Assis-
tance is provided for Indiana Jones and the
Fate of Atlantis, The Legend of Kyrandia, The
Lost Files of Sherlock Holmes, Quest for Glory
11, The 7th Guesrand 32 other games, Handy
maps, object location lists and representative
screen shots serve to enhance the value of each
solution. Plus, a brief scenario accompanies
every game. Though we don’t consider it “the
ultimate guide to adventure games” as
claimed on the cover, it is still a handy re-
source to have on hand for those cold, wintry
nights spent in the dungeons. Compute
Books ($21.95).

The Disney Collection Sereen Saver: Hi ho,
hi ho, it's after work we go... Welcome to
this, the latest in the Affer Dark series of
screen savers, Here, Mickey is cast in the role
of the Sorcerer’s Apprentice, Goofy (dis)or-
ganizes onc’s Windows display, and a whole
gamur of Disney escapades ensue. There are
even official sounds and voices to give thar
full Disney dimension to the animated com-

puter graphics. Berkeley Systems, IBM with
Windews and Macinrosh ($49.93).

Doodle-mation: This Windews diversion is
for the “power doodlers” in the audience.
Doodle-mation allows the user to selecr from
a variety of shapes and animate them with
special effects. The animated scenes can be
edited frame-by-frame with a VCR-type con-
troller, and music can be added. Favorite
screens can be captured for use as Windows
wallpaper, and favorite patterns can be rurned
into screen savers. Screen Magic, IBM with
Windews ($29.95).

Ensy Boot: Games are notorious for requir-
ing “special” boot configurations. Booting
one’s system in a variety of different configu-
rations is often the rule more than it is the
exceprion. Many gamers have found an easy
solution to this configuration dilemma
through the use of batch files or a urdlity
program such as Lasy Boot, a multi-configu-
ration editor and selector. Through a menu-
driven interface, Easy Boot allows the user ro
set up and switch easily between 15 ditterent

The Disney Collection Screen Saver

configurations. Though not necessarily the
fastest way to reboot one's system under a
different configuration (there are some speed-
ier utilities), Easy Boot is definitely the easiest
to use. CLEAR Software, Inc.,, IBM
($49.95).

Lights Out Sports Fans Major League Base-
ball Screen Saver: Licensed from Major
League Bascball, this amusing  Windows
screen saver focuses on the team logos from
throughour the league. These logos play in
simulated “games” of baseball, have home
run contests, hold spring training, and per-
form other feats of baseball skill. Quadrangle
Software Corporation, IBM with Windows
($55.00).

Mega Rock Rap 'n Roll: For those in need
of a beat, one’s compurer keyboard can be
used to assemble several different, original
music tracks in a variety of different “studios”
(pop rock, rock you, boom boom bap, etc.).
A colorful collection of controls allow for
varying instrumentation, solos, and several
other jive, rap and reggae tricks. A “hip help

Compurer Gaming World



Find a well
Cast a spell
Make a A mistake

%032
Qi avm—
(ODRCERER__ |

Wherever you go, expect the unexpected.

Because Simon is no ordinary sorcerer.
He'’s an adolescent with an attitude, who

accidentally stumbles upon a magical

dimension on /i
8

the very verge

of collapse.

As fate would have it, only |
Simon can save it from a tyranny of
evil. Armed with a sharp wit and a |
rongue to match, our reluctant

hero sers |

forth

Activision"Company

Circle Reader Service #38

Simon The Sorcerer is available for order: see your local rerailer or

IBM and compatible computers. call 1-800-477-3650



man,” provides the on-line help for the less
musically inclined. Paramount Interactive,
IBM with CD-ROM and Macintosh with
CD-ROM (§79.95).

MaovieSelect: T'ired of scanning endless
shelves, wading through countess videos,
searching for just the right flick to take home
for the evening? If so, try viewing Paramount
Interactive’s  MowvieSelecr, “The Intelligent
Guide To Over 44,000 Videos.” This guide
is designed to assist one in quickly, easily and
intelligently choosing videos prior to arrival

MovieSelect

at the video store. The four main programs,
MovieSeleer Recommends, Find It!, Holly-
wood Guide and Previews, allow one to sift
through its massive database (VideoLog Se-
lect, favored chaice of video industry profes-
sionals) from an interface one would expecr
of Hollywood—hi-res, 256-color gliteer and
gold. MovieSelect Recommends provides a
list of recommended videos based on user
preferences; Find It! lets one search the video
database by title, actor or dirccror; Holly-
wood Guide provides direcr access to infor-
mation on movies, acrtors and direcrors; and
Previews allows the user to view any of the 12
included QuickTime digital previews. Movi-
eSelect provides quick scarch times and help-
ful assistance for the film fan. Paramount
Interactive, IBM with CD-ROM and Macin-
tash with CD-ROM ($59.95).

QuestBusters: The Book of Clues: After a

long stint publishing the six-volume Cuest for

Screenies
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Clues series through Origin Systems, Shay
Addams has struck our on his own with
QuestBusters: The Book of Clues. The major
change between this and the earlier Quest for
Clues ofterings is the lack of coded key words.
Included previously as an added measure
against “spoiling” on¢’s gaming pleasure by
inadvertently seeing the solution to one puz-
zle while looking for that of another, most
gamers disliked the necessity of having to
decipher these words in order to solve the
puzzle addressed. The clue books actually
became a puzzle in themselves. Thankfully,
this coding is now justa faint memory. A new
design in the layout of each walkchrough,
highlighred and self-contained clue  seg-
ments, serves to direct the reader’s atcention
to the correct part of the walkthrough, pre-
venting them from seeing the answers to puz-
zles encountered in other parts of the game,
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Uninstaller

The Book of Clues features solutions to 35
adventures, most of current vintage, includ-
ing Alone in the Dark, Betrayal at Krondor,

Darkside of Xeen, Fredely Pharkas, Realms of

Avkania, and Ringworld. Maps are included
for those games requiring them. Adventurers
will find a stocking full of help with this
resource. Clue Book Express ($18.93).

Sereenies: Individuals! That's whar we
Americans are! Though we tend to express
our individuality in odd outlets. Silly license
plates, bumper stickers, tee-shirts, buttons,
fancy hedge-trimming—it’s all a part of the
American way. Now you can assert your
uniqueness and jazz up your computing en-
vironment with Sereenies. Sereenies are illus-
trated computer frames that acach to your
monitor with Velcro strips. The available de-
signs include Etch-a-Sketch, Howlin® Wolf,
Drive-In Movie, Retro TV, Cat Box, and the
office favorite, Ren and Stimpy. There are
dozens of ather designs as well, including two
for the practical-minded: a dry erase border
and a corkboard. They're a great gift idea for
the stumped shopper. Sereenies, 13", 14",
and 15" monitors ($11.95).

Soloist: When used in conjunction with a
Sound Blaster card, a microphone, and any
musical instrument that one can play, Soloist
is an interactive lessons instructor and ana-
lyzer. It awards points for speed and accuracy
as the user plays (or even sings) on key to
match the notes on screen. Itis even possible
to use Sefoist to help tune inscruments. Since
no MIDI interface is required, it works with
virtually any instrument, and transposition is
done automatically. A nice product, but for
some of us, it would take a miracle to learn to
play music berrer. Ibis  Sofrware, IBM
($59.95).

Unlnstaller: Okay, you've finished playing
“Balls of Fire for Windows”and now you want
to remove it from your system. Easy, right?
Not necessarily. Cleaning up after messy
Windows installations can be a troublesome
and tiresome experience. Fortunately, Micro-
Help has come to the rescue with Uninstaller,
a handy housckeeping utility for the Windows
user. Put simply, Uninstaller removes an ap-
plication, all its files and all references ro i,
including WINLINI, SYSTEM.INI, and ap-

plication specific INT files. Unlustaller will
even remove applications across a nerwork
server and all workstations on the network,
Though it's not 100 percent foolproof, it’s
certainly a handy ool for the DOS-dummies
among us. MicroHelp, Inc. IBM with Win-
dorws ($79.00).

WinSleuth Gold Plus: Windows gamers en-
tering the multimedia generation are likely to
encounter installation and  configuration
woes in making the transition to sound and
CD-ROM capability. A handy ool ro case
that move is WinSleuth Gold Plus, a urility
that enables one ro troubleshoor hardware
and software running under Windows. Hav-
ing trouble with DMAs and TRQs? Trying to
fine tune system performance? WinSleuthwill
help get Windows squeaky clean. Dariana
Soltware, IBM with Windows ($189.00 SRP,
$99.95 introducrory special through January
I, 1994). cew
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“I found this game exhil-
arating, Many a night the
adrenaline was pumping
and palms were

sweating,”

— Fred ]. Philipp
QuestBusters

“The skillful

synthesis of full
motion video digi-
tized speech, CD audio
quality soundtrack,
and a pleasing vari-
ety of game play
make /NCA one of
the finest mul-
timedia games

yet published.”

— Stephen Poole
CD-ROM Today

“a cinematic tour-de-force...”

~VideoGames & Computer Entertainment

INCA

Multimedia CD

See your local retailer or call:

ARV (800) 757.7707

Part of the Sierra® Family

™ indicates trademark of or license to Sierra On-Line, Inc. . -
Circle Reader Service #39



Holiday Buying Guide Index

3DI Productions, Inc.

600 15th St.

Manhattan Beach, CA 90266
(800) 545-7677

Access Software

4910 West Amelia Earhart Dr.
Salt Lake Ciry, UT 84116
(800) 793-0073

Accolade

5300 Stevens Creek Blvd.
San Jose, CA 95129
(800) 245-7744

Acrivision

11440 San Vicente Blvd.
Los Angeles, CA 90049
(800) 477-3650

Advanced Digital Systems
20204 Srare Rd.

Cerritos, CA 90701

(800) 888-5244

American Laser Games
4801 Lincoln Rd. NE
Albuquerque, NM 87109
(800) 863-4263

Aristo-Soft, Inc.

7041 Koll Center Parkway
Pleasanton, CA 94566
(800) 338-2629

Avalon Hill

4517 Hartford Rd.
Baltimore, MD 21214
(800) 999-3222

Berkeley Systems
2095 Rose St.
Berkeley, CA 94709
(510) 540-5535

Bright Ideas

P.O. Box 22356

Denver, CO 80222-0356
(415) 332-7223

Broderbund Software, Inc.
500 Redwood Blvd.
Novato, CA 94948-6121
(800) 521-6263

Buffalo Products, Inc.
2805 19th Su. SE
Salem, OR 97302
(800) 345-2356

Capstone

Airport Corporate Center

7200 Corporate Center Dr., Suite 500
Miami, FL 33126

(800) 468-7226

CH Producrs

970 Park Center Dr.
Vista, CA 92083
(619) 598-2518

Clear Software

385 Elliot St.
Newton, MA 02164
(800) 338-1759

Clue Book Express
P.O. Box 85143
Tucson, AZ 85754

Commodore Business Machines
1200 Wilson Dr,

West Chester, PA 19380

(215) 431-9100

COMPUTE Publications

324 West Wendover Ave., Suite 200
Greensboro, NC 27408

(919) 275-9809

Creative Labs, Inc.
1901 McCarthy Blvd.
Milpitas, CA 95035
(800) 998-5227

Dariana Software
5241 Lincoln Ave., BS
Cypress, CA 90630
(800) 892-9950

Davidson & Associates
19840 Pioneer Ave.
Torrance, CA 90503
(310) 793-0600

D.C. True, Lid.

1840 Oak Ave.

Evanston, 1L 60201-3686
(708) 866-1864

Digital Media Labs
47913 Fremont Blvd.
Fremont, CA 94538
(310) 438-9088

Domark Software, Inc.

1900 South Norfolk St., Suite 202
San Marteo, CA 94403

(415) 513-8929

Electronic Arts

1450 Fashion lsland Blvd.
San Mateo, CA 94404
(415) 571-7171

GameTec
2999 NE 1915t St., Suite 800
North Miami Beach, FL 33180

Humongous Entertainment
P.O. Box 180

13110 NE 177th Place
Woodinville, WA 98072
(206) 485-1212

Ibis Software

140 Second St., Suite 603
San Francisco, CA 94105
(415) 546-1917

Id Software, Inc.
(800) 434-2637

Impressions Software, Inc.
222 Third St., Suite 0234
Cambridge, MA 02142
(617) 225-0848

Inline Software, Inc.

308 Main St.

Lakeville, CT 06039-1204
(203) 435-4995

Interplay Productions, Inc.
17922 Fitch Ave.

Irvine, CA 92714

(714) 553-6678

KOEI Corporation

1350 Bayshore Hwy., Suite 540
Burlingame, CA 94010

(415) 348-0200

Lawrence Productions, Inc.
1800 South 35th St.
Galesburg, MI 49053
(612) 665-7075

Legend Entertainment Company
14200 Park Meadow Dr.,
Chantilly, VA 22021

(B00) 658-8891

Logitech, Inc.

6505 Kaiser Dr.
Fremont, CA 94555
(800) 732-2928

Logos Research Systems, Inc.
2117 200th Ave. {)Vt:st

Oak Harbor, WA 98277-4049
(800) 87 LOGOS

LucasArts Entertainment Company
P.O. Box 10307

San Rafael, CA 94912

(800) STAR WARS

Machiavelli Designs, Inc.
2550 Ninth St., Suite 204
Berkeley, CA 94710
(800) 955-4634

Mallard Sofrware, Inc.
3207 Justin Rd.

Flower Mound, TX 75028
(214) 539-2575

Maxis Software

2 Theartre Square, Suite 230
Orinda, CA 94563-3346
(800) 33-MAXIS

Media Vision, Inc.
3185 Laurelview Cir.
Fremont, CA 94538
(800) 845-5870
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THE HOTTEST 3-D ACTION SILNGE WOLFENSTEINY

% ALIENS OF GOLD

Terror has been unleashed!

And now...the violence that plagues a distant
research colony threatens the planet Earth.

As British military agent Blake Stone you're

thrust into deadly combat against the malevo-
lence of a mad scientist and the insidious
mutant army under his command. Dr.

Goldstern, driven by his insanity and bent
on the annihilation of mankind, won't '
rest until he rules the known universe.

The forces of heroic good and villain-
ous evil collide in this life-or-death =/
struggle to control-Farth's future. |
Sign up to fight as Agent Blake
Stone, The fate of humanity is in

your hands! I'.
Call Toll Free ‘
1-800~GAME123/

For the cost of shipping and_./
handling, only $5.00, youfli
receive Episode One, The Star
Institute. Or download Episode One
~ and pay no shipping and handling.
Call the Software Creations BBS and
 check out the FREE Apogee file section, '}
" The BBS phoném S /




Holiday Buying Guide Index continued ...

Megarech

P.O. Box 11333
Torrance, CA 90510
(800) 258-MEGA

Merit Software
13707 Gamma Rd.
Dallas, TX 75244
(800) 238-4277

MicroHelp, Inc.

4359 Sh:ldow{bl'd Induserial Plowy
Marietta, GA 30066

(800) 922-3383

Microl.cague Interactive Soltware
University Office Plaza, Suite 201
Bellevue Building

262 Chapman Road

Newark, DE 19702

(800) 334-6572

MicroProse Software Inc.

180 Lakefront Dr.

Hunt Valley, MD 21030-2245
(800) 8§79-PLAY

Microsoft Corporation

One Microsoft Way
Redmond, WA 98052-6399
(206) 882-8080

Mindcrafr Sofrware

2291 W. 205th St., Suite 201
Torrance, CA 90501-1451
(310) 320-5214

Morgan Interactive, Inc.
41 Sutter St., Box 1158
San Francisco, CA 94104
(415) 693-9596

New World Computing

20301 Ventura Blvd., Suite 200
Woodland Hills, CA 91364
(818) 999-0606

Origin Systems Inc,
.0, Box 161750
Austin, TX 78716
(800) 245-4525

Panasonic

One Panasonic Way
Secaucus, NJ 07094
(201) 348-9090

Papyrus Publishing

35 Medlord Street
Somerville, MA 02143
(617) 868-3440

Paramount Interactive
700 Hanson Way
Palo Alto, CA 94304
(415) 813-8055

Philips Interactive Media of America
11111 Santa Monica Blvd.

Los )\ngu]c.\. CA 90025

(800) 845-7301

Psygnosis, Lid.

675 Massachusetts Ave,
(hmhridg::, MA 02139
(617) 497-7794

Quadrangle Software Corporation

305 E. Eisenhower Parkway, Suite 208

Ann Arbor, M1 48108
(313) 769-1675

Readysolft, Tne.

30 Wertheim Cr., Suite 2
Richmond Hill, Ontario, L4B 1B9
Canada

(416) 731-4175

Realism Entertainment
6N522 Pine Streer
Bensenville, IL 60106-1209
(708) 595-7487

Revell-Monogram, Inc.
8601 Waukegan Rd.
Morton Grove, [L 60053
(708) 966-3500

Sanctuary Woods Multimedia Corp.

1875 South Grant St.
San Mareo, CA 94402
(415) 578-6340

Screenies

18971 Sonoma Hwy.
Sonoma, CA 93476
{707) 939-6060

SereenMagic

820 Florida St.

San Francisco, CA 94110
(415) 648-8056

Sierra On-Line, Inc.
P.O. Box 485
Coarsegold, CA 93614
(800) 757-7707

Sigma Designs

47900 Bayside Patleway
Fremont, CA 94538
(800) 845-8086

Spectrum HoloByte

2490 Mariner Square Loop
Alameda, CA 94501

(800) 695-GAME

Strategic Simulations, Inc.
675 Almanor Ave., Suire 201
Sunnyvale, CA 94086-2901
(800) 245-4525

Strategic Studies Group, Inc.
8348 Monuticello Dr.
Pensacola, FL 32514

(904) 469-8880

SWFTE International, Ltd.
P.O. Box 219

Rockland, DE 19732
(302) 234-1750

The Software Toolworks
60 Leveroni Cr.

Novato, CA 94949
(415) 883-3000

Three-Sixty Pacific, Inc.

2105 S. Bascom Ave., Suite 165
Campbell, CA 95008

(409) 776-2187

Time Warner Interactive Group
2210 Olive Ave.

Burbank, CA 91500

(818) 955-9999

T.S. Micro'T'ech
20818 Higgins Cr,
Torrance, CA 90501
(800) 959-9419

Tsunami Media, Inc.
P.O. Box 790

. Coarsegold, CA 93614

(209) 683-9283

Twin Dolphin Games, Inc,

220 Twin l)nlphin Dr., Suite B
Redwood Shores, CA 94065
(415) 637-9300

United Pixtures

1323 East Broadway, Suite 301
Glendale, CA 91205

(818) 502-0211

Viacom New Media
648 5. Wheeling Rd.
Wheeling, 1L 60090
(708) 520-4440

Velocity Development

Four Embarcadero, Suite 3100
San Francisco, CA 94111
(415) 776-8000

Villa Crespo

P.O. Box 1818

1725 McGovern St.
Highland Park, IL 60035
(800) 521-3963

Virgin Interacrive Enterrainment
18061 Fitch Ave.
Irvine, CA 92714
(800) VRG-INO7

Walt Disncy Computer Software, Inc.

500 South Buena Vista St.
Burbank, CA 91521-6385
(818) 973-4015

Westwood Studios

3540 West Sahara Ave., #323
Las Vegas, NV 89102

(800) 874-4607

Yamaha Corporation of America
P.O. Box 6600

Buena Park, CA 90622-6600
(714) 522-9011

cew
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In Search Of...

The
Ultimate

Game
Machine

CGW Explores The Mysteries
Of Hardware And Compares
Two “GameFrames”

by Paul C. Schuytema

oday’s horrest games require more than just our own werware

to solve their mysteries; they also feed voraciously on hard-

ware, hungry for MIPS, megabytes and megahertz. With the
technological ante being raised every time we take a breath, ic’s hard
to determine how much of a machine we need to handle the process-
ing tasks of today as well as tomorrow. Reading CGW regularly will
provide you with much needed guideposts, and currently, all fingers
point to a 486-66 MHz system as the basic platform of choice. Add
to that as large a hard drive as possible, a sound card, VL-Bus video,
alarge, crisp monitor, and a CD-ROM drive, and you have assembled
a serious PC game machine.

Beyond the basics, whar are the differences between systems? FHow
do they perform on the field of battle? That, good readers, is my rask
for this day. Sitting on my old oak desk are two of the hottest 486
systems you can purchase: a Gateway 4DX2-66V and a Falcon Mach
5. I've worked with both, and they are both excellent, quality com-
puters, light-years beyond the old 8088s of only a few years back.

Bur how they perform head-to-head is a question that I have yet o
answer, and as [ write these words (on my rrusty no-name 486-33), 1

have no conception as to which machine will be the champion of

champions. We will journey down that road together, and as I load
each system with the most voracious, power-hungry game software
available, I'll ask more out of these two computers than NASA asked
out of its mission control computers when we puta man on the moon.

F'ime to dim the lights, warm up their heavy-duty power supplies,
plug in my flightsticks, and let the games begin.

In one corner, weighing in at $2,995, is the Gateway 4DX2-66V.
Included is a 486-66MHz processor, 16MB of RAM, one 3.25"
floppy drive, and a Seny 150KB/second CD-ROM drive with an
integrated CD wray. The motherboard fearures a VL-Bus which hosts
an ATT Ultra XLR graphics accelerator with 1MB of onboard mem-
ory. [t ships with Gareway’s 15", non-interlaced, Crystalscan moni-

tor, and a local-bus IDE interface (ﬂ)l'cuntl'ouillg the hard drive). The
hard drive is a 424MB Western Digital drive with built-in 128K
cache buffer. [Ar press time, we were informed that this system now
nclueles a donble-speed CD-ROM drive --Ed.]

In the other corner, weighing in at $2,817 is the Falcon Mach 5. It
is a 486-66MHz computer, sporting 4MB of onboard RAM with a
5.25" and 3.5" floppy drive and “drawer-style™ 150KB/second CD-
ROM drive. The motherboard also features a VL-Bus, which supports
a Genoa 8500VL graphics accelerator (1MB of memory) as well as a
VL-Bus floppy, serial and parallel controller card. T tested the system
with the oprional MAG 15" non-inrerlaced monitor. The hard drive
is 212MB. Also included with the Falcon Mach 5 isa CH Gamecard
I and Flightstick Pro, and a Sound Blaster Version 2.0 with addi-
tional RCA out-jacks, and a pair of self-powered speakers.

That’s the tale of the tape, but what does it all really mean? First,
let’s look at the processor. The processor, or Central Processing Unit
(CPU) is the heart and soul of the computer, the neural center of all
your computer’s activity. A 486-66MHz processor is the best and
brightest of the 486 DX line of CPUs from Intel, supporting aver 1.2
million transistors in a single chip and able ro process well over 40
million instructions per second. A 486 CPU, wharever the speed, is a
32-bit chip, meaning that it can handle its information in chunks of
32 bits of binary data. The 486 also features another integrated chip,
a floating-point processor, which handles all of the complicated math
tasks of the computer. 4865X chips are essentially 486DXs, except
that the integrated floating point processor has been disabled. You
may also see 486 computers advertised as SLC chips. This is a term
used ro indicare non-Intel 486 clones, the most popular of which is
the Cyrix 486SLC. The SLC is essenrially a clone of the 486SX, but
engineered fora lower power drain and designed for the limired power
environment of laptop computers.

Both of the computers facing each other in this fearure are DX2
chips, which are Intel’s “speed doubler” chips. Essentially, they are
486-33MHz chips which have had their internal clock speed doubled

Falcon Mach 5

CONFIGURATION: 48b-66MHz, 4MB RAM, 250MB Hard Drive, Mitsumi CD-
ROM drive, 3.5" & 5.25" floppy drives, Genoa 8500VL graphics accelerator with
TMB VRAM, 14" Super VGA monitor, mouse, keyboard, DOS 6.0, CH Flightstick
Pro, CH Gamecard 111, Sound Blaster Version 2.0, powered speakers,

COST: §2,499

OPTIONAL ACCESSORIES TESTED: MAG 15" non-interlaced monitor ($317)
MANUTACTURER: Falcon Northwest

263 S, Bayshore Drive

Coos Bay, OR 97420

(B00) 258-6776



to 66MHz. “MHz" is a term which refers to millions of cycles per
second and is used to rate a CPU’s internal crystal clock, which keeps
the chip in sync and running smoothly. While somewhar of an
abstract term, a processor with a higher MHz rating will be a faster
pl’()cL’SSOr.

Probably the next most important feature of these two systems is
the VL-Bus. A bus is a data-channel which allows the CPU o
communicate with the rest of the computer’s components. For years,
the dominant bus has been the ISA (Industry Standard Architecrure)
bus, a slow, 16-bir bus which generally runs at 8 MHz. This is fine
for such things as modems, but is a major bottleneck for video and
hard drives. A local bus breaks this limitation by providing a direcr
path from the CPU to certain components of a system, such as a video

controller. While local buses have been around since the “dawn” of

computers, desktop local buses have only really surfaced in the last
few years. The problem was thar, up until very recenty, there was no
set standard, so a local bus video card that would work on one system
wouldn't be guaranteed to work on another. The VI.-Bus is changing
that by providing an industry standard bus configuration. The bus is
named for the VESA (Video Electronics Standards Association)
developed constraints and restrictions, which limits the bus speed to
around 40 MHz, with no mare than three V1.-Bus components on a
system. VL-Bus components can also perform a feat known as “bus
mastering,” in which they actually take precedence over the CPU for
a time to perform a given function. In the near future, the PCI Bus,
developed as a resule of a push from Intel, might give the VL-Bus a
run for its money, but for now, the VL-Bus is the safe, high-perform-
ance road to take.

Another important concern for game players is the monitor itself.
Large is definitely better, and a 15" monitor feels far superior to a 13"
or 14" model. A non-interlaced model is the way to go, since it means
that the electron beam which creates the display redraws the entire
screen each pass (as opposed to an every-other approach on interlaced
monitors), which cases flicker and eyestrain, and greatly improves the
image’s clarity.

CONFIGURATION: 486-60MHz, 16MB RAM, 424MB Hard Drive, Sony CD-ROM
drive, 3.5" floppy drive, ATl Ultra XLR VL-Bus video accelerator with TMB VRAM,
15" Crystalscan monitor, mouse, keyboard, DOS 6.0, Windows 3.1, choice of appli-
calion software,

COST: $2,995

MANUFACTURER: Galeway 2000

610 Gateway Drive

PO, Box 2000

North Sioux Cily, 5D 57049

(800) 846-2000

Now that we have defined our terms and know the stats of each
system, it is time to put them to the test. First, we'll look at some
“dry” numbers that indicate benchmark performances in areas impor-
tant to game players. The first test is hard drive performance, which
will indicare the rate ar which a drive can read and send data ro the
CPU (the data-throughput), the amount of time it takes a hard drive
to find and access a particular picce of data (the average seek-time ),
and an overall performance rating.

Road Work (Data Throughput)

Hard Drive Performance
(with Smartdrive disk caching)

Performance

Transfer Seek
. Rate Time Index
|Falcon Mach 5 3,466 KB/sec 13.8 ms 246
Gateway 4DX2-68Y 2,838 KB/sec 11.7ms 216
|486 33 MHz “generic” clone 1,215 KB/sec 16.9 ms 10.5
386 40 MHz “generic” clone 1,082 KB/sec 12.8 ms 10.7
|“Ancient” IBM/XT __85KBsec 79.0ms 1.2

In these tests, the Falcon's victory in the data-throughput test is a
result of the VL-Bus disk controller, which allows large amounts of
data to move very, very quickly from the disk to the CPU and
memory. The Gateway’s edge on seck time is due to the hard drive’s
integrated 128K cache buffer.

Conditioning (Basic Performance)

The next test indicates basic levels of computer performance using
an IBM/AT with a 6MHz 80287 math coprocessor as a benchmark
system. In this test, the video test indicates not the frame rate of the
video, but rather the raw speed in which information can be trans-
ferred from the CPU to the graphic card’s video memory, The CPU
and FPU rests indicate how fast the imaginary IBM/AT would have
to operate to equal the performance of the tested systems.

System Performance

CPU  CPUTest FPUTest DOS Text

Speed Speed
|Fa!c0n Mach 5 66.7 MHz 222.9 MHz 544.8 MHz 13,284 chrs/ms|
| Gateway 66.9 MHz 223.4 MHz 546.7 MHz 7,801 chrs/ms
4DX2-66Y
486 33 MHz 334 MHz 111.5MHz 2724 MHz 3,130 chrs/ms
“generic” clone
386 40 MHz 40.2 MHz 59.6 MHz no FPU 2,386 chrs/ms

| “generic” clone
Benchmark software: Landmark Version 2

At the most basic levels, the Falcon and Gateway are dead even until
we come to the video data performance. The Falcon motherboard’s
VL-Bus and the Genoa card are able to transfer raw data at nearly
twice the speed of the Gateway.

This discrepancy brings us to our next test, which indicates how
quickly the systems can display three-dimensional polygon informa-
tion in real-time animarion. While the dara rtransfer rest is more
abstract, this Superscape (a well-known virtual reality development
company) test more accurately represents the tasks the computers will
be asked to perform in the heat of intensive gameplay.

Superscape Three Dimensional Frame Rate Test
(times given are in seconds)

6

Falcon Mach 5 with Genoa accelerator

Gateway 4DX2-66V with ATl accelerator 45.4
486 33 MHz “generic” clone  with Diamond Stealth accelerator 15.3
386 40 MHz "generic” clone  without accelerator 13.3|



While the Falcon system could transfer video data much faster than
the Gateway, the ATI card in the Gateway was more adept at
processing the information into an acrual image we can see. Both
perform light-years beyond the “king of the heap” video acceleraror
of only 18 months ago, and phenomenally better than a non-acceler-
ated video display system.

The Thrillah With Vanilla (Main Event)

While these tests clearly show the two systems to perform well
beyond standard 486 systems, we haven’t seen how their stamina
holds up to the excruciating demands of game software. For this bout,
the systems mer head-ro-head ar center ring with identical, optimized
conlig.sys and autoexec.bar files which maximize the amount of free
conventional memory, and are “vanilla” systems, meaning that noth-
ing is loaded excepr the drivers necessary to access such things as the

CD-ROM drives and sound cards.

I should note that the Gateway does not include a sound card
(though it does have a Sony CD-ROM cantroller card which provides
CD-ROM sound). I installed a Sound Blaster Pro in the Gareway,
and used the same set of studio monitors (not those included with the
Falcon, which are a lirele low on bass-response for my tastes) for both
systems. | used the same CH Flighrsrick Pro on each system, but on
the Falcon, I plugged the joystick into the dedicated conrroller card,
while on the Gateway, | used the port on the Sound Blaster card (the
Gareway does not include a game port). Those disclaimers aside, [ set
out several hours and installed X-Wing, Strike Commander, Links 386
Proand 7th Guest on both systems to see how they would play.

Round 1 (X-Wing)

First, I dimmed the lights and brought up X-Wing, and performed
my test of entering the first rraining mission, accelerating to full
power, heading through the first four gates, then performing a double
roll before entering the fifth gate. This test not only required CPU
intensive polygon caleularions, burt also required hard disk access to
move from the training room to the first mission. The Gareway
performed the flight in 22 seconds while the Falcon came in close at
23 seconds.

Round 2 (Strike Commancder)

Next, | dropped my blaster helmet and slid into my khakis and
loaded up Strike Commander. 1 ser up a dogfighting training mission
with five ace bogies (MiG-21s) coming at me at 15,000 feer. [ timed
not only the time to load the mission (from the armament screen) but
also the time it ook ro accelerate to 500 knots and then execute two
and a half snap rolls. The Falcon performed the run in 35 scconds
while the Gateway took 40 seconds. [ should note that Strike Com-
maneer is probably the most hardware-intensive game yer released,
and loading the mission took the brunt of the time. Both systems
performed the snap rolls so quickly that I had to shake back a bloody
nose and a potential “red-our.”

Round 3 (Links 386 Pro)

Sloughing my khakis for some plaid polyester pants, 1 headed for
Links 386 Pro and the second hole ar the Belfty, in North Warwick-
shire, England. On both systems, Iserall levels of realism to maximum
(overkill, really, since who needs to see every needle on a pine tree 300
yards away?), and simply recorded the time it rook rto render the
second hole’s panoramic scenery (I chose the second hole instead of
the firstsince Links 386 Proloads trees and other objects into memory
the first time it renders a course, so the first hole is always a slow draw).
The Gateway stole the show, rendering the scence in 5 seconds, while

it felt like the Falcon struggled a bir as it took 11 seconds to draw the
scene. Since Links 386 Pro is one of the handful of programs that
actually make use of more than 4MB RAM, and since the Gateway
system sports a whopping 16MB, the performance difference can
easily be attributed to this extra RAM. I should mention thar to run
Linkson the Gateway, I first had to run ATT's VESA-mode emularor
program [rom the DOS prompt.

Round 4 (7he 7th Guest)

Finally, I showered and neatly folded my warwick-plaids and lic up
a nice calabash pipe, took a mellow puff, and picked up a sweet,
though hauntingly disturbing Victorian porcelain doll. I loaded up
7th Guest. In the Stauf mansion, | simply recorded the time it took
to ascend the eerie blue marble stairway up to the second floor. The
Falcon won out at 14 seconds while the Gateway nosed in second at
16 seconds for the long climb. While the Gateway's extra RAM allows
it to crunch the video numbers more quickly, 765 Guest reads its video
directly off the CD-ROM, and it seems that the Falcon’s CD was able
to deliver the data faster. Of all the games 1 installed, I only had
problems with the 7#h Guest on the Falcon, which required some
tweaking and reinstallation even with the Genoa fix provided by
Trilobyte.

Split Decision

As you can see, performance wise, both machines fared nearly
equally in the field of play. As for my subjective impressions, both
were dream-machines, full of enough power for every game | threw
their way. The quality of the video was an absolute toss-up, both
producing rich, gorgeous displays, and with the Sound Blaster in-
stalled in the Gateway, both sounded as good as I had hoped.

Can 1 pick a winner? Well, it depends on what you really want wo
do with your steroid-fucled game computer. If you want a computer
to double as a nine-to-five system, and you run a lot of Windows
applications, 1 would have o reccommend the Gateway. The ATI
graphics card is ser up to run Windows berter than the Genoa card
installed in the Falcon, Windows is included, and the mouse is
genuine Microsoft.

On the other hand, if you want to go all-our for games, the Falcon
is the best ber for your money. You ger a better monitor (the MAG
monitors, both 15" and 17", are PC Magazine Editor’s Choice
winners), and a bundled joystick, high-speed game card, speakers and
sound card. Though, I will say, the Focus keyboard included with the
Falcon feels cheap compared to the “liquid-touch” of the Gateway
Anykey keyboard.

If you are looking purely at the dollar signs, the Mach 5 and the
4DX2-66V finish in a dead heat, value-wise. While the Mach 5 is
$178 lower in price and includes over $200 worth of gaming acces-
sories, the 4DX2-6GV offers 12 additional MB of RAM, a hard disk
almost twice the size, Windows software, and a choice of one “real
world” application program.

The bottom line, though, is thar both of these systems are the best
of the best, and I'd ber that whichever you purchased, you'd be very
satisfied with the ability o fly immelmans around nearly every other
computer on the planer. Though “ries are like kissing your sister,” we
hope this comparison at least gave you a better understanding of the
factors involved in a gaming hardware purchase and made you
berrer-armed for the hardware wars, cew
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s we enter the Holiday scason 1

thought I'd offer my own abbreviated

Buying Guide of excellent shareware
titles to stuff in your favorite person’s stock-
ing. Because of space constraints, I have lim-
ited the focus to three of the shareware
industry’s highest caliber publishers: Apogee
Software, Epic MegaGames and Software
Creations. All of the following titles are
highly recommended, and most are more
reasonable than rewail for any Scrooges in the
crowd.

Reaching the Apogee

A steady stream of enterraining and play-
able games have flowed from the prolific
shareware fountain known as Apogee Soft-
ware. Their only significant failing has been
the continued use of EGA images in a VGA
world. Thankfully, this has changed with the
release of four new games: Halloween Harry,
Duke Nukem 2, Blake Stone 3D and Raptor:
Call of the Shadows, the latter two being the
most significant of these new offerings. While
| intended ro cover both Blake Stone 3D and
Raptor, | was unable to coax my beta of Blake
Stone to run (it arrived the day this column
was due). So, T will limir my coverage ro thar
of Raptor.
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Raptor

Simply put, Raptoris Apogee’s most profes-
sional and comperent release since their pub-
lishing of 1d's Wolfenstein 3D. A top-down
perspective, vertical scrolling shooter, Rapror
offers a look familiar to players of Xevionsand
Sidewinder, sporting smooth animation and
high quality VGA graphics. One begins each
mission from the Hanger Deck where, before
departing for bacde, pilots register in the
Locker Room (entering their name and se-
lecting from one of several portraits) and
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equip their fighters from the Supply Room.
When ready to depart, the player begins mis-
sion one (rwo additional missions are avail-
able upon registration). Each mission consists
of nine or ten levels of wave after wave of
artacking ships with a final “boss” ship at the
end of each level.

In addirion to the exceptional 256-color
VGA graphics, a substantial audio sound-
track is provided, as are the requisite digitized
sound effects. Major sound boards are sup-
ported, including support for General Midi.
Those wishing to enlist with Kaptor, as well
as check out other new ritles from Apogee
should contact Apogee Software, P.O. Box
476389, Garland TX 75047 or call (800)
GAME123 (MasterCard, VISA and Discover
accepred). Raproris $34.95 plus $5.00 ship-
ping and handling and is due for release in
early December. Action aficionados will find
it a holiday rreasure.

Such Wonderful
Software Creations

My favorite of three new titles from Soft-
ware Creadons is Hexxagon, and its registered
sister Hexxagon 11, developed by Argo Games,
Similar to Thromulusand Spot, Hexxagon is a
turn-based, animated strategy game of con-
quest. Pitting two players against each other
(human vs. human or human vs. computer),
Hexxagon requires that you obrain and con-
trol more hexes on the playing field than your
opponent in order to win. Each player begins
with three hexes and secks to acquire more by
moving or jumping to adjoining vacant
hexes, or by landing next to an opponent’s
hex(es) and consuming their piece(s), replac-
ing it or them with their own (cell murarion,
of sorts). This process continues until all

Hexxagon

hexes are occupied, with the winner holding
the most territory. While play is simple,
Hexxagon is an extremely addictive game,
more so than many similar ricles.

This shareware gem features 256-color
VGA graphics, Sound Blaster sound effects,
multiple difficulty settings, and an easy-to-
use interface. A built-in board ediror allows
the player to construcr his or her own board
designs, with the ability to save five favorite
configurations. Hexxagon is one of the best
stocking stuffers around for both the strategy
gamer and for those who normally don’t play
strategy titles. It is available for $20, plus $2
shipping and handling. Upaon receipt of pay-
ment, Hexxagon I will be mailed to all regis-
tered owners. | highly recommend it.

Squarez Deluxe

Squarez Deluxe, the second game from Soft-
ware Creations, is another strategy tidle. The
goal of this strategy puzzler, which has a
Tetris-like feel, is ro race against the clock or
stay ahead of your opponent in the process of
building “squarez” (square blocks of riles, as
the name implies). What makes this puzzle
game interesting, though, is the variety of
pieces used. Sporadically, hazardous chemi-
cals, missiles, hombs, spikc.‘;. and other bizarre
items appear in onc’s pieces, making place-
menr a crirical marrer. Forming a square con-
raining one of the special picces activaces it
Speed also plays a factor, rewarding faster
players with more points. Three levels of play
help spice up the action: Basic mode for
traditional puzzle gamers, Normal mode of-
fering a balance of special tiles, and Extreme
mode filled with bizarre tiles and surprises.

Support is provided for one or two players.
In addition, Squarez Deluxe requires VGA
graphics and 640K RAM, and features Ad

Computer Gaming Werld
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Visa & MC Accepted. Checks Held 4

Weeks. Money Orders Treated as Cash.
Most Items Shipped Same Day. Shipping
Times not guaranteed. Check compatibil-
ity before you buy, Defectives replaced with

the same product. ALL SALES FINAL

Shipping to US,PR,AK,HI,APO, & FPO $3
perorder. Air Mail to Canada $5 per order.
2 Business Day Air $5 per order; PR,HI $12
st item + $2 ea add'l; AK $19 1st item +

$2 ea add|

Europe, S.America Air Mail $19 1st item +
$6 each add'l. Asia, Australia, Africa Air
Mail $25 1st item + $6 each add'l.

Handling $2 per shipment

IBEM SIMULATION IBM SIMULATION IBM SIMULATION

Acoustic Research P22 $79
Acouslic Research P425159
Acoustic Rsearch P5705319
Acoustic Rsearch P6225239
AdLib Sound Card 534
Adlib Gold Sound Card 599
Adlib Programmer’s Man 56
Adv Gravis Ultrasound $129
Champ Joyslick $19
Flight Stick Joystick 536
Flight Stick Pro Joystick $57
Game Card 3 Automatic $39
Labtec 105 Powr SpeakrS21
Maxx Cobra Flightstick $54

Maxx Control Yoke 554
Maxx Rudder Pedals FLTS39
Media Cancept S59
PC Symphony 837
Pilot Control Stand 520

Pro Audio Spectrum 168148
Pro Audio Spectim Plus$129
Rudder Pedals Driving  $39
Sony SRS7 Speakers  §9
Sony SHSY Speakers  $16
Sound Blaster 16 ASP $219
Sound Blaster Deluxe  $89
SBlaster Discovery 16 5469
SBiaster Discovery 8 $399
SBlaster Edtinment 165519
SBlaster Edutainment 85448
S8laster Power Speaker$24
Sound Blaster Pro Dix $124
Snd Blaster Voice Editor $54
Sound Galaxy BX2 565
Sound Galaxy NX2 579
Sound Galaxy NXPRO 5119
Snd Galaxy NXPRO 165169
Snd Galaxy Mullimedia $399
Snd Galaxy 16 MMediaS499
Sound Maching S04
Sound Star Sound Enh §9
ster Doving CS$99
Thrusimasler FCS Pro 589
Thrusimaster Flight CS $59

Thrustmi

Thrustmastr Game Card 527
Thrustmastr Rudder CS $99

Thrustmaster WCS 1l
Video Blaster

Virtual Pilot

Voice Blaster

IBM SIMULATION

AT P Flight Simulator

ATAC

A10 Avenger 1993
A320 Airbus
AH-84 Helicoptor
Aces Over Europe

Aces Europe Mission 1
Aces Europe Mission 2

Aces of the Pacific

Aces Pacilic Mission 1

Aces of the Deep
Air Duel
Air Warmor SVGA

Awrcralt Scenery Design

AirportFacilities Dir
Allied Forces
Armour Geddon
Armoured Fist
Assignment Miarmi
Altack Pack

B17 Flying Fortress
Battle Command
Birds of Prey

594

$349

$69
$64

$19
$30
546
S44
$46
841
$27
827
$42
$27
$42
$34
$35
$35
$12

$9
$a2
$52
$26
542
$24

56
532

Blue Max Aces Great WarS6

Car and Driver

Cardinal of the Kremlin

Coasler

Conqueror Mulli Tank
Crash Course

Cyber Race

Das Boot Submarine
Delta V

Design Your Own RR
Elite Plus

526
56
$32
56
59
542
59
548
319
19

Eye of the Storm Fit Sim$29
F117A Stealth Fighter  $42
F15 Strike Eagle 1 57
F15 Strike Eagle 2 815
F15 Strike Eagle 2 Scen$17
F15 3 Aces Pak 549
F15 Strike Eagle Ill S
F19 Stealth Fighter $12
F40 Pursuit Simulator ~ $31

Falcon 3.0 $48
Falcon 3 Scen 1 $24
Falcon 3 Scen 2 Mig 29 $33
Faleon AT 316
Fire & Forgel 2 530
Fleel Defender 348
Flight Planner s24

Flight Simulator 4.0 S42
Flight of the Intruder S16
Fly the Grand Canyon 539
Grand Canyon Scenary $16
Grandest Fleel 536
Great Naval Batlles 544
GNB America in Atlantic $21
GNB Super Ships of All $19
GNB Scenario Bullder  $28

Gunship $12
Gunship 2000 $37
Gunship 2000 Scen Disk$24
Harner Assault 832

Harrier Assault SVGA 548
Hawaian Odyssey 516

Heatwave 36
Heroes of the 3571h 515
HoverForce 53
Hyperspeed $12
Indy Car Racing S48

Instrument Pilot Scen E $59
Instrument Pilot Scen W $49
Japan Scenery Disk $19

Jelt Fighler 2.0 $39
Jet Fighter 2.0 Miss Disk$19
Jump Jet $39
Jump Jet Aces Pack 850
Killing Cloud 6

'IRON HELIX CD'
You are out gunned
and on the run from
a deadly defender
robot with only your
wils to prevent in-
tergalactic war,
Your mission: de-
shroy the doomsday
weapaon on board a
derelict spaceship.
Iran Helix combines
fluid nonstap action
with stunning photo
realistic 3-D graph-
ics and a dynamite
soundirack.  S60

‘DAY OF THE TEN-
TACLE' Dr. Fred's
mutated purple ten-
lacle is out to take
over the world.
Travel through time
with three outra-
geous characters.
CD ROM version
has full digitized
speech, Features
the voice of Richard
Sanders who
played Les
Nesman on WKRE.
Floppy Disk S39
! CD-ROM S45

Knights of the Sky $29

Life and Death 519
Life and Death 2 g24
Lightspeed 59

Manlis Exp Speech Pak $19
Mantis Expenimental Fir S28
Maximum OverkKill 43
Max Overkill Mission 1 828
Max Overkill Mission 2 828

Max Pac s18
Mechwarrior 2 542
MegaForlress 312

Megatortress Mission 1 526
Megatortress Mission 2 526
Megatortress Mega Pak 538

Miami Enforcer 539
Microsofl Flight Sim 5.0 S49
Mig 28 Fulcrum 532
Mew Facilities Locator 512
Orbits 537
Pacific Strike 852

Power Boat Simulalor 539
PowerHils: BattleTech 532
Power Politics WIN $19

Privateer 52
Rapcon $29
Reach for the Skies 531
Red Baron VGA 536

Red Baron Mission Disk $24
Red Storm Rising ODCPS12
Sailing Instretr Pack  $239
Sailing Simulator 3 342
Sailing Sim 3 East Coast$32
Sailing Sim 3 W Coast 532
Scenery Collection Set AS19
Scenery Collection Set BS34
Scenery Colltn California$19
Scen Colltn Great Britain$19
Scenery Enhance Editor $21

Sea Woll 852
Seal Team 342
Secret Weapn Luftwaffe 534
Shultle 526
Silent Service 2 519

il Daasdar Camiteon AL

Sky Chase 89
Speed Racer S36
Strike Commander 546
Strike Com Speech Pak S18
Stunt Driver 315
Stunt Island 836
Sub War 2025 s42
Syndicate 833
Tank $16
Task Force Admiral Pack$52
Team Yankee s19
Team Yankee 2 524
Test Drive 2 S30

Test Drive 2: Collection $19
Test Drive 2:Euro Chal 56
Test Drive 2:Muscle Car 512
Test Drive 2:Supercars $12

Test Drive 3 $22
Test Drive 3:Road & Car$12
Thunderhawk 59
Tie Fighter 548
Top Gun Danger Zone 520
Tornado 548
Tracon 2 529
Tracon 2 WIN §34
Tracon WIN 528

Ultrabots Sanclion Earth$36
Voice Commandr F117A 518
Vaice Command F15SE3S18
Western Europe Disk S8
Wing Commander 319
WC Secret Miss 1 &2 520
Wing Commander Dix S48
Wing Commander 2 548
W C 2 Operation 1 or 2 522
W C 2 Speech Mod $13
Wing Commander Acad $34

Waollpack 315
Waorld Circuil 532
World Circut Champ Ed $45
X-Wing 538

X-Wing Mission Disk 1 520
X-Wing Mission Disk 2 520
Yeager's Air Combat 521

‘MECHWARRIOR
2’ Climb into one of
16 Battle Mechs
and prepare 1o set
your imagination
on fire. You're
strapped into a
100-ton maching
that can annihilate
a squadron of
F-15s in a hearl-
beat. And you're
about to battle your
way across the
planetary terrain.
From ice to desert
to urban land. $42

*SSN-21 SEA
WOLF’ is the se-
quel 1o the smash
hit 688 Altack Sub.
A crisis  has
erupted and hight-
ing between the US
and Russian's navy
has occurred. As
the commander of
the SSN-21, you
are ardered into
batile to destroy
the fleet. Fealures
over one hundred
16-bit digital true
stereo effects. $52

IBM CD ROM

12 Roads lo Geltsyburg S48

7ih Gues!t 854
7th Guest 2:11th Hour  S65
A Chnistmas Carol S18
Adult Reference 524

Adv of Brad Stallion S39
Adv of Willie Beamish 539
Aegis: Guardian of Flee1 554
Aesop Multimedia Fable $30
Airworks Music Library $34
Alone in the Dark 548
American Vista 552
Americans in Space $541
Anabel Dream Anc Egyp$52
Atlas Pack 71
Atlas of U.S. Presidents 526
B17 w/ Silent Service 2 $42
Backroad Racers $43
Batlle Chess S46
Blue Force: Next of Kin $44
Bodywork: Adv Anatomy $52
Britannica Family ChoiceS64

Busty Babes 532
Buzz Aldrin Race Space $59
California Travel 59
Campaign 835
Caslles 2 350
Chessmaster 3000 346
Conan 521
Conquests Robin Hood 542
Conspiracy 545
Crossword Cracker $50
Curse ol Enchantia 526
Cyber Space 538
Day of the Tentacle 545
Deep Throat £42
Desert Storm 32
Discoveries of the Deep 537
Don Quixote 524
Dracula 348
Dracula Unleashed 951
Dragon’s Lair $36
Dune $54
EcoQuest 842




Lib/Sound Blaster comparibility. Twenty
bucks plus $2 shipping and handling delivers
the registered version featuring many game
enhancements.

Gamers with greater action in mind should
check our Night Raid (Argo Games), an ar-
cade shoot "em up where you must defend
your lonely desert bunker from wave after
wave of planes, helicopters, scuds and para-
churists, Let just three "chutists land and the
game’s history. Successfully defending your
bunker carns rewards in the form of cure
intermission  performances—pizza  delivery
was my favorite—and the chance to see your
name immortalized in digital light on the
High Score page.

Each level is comprised of a certain number
of transport planes flying overhead, dropping
parachutists on their way across the screen.
Shooring a plane before it begins unloading
"chutists is the best route, as a screen full of
falling troopers are harder to handle. How-
ever, asa plane explodes, it often drops wreck-
age on paratroopers who have landed. Let one
bomb or missile slip by, thﬂugh, and it's
good-bye bunker!

Night Raid features 256-color VGA graph-
ics, multi-channel sound effects (for Sound
Blaster and Disney Sound Source), over 20
minutes of music (Ad Lib/Sound Blaster) and
an casy to use interface. Though simple,
Night Raid is a blast to play!

H‘.ll-nﬂ'Fl’FF!-‘: (REE=—= |'|I'.-J. ol

Night Raid

A 286 or berter PC is required, though a
386 is strongly recommended. Registration is
a mere $15, plus $2 shipping and handling
(while the shareware version includes 0n|y
three levels, the registered version adds an
extra 11 levels). Those wishing ro order cither
Hexxagon, Squarez Deluxe and/or Night Raid
should send a check or money order (in U.S.
dollars) to: Software Creations, 26 Harris
Sereet, Clinton MA 01510 (MA residents add
5% sales tax). Please specify disk size. To place
an order with VISA or MasterCard, call (508)
368-8654.

Games of Epic Proportions

Two titles from Epic MegaGames thatsoon
may be swooping your way are Solar Winds

Pﬂ'll\'t' &8

and Zone 66. The first, Solar Winds, offers
players the opportunity to explore the vast-
ness of space in the traditon of Starflight and
Star Control. As Jake Stone, a galactic bounty
hunter, the player is charged with completing
numerous missions which force him rto
choose berween stellar government and rebel
forces. Though much of the game involves
delivering goads in exchange for desirable
(and necessary) items, and in fighting off
hostile attackers, one must, in the end, take a
stand on one side of the conflict. Staying alive
long enough to reach the game’s conclusion
will be no casy feat. Careful management of
resources and regular game saves are necessary
to avoid becoming a crispy cinder in space.

Solar Winds

A “camper’s stew” concoction of gaming
elements, Solar Winds includes fast-paced ar-
cade action, strategic planning and role-play-
ing clements all stirred together to make this
sci-fi title a tasty and filling dish. While em-
phasis does seem heavier in the action (ship-
to-ship combat) and strategy (resource
management) elements, there are seill suffi-
Ci‘..'l]l TUIU‘I}IH‘\’iIIg C()IIIPUIICI"S Lo \\'idtfn lht'
appeal of the game beyond that of strategists
and wargamers alone.

Inall, Solar Windsis an exceptional product
and worth the $30 registration fee (plus $4
S&H). For that price you'll receive both epi-
sodes of Solar Winds (The Escape and Uni-
verse—only Episode 1 is shareware); a hint
booklet, a disk of bonus games; and a shorteut
patch that gives you extra energy and missiles.
A 286 or better, VGA graphics and 512K
RAM are required.

Zone 606, a high-tech 32-biv arcade game for
386 and faster MS-DOS compatibles, allows
the player to be a pilot in a war-torn future
where survival requires defending the home-
land from hostile enemies. In this action tide,
one must fly a fighter jet through a huge 360-
degree scrolling playfield viewed from a top-
down perspective. The goal: inflict massive
l‘|aln'|:lg=c on enemy bunkers, ;irri“rry and indus-
trial sites, effectively stopping them in their
tracks before there’s no one left to defend.

Featuring a unique introduction, excellent

VGA graphics, and a high quality, upbeat

audio soundtrack, Zone 66 offers joystick
jockeys a healthy dose of entertainment for
their money. However, occasional thumb
twitchers may find the action a bit much to
bear, as this title is quite intense. Zone 66 also
requires some extra configuring to get it up
and running, because it employs an ultra-fast
mode that takes full ;ulv;nu;lgc of 386 or faster
systems and, as such, will nor work il‘)'()ll have
any memory managers or TSRs loaded.

The shareware version of Zene 66 includes
the first of four missions, all of which are
available once registered. These include: or-
eign Shores, Ice Wind, Deserr Hear and War
Planes. Registration is $30, plus $4 shipping
and handling. An add-on module of four
addirional missions is also available for $25
or, ifone prefers, all cight missions can be had
for $45, plus the $4 S&H fee. A 386 or better
system, 2MB RAM and VGA graphics are
required. Though the keyboard is supported,
a joystick is highly recommended.

Zone bb

Those desiring to experience one or both of
these worthy titles should contact: Epic
MegaGames, 10406 Holbrook Drive, Poto-
mac MD 20854 or call (800) 972-7434 to
place an order, or (310) 983-9771 for general
information. VISA and MasterCard are ac-
cepred (MDD residents add 5% sales rax).

Well, this concludes our look ar shareware
titles for the Holidays. Until nexe time, great
gaming and best wishes for a blessed Holiday
season!

Send Us Your Best

If you have authored a shareware or public
domain game for MS-DOS compatible,
Macintosh or Amiga computers and would
like to have it considered for review in this
column, please send two complere copies on
3.5" disks with documentation and a cover
letter to:

Besr of the Rest
Computer Gaming World
130 Chaparral Court, Suite 260
Anaheim Hills, CA 92808. cew

Computer Gaming World
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‘ERIC THE
UNREADY'isona
madecap quest

through this hilari-
ous fantasy world
packed with drag-
ons, unicoms and
the dreaded Attack
Turtles. Cut
through a swath of
destruction as you
unravel the secrel
of Queen Margana.
Features Hi-Res
SVGA graphics.

3.5" s21
CD ROM $36

‘POLICE QUEST 4: OPEN SEASON'

il || 2 b o

You're a detective

lor LAPD. A tough job under any condition, but especially
now that you must solve a string of random murders. Fea-
lures digilized background and video captured actors. $42

GATEWAY 1l

'GATEWAY  2:
HOMEWORLD'
More deep space
adventure, more
alien encounters,
maore exolic new
worlds & special el-
fects in the cantinu-
ing saga. Batlle a
fantastic cult of ter-
rarisls & cross the
¥ evenl horizon of a
black hole to dis-
cover mankind's
last hope for sur-
vival - the Heechee
Homeworld. §34

*QUEST FOR GLORY 4’ Your challenge is to rid the land of
evil by destroying the Dark One himsell. When you explore
the realm of the undead lo find him, wraiths, vampires, and
monsters are lurking waiting for your next mistake. 542

‘COMPANIONS
OF XANTH'
Explore  Piers
Anthony's magical
d world of mystic
wonders and
become a player in
a game where lhe
stakes are the
existence of magic
itself. Interact with
Elves, Ogres. De-
mons, Centaurs, a
serpentine Naga
princess, and
the deadly Gap
Dragon. 536

IBM CD ROM

Eclasy 8§32
El Grito Del Jaguar WIN S46
Eric The Unready 536
European Racers 544
Eye of the Beholder 3 $48
Fih 2w/ B17 344
Family Doctor 551
Fantasy Empires 536
Fascination WIN 539

Fatty Bear's Funpack $34
Fatty Bear World Game $44
Fatty Bears B-Day Surpr$38
Gobliiins 530
Gobliiins 2 530
Gofer's Winkel Advet  $29
Great Cities World Vol 1 $52
Great Cities World Vol 2 $52
Great Naval Battles $55
Gunship 2000 W Scen  $44

Guy Spy $29
Guy Spy Terror Deep 536
Hell Cab $65
Hi-Tech Aircrall 343
Impressionist Sources  $49
Inca 542

Indy Jones Fate Altantis $52
Interactive Storytime V1 S30
Interactive Storytime V2 $30
Interactive Storytime V3 $30
Iron Helix 560
Jack and the Beanstalk $34

Japanese Alive S118
Jersey Devil $34
Jones In The Fast Lane S42
Jungle Book WIN $24
Julland S62
King's Quest 5 WIN S42
King's Quest 6 548
King's Ransom 5368
Koshan Conspiracy 548
Labyrinth £39
Lands of Lore 535
Laura Bow 2 542

Learn 1o Speak Spanish $84

IBM CD ROM IBM CD ROM

Legend of Kyrandia 548
Library Art: HenaissanceS60

Loom 338
Lord of the Rings 538
Lost in Time 542
Lovely Ladies 539
Mad Dog Mcree 332
Mammals 592
Man Enough 548

Mantis Exprimntal Fightr 545
Mario Teaches Typing $48
Microcosm 549
Mosaic Magic 534
Multimedia: Vivaldi WIN $34
My Private Collection  $39

Myst 564
Omar Sharil on Bridge 346
QOshkosk '92 $39
PC Pix 539
Phantasmagoria $59
Pilgrim Quest 564

Presidents: Start GeorgeS94
Pull Pull Goes lo Moon $44
Pull Pult Joins Parade S48
Putt Pult's Funpack 534
Rebel Assualt $44
Return of the Phantom  $42
Rodney's Funscreen  $46
RAuturn To Zork 548
Scrabble Deluxe $30
Secret Monkey Island  $39
Shadow of lhe Comet  $48
Shelly Duvall's Bird Kile $42
Sherlock Holmes 1 544
Sherlock Holmes 2 344
Sherlock Holmes 3 351

Shullle $24
Sim Ant $40
Sim City $48
Sim Earth S48
Slater & Charlie 542
Software Toolworks Ref 579
Space Quest 4 539

Spelicasting Bundle g§32

Spirit of Excalibur $32
Star Trek 25 AnniversaryS46
Stellar 7 242
Streel Allas USA $108
Stronghold $36

Sweel & Low: Amer Folk$32
Talking Classic Tales 360
Talking Jungle Safari  $60
Team Yankee 2 529
5. Allas 3 Multimedia 352
U.5. Atlas with Automap $64
U.5. President 532
USA Wars: Civil War 532
Ultima Underworld 1 & 2552
Under a Killing Moon ~ $48
Velveteen Rabbit Childm$58
Video Cube 545
Vital Sign: Good Health $61
Where World CSD Dlx  §59
W.Commander/ Ultima 6 $57
W.C./ Underworld £59

Winning Eleclions $83
Waoll Pack £39
Waorld Atlas 358
Warld Vista 352
Waorld of Xeen 342

Wrath of the Demon 320

IBMADVENTURE

007 Jame Bond Stith Aff §12
Adv of Willie Beamish 524
All Dogs go to Heaven 17

Alone in the Dark 35
Alone in the Dark 2 336
Altered Desliny 529
Amazon 529
An American Tail 521
B.AT. 56
Batman Returns 532
Beverly Hillbillies $30
Bloodnet 542
Bloodstone 34

IBMADVENTURE IBM ADVENTURE

Bloodstone Char Edit  $16
Blue Force: Next of Kin 542

Caslle Wollenstein 32
Codename lceman 815
Colonel's Bequesl 315

Conquests Robin Hood  $36
Conquests of Camelot $15
Conspiracy Deadlck File 534
Covert Action 59
Crime Does Not Pay  $12
Cruise for a Corpse 519
D Generation 528
Dark Hall 59
Dark Heart of Uukrul ~ $34
David Woll Secret Agent$15
Day of the Tentacle $34

Deja Vu 182 WIN 528
Discoveries of the Deep $37
Don't Go Alone 56
Dragon Knight 3 §49
Dragon's Sphere 842
Dreamweb $36
Duck Tales S15
Earth Invasion WIN $26
Earthrise 9
East vs West Berlin 1948 $9
Ell 24
Epic $32
Eric the Unready $21
Flashback 529
Floor 13 §15
Fool's Errand s12
Freddy Pharkas s42
Free DC S8
Fulure Wars 9
Gabriel Knight $42
Galleons of Glory 519
Gama Force 56
Gateway $13

Gateway 2:Homeworld $34
Gateway Collect 1 & 2 $32

Godlather $29
GrailQues! s12
HUMANS £26

oierds Paasrder Cornra idE

Hare Raising Havoc
Heart of China VGA
Heaven and Earth
Hearidall

Hired Guns

Homey D. Clown
Hook

Hound of Shadow
Inca

Inca 2

312
318
$32
$17
532
$27
532
514
529
542

Indy Jones Fate Atlantis $36

Innocent Until Caught

Inspector Gadget
Isle of the Dead
Jack the Ripper
Jagged Alliance
KGB

King's Quest 5 VGA
King's Quest 6 VGA
King's Ransom
Kristal

$38
$34
$38
$39
548
$17
$36
$42
£38

59

Kronolog : Nazi Paradox 542

L.A. Law

Lalfer Utilities WIN
Lane Mastadon
Laura Bow 2
Leather Goddesses

Leather Goddesses 2

Legend of Kyrandia
Legend of Kyrandia 2

$9
$24

S6
$36
312
542
$32
§35

Leisure Suit Larry 1 VGAS12
Leisure Suit Larry 5 VGAS19

Leisure Suil Larry 6
Loom

542
§19

Lords of the Rising Sun 834
Lost File Sherlock Holme$26

Lost in Time

Magic Pockets
Manhole

Manhunter New York

536
518
525
528

Manhunter SanFrancisco$15

Maniac Mansion

Martian Memorandum

Merchant Prince

518
519
839

Metal Mutant 832
Mixed Up Faery Tale  S29
Mixed-Up Mother Goose$29
Nebulas say
Out of this World 336
Pepper's Adventure TimeS29
Plan 9 from Quter Spacesi
Police Quest 1 VGA 524

Police Quest 2 $15
Police Quest 3 VGA 29
Paolice Quest 4 $42
Prince of Persia §25
Prince of Persia 2 Sa4
Return of the Phantom  $39
Return to Zork S48
Rex Nebular 536
Rex Nebular Master Edit$52
Riflwar Legacy 837
Riltwar Legacy CE 518
Ringworld 8§35
Rise of the Dragon 8§34
Robocop 3 §32
SDI 57

Sam & Max Hil the RoadS38
Screen Antics WIN s18
Search for the King s24
Secret Monkey Island  $23
Secrel Monkey Island 2 $38
Secret of 7th Labyrinth  $42

Shadow Caster §52
Shadowgate WIN 534
Space Ques! 1 5186
Space Quest 4 $36
Space Ques! 5§ 834
Spellicasting 101 s18
Spellcasting 201 536
Spelicasting 301 534

Star Trek 25th Annivrsry $36
Star Trek:Judgment Rite $38

Starship £38
Stellar 7 s21
Surf Ninjas $37
Teen Mutant Ninja Turtle $25
Terminator 2029 837
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PERIPHERAL SURVEY

A Survey Of Thrustmaster’s Line Of Flight Sim Enhancements|

Basham is co-author of Falcon 3.0: The Com-
plete Handboolk and Dynamix Grear Warplanes:
The Ultimate Strategy Guide.

ould-be pilots no longer have to

join the military and dedicate

years of their lives to training to
know the thrill of strapping into a cockpit,
planting their feet on rudder pedals, grabbing
a Mlighr stick, and kicking in the afterburners.
Just as PC-based flight simulations have
made great strides in bringing realistic com-
bat situations to the armchair fighter jock,
hardware has also kepr up the pace so thara
large enough payload of external controllers
has been developed to make the flight sim
experience a more visceral one.

One company in particular has made flight
sim hardware Job #1. Thrustmaster, Inc.
began with a goal: to bring realistic-looking,
fully functional chrottle control devices to PC
flight simulators, From modest beginnings,
the Thrustmaster product line has ballooned
to include multiple variants of the original
throttle control, multiple lines of joysticks,
rudder pedals, high-end game cards, and even
a full cockpit model!

The Throttle Jockey’s Dream

The first of the Thrustmaster line, the
Weapons Control System (WCS), is looscly
modeled afrer an F-15 throttle and is based
on the Hands On Throttle And Stick or HO-
TAS concepr. HOTAS designs attempr to
place every function a pilot could possibly
need during combat on the throtde and stick.
In this way, he never has to remove his hands
from the aircraft’s controls in order to operate
radar, weapons, or other critical items. Prior

» Thrustmaster products, flight sim users
were woefully disadvantaged in this respect
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by Tom “KC” Basham

and forced ro use the keyboard for most
funcrions.

Molded to fit the user's left hand, the WCS
has six buttons and a three-position rocker
switch mounted on the grip. Three buttons
are mounted on the front of the grip and are
operated by the user’s ring, middle and index
fingers. The remaining three switches and the
rocker switch are mounted on the side of the
grip and are operated by the user’s thumb.
The WCS has gone through several design
maodificarions, and is now available in three
variants: the WCS Mk I, the UPROM up-
grade for the WCS Mk 1, and the WCS Mk
Il

The WCS Mk 1

The WCS Mk 1 is the original throule
design concept. Using a PROM (program-
mable ROM) chip, users plug their keyboard
into the unit, then plug the unit into the
keyboard connector of their PC. Based on
values stored in the internal PROM, each
button is assigned a particular key. Pressing
the button sends the assigned keystroke to

“Chief test pilot” Buzz Holiman enjoys er|)IIC
between sorties in Thrustmaster’s cockpit with
fiberglass I-10 fuselage.

your PC, just as though you typed it ar the
keyboard. For example, if the lereer “t™ was
assigned to Buwon 1, pressing Buton |
would generate a “t” on the computer screen,
just as though the user typed it ar the key-
board. Since the keyboard plugs into the
WCS, it is still totally functional as well.
During a game, users may mix keystrokes and
\WCS burron presses freely, so the WCS does
not have to be unplugged from the PC when
the user wants to do other tasks, such as word
processing. The PROM inside the WCS
comes factory programmed with preset but-
ton assignments for most PC flight simula-
tors. T'he user configures the WCS for the
desired program by setting a bank of DIP
switches found along the front of the unit.

Although made of plastic, the WCS is
am.mnglv stout. During many hours of in-
tense air bactles, 1 often slammed the throrde
to either the fore or aft stop extremely hard.
Despite abuse at my hand, my original WCS
Mk I has survived nearly two years of flight
simularing without a single crack.

The Mk I has many advantages. By storing
multiple configurations in the PROM, the
Mk I can be used with muldple flight simu-
lators.  Also, by using  user-replaceable
PROMs, replacement chips containing con-
figurations for new products can be pur-
chased so the Mk I does not become obsolete.
s largest advantage is the application of HO-
TAS to flight simulators. Anyone who has
ever tired of finger gymmnastics across the key-
board while flying Faleon 3.0 will greatdly
:lppl’l:ti:ll‘tf thu many l}lllu"]ﬁ (ll.'ld S\Vi[(.‘.l'li.'ﬁ
which can now be within easy reach.

The WCS Mk I does have a few drawbacks,
however. First, because game publishers do
not adhere to a standard keyboard layour, the
PROM will eventually become ourdared and

Compurer Gaming World
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‘PRINCE OF
PERSIA 2' The
evil magician is
back, this time he
assumes  your
Identity, steals your
beloved princess,
and casts you out
as a beggar. You
must battle through
15 reacherous lev-
els encountering
serpents, spikes,
spells, skeletons,
and swordsmen.
Then things might
get murky. S44

‘STAR TREK 25th
ANNIVERSARY

Egﬂ*ﬂmm BEHRR. CD’ Piloting the

Enterprise is a thrill
itself bul now hear
the actual voices of
the original crew
plus test your inter-
galactic problem
solving in eight
separate space
and ground mis-
sions.  Fealures
the music and
sound eflects from
the TV show and
VGA graphics. S46

e

'‘LOST ADMIRAL'
is a lurn based
production naval
Slrategy game.
Features 9 sce-
narios, a random
map scenario, 15
campaign games,
flagships with spe-
cial abilities, very
strong artificial em-
4 pire, in depth offic-
ers ranking system,
accumulates your
career hislory as
you play and a 2
player option, 19

‘STRIP POKER
PRQO’ combines the
strategic play ac-
tion of 5 card Poker
with some very dil-
ferent table stakes.
3 lovely opponents
whao are willing and
able to bet it all for
the chance 10 "beat
the pants off of
you." Play against
3 opponents simul-
taneously. Fea-
tures SVGA graph-
ics and optional
data disks.  $33

‘HAND OF FATE'is
the second title in
the Fables and
Fiends series. Fol-
low an offbeat
young  mystic,
~ Zanthia, who must
voyage to the cen-
ter of the world to
undo a hideous
, curse. Contains
hours of fun for all
" Legend of Kryandia
fans. Fealures un-
forgettable  char-
acters and awe-
some graphics.S34

IEMADVENTURE IBMEDUCATIONAL IBM EDUCATIONAL IBMADULT IBM ROLE PLAYING IBM ROLE PLAYING

Term 2029 Oper Scour $19 Dyno-Quest 536
Term 2029 Rampage  $38 Eagle Eye Mysterles 532
The Dark Half DEMO 56 Easy Street 536
The Dig §45 EcoQuest 2 §34
The Prophecy $29 EcoQuest VGA $32
Time Quest s12 Evelyn Wood Dyn Read $24
Trolls 57 Fatly Bear B-Day Surpr 832
Under a Killing Moon 543 Fay's Word Rally §32
Uninvited S8 Incredible Machine VGAS29
Uninvited WIN 534 Island Of Dr. Brain VGA S29
Universe 1-3 Each 534 Kidworks 330
Walker s32 Kidwriter Gold 532

War in Middle Earth 312
Warriors of Legend §19
Waird Dreams 512
Where Amer Past CSD 537
Where in Europe CSD 529
Where Space CSD Dix  $44
Where in Time CSD 532
Where in USA CSD Dix $45
Where in USA s CSD 529

Mario Teaches Typing  $26
Marvin the Maose Vol 1 $30
Marvin the Moose Vol 2 530
Mavis Teaches Typing 529
Mavis Teach Typing WINS34
Milliken Storyteller Vol 1 $30
Milliken Storyteller Vol 2 $30
Mozart's Music Machine $18
Munchers Bundie 529

Slater & Charlie Go Cmp$30
Snapdragon $29
Snoopy's Fun Pack §12
Snoopy's Fun Pack $9
Speedreader WIN . §30
Speedreader WIN DDA §12
Speedreader WIN DD B 512
Speedreader WIN DD C 812

Spell it Plus $31
Spell-a-Saurus 827
Spelling 531
Spelling Wiz 522

Slicky Bear Spellgaber 532
Stickybear Opposites 523
Stickybear Parts SpeechS32
Stickybear Reading 524
Stickybear Read Comp 530
Stickybear Read Tutor 531
Stickybear Shapes 529
Stickybear Spellgrabber 532
Stickybear Spelling Tutor$32

Where in World CSD 532
Where World CSD DIx 852
Wonderland $16
Yserbius $24
Zak McKracken s1i8

IBM EDUCATIONAL

Ace Deteclive

$30

Orbit: Voy Solar System $39
Peter Pan Painting Adv $34

Phonics Plus $25
Picture Perfect §32
Play Room 835
PowerHits: Kids §9
Print Shop Deluxe 349

Print Shop Bus. Graph  $29
Putt Putt Goes to Moon $42
Putt Putt Joins Parade $32

Story Sketcher
Super Munchers

$42
$29

Super Solver:MidniteRes$30
Super Solver Spellbound$31

Super Spellicopler 521
Treasure Mountain 330
TreeHouse 539
Under Sea Adventure  $39

PC-PixCD $39
Penthouse Jigsaw XXX $12
Planet of Lust s12
Sex Olympics s12
Sex Vikens from Space $12
Strip Poker 3 531
Strip Poker 3 DD 1 $19
Strip Poker 3 DD 1 $19
Stip Poker 3 DD 1 519
Strip Poker 3 DD 1 819
Strip Poker 3 DD 1 519
Strip Poker 3 DD 1 s19

Strip Poker Professional 333
Strip Poker Pro DD 1 516
Strip Poker ProDD 2 316
Strip Poker ProDD 3 S16
Strip Poker ProDD 4 S16
Strip Poker ProDD 5 $16
Strip Poker ProDD 6 $16

IBM ROLE PLAYING

2400 AD 59
Arborea Jour Inner Sancl$34
Arena S48
Bard's Tale 1 Char Edil $16
Bard's Tale 2 519
Bard's Tale 2 Char Edit $16

Bard's Tale 3

932

Ace Explorer:Sequencng$36

Putt Putts Fun Pak

s22

Ace Inquirer 840 Quarky Quaysoo's Sci $29
Ace Reporter 536 Read “n Roll §36
Ace Heporter Deluxe 548 Read “n Roll Data Disk  $12
Auto Map $39 Read & Rhyme 531
AutoWorks 349 Reader Rabbit 1 837
Boom Box 519 Reader Rabbit 2 537
Castle of Dr Brain EGA 525 Reader Rabbit Read Let 537
Castle of Dr Brain VGA 529 Robot Wriler Plus 530
Cleo is a Dragon 530 Rock A Doodle 59
Clock Works $19 Rodney's Funscreen  $32
Comic Book Maker 532 Scooter's Magic Castle 532
Cuckoo Zoo $32 Sec Island Dr, Quandry $38

IBMADULT

Adult Reference CD S24
Adve of Brad Stallion CD$39

Busly Babes CD 832
Centerlold Squares 21
Deep Throat CD 242
Ecstacy CD s32
Femme Fatale 526
Fmme Fatale DD 1-3 Ea$18
Jigsaw Pinups 519
Lovely Ladies CD 539

My Private Colection CD$39

Bard's Tale 3 Char Edit $16
Bard's Tale Construclion 527

Black Crypt $32
Bloodwych $15
Buck Rogers Countdown$12
Caplain Blood S0
Cellic Legends s32

Challenge of 5 Realms 844
Challenge 5 Realms CE 16
Champians 837
Champions of Krynn 519
Champions Krynn CE 516
Cobra Mission 542
Companion of Xanth  $36

Cirels Poardor Corvien $46

Conan 516
Corporation S14
Curse of Azure Bonds  S15
Curse Azure Bonds CE 516

Cyber Empire s16
Cyber Space 39
Cybercon 3 524
Cybergenic Ranger S8

Dark Heart of Uukrul CES16
Dark Queen of Krynn 8§32
Dark Queen Krynn CE  S16

Dark Sun s52
Dark Sun Grey Isle Exp 534
Darklands $37
Darklands $39

Darklands Master Editin $51
Daughter of Serpents 519
Death Knights of Krynn $21
Death Knights Krynn CE$16

Dragon Strike s$12
Dragon Wars $19
Dragon Wars Char Edit $16
Dragons of Flame $9
Dungeon Master 531
Dungeon Masler 2 536
Dusk of the Gods 524

Elvira Mistress Dark s22
Elvira 2 Jaws Cerberus $19
Eternam 519
Eye of the Beholder 1 516
Eye of the Beholder CE 516
Eye of the Beholder2 $19
Eye of Beholder2 CE  §16
Eye of the Beholder 3 §21
Fire King $24
Flames of Freedom s$12
Fountain of Dreams CE $16
Four Crystals of Trazere 518
Gateway Savage Frnlier $32
Gods 526
Gryphon Masters Havlars38
Hard Mova Char Edit 516
Immonal S17
Joan of Are 12

Keys to Marimon 512
Knights of Legend CE 16
Lands of Lore 836

Lands Lore Char Edit 816
Legacy of Necromancer $17
Legacy: Realm Of TerrorS38
Legend s
Legend of Valor $39
Legends of Drakka 338
Lord of the Rings V1 532
Lord of the Rings V1 CES16
Lord of the Rings V&2 537
Lord of the Rings V2 CES$16

Loremaster $29
Lost Tribe 529
Lure of the Temptress 537
Magic Candle 1 519
Magic Candle 2 s12
Magic Candle 2 CE §16
Magic Candle 3 519
Martian Dreams g37
Martian Dream CE S18
Matrix Cubed $9

MegaTraveller:Zhodani

$6

MegaTraveller Char EditS16

MegaTraveller 2
MegaTraveller 2 CE
MegaTraveller 3
Metal and Lace

512
16
S39
S49

Midwinter $9
Might & Magic 3 g24

Might & Magic 3 CE

$16

Might & Magic 4 $36
Might & Magic 4 CE S18
Might & Magic 5 841
Might & Magic 5 CE 516
Mines of Titan 89
Obilus 526
Paladin:Scrolls Talmouth316
Pirates S6
Pirates Gold 542
Planet's Edge £34
Planet's Edge Char Ed $15
Pool of Radiance $15
DEC COW 1



the user will be forced to purchase an upgrade
chip. Also, because the WCS sends keystrokes
to the computer, it is possible to overflow rhe
keyboard buffer on some slower computers.
For example, on a 386DX-20 running Falcon
3.0, pushing the throttle forward causes a
series of “=" to be sent to the PC, and pulling
the throtele back causes a string of -7 to be
sent. At reasonable deail levels, the program
does not poll the keyboard buffer often
enough for such a slow machine to process all
the dara, resulting in delays between throttle
movements and corresponding  thrortle
changes in the program. Sometimes on
slower machines, quickly slamming the
throttle will cause the keyboard buffer to
overflow and lose the operative characters
completely. When chis happens, the throle
lever may be pulled fully back, but the throt-
tle indicator in the program will still show
100%. This is usually referred to by sim pilots
as “being out of sync.”

This problem is most evident on slower
machines when the simulation in question
uses a pair of keys to increase and decrease
throttles, such as Faleon 3.0, on slower ma-
chines. Programs such as Red Baren that use
the 1 through 9 keys to step through throtele
stages do not have this problem since each
position of the throttle lever maps to one of
these I-cc:.'s. A s|ight movement of the lever will
resend the key for that particular position and
immediately re-synchronize the WCS with
the program. Synchronization problems dis-
appear on faster machines. On the testbed
486DX-50, real-time based programs have
more opportunities to poll the keyboard buff-
er, preventing overflows and characrer losses.
In several months of testing on the 486DX-
50, the WCS Mk I suffered no synchroniza-
tion problems with programs such as Strike
Contmander and Falcon 3.0.

Finally, T found one other, albeir small,
complaint with the WCS. I'm rather tall with
long arms and fingers, and found the actual
stem upon which the WCS handle is
mounted to be a little shore. This in no way
affects the operation of the device, however.

The WCS Mk I retails for around $80.

The UPROM Upgrade

The next incarnation of the WCS is the
UPROM (User Programmable Read-Only
Memory) upgrade for the Mk 1. Despite the
best efforts of Thrustmaster to assign the
maost effective funcrions to the WCS buttons,
it is impossible to please everyone. Addition-
ally, users grew tired of buying new PROM
chips as new products hic the shelves. So, the
Thrustmaster Skunk Works designed an up-
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grade o the Mk I making it fully user pro-
grammable.

The UPROM is a replacement chip for the
standard PROM in the Mk L. Using the
accompanying software, the user can now
program each button on the WCS without
removing the chip, unplugging the WCS, or
using any other specialized equipment. The
user specifies the keys they want assigned to
the buttons and the chip is programmed
through the keyboard interface without any
special actions by the user. The upgrade also
comes with a stand-alone Terminate and Stay
Resident (TSR) program thar can be used to
intercept keystrokes and remap them to user
specified keystrokes. For example, using the
T'SR, users could redefine the entire key-
board, causing the spacebar to generate a “g”
and a “g” to generate a backspace.

The WCS Mk Il weopons control system
is user configurable.

For example, Button 1 could be pro-
grammed as the leteer “t”. The user could
then define up to five keyboard remaps using
the TSR, In the first remap, the “t” could be
remapped to “n”, and in the second to a “p”.
The user then downloads the configuration
to the WCS (which takes a few seconds),
loads the extremely-small TSR, then executes
the program. If the user presses Button 1, a
“t" will be sent to the compurer. Then, by
using user-defined hot keys, the user can ac-
tivate any of the TSR remaps. If the user then
presses Burton 1, the WCS will srill generate
a “t”, but the TSR will intercept the “t” and
translace it to an “n”, then pass the “n” on o
the computer. In this way, the UPROM up-
grade can be used to assign up to six values
for cach WCS button within a single flight
simulator. | tested the UPROM and its re-
mapping TSR on Falcon 3.0, Red Baron, Aces
of the Pacific, and several other games under
a very complex system configuration using
SMARTDRV and many different memory
managers without experiencing any conflicts.

The good news is that the UPROM is
extremely simple to install. Using only a Phil-

lips-head screwdriver to open the case and a
small flathead screwdriver to remove the old
chip, I installed the UPROM in less than 10
minures.

The bad news is that the UPROM has two
disadvantages. First, only a single keystroke
can be assigned to a single button at any one
time. The ability to program multiple key-
stroke macros to a single button would’ve
been nice, but according to Buzz Hoffman at
Thrustmaster, the UPROM chip simply
doesn’t have the capacity to support this. As
an option, the remap TSR allows keystroke
alternation. You can remap the “t” to bea “p”
the first time it’s pressed, buta “b” the second
time. Repeated pressing of the WCS button
would send “pbpbpbpbpb” to the compurer.

Second, the UPROM is a volatile memory
chip. This means every time the computer is
powered down, the custom configuration is
lost. So, the gamer must download the WCS
anew each tme the PC is powered on or
whenever switching to a different game. Con-
sidering the flexibility gained by using the
UPROM at such a low price, most users will
find this slight inconvenience perfectly ac-
ceptable.

The UPROM retails for $35.
The WCS Mk 11

The latest addition to the WCS family is
the WCS Mk I1. Although it looks similar on
the outside o its predecessor, the Mk 11 has
substantial improvements. First, it uses non-
volarile memory and, hence, rerains its pro-
gramming even after the computer is turned
off. Second, it supports an advanced pro-
gramming mode that allows the user much
more flexibility than the carlier models.
Third, it provides additional features which
allow programming the joystick buttons,

The user now plugs both the joystick and
the keyboard into the Mk 11, then plugs the
Mk 1I into the computer’s keyboard and
joystick ports. Since the Mk IT now interceprs
both keyboard and joystick lines, it can repro-
gram either. The Mk 11 also has a row of five
LEDs along the top edge which roggle as
various buttons are pushed. Ever wonder
when flying in padlock view if the airbrake is
on? Assigning the airbrake control o Button
6 will cause LED 3 to toggle on every time
Butron 6 is pressed. If LED 3 is on, so is the
airbrake and it doeesn’t require a change in
views to confirm it.

Using the advanced programming mode,
multiple keystroke macros can be assigned to
cach button. For example, the user can pro-
gram Burron 4 to send “x n” which, in Faleon
3.0, would radar lock a target and automat-
ically interrogate its IFF signal. Also, each
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'DARK SUN: THE
SHATTERED
LANDS' The Dark
Sun world of Athas
is arid and bleak, a
wasteland, ruled by
thousand  year
kings. Your party
beqins as slaves in
the city of Draj, des-
lined to die as gladi-
alors. You musl

Call 800-699-4263
Int'l 802-767-3033
Fax 802-767-3382
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of Life”

IBM ROLE PLAYING

Paal Radiance Char Ed S18

Poals of Darkness 338
Protostar 38
Ques! far Glory 3 538
Quest for Glory 4 542
Questron 2 512
Ragnarak 334
Realms of Arkania 537
Realms Arkania Char EdS16
Red Crystal 538
Rings of Medusa 519
Rome: Pathway Power $29
Savage Empire 534
Savage Empire Char Ed$16
Sea Rogue 529
Secrel Silver Blades  $15
Sentinel Worlds 1 $9
Sentinel Worlds 1 CE - S16
Shadow Sorcerer 89
Shadows ol Mordor 519
Sleeping Gods Lie 318
Sorcerian 315
Space 1889 312
Space 1889 Char Edit $16
Spacewrecked S19

SpellJammr:Pir Rim Spe516
Spelicraft:Aspect Valor 538

Star Saga 2 $19
Star Trek:Next Genration$46
Stonekeep g52
Stranghaold S$39
Summoning S16
Tales Magic 316
Terran Envoy 9

Treasure Savage Frntier$12
Treas Sav Frontier CE 515
Tunnels & Trolls CE 516
Twilight 2000 VGA g24
Ultima 4 Quest ol Avatar$3s
Ultimir 5 Char Edit S16
Ullima 5 Warrior Destiny $35
Ullima 5 Char Editor 318
Ultima 6 False Prophet $19
Ultima 6 Char Edit S18

‘RED CRYSTAL'
Seek out the
saven secrets of
lite. Can you forge
through the evil
that lurks in the
depths of the eene
dungeons, the ami-
nous castle towers
and the savage
countryside? Play
alone or modem it.
Features over 50
levels, breath-
taking graphics
and an auto map-
ping feature. S38

“The Seven Secretls

find a way to es-
cape into the hos-
tile wildness and
create a powerlul
rebellion. s52

‘WORLDS AT

WAR' is a game of
planetary con-
quesl. Aspace na-
val warlare based
on the Solomon
Campaign of 1942-
43 naval combat
on a galaclic scale!
Play for hours like
achess game or for
a weekend with a
lull campaign Fea-
tures a 72 page
manual an "How
to Altack Meutral
Planets” 819

OF
rh

:{_;ﬁ?:}.“ﬁ

o fos
O

‘INNOCENT' It
was a normal day
for Jack T. Ladd,
professional thief
until the Interstellar
Revenue Service
caught him. Jack
owes several life-
times worth of
taxes and must pay
It within 28 days.
Join him on his
journey ol wheeling
and dealings and
help Jack strike a
blow for tax
delinquents. $38

‘DUSK OF THE
GODS' Become
an Einherjor, one of
Qdin's champians,
& travel throughout
the lands of Norse
Mythology. Battling
hostile creatures
will be one of many
challenges you
must face on your
journey. Alter
events so the gods
may defeat the
minions of Loke at
the Baitle of
Ragnorak s24

IBM ROLE PLAYING IBMARCADE IBM ARCADE IBM HINT BOOKS IBM HINT BOOKS

Ultima 7 Black Gate S48
Ulima 7 Char Edit 8186
Ultima 7 Forge ol Virtue S18
Ultima 7.5 Serpent Isle S48
Ulima 7.5 Char Edit ~ $186
Ultma 7.5 Pt 2 Slvr Seed$20
Ultima Underworld 319
Ultima Underworld CE ~ §15
Ultima Underworld 2 346

Uncharted Waters 542
Unlimited Adventures 533
Veil of Darkness 537
Vengeance ol Excalibur $12
War of the Lance 59
Waxworks 519

Wizardy Trilogy (1-3) 532
Wizardry (1-3) Char Edit$16

Wizardry 4 519
Wizardry 4 Char Edit  $16
Wizardry 5 $26
Wizardry & Char Edit 516
Wizardry 6 Sa4

Wizardry 6 Char Edit  S18
Wizardry 7 Crusaders  $42
Wizadry 7 Char Edit 318

IBMARCADE

Airborne Ranger $9
Aliens Ate My Babysitter$19
Amazing Spiderman 59

Arachnaphobia 812
Armar Alley 515
Artura 84

Back to the Future 2 S19
Back to the Future 3 512

Bar Games S9
B.Simpson House Weird$31
Batlle Storm $32
Bill & Ted's Excellent Adv$19
Blockout 528
Cogito Windows 538
Cool Croc Twins $24

Crazy Cars g25
Creepers £29
Dognapped s12
Double Dragon 2 815
Double Dragon 3 56

Dr Doom's Revenge g9
Drag L Ese Singe's Cast$34

Dragon's Lair §22
Dragon's Lair 2 S34
Dragon's Lair 3 534
Dragons Breath 827
E- Motion 56
Eagle's Rider S29
Eight Ball Deluxe 538
Finale 53
Fire & Forget 519
Flintstones 59

Freakin Funk Fuzzballs $19
Galactic Conqueror $31

Galactic Empire 27
Gauntlet 2 $9
Gobliiins 3 524
Gaobliiins VGA §24
Gold of the Azlces s12
Gremlins 2 S6
Guy Spy 324
Guy Spy Terror Deep  S36
Harmony 55
Highway Patrol 2 s27
Home Alone s27
Incredible Machine 2 $30
Incredible Toons $25
Indy Jones Act Game  §17
Infestation 519
Innocent 538
Jetsons S8
Laffer Ulilities S21
Larry's Casino 59
Laura Bow Parlor Games 59
Loopz 324
Microsolt Arcade WIN ~ $29
Maonty Python $15
Ms PachMan 56
Mystical S27

Never Ending Story 2

MNever Mind ‘.-‘3
Night Breed 526
Ninja Gaiden 2 §12
Ninja Rabhbils g9
Nova 9 $21
Obliterator 56
Oil's Well $12
Pac Man 59
Paper Boy 2 827
Pick'n Pile SB
Pit Fighter 522
Power Drome 59
Prehistorik 529
Punisher 59
Robocop 528
Rollerbabes 525
Rolox $12
5.C. Out 529
Simp:The Arcade Game $31
Sliders $27
Space Ace $32
Space Ace 2 534
Stellar 7 s21
Street Ball 512
Street Fighter 2 §39
Street Fighting Man s3
Super Space Invaders  $25
Swamp Gas WIN 338

Take-A-Break Crossword$24
Take-A-Break Pinball 529
Take-A-Dreak Pool s29
Taking of Beverly Hills 59
Teenage MNT Man Miss $31
Teenage MNT Adventure$32
Teenage MNT Arcade 524
Tengen's Arcade Hils §12

Terminalor 534
Terrorpods 524
The Light Corridor 528
The Tinies s29
Thexder 2:Fire Hawk 515
Tristan Pinball 519
Vagine 512

e Densd e O e B AL

688 Attack S
A-Train

Advent Willie Beamish

Altered Destiny
Bard's Tale 1-3 Each
Bargon Attack

510
$16
$10
$10
510
$10

Blue Force: Next of Kin $10
Buck Rogers Countdown$10

Castle of D Brain
Champions ol Krynn
Civilization
Caodename lceman
Colonel's Bequest

Conquests Robin Hoed
Conquests of Camelot
Curse of Azure Bonds

Dark Queen of Krynn
Darklands
Darkspyre

Death Knights of Krynn

Dragons of Flame
Dungeon Master

DynaGreat War Planes

EcoQuest
Elvira Mistress Dark

Elvira 2 Jaws Cerberus

Eye of the Beholder

Eye ol the Beholder 2
Eye of the Beholder 3

Fascination

S10
s10
S16
510
s10
510
S10
510
510
514
310
510

58
510
516
510
§10
510
§10
12
310
$10

Fred Pharkas Fron Pharm$8
Gateway Savage Frotier510

Global Conquest Strat

Gobliiins

Gold Rush
Gunship 2000
Harpoon
Heart of China
Hero's Quest
Hillstar
Immortal

Indi Jones Fate Atlantis

Indy Jones Grix Adv
Island OI Dr Brain

521
510
$10
516
S18
s10
S10

58
10
510
510
510

Jetfighter 2.0 $16
King's Quest 1-6 Each  $10
Knights of Legend $10
Laura Bow 2 s10
Leisure Suit Lary 1-5 Ea$10
Lemmings 21
Loom $10

Lord of the Ringa V1 §10
Lord of the Rings V2 g8
Lost File Sherlock HolmeS10
Losl in LA S10
LucasArs Adventure 516
LucasArts Air Combat  $16
Magic Candle 2 or 3 sS10
Manhunter N.Y. ar S.F. $10

Mamac Mansion s10
Martian Dreams 13
Matrix Cubed s10
Might & Magic 1 510
Might & Magic 2 512
Might & Magic 3-5 Each $16
Patriot 516
Pepper's Adventure Time S8
Planet's Edge $16
Police Quest 1-3 Each $10
Pool of Radiance 510
Pools of Darkness s12
Populous 1 & 2 816
Power Manger Strategy S16
Powermonger 310
Protostar 38

Quest For Clues 2-4 Ea $21
Quest For Clues 5or6 S16
Quest for Glory Jor4  $510

Quest for Glory 519
Railroad Tycoon $10
Railroad Tycoon Off GdeS10
Realms of Arkania S14
Rex Mebular §14
Hise of the Dragon $10
Savage Empire S10

Search for the King 310
Secret Monkey Island 510
Secret Monkey Island 2 510
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WCS button can be defined based on the
position of the rocker switch. If the rocker is

up, Burton 1 could be assigned “t 67, but if

the rocker is in the middle, it could be “u”,
and if the rocker is down, it could be *a b ¢”.

The Mk 1T also allows complete program-
ming of the joystick buttons. If one is using,
for example, the Thrustmaster FCS (dis-
cussed later) for a joystick, the Mk 11 allows
the gamer to program all four buttons and
cach of the four positions on the coolic hat
switch. With a litdle creacivity, a WCS Mk 11
configuration can be created that allows com-
plete radar, weapons, and view control in
Falcon 3.0, without the user ever having to
remove their hands from the stick or thrortle.

Now that's HOTAS!

The Mk 11 also ships with a version of the
keyboard remap TSR mentioned above, al-
lowing the user even more programming
flexibilicy! The WCS Mk 11 retails for $149.

WCS Summary

The WCS is an indispensable udility for
flight simulator fans, especially modern jer
combat players. Although the original Mk 1
does have a few rough edges, itis still a beteer
alternative than using the keyboard alone
and, once the UPROM upgrade is installed,
is exrremely flexible and beneficial. The Mk
1, though, is the king of the line. Although
more expensive, it provides programming ca-
pabilities which are limited only by the user’s
imaginarion.

The FCS: Moving Into A New
Market

When Thrustmaster's resident F-16 pilor,
Buzz Hoffman, suggested they build a joys-
tick based on the standard B-8 grip used in
most aircraft in the 1960s and 1970s, there
was some resistance. It rook some time o
convince his pareners at Thrustmaster that a
joystick with all four buttons and a four-po-
sition coolie hat switch was worthwhile. Buzz
succeeded, and wwo variants of the Flieht
Control System, or FCS, are now on the mar-
ket.

The FCS

The standard FCS is a basic joystick frame
with a B-8 grip. The B-8 has three buttons, a
trigger, and a four-position har switch. The
FCS requires a standard game port that has
both joystick 1 and joystick 2 inputs on a
single port (most game ports are designed this
way). The three buttons and wrigger corre-
spond to the four buttons normally available
to the two joystick inputs. The har switch
mounted on top of the grip uses the Y-axis of
Joystick 2. Depending on the direction in
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which the sim-pilot presses the hat, one of
four resistance values are sent to the joystick
|'!['}|'F.

Whereas the WCS has to be configured o
work with individual programs, the FCS is
different. Games, either flight simulators or
other games, have to be written to read the
second joystick Y-axis and buttons in order to
fully urilize the FCS. Older games, such as
f'?{({fh‘ r;f the Intruder and Red Baron were
written before the FCS was creared, and
therefore do not support its addicional fea-
tures. Fortunarely, most quality game pub-
lishers are well aware of the FCS. Current
products from Dynamix, MicroProse, Ori-
gin, and Spectrum HoloByte fully support
the FCS. However, for products that do not
support the FCS, it can be used in conjunc-
tion with the Mk II to remap cach of the
analog joystick buttons to keystrokes the
product will recognize.

Pilots will experience more realistic feedback
with the increased wension of the Pro FCS.

The FCS has a non-linear response, like
thar of actual aircraft controls, meaning thac
the farther the stick is moved in any one
direction, the greater control outpur. For ex-
ample, with only small movements near the
center of the rravel, the FCS makes very small
signals. At the limits of the rravel, however,
small movements command very large sig-
nals. This gives a much more accurate feel of
stick movement versus aircraft response than
one gleans from lincar-response joysticks.

The FCS has gone through some growing,
pains. Thrustmaster found that users were
doing many things to the FCS during play
that they had not expected. The potentiome-
fers were I:‘ﬂliﬂ(l o wear oo (]llick}_\’. 50
Thrustmaster replaced  them  with  higher
quality components. The grip twisted off too
casily, leading ro a redesign of the grip's
mounting. The shank wore our roo quickly
where it met the gimbals, so a collar was
added to protect the shank. The current ren-

dition of the FCS appears to have overcome
these problems.

Fortunately, Thrustmaster’s customer sup-
port is considered second to none. Thrust-
master’s goal is to make their customers
happy, and their support department goes to
great lengths to meer thar goal. Thrusrmaster
will supply replacement potentiometers free
of charge to customers with older FCSs, and
in some cases, exchange the older unit for a
newer model,

The FCS rerails for around $75.

The Pro FCS

The Pro FCS (PFCS) is the FCS's big
brother. The PFCS has a meral base instead
of the FCS's plastic one, and uses much
higher tension springs. To push the PFCS to
the gimbal limits, one would have to apply
over 20 pounds of force, giving the feel of
controlling a real aircraft. While one can
move the standard FFCS around like any other
joystick, it can be a real workout to use the
PFCS. After a short inidadon period, most
PECS users discover that the increased ten-
sion provides physical feedback on the posi-
tion of the stick. This has the advantage of
letting pilots “feel” where the stick is without
taking their eyes off the screen to look.

I've flown with a lot of different joysticks,
and after using the PFCS extensively, 1 find
it provides the most accurate representation
of my experiences in flying real aircraft. De-
pending on the length of their arm and the
height of their computer desk, some users
mount the PFCS to the desk to keep it from
tipping. The height of my chair and desk
allows my forearm to be nearly level when
using the PFCS, and | have no problems with
the unit tipping.

The Pro FCS retails for $100.

Overall, anyone looking for additional free-
dom from the keyboard and access to addi-
tional buttons on the joystick should find that
cither the FCS or the PFCS should serve
them well. Addidonally, those looking lor a
device with hefty physical feedback should
find that the PFCS is the device they're look-
ing for.

The RCS

Although rudder input is critical to flying
most aircraft, few flight simulators provided
adequate rudder controls until very recently.
Even when rudder control is included, ir is
usually limired to the keyboard only. Com-
panies producing cutting-edge  simulators
now support rudder controls on the X-axis of
the second joystick port.

Hardware-wise, there are only two rudder
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‘WALLS OF
ROME' gives you
the experience of
slege warlare as
the ancients knew
it. Play extended
campaigns of con-
quest and defense
against an unpre-
dictable compuler.
You give the or-
ders; your troops
carry them oul,

Buy Walls of
. Rome and get 1
Free! Call for
Details. S30

st o B SR

COMPUTER

‘NFL COACHES
CLUB FOOTBALL'
gives you full 3-D
views of the aclion
on the gridiron,
where the game is
really decided. Us-
ing hundreds of real
MNFL plays, you
make all the coach-
ing decisions. De-
sign your own plays
lo increase your
own strengths. To
gel any closer lo
the NFL, you'd have
tobe drafled. S35

The Exciting § Game of International Intrigue

'C‘::":«“‘.‘ :5‘1 1 intdn

‘DIPLOMACY" is the computer version of the board game
of persuasion, compromise & belrayal. Try lo arrange deals
that will lead you to viclory. The resull is diplomacy, a bal-
ance belween trust and backstabbing. 512

.u‘\EF'DRTa.

‘NHLPA HOCKEY
‘84" brings you the
real players and
teams. Players will
be able to track
team standings
. and player stats.
Compete for end of
season awards like
the Hart & Ross tro-
phies & the Stanlay
Cup. Digitized ring
announcer reports
goal summaries &
penalties. Ron
Barr's voice sets
up every game.542

‘THRUSTMASTER
WEAPONS CON-
TROL SYSTEM
. MARK II' Brings
the function of the
keyboard into your
left  hand while
your right hand
cantrols the
joystick. Al func-
tions are fully pro-
grammable. Plug
your FCS into the
back and program
all its functions as
well. The ultimate
control! 594

Secrel Silver Blades 510

Sentinel Worlds 1 510
Shadow Caster $14
Shadow Sorcerer $10
Simcity/Simearth $20
Simearth 516

Simiife Official Strategy $16
Space Quest 1-4 Each $10

Spelicasting 101 s10
Spellcasting 201 s10
Star Trek 25th Aniv s10
Starflight 1 S10

Strateqy Plus Issue 4 8
Strategy Plus Issue 10 S8
Slralegy Plus Issue 11 S8
Strategy Plus Issue 13 85
Strategy Plus 16-35 EachS5

Strike Commander 516
Stunt Island 516
Summoning 516
Tales Magic:Prop Shadw$12
Time Quest 510
Treasure Savage Frntier $10
Tunnels & Trolls §16
Ultima 4-6 Each S10
Ultima 7 512
Ulimar 7 and UnderworldS16
Ullima 7.5 S16

Ulima Avatar Adventure $16
Ultima Underworld 1 or 2512

V Victory 516
Wasteland 510
Wizardry 6 §12
Wizardry 7 S16
Yeager Air Combat S18

IBEM BUNDLES

ADD Collector Edition 2 $46

ADD Starter Kit 539
Air Combat Classic 545
Allied Forces S$12
Allied Forces $9

Capstone CD Game Coll$45

Combat Classics $19
Dynamix Bundle 529
Eye of Beholder Collect 552
Land Sea Air 2 $29

Land Sea Air Trilogy ~ $12
Leisure Suit Larry Bndle §39
Lost Treas Infocom 2 CDS29
Lost Treasures Infocom $39
Lost Treasure Infocom 2 $29
Losl Treas Infocom CD - $39

Magnetic Scrolls Bundle $21
Marvel Trilogy s12
Max Pac 519

Megalortress Mega-Pak S38
Power Hits: Ballletech 832

Power Hits: Kids s9
Power Hits: Movies 817
Power Hils: Sci Fi 519
Power Hils: Sports 519
Prime Time Hits 525
Prime Time Hits 2 524

Scret Weap Luftwite CD $42
Sierra Adventure Bundle $39
Sierra Arcade Bundle  $24
Sierra Family Fun Pak  $29
Space Quest Bundle 1-4542
Ultima Bundle 1-6 CD 559
Ultima Trilogy s39
Ultima Trilogy 2 548
Wing Commander Dix  $48
Wing Commandr Dlx CD 548

Wizardry Trilogy $32
1BM SPORTS

40 Boxing 817

Ath & Inches 54

APBA Baseball 524

APBA Baseball Gen Mn 529
APBA Baseball Stat 2.0 529
APBA Baseball Wiz 2.0 529
APBA Basketball 534

APBA Bowling $14
APBA Col Basketball  §32
APBA Football 534
APBA Micro Manager 532
ATP Tennis 532

Action Sports Soccer 519
All American College FB $36
All Star Sports Pak ]
American Gladiators ~ §21
Baseball for Windows  $46
Basketball Challenge  $28
Bball Challenge 1987 59
Bball Challenge 1988 89
Bball Challenge 1989 59
Bball Challenge 1990 $17
Bo Jackson Baseball s12
Carl Lewis Challenge S0
Daily Dble Horse Race 519
David Robinson NBA Act&44
Dirk's Baseball Encyc  §19
Face Off 59
Fast Break 56
Front Page Football 536
Front Page Football Pro 542
Greens 534
Hardball 3 534
Hardball 3 Collection 542
Hardball 3 Players Disk §17
Hardball 3 Sladium Disk $19
Harlem Globetrotters  §15
Hele In One Mini Golf 56
Hole In One Mini Golf Crs$3
Hole in 1 Mini Goll Dix 512
International Sports Chal512
Jack Nicklaus Clip An 56
Jack Nicklaus Course 1 515
Jack Micklaus Course 2 515

Jack Micklaus Course fl 815
Jack Micklaus Course 5 S6
Jack Micklaus Sign Ed 842
Jack Nicklaus SE Crs 1 59
Jack Nicklus SE Clip Art 524
Joe Montana Football 531

Joe Montana Football 2 $42
John Elway Quanterback S6
LH Boxing Contenders 516
LH Football 1989 Teams 516
LH Football 1990 Teams 516
LH Feotball 60's Teams $16
LH Football 70's Teams $16
LH Football L Leaders 516
LH Football Utilities 516
LH Pro BBall 91 Team $16
LH Pro Baskeball Utility $16
LH Pro Basketball 536
LH Pro Basketball 74-83516
LH Pro Basketball 89-90516
LH Pro BB L Leaders  S16
LH Pro BBUlilies S16
Lakers vs Cellics 517
Lance Haliner Baseball 836
Lance Halfner Boxing  $36
Lance Hatfner Col BBall $36
Lance Haffner Foolball S36
Lance Haffner Hockey 536
Links 529
Links Courses Bountiful $17
Links Courses Firestone$17
Links Courses Bay Hill $17
Links Courses Pinehurst$17
Links Courses Dorado  $17
Links Crse Barton Creck $9
Links Crses Troon North 8§17
Links Pro 386 Galf s532
Link Pro CD Mauna Kea S189
Links Pro CD Pinehurst 519
Links Pro CD Banff Spr 519
Links Pro CD Bellry 520
Links Pro CD Insbrook  $20
Links Pro Course Disk 6520
MuDS 59
ML 1950s World Series $17
ML 1860s World Series S17
ML 1970s World Senes 817
ML 1980s World Senies 817
ML Baseball 4 Fan Man 525
ML Baseball 4 Gen Mng 519

Circle Reader Service #46

ML Baseball All Stars 812
ML BB Atlanta Braves  S20
ML BB Baltimore Orioles520
ML BB Boston Red Sox $20
ML BB Brklyn/LA DogersS20
ML BB California Angels 520
ML BB Chicago Cubs 520
ML BB Chicago W Sox $20
ML BB Cincinnati Reds $20
ML BB Cleveland Indian$20
ML BB Detroil Tigers  $20
ML BB Houston Astros 520
ML BB KC Royals 520
ML BB Manager'sCh $19
ML BB Mill Brewers 520
ML BB Minnesota TwinsS20
ML BB Montreal Expos 520
ML BB New York Mets S20
ML BB NY Yankees 520
ML BB Oaklands A's 520
ML BB Philidelptua Phil 520
ML BB SanDiego Padre320
ML BB SanFran Giants 520
ML BB Seattle Mariners$20
ML BB St Louis Cardinal$20
ML BB Texas Rangers $20
ML BB Toronto Blue Jay$20

ML Football 2 539
ML Personal Pro Goll - 528
Madden Foolball s12
Madden Foolball 2 817

Mario Andreth Racing 17
Michael Jordan Figh SimS38
Micro League FB Dix  S39
Microleague 82 BB SeasS17
Microleague 83 BB Seass17
Microleague 84 BB Seas$17
Microleague 85 BB Seas$17
Microleague 86 BB Seas$17
Microleague 87 BB SeasS17
Microleague 88 BB Seas817
Microleague 89 FB SeasS17
Micraleague Baseball 4 831
Microleague Basketball S28

Micraleague Football
Micrasoft Goll Windows 539
Mike Ditka Power FootbliS34
NFL Chall Col Alumni 39
NFL Chall Pre Season 9059
NFL Challenge 560
NFL Chal 1984 Teams $15
NFL Chal 1985 Teams 515
NFL Chal 1986 Teams $15
NFL Chal 1987 Teams  $15
MNFL Chal 1988 Teams 22
NFL Chal 1988 Teams 59
NFL Chal 1989 Teams  $9
NFL Chal 91 Pre Season 59
NFL Chal All Star Team 59
NFL Chal All Star Teams S8
NFL Chal Dream Teams 59
NFL Chat Premium Ed =S58
MFL Coaches Club 835
MFL Coaches Club LTD 348
NFL Football 31
MFL Proleague Football 312
NFL Pro League FB 92 §18
NFL Video Football 529

NHL Hockey 539
Nascar Challenge ER]|
PGA Tour Goll s21

PGA Tour Goll Course 1 517
PGA Tour Goll Ltd Ed 532
PGA Tour Goll WIN 538
Pga Tour Crs 1 WIN 817

Playmaker Football s12
Pro League Baseball 318
Pro Tennis Tour 2 529
Pro Tennis Tour 2 §32
ProFootball Analyst 92 519
QuarterPole 536
RBI 2 $9
Road to the Final Four $37
Shufflemania sa
Sporting Triangle 53
Strat-O-Malic Comp BB §29
Summer Challenge 219

Summer Challenge 334
DEC




The RCS rudder control system irees pilol's hands even
further from the keyboard.

pedals currently on the market. The Thrust-
master Rueder Control System, and the Maxx
Rudder Pedals. Although the Maxx sell for
only $35, they are molded from some sort of
fibrous plastic, their pedals are mounted only
a few inches apart, and they have an inade-
quate physical frame. The Maxx pedals are
uncomfortable to use due to their proximity
to each other, and are inaccurate ro fly with
due to the poor physical frame thar allows
both pedals to be depressed simultancously.

The RCS, however, are built entirely of
metal with plastic foot rests. The pedals are
positioned over 12" apart, making them com-
fortable to use, even for 6’2" people like
myself. The foot rests are mounted on parallel
crossbars that pivot on a center point, so
when one pedal is depressed the other cannot
be, like rudder pedals in real aircraft. The unic
has a hefry price tag, especially compared
the Maxx, but are built sturdy enough to last
a lifetime.

The only defect | found with the RCS |
examined was the joystick port connectors,
The original RCS units were shipped with a
connector plug with a long plastic rim. This
rim interfered with the seating of the connec-
tor to the game port. Although clectrical con-
tacts are fine and the RCS work flawlessly, the
connector will come unplugged quite easily.
A supply of connectors without the plastic
rim have been secured, and [ could find no
fault whatsoever with the RCS equipped with
the newer plug.

The RCS has a rerail price of around $120,

The ACM card

With the coming of faster machines run-
ning at hotter temperatures, many game cards
built for 286 and 386 class machines experi-
ence problems in faster 486s. Hear buildup
causes the elecrrical center of the joystick o
drift, and older programs can’t always handle
the higher clock speeds of newer machines.
The Thrustmaster ACM card was designed
to solve these problems.
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Using milspee, 1% roler-
ance components, the ACM
card suffers no drifting prob-
lems due to hear buildup,
even in high speed 4806's.
During my testing, a stand-
ard generic game card would
begin suffering stick drifting
on a 486DX-50 only a few
minutes after startinga simu-
lation. In sensitive products
such as Faleon 3.0, the drift
quickly became quite annoy-
ing and difficulr to conrrol,
forcing me to recalibrate the
stick every three or four min-
utes. The ACM card, however, Pl.'l'l"ﬂl'l'ﬂt‘l.l
flawlessly, suffering no visible effects.

The ACM card is also adjustable. A paten-
tiometer mounted on a long cable allows
compensation for problems with high clock
speeds. Game cards read the resistance gener-
ated by the joystick and send a digiral pulse
to the compurer representing the resistance.
Many programs, though, were not dusignud
with high speed 486s in mind. Some of these
programs do not poll the joystick port often
enough, and pulses from the game card are
missed, leading to control problems in the
game. This problem is not limited to just
fight simulators, but to any product running
on a low-end machine thac uses a joystick.

By adjusting the ACM’s port, the user can
widen or shorten the length of the pulse
generated by the card. By lengthening the
pulse width, the program is given more time
to read the porr and receive the pulse. By
adjusting the ACM card’s seuing, products
from the older Red Baron to the recent Strike
Commaneer all experience no joystick prob-
lems on the testbed 4861DX-50.

The ACM card has an approximare retail
price of $40.

For The Simulator Pilot Who Has
Everything...

Rounding out the Thrustmaster line is the
massive unit known only as “the cockpir.”
This is a particle board replica of an I-16
cockpit. For around $700, the base package
gives the sim-pilotan item o climb into, with
mounts for an FCS (or other joystick), WCS
and RCS. The monitor can then sit on a
platform where the HUD would normally
be. For around $1,200, the package comes
with the cockpir frame, plus a padded seac
with a head rest, safety harness, and a “switch
unit.”

"T'he switch unit replaces six of the wooden
panels with plastic panels which are replicas
of the acrual panels from an F-16, and are

covered with red push-button switches, tai-
lored lor use with Falecon 3.0. Every function
from IFF, to raising and lowering landing
gear, to issuing wingman commands, to op-
erating radar is included on cithera push-but-
ton or toggle switch.

For another $1,000, one can ger a fiberglass
F-106 fuselage for the cockpit. Assembly in-
structions are provided on a floppy disk, and
although cumbersome, the cockpit is not dif-
ficult o assemble. Thrusemaster recom-
mends two people to complere assembly, but
| found the task to require approximately 1.2
peaple; not hard enough to require that extra
person, but just hard enough to be a difficult
solo job. With three hours and an electric
screwdriver, | converted nearly 200 pounds
of particle board into a 5" long, 4" wide, and
4" all replica of an F-16 cockpit. The only
thing missing was an ejection seat and Prau
& Whitey I'100-200 engine! Be advised,
though, the coclepit has no stealth properties,
and has had little luck evading Mk I Spousal
Search Unis!

The Future

Thrustmaster products are quality products
designed ro greatly enhance the fantasy world
of PC flight simulators. The Thrustmaster
line is impressive, bur the company isn't rest-
ing on its laurels. Although they're not letting
their secrets out of the bag yet, Buzz Hoffman
indicates they have quite an array of new

products in the works. Until the new prod-
ucts take flight, however, pilots are advised to
remain seated in that particle board cockpit
and keep those flight harnesses fastened. cew

For a mere $1900, this warbird can be
vectored 1o your home base.

Computer Gaming World
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‘VICTORY AT SEA
is a WWII Pacilic
theater game. Plot
multi legged
courses from the
Panama canal 10
Australia. Promole,
demole or reassign
commanders. Re-

PO Box 234

Rochester VT 05767

Call 800-699-4263
Int'l 802-767-3033
Fax 802-767-3382

S-10006

Features eight new scenarios, some hypothetical, others

controversial; an improved war room intelligence system;

The Games Winter Chal $34
Tie Break Tennis 59
Tom Landry Football — $24
Tom Landry Football Dix $32
Tony LaRussa Baseball $16
Tony LaRussa 1901-68 $15
Tony LaRussa BB 1990 $15
Tony LaRussa BB 1991 $15
Tony L Fantasy Manager$15
Tony L Classic Stadiums$15
Tony L AL Stadiums $15
Tony L NL Stadiums ~~ §15
Tony LaRussa 2 536
Tony L 2 1992 Team 516
Tony L 2 Fantasy Mngr  $14

Tony L 2 Stadiums $18
Unnecessary HoughnessSas
Wayne Grelzky 2 534
Wayne Grelzky 3 538

Wayne Gretky Leg Sim2 528
Weaver Baseball 2.0 $17
Weaver Commiss Disk 2816
Wilson Pro Staff Golt  $23
World Class Soccer s28

IBM WAR GAMES

Action North Atlantic 819
Action North Atlantic 526
Action Stalions Scen 1 36
Action off River Platte  $26
Air Raid Pearl Harbour 522
American Civil War V1 524
American Civil War V2 524
American Civil War V3 $24

Banzai %9
Baltle Stalions $20
Battie Tank Barbarossa $38
Battle Tank Kursk 338
Battle of Austerlitz 312

Battle of the Atlantic 336
Battles of Napolean s24
Battleship Bismark S26

and tougher artificial intelligence. s42

IBM WAR GAMES IEM WAR GAMES IBM WAR GAMES

Blitzkrieg Ardennes 318
Blood & lron $52
Blue and the Grey 42
Borodino Napoleon Invd $29
Bravo Romeo Delta 529

Campaign $32
Campaign Mission 1§19
Carrier Strike 539

Carrier Strike Exp Pak 519
Charge of Light Brigade $19
Civil War No Greal Glory521

Conflict $12
Conflict in Vietnam 59
Conflict: Korea 512

Conflict: Middle East  $14
Decision at Gettysburg $12
Dreadnoughts 534
Dreadnoughts Bismark $29
Dreadnoughts Deluxe  $89
Dreadnoughts Tronclads $29

Drums ol Glory 44
Fall Gelb $36
Fifth Eskadra 536
Fleet Med 527

Gary Grigsby Paci War 346
G.Grigsby War in RussiaS48
German Raider Atlantis 526
Gettysburg: Turning Point$36
Galan Front $36
Grand Flee! S38
Grey Seas, Grey Skies S38
Halls of Montezuma 524
Harpoan 525
Harpoon Battle Set 2 319
Harpoon Ballle Set3 319
Harpoon Ballle Set 4 524
Harpoon Chall Pak SE  $49
Harpoon Designer Series$17
Harpoon Design Series 2425
Harpoon Scenario Editor$27

High Command g45
In Harms Way 236
Kamplgruppe 559
Kriegsmarine 336

Jumia b vt

VICTORY AT SEA

Kursk Campaign §36
Line in the Sand $12
Long Lance $30
MacArhur's War S18
MacArhur's War S0

Main Ballle Tank C Germ$38
Main Battle Tank Mid E 536
Main Battle Tank N GermS3s

Malta Storm S36
Man of War 536
Mare Mostrum 326
Marianas Turkey Shoot $12
Midway 512
Moscow Campaign 536
Morthern Fleet $36

Operation Overlord S36
Pac Storm Midway Cpgn$36
Pac Storm Solomon Cpn$36
Panzer Batlles 512
Patriot $23
Patriot Baltle Set 2 s24
Patriot Scenario Editor  $27
Palton Strikes Back S14

Prolude to Julland 526
Red Sky Mormning 836
Return to Falklands 528
Rising Sun 528

Road Sumir Appomattox$45
Rommel Battles N Africa 524
Rommel at El Alamein  $36

Rommel at Gazala 536
Second Front s21
Seventh Fleel 536
Squad Leader 94 548
Stalingrad Campaign - $36
Storm Across Europe $12
The Great War $36
Third Reich 334
To The Rhine 536
Typhoon of Sieel s12
uUmMs 2 519
UMS 2 Civil War S24

UMS 2 Desrt Storm Scn §24
UMS 2 Planct Editor 516

ceive battle, intelli-
gence, and com-
munications re-
porls. Fealures an
on line Game Book
with exlensive his-
torical background
and pictures. S48

| ‘THE CHARGE OF
| THE LIGHT BRI-
GADE' during the
Crimean \War, was
one of the bravest,
& saddestincidents
in British Military
History. Of the 673
men who began the
charge only 195
were fil for action at
ils end. Features a
large game area, 2
player mode, ani-
mated graphics,
stralegic and lacti-
cal maps, $19

UMS Original 514
Under Fire 512
V Victory:Market Garden$44
V Viclory: Utah Beach  $d4
V Viclory: Velikye Luki  $44
V Vicl: Gold, Juno,Sword$44
Viclory at Sea S46
War in the Falklands 526
Warship Change History $26

Waterloo 519

Westem Front 521

White Death 719

Waorld War 2 330
IBM STRATEGY

A Train 334

A Train Construction Set523
Air Force Commander  $16

Airbucks 536
Ambush at Sorinor 242
Ancient Art of War Sky 534
Archon Ulira $30
Are We There Yet 817
Armada 2528 $29
Ashes ol Empine S48
Bandit Kings Anc China $32
Battle Isle 532
Balile Isle Scenario DiskS22
Batiles of Destiny $36
Bermuda Square 59
Big Business 59
Breach 2 $12
Breach 2 Scenario Disk $15
Breach 3 $36
Buzz Aldrin Race Space $39
Caesar 536
Campaign 2 538
Capitalist Pig WIN S18
Carrier Commantd 59
Carriers at War 519
Carriers War Const Kit 529
Carriers at War 2 543
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944: Somewhere in the Ardennes. The

engines roars to life. The tank pivols out of it's hiding place
in the tree line. The familiar squeak of the track finks lend a
rhythmic note to the motar's rumble as you mave slowly down

the road closer to Germany. One more day to stay alive. 534

Castles 318
Castles North Campaign$19
Caslles 2 536
Centurion Defendr Rome$19
Civilization $32
Civilization Master Edit $42
Clash of Steel 542
Cohort 2 s19
Command HQ 519

Conquer for Windows  $39
Conquered Kingdoms ~ $36
Conquer Kingdm Scen 1525
Conques! of Japan $38

Crime Cily 813
Crisis in the Kremlin 832
Dark Seed s19
Dark Star 536
Defender of the Crown 512
Designasaurus 2 528
Detroit 536
Dino Wars S6
Diplomacy sz

Discovery Stp Columbus$34
Dominion: One King Life$41

Dominus $39
Dragon Force §12
Dragon Lord 59
Dune s12
Dune 2 S44
El Fish 534
Empire Deluxe 535

Empire Deluxe Scen 1 S21
Empire Deluxe WIN 535

Fantasy Empires 539
Fields of Glory 536
Fighting for Rome $12
Final Conflict 512
Forl Apache 524
Gemlire £a7
Genghis Khan 537
Global Congquest 329
Global Domination 536
Global Effect $14
Gobliiins 2 $24

‘WORLD WAR 2:
BATTLES OF THE
SOUTH PACIFIC'
Wage war for the
sole ownership of
the South Pacific
Historically correct
battles challenge
all, to do betler
than the Navy did
as it happened in
World  War Il.
Create and trans-
port armies 1o en-
emy ports, Play as
the U.S. or Japa-
nese forces. $39

Gold of the Americas 524

Harpoon 2 552
Heirs 1o the Throne 536
Imperium 526
Inindo 537
Koshan Conspiracy 532
Kye Deluxe WIN $26
L'Empereur $37
Laser Squad $16
Lemmings $32

Lemmings Datadisk $19
Lemmings 2: The Tribes §32
Liberty or Death 837
Lost Admiral $19
Lost Admiral Enhanced $44
Lost Admiral Scen Disk $23

Lost Vikings s20
Maelstrom $38
Master of Qrion S41
Medieval Lords s9
Mega Lo Mania 819
Merchant Colony $17
Millenium S6
MoonBase 524
New World Order 538

Mobunaga's Ambition 529
Nobunaga's Ambition 2 537

Nuclear War 59
Objection $29
Objection Enhanced 342
Ogre 19
Operation Combat s12
OutPost WIN s42
Overlord 521
Paladin 2 534
Perfect General $36
Perfect General 2 S44

Perfect General Scen 1 $21
Perfect General Scen 2 $23

Populous 517
Populous 2 526
Populous Promise Land $14
Powermonger 334
Rags 1o Riches $36
DEC G




Seonpion’s Wail

Serpent Isle Bl Lands of Lore Bl Realms of Arkania

Eye of the Beholder 111 B Crusaders of the Dark Savant ll Alone in the Dark

Darkside of Xeen Il Ultima 1V B vitima Underworld II

Scorpia Answers Your Questions About Adventure And Role-Playing Games

h, my time of year is here at last! 1t's
also Fred's favorite time of year. He
just loves those looong winter nights,
and he does so look forward to Christmas.
Not from any kindly feelings, mind you. It’s
just that this is when he gets to hang up his
traditional Yuleride shrunken head garland. |
always have ambiguous feelings about that.
The regulars are used to it, bur it does make
the newcomers a lirtle nervous--especially if
they happen to recognize any of the faces.
Speaking of Fred, readers do ask about him
sometimes: "Who is Fred?" and "What is
Fred?". Of course, I don’t tell him about these
questions. He's a very private being, and it
would upset him to know that people are
making inquiries about him. Anyway, Fred is
the bartender/bouncer at the Scorpion’s Tale.
He's half grue and half...well, let’s just say
that somethings are better left unsaid! You're
really much better off not knowing that. Re-
ally. Let's get to the mailbags. ..

Serpent Isle: A lot of players are having
trouble getting through the Knight's Test, Most
manage to obtain the claw, but are ac a loss as
to how to get on with it and find the ashes. Of
course, there’s a secrer door they've overlooked.
Check nearby walls after a certain assassination
atempt. Another big problem for people is
obtaining water from the Temple of Tolerance
(where you find Mortegro). That's no surprise,
since this is the one place you don't fill your
bucket at. Remember the little transposition
that happened here? Find the missing piece and
use the bucker there. (I know it doesn’t make
sense, but that’s how it is.)

Lands Of Lore: Since my original article on
this game, some important information has
come to light, including news of a nasty bug.
Down in the Draracle caves you must rescue
Lora and get her to the Draracle before you
leave. This has to be done before you visit the
Draracle, since you only have one chance to
see him and can’t go back later. Ifyou exit the
caves with Lora in your party, the game will
crash later on when Paulson tries to join you.
Also in the Draracle caves, there are two paths
to his lair. Which one you take determines
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the "gift" you find, and that depends on
which serpent eye you use to open the wall.
Along one path, it’s a silver goblet, and along
the other it’s a jeweled dagger. Eicher is satis-
factory; you don’t need both.

Realms of Arkania: After my Arkania ari-
cle was published, 1 heard from a reader in
Florida about the sword/end game business.
He reports that, while you don’r absolurely
need the sword for the "big fight," you still
must have it in your inventory to reach the
automatic sequences that end the game (and
give you the opportunity to save the party).
So, yes, you do have to go out and get it after
all. Apologies to anyone who may have been
misled earlier, and thanks ro Carlos Cas-
taneda for telling me abour this,

Eye Of The Beholder I1I: Several peaple
are having trouble "getting into the temple”
in Myth Drannor. That’s because they're try-
ing it far too carly. Only after you've gone
through the Mages Guild and had your little
"visit" with the lich will a way into the temple
open up. So don’t be in such a hurry. You'll
get there eventually.

Crusaders of The Dark Savant: Rumors
have been getting around about A Really
Neat Item in the game. Of course, there are
lots of nice weapons and other things ro pick
up on your way, bur I suspect what most
people are asking about is the Cane of Cor-
pus. This very specialized (and wery potent)
weapon can be used only by a Facrie Ninja,
That's right, a Faeric Ninja. Not a combina-
tion that would occur to most people (heh).
And then you have to figure out where it is.
It just so happens Blindmeis has it. As you
guessed, you'll have ro kill him if you want
the Cane. Just keep in mind that he may not
have eyes, but he’s no pushover, and neither
is the help he calls in. You're gonna carn this
one.

Alone In The Dark: Some folks have been
experiencing a litde difficulty in making ic
down the length of the picture gallery. If
they're not getting hacked by tomahawks in
the back, they're being puncrured by arrows
in the chest. And they say arc is good for you.

Hah! Anyway, there’s a blanket solution for
the first problem, but the second requires a
different approach. You could almost say you
have to give something the shaft (ouch!).

Darkside of Xeen: Somewhat surprisingly,
a number of players are having trouble in the
southern sphinx with the name needed o get
up the stairs. | say surprising, because by this
time in the game, it should be evident that
JVC is a big Star Trek fan. And with an
anagram of only five lerters, the answer ought
to be obvious with just a lictle thought.

Ultima IV: Yes, an oldie but very goody
shows up again after all these many months
(or was that years?). Maybe it’s all those
gamers who are buying the series on CD-
ROM. Whatever, the formar might be new,
but the questions are classic, including per-
haps the most-asked (when Ultina 1V was
new): "Where is that [unmentionable] shep-
herd??2" Why, in Maginicia, of course! Not,
however, right inside the ruins. But nearby,
very nearby. Think vertical instead of hori-
zontal.

Ultima Underworld I1: Folks are still hav-
ing trouble with those colored paths and
pyramid in the void. The idea here is simple
(even if doing it isn’t). You follow the path to
the pyramid. You jump all over it to make it
the same color as the path that brought you
there, ending at the top. Then you jump
through the moongate. Since you have to do
this four separate times, the exercise is tedi-
ous, but it has to be done.

And that's abour it for this look into the
mailbag. In the meantime, if you need help
with an adventure game, you can reach me in
the following ways:

On Delphi: Stop by the GameSIG (under
the Groups and Clubs menu).

On GEnie: Visit the Games RoundTable
(rype: Scorpia to reach the Games RT).

By US Mail (enclose a self-addressed,
stamped envelope if you live in the United
States): Scorpia, PO Box 338, Gracie Station,
New York, NY 10028,

Unril next time, happy adventuring! cew

Compurer Gaming World
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Rochester VT 05767

Call 800-699-4263
Int'l 802-767-3033
Fax 802-767-3382

S-10006

IBM STRATEGY IBM STRATEGY IBM TRADITIONAL IBM TRADITIONAL

The Software Tuolworks

‘STAR  WARS

CHESS' A long
lime ago, in a gal-
axy far, far away, a
great battle of good
and evil was fought
and won. Now you
can rediscover the
courageous char-
acters from the
Star Wars saga.
Relive their
struggles in one of
the world's oldest
games, brought to
life in brilliant 3-D
animation. $34

'WARLORDS 2'
brings the fun and
excitement of the
first Warlords with
640 x 480 graph-
ics, a hidden map
option, and lotally
new Al system.
Fealures random
mapping for infinite
replayability, troop
transports for am-
phibious warfare, &
a diplomacy option
that provides the
framework for
backstabbing. S40

‘GAME-MAKER' lets you create action adventure games
as unique as your imagination. Design your own animated
characters, monsters, and scenes. Create sounds & im-
port images. Mo programming. Now with SB support. $49

LTV 2000 B

‘SIMCITY 2000
long

to SimCity that
takes urban plan-
ning into the next
century. SimCity
2000 adds a new
level of realism &
sophisticated
gameplay. New
leatures include
underground
water and trans-
portation systems,
3D views & SVGA
graphics. s42

‘LEMMINGS® a
unique mind bog-
gling game of mul-
tiple skill levels,
Take command of
the wackiest collec-
tion of misdirected
rodents ever seen
on your screen,
Save the lemmings
from certain doom
by leading them to
safety using special
moves like dig,
climb, parachute,
block, punch, and
self destruct. $19

IBM TRADITIONAL

. BUDGET

Railroad Tycoon Classic 822 wic Forces Casinos of the World ~ §29 Grandmaster Chess s198 Sargon 5 513 3 D Pinball 510
Railroad Tycoon 2 $39 2 Squad 34‘1 Checkmate 336 Home Alone 2 S28 Scrabble S18 3in 1 Players’s Pack sg
Rampan S17 Sub Version 538 Checkmate WIN 536 Home Casino Speclacular$9 Scrabble Deluxe 526 4th & Inches 54
Reach for the Stars 524 Sword of Aragon 528 Chess MNet WIN 59 Hong Kong Mah Jong  §32 Scrabble Deluxe WIN 528 Action Stations Scen 1 88
Realms 8186 Task Force 1942 839 Chess X Colossus 59 Hoyle's Book Games V1521 Scribler 534 All Star Sports Pak 50
Red Zone 5az Tegel's Mercenaries 519 ChessManiac 5 Bill & 1 $39 Hoyle's Book Games V28519 Scruples 528 Amarillo Sim's Poker 512
Renegade Leqg Interceptr$12 Tegel's Mercenaries 2 S44 Chessmaster 2000 $27 Hoyle's Book Games V4329 Shanghai 2 s29 Amarillo Slim 7 Card StdS10
Riders of Rohan 519 Theatre of War s12 Chessmaster 3000 $29 Ishido 817 Sharkey's 30 Pool s12 Armada Villa Crespo 510
Robo Sport WIN 334 Traders 5156 Chessmaster 3000 WIN 534 Jeopardy 59 Shogi Master 534 Back to the Future 3 $12
Romance 3 Kingdoms 542 Unnatural Selection 538 Classic 5 532 Jeopardy 2 59 Solitaire Royale 516 Backgammon By George 59
Romance 3 Kingdoms 2 542 Vikings Fields Conquest 537 Classic 5 WIN §32 Jeopardy 25th Aniv 815 Salitaire WIN 532 Batlle of Austerlitz 512
Rules of Engagement  §12 Visions of Aftermath 524 Clue 512 Jeopardy Junior 55 Solitaire’s Journey WIN $38 Bball Chal 1987 Teams 59
Rules of Engagement 2 538 Walls of Rome 539 Clue Master Deteclive $15 Jeopardy Sports Edition 57 Solitaires Journey 534 Bball Chal 1988 Teams 59
Second Conflict WIN ~ S34 War in the Gulf 834 Combination Lock 59 Jeopardy, Super Talking $21 Sorry s12 Bball Chal 19898 Teams 59
Seven Cities Gold 2 536 Warlords s12 Dealer’'s Choice $29 Jones Fast Lane 524 Space Vegelables 59 Blue Max Aces Great War$6
Shadow President 534 Warlords 2 540 Demon Blue 59 Joseki Genius $39 Spot 59 Bo Jackson Baseball  $12
ShadowGate WIN 532 When Two Worlds War 542 Dr Floyds Desklop Toys $14 Klotski: Polish Puzzles $9 Super Jeopardy $27 Buck Rogers s12
Sid Meir's Civil War 558 Worlds at War 319 Dr Thorp's Blackjack — $32 Lalfer Utilities WIN 521 Super Telris $29 Cardinal of the Kremlin  $8
Siege 512 Dr Thorp's mini Blackjack 59 Lexicross 524 Swap 529 Carl Lewis Challenge 59
Siege Expansion Disk  $19 Dr Wong's Jacks & Video 59 Lotto Gold 529 Tactical Wizard 539 Chess Net WINDOWS  $9
Siege With Exp Disk  $24 Edward O'Thorpe BJ 59 Lucky's Casino Adventre$39 Terminator 2 Chess War S37 Chess X Colossus $9
Sim Ant 532 Electric Jigsaw s12 Monopoly §29 Terminator Chess 534 Conlflict in Vietnam $9
Sim Ant Windows 534 3 D Pinball 510 FS-Pro $21 Monopoly Deluxe $29 Tesserae WIN 5168 Congueror Mulli Tank 38
Sim City 2000 542 3 in 1 Players's Pack 59 Faces Tetris 3 515 Monopoly Deluxe WIN - $32 Tetris 515 Crime Does Not Pay 512
Sim Cily Classic 827 3D Pool 812 Family Crossword Puz 528 Oligopoly $9 Tetrs Classic 526 Das Boot Submarine 59
Sim City Classic Win 837 Acquire 59 Gambit $38 Omar Sharif Bridge WIN $32 Tetris Classic WIN 526 Decision at Gettysburg 512
Sim City 827 Amarllo Sim's Poker 512 Game-Maker $49 Omar Shanf on Bridge $34 Trump Castle 2 36 Detender of the Crown 512
Sim City Graphic Set 1 518 Amarillo Slim 7 Card Std$10 Games Master WIN 36 On Target 810 Trump Castle 2 DD1 84 Dinosoft Add & Subtract 312
Sim City Graphic Set 2 523 Armada Villa Crespo CB 510 Game Pak 1 519 Origamo $39 Trump Castle 2 DD2 54 Dinosoft Begin Algebra $12
Sim City WIN 534 Backgammon By George $9 Games People Play 521 Pictionary 512 Trump Castle 3 $29 Don't Go Alone S6
Simearth 534 Baseball Card Collector $18 Go Master Dix Verd4 589 Pool Shark 515 Turn-n-Burn $9 Double Dragon 3 $6
Simearth WIN S34 Baseball Facls <9 Go Master Dix Ver 5§89 Positronic Bridge £$30 Vegas Entrtnmnt Pak  $20 Double Dragon 3 59
Simfarm S41 Batle Chess 4000 SVGAS36 Go Master Ver S WIN 539 Price is Right £15 Vegas Games Pak WIN $19 Dr Doom's Revenge s$9
Simlife 839 Batlle Chess 4000 VGA 832 Go Mastr Dix Ver 5 WIN 879 Prime Time Hils §25 Video Poker Villa Crespo 59 Dr Doom's Revenge s12
Simlife WIN s42 Battle Chess s19 Go Master Junior Ver 4 $18 Prime Time Hits 2 824 Video Poker WIN s12 Dr Thorp's mini Blackjack 89
Space Hulk s38 Battle Chess WIN s29 Go Master Junior Ver 5 $19 Puzzle Gallery 1 59 Video Poker by Masgue S8 Dragons of Flame S8
Spaceward Ho! S38 Blackjack 59 Go Master Jr Ver 5 WIN 519 Puzzle Gallery 2 59 Virtual Reality Studio 2 S49 East vs West Berlin 1848 59
Spaceward Ho! WIN S36 Blackjack WIN 512 Go Master Tool Kit 539 Puzzle Master $G Wayne's World 519 Edward O'Thorpe BJ 59
Special Forces 539 Bridge 7 524 Go Master Tool Kit WIN $79 Puzznic $9 Welliris 515 F15 Strike Eagle 1 S7
Star Control 529 Bridgemaster 529 Go Master Ver 4 534 Risk $19 Wheel of Forlune 1 56 F19 Stealth Fighter s12
Star Control 2 536 Caesars Palace WIN ~ $15 Go Master Ver 4 WIN 5§39 Risk WIN 526 Wheel of Fortune 2 56 Fighting for Rome $12
Star Legions $12 Casino Craps 510 Go Masler Ver 5 §39 Rodeo Games 59 Wheel of Fortune 3 $9 Flames of Freedom §12
Starfleet 1 s17 Casino Game Pak WIN $32 Grand Slam Bridge 2§27 Russian Six Pack $39 Word Tris s27 Games Master WIN S6
Stardleet 2 538 Casino Master WIN S25 GrandMaster Chess Dix $37 Sargon 4 $9 World Champ Backgam $24 Gold of Ihe Aztecs S12
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friend of mine who is a science

reacher told me recentdy abour an

incident in which one of his students,
an adolescent who identified herself as a pas-
sionate Star Trek fan, stunned him with the
revelation that she had never seen the original
series—not even once. o commiserate, |
related an encounter I'd had with a young
(but nor all rhar young) gamer who claimed
to be an adventure game afficionado but who
could only muster a blank stare when I men-
tioned Infocom. It turned our that whar he
meant when he had said “I've played them
all” was that he even played King'’s Quest 1.

“What abour Zork?” I asked.

“Yeah,” he said. “I think I've heard of that.”

Shall Auld Acquaintance
Be Forgot...

Is it possible that there are people reading
this magazine who have never played a text
adventure? Might there be CG'Wreaders who
don’t even know what a text adventure is? It
is hard to believe and painful to contem-
plate—yet it is the case, more likely than not.

Like ratting, stone-masonry, speaking
Gaelic, and mummification, the creation and
appreciation of text adventures is a dying art.

[t is only through the dedicated efforts of

game designers like Mike Roberts of High
Energy Software and D. A. Leary of Adven-
tions that the text adventure is getting some-
thing of a secand lease on life.

True, The Lost Treasures of Infocom is avail-
able in two volumes, spanning seven years’
worth of wondertul titles; and true, Legend
has more or less taken the baton from Info-
com, producing text-intensive games such as
Gateway and Infocom  veteran = Steve
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REVIEW

A New Generation of Designers
Revives the Text Adventure

by Charles Ardai

Meretzky's Spelleasting series. However, the
former is more a reanimation (sttched to-
gether dead things, # lu Frankenstein) and the
latter more an odd experiment (the stitches
here binding multimedia gameplay to an old-
fashioned text parser, # lu Dr. Moreau) than
a true resurrection of the form.

What Roberts and Leary are doing, on the
other hand, is simply creating new text adven-
tures—old-fashioned, yes, and proud of i,
but at the same time raw, energetic, rough-
edged and exciting. Both men are shareware
authors of some repute, taking their first stabs
at conventional commercial success with a
new game apiece: Perdition’s Flames (Roberts)
and Unnkulia Zero: The Search For Amanda
(Leary). Both games are brimming with ac-
tion and set in colorful, exotic locales, and
both might easily have been “graphicked” to
the hilt and packed full of snazzy anima-
tions—but they're not. Both of these games
are text ;ld\’l'_'n[llrﬂs.

One imagines, of course, that more
than aesthetics went into the decision to
do them as textadventures. Justas many
young, solo filmmakers’ first efforts are
shot in black-and-white due to budget-
ary constraints as much as to artistic
preference, it should not surprise any-
one when solo adventure game designers start
with all-text games. A state-of-the-art sight-
and-sound extravaganza along rhe lines of a
King’s Quest or a Day of the Tentacle might
keep a few dozen artists and technicians busy
for a year, at a cost of a million dollars or
more. In the world of text adventures, by
contrast, everyone is equal: the better writer
can make the berter game—period—regard-
less of the size of his bank account. (This is

- e

It may look silly
but it’s a lot cheaper than

RNER N

oy

especially true when he is working wich an
extant game creation tool, as these two are,
Both games were written using High Energy’s
Text Adventure Development System.)

However, it wasn’t just a matter of saving
moncey. Roberts and Leary display too much
affection for the genre for that to have been
the case. It’s clear that they did it for love as
well.

To Hell With You

Perdition’s Flames is, in several senses, a
departure. To begin with, it stares where most
other games end, with the line, “You have
died.” The player doesn’t know how or why
he has died, nor is it important. All thar
matters is that he is now on the ferry to Hell,
aluxury yacht carrying a milling crowd of the
recently deceased. Drinks are on the house,
the journey is swift, and when the boar docks,
a guide is ready and waiting.

This is Hell? After
a fashion, yes. The

————

2900 hint lie.
afterlife  has
been deregu-
lated, the
guide  ex-
plains,

which means
that Heaven
and Hell
now have to
compete for
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CHIPS
&BITS

PO Box 234

Rochester VT 05767

Call 800-699-4263
Int'l 802-767-3033
Fax 802-767-3382
S$-10006

[FEEEED
AREANS H'H'EI.E[_H

'‘DARK SEED CD'
Control the fale of
lwo worlds. The
world as you know
it and the dark
world of an ancient
and dying civiliza-
tion. Unlock the
secret of a sinister
plot and discover
the dark passage
to their world. A
place more terrify-
ing than your dark-
est nightmare.

Floppy Disk $19
CD ROM 548

ARIO IS MISSING! |

CIVROM DELUXE

‘MARIO IS MISS-
ING CD' Join Luigi
as he searches lor

the Kidnapped

& Marno from Bowser
and his gang of

| Koopas. Explore
. exolic cities,

master mystenous

| maps, thwarl

| theiving Koopas,
" interrogate not so
innocent bystand-
ers, endure
entertaining ex-
aminations, and
rescue Mario. S44

‘CYBERRACE CD’
You are Clay Shaw,
forced to represent
the Terran Empire
on the cybertrack.
CyberRace ulilizes
voxels, lhe lalesl in
landscape render-
ing technology, ray
traced vehicles,
digiized actors and
dialogue, sound ef-
fects, cinematic
256-color between
race sequences.

Floppy Disk 542
CD ROM 548

‘RETURN TO
ZORK' is the next
generation in the
classic Zork series.
Returnto Zork s an
amazing interac-
tive adventure of
danger, intrigue,
and low cunning.
Filled with fascinat-
ing puzzles, it fea-
tures a cast of Hol-
lywood stars, a
revolulionary inter-
face, over an hour
of spaken dialogue
and music s44

Spe——— ===k

‘LAWNMOWER MAN CD’ Take the role of Dr. Angelo against
the pyschopath Jobe in a virtual reality world. Pil your intel-
lectual powers through a variety of platform and puzzie
levels against Cyberjobe & his assorted coharts. S45

BUDGET BUDGET m MACINTOSH m FREE GAME OFFER

Hare Raising Havoc s12
Hole In One Mini Galf 86
Hole In One Mini Golf Crs83
Hale in 1 Mini Golf DIx  $12
Home Casino SpectacularSg
Jack Nicklaus SECD 1 59
Jack Nicklaus Clip At 56
Jack Nicklaus CD 5 36
Jeopardy Sports Edition $7

Joan of Arc 512
John Elway Quarterback $6
Keys to Marimon $12

Kiotski: Polish Puzzles $9
Land Sea Air Trilogy ~ $12
Laura Bow Parlor Games $9
Leisure Suit Larry 1 12

Line in the Sand $12
Links CD Barton Creck 59
MuUuDSs 59
ML Baseball All Slars ~ $12
Magic Candle 2 s12

Magic Johnsn Fast Break SB
Marianas Turkey Shoat §12
Matrix Cubed s12
Mines of Titan 39
NFL Chall Col Alumni $9
NFL Chall Pre Season 90 59
NFL Chal 1988 Teams  $9
MFL Chal 1988 Teams 59
MFL Chal 91 Pre Season 59
MFL Chal All Star Team 89
NFL Chal Dream Teams 39
MFL Chal Dream Teams 59
MFL Proleague Football $12
Never Ending Story 2~ $9
Mew Facilities Locator  $12

Ninja Gaiden 2 §12
Qil's Well s12
Penthouse Jigsaw XXX $12
Pirales g6
Flanet of Lust 312
Pawer Hils: Kids 39
Puzzle Gallery 1 59
Puzzle Gallery 2 59

Read “n Roll Data Disk $12

Red Storm Rising s12
Renegade Leg Interceptr312
Rock A Doodle 39
Rules of Engagement  §12
SDI 57
Sentinel Worlds 1 59
Sex Vixens Irom Space 512
Shadow Sorcerer $9
Sharkey’'s 3D Pool 12

Snoopy's Fun Pack 59
Speedreader WIN DD A 512
Speedreader WIN DD B $12
Speedreader WINDD C 512
Storm Across Europe 512
Street Fighting Man g3
Taking of Beverly Hills ~ $9
Tengen's Arcade Hils $12
Tesl Drive 2:Euro Chall 86
Test Drive 2:Muscle Cars812
Test Dnve 2:Supercars $12
The Dark Halt DEMO 56

Theatre of War 512
Tie Break Tennis 39
Treasure Savage Frotier $12
Trump Cast 2 56

Trump Castle 2 DD 1 4
Trump Castle 200D 2 S4
Typhoon of Steel 512
Vengeance of Excalibur 512
Video Poker Villa Crespo 59
Video Poker WINDOWS §12
Video Poker by Masque $9

War of the Lance 59
Warlords $12
Alomino 33

Breach 1 Scenario Disk 33
Dark Queen Krynn DEMOS6
Das Boot Submarine 39
Dick Tracy 810

Dreadnoughls lronclads 529
F29 Retaliator DEMO 33

Fasl Break s3
Heatwave 53
HoverForce s3

Jack Micklaus Clip At 53
Jack Nicklaus Course 1 54
Jack Micklaus Course 3 56
Jack Nicklaus Course 4 56
Jack Nicklaus Course 5 56
Leisure Suit Larry 1 s9

Loom $12
Mean 18 Goll $3
Night Shift S6
Police Quest 1 510

Populous 2 Challenge  $9
Populous World Editor 53
RVF Honda 53
Renegade Leg Interceptor39
Secrel Monkey Island  §18
Shark Attack Ulimate GollS6
Test Dnve 2:Muscle Cars $3
Treasure Trap 59
umMs 2 519

MACINTOSH

Batlle Chess Enh CD 524

Brdge 7 524
Dragon’s Lair 2 524
Dragon's Lair Esc Singe 524
Dragon's Lair 524

Go Master Dix Ver 5 589
Harpoon Baltle Set4 519
Harpoon Scenarlo Editors19
Heaven & Earth 532
Jack Micklaus Course 1 $6
Jack Nicklaus Course 2 $6
Jack Nicklaus Course 3 S8
Jack Nicklaus Course 4 S8
Jack Micklaus Course 5 S8
Lexicross s18
Life and Death 524

Monopoly 519
Qlids 56
Omar Shanli Bridge Dix S38
Out of This World 536
Pick'n Pile S6
Reach for the Stars $19
Risk 519
Robo Sport 524
Shanghaii 2 519
Sim Ant 535
Simcity 529
Simcity Terrain Editor 59
Space Ace 2 524
Spiril of Excalibur $19
Star Trek 25th Annivrsry 524
Starilight 1 529
Super Tetris s24
Test Drive 2 524

Tes!l Drive 2:CA ChallengeSe
Test Drive 2:Supercars S8
Vette 524
Where In Europe CSD 524
Where World is CSD 524
Wordtris 524
Yeager's AFT 524

Neo Geo Gold System $569

2020 Super Baseball $119
3 Count Bout £199
Alpha Mission 2 §149
Andros Dunos $199
Art of Fighting 1 or 2 §199
Baseball Stars Pro $129
Baseball Stars Pro 2  §148
Blues Journey 3148
Burning Fight 5149
Crossed Swords 5149
Cyber Lip $149
Fatal Fury $129
Fatal Fury 2 $199
Football Fronzy £148
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Ghost Pilots s149
King of the Monsters  $149
King of Ihe Mansters 2 §179

Last Resort 5149
League Bowling 5149
Magician Lord 5149
Mutation Nation 5149
Nam 1975 5149
Ninja Combat 5149
Riding Hero 5149
Robo Army 5149
Samurai Shodown $199
Sengoku 139
Sengoku 2 199
Soccer Brawl S139
Super 8 Man $149
Super Sidekicks SoccerS179
Super Spy 5149
Survivor 51989
Thrash Rally 5139
Top Hunter S189
Top Players Golf S13¢9
View Paint 5199
World Heroes 2 5199

JAGUAR

Jaguar System S248
Alen Vs Predator 359
Baseball 859
Basketball S59
Batlle Zone 2000 559
Checkered Flag 2 $59
Club Drive 559
Crescent Galaxy 559
CyberMorph $59
Evolution:Dino Dudes  $59
Jaguar Formula 1 $59
Kasumi Ninja $59
NFL Foolball 559
Raiden 358
Tempest 2000 S59

Tiny Toon Adventures 559

Spend the specilied amount
on any inslock soltware and
choose a free IBM game from
the corresponding list below.
Offer subject to change or
cancellation without notice.
Valid from November 1st
through December 30th or
while supplies last.

Backgammon by George
Blackjack
Blackjack for Windows
Chessnel
Covert Action 3.5"
Dragons of Flame 5.25
Dragon Force 5.25
Earth Rise 5.25"
Free D.C. 5.25'
John Elway Quartrback 5.25
MacArthur's War 5.25'
5.C. Out
Trump Caslle 2 5.25"
Video Poker Windows
Video Poker
Video Poker Ala Carte

SPEND $200

Acquire 3.5"
Amazon 3.5
Breach 2 5.25"

Lost Admiral
Magic Candle 2 5.25"
Megatraveler Zhodani 5.25
Mercenaries 5.25
Playmaker Foolball
Rules of Engagement 5.25
Star Legions 5.25"
Warlords 5.25"
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souls. The player can choose to go to Heaven
at any time.

Why, then, would anyone remain in Hell?
Well, they have made some improvements,
such that the place now resembles a sorry
corner of suburhia more than a nightmare out
of Bosch or Danre. As for Heaven, it’s never
lived up to its-reputation. In face, both halves
of the underworld turn out to be pretry dull
places. Itis the player’s job ro carve an exciting
life our of this eternal banality.

Rarher lofty stuff, one might think, and ill
suited to the medium—but one would be
wrong. Perdition’s Flamesis not the first game
to send the player to Hell, butitis the first to
offer a non-traditional portrait of the Inferno.
Roberts posits an afterlife run by functionar-
ies, something like the Heaven portrayed in
movies such as Heaven Can Waitor Defending
Your Life. This makes his Hell an interesting
place to explore, as

well as sufficiently
L

I ... 20 miles, in the

— ,/nww. and without a fancy-

/:,-\pmts uscr-interface ...
i

rule-governed
to provide for
lots of good
puzzles.

In tone, Per-
dition’s Flames
most closely re-
sembles Info-
com’s
Bureancracy in that the player has to either
subvert the system or else spend eternity
standing in lines, failing tests, and losing our
to more resourceful souls. It is worth noting
that many gamers found Bureancracy genu-
inely, rather than comically, frustrating, and
Roberrs skates on similarly thin ice when, for
instance, he asks the player to solve a calcu-
lus-based geometry problem in order to
qualify for a driver’s license.
However, Roberts also turns ¢, o nortH
d(}\\'n thC pr(:.‘;sllf{: a nﬂrch or T— i
two through a number of
concessions to the player’s sanity.

One cannot die in the game, for ex-
ample, because one is already dead.
There is no limit to how many objects
one can carry. There is no way to ger
stuck in a no-win situation. There are
no mazes in the game. [fall else fails, the
game comes with a comprehensive hinc
book and set of maps.

Strong puzzles abound, including a
clever set piece that involves the player’s
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returning to the Earth as a
ghost; an interesting set of inter-
actions with a compurer hacker;
and, for rraditionalists, a meet-
ing with a surly troll on a bridge.
There is generally only one so-
lution to any given puzzle, but
the solution is always a fair one.
Roberts’ prose serves the player
well, giving all necessary infor-
martion economically, conjur-
ing up the right atmosphere,
and only occasionally lapsing
into the lugubrious drone the
subject matter invites.

On the downside, some of the
game’s satire is lame, such as the
easy digs at poliricians and law-
yers. The game would also have
been stronger if Roberts had put
more thought into build-
ing the game’s vocabu-
lary—the computer doesn’t understand
such simple words as “break,” “kick,”
“smash,” or “raise,” or many of the nouns
Roberts uses in his descriptions.

Still, Perditions Flames oflers a fresh
take on a subject that typically gets a
hackneyed treatment and a collection of
interlocked puzzles that will challenge the
hardiest adventurer. If the game’s execution
is less than perfect, Roberts makes up for it
with his sheer originality. In how many other
games is it the right move for the player to
hurl himself into a stream of lava?

More Than Zero

If Perdition s Flames comes close to, but just
misses, the quality level of an old Infocom
game, Unnkulia Zero hits the bullseye. Obvi-
ously inspired by the G.U.E. saga (and mak-
ing an homage in its title to one of the late
entries, Zork Zero), Unnkulia Zero is well-
written, -plotted, and -designed. With its
forests, trolls, lanterns, swords and under-

> GO SOUTH

e S

."I..’ e
CNUSTO?
REZROV?
Ab hell... my miod’s ground  cav-
gonc Blank. ) erns, it could
T fit right into

the Zork uni-
verse; but Leary has given it a
flavor and a history all its own
and has peopled it with his own
brand of eccentric characrers.

The evil Unnkulians have kid-
napped Amanda, the betrothed
of the Valley King to whom the
player, a hulking warrior, has
sworn fealty. The King gives the
player his quest: find Amanda.
The player is booted our of his
underground home with noth-
ing more on his person than his
trusty sword and a royal insignia
ring.

Not to worry: within 20 turns
the player will have his hands
full...and unlike Roberts, Leary
imposes strict limits on how many items the
player can carry, making what to keep and
whart to discard one of the player’s ongoing
dilemmas. (In Leary’s universe, the player can
also both die and back himselfinto dead ends
from which the only escape is a quick “Re-
store.” However, like Roberts, Leary merci-
tully eschews mazes.)

Leary’s puzzles are deceptively tricky—a
can of snake repellant may appear to solve
one’s problems with a pesky python, but no
such luck. A box of egg substitute found in a
monk’s kitchen is not, as it turns out, what
one has to feed the monk (though it does
come in handy later). The problem with some
other objects is that they are so0 useful: the
handful of berries can certainly serve to
quench the player’s hunger, butif used in this
way they won't be around later when needed
to attract a bird of prey.

This particular dead end is nasty but fair. In
some instances the game does not play fair,
such as when it requires the player to stay in
quicksand a turn longer than is intuitively
sensible in order to find a valuable object, or
when it requires one ro keep typing
~ “Dig in burial mound” over and
~ over until the standard “You can’t

-

do that” response is repl:lclud with “Fine, if
you insist.” Most of the puzzles, however, are
not unfair, just very tough.

The story established in the opening scene
does not unfold so much as evaporate: Un-
nkulia Zero is all about exploring nifty loca-
tions and solving puzzles, and only nominally
abour finding Amanda. Periodically the text
(which, incidentally, is even
crisper, funnier, and berter
written than Roberts’) re-

o
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ames For The Power-Hungry

Make the big decisions with four addictive strategy games from MicroProse.

i

Test O Time

Sid Meier’s Civilization™

Play entertainment software’s most highly acclaimed computer game!
As the guiding spirit of your own civilization, you'll build complex cities,
balance economic growth with military power, and compete with

history’s greatest leaders.

we A Sawre Pramitise Tiizatian
5 ok a5 tuv& Ennu Frkins

IE-';KE:*?-MW‘“" be wuthanis
iz i f

Sid Meier’s
Railroad Tycoon® Deluxe
Play the award-winning MicroProse strategy game
with all-new features! Build a sprawling railroad empire
across six world regions! Watch your empire unfold with
enhanced VGA
graphics! Operate
over 40 trains,
each with its own
speed and cargo
capabilities! And
even compete against
history’s legendary
Rail Barons!

- NTERTAINMEMNT ‘o

SOFTWAR

& 1993 MicroProse Software. Inc. ALL RIGHTS RESERVED.

Now
Available
for

Master Of Orion”™

Play the all-new game of space exploration and
combat from MicroProse! With a powerful fleet of
space ships at your command, you'll battle, trade,
and negotiate with ten alien races. Develop new
technologies. And expand your colossal empire as
you inhabit or exploit inhospitable worlds.

sk

MAasTer
OF

or fill out the coupon and mail it to: MicroProse Software, Inc.
180 Lakefront Drive ¢ Dept. D10 ¢ Hunt Valley, MD 21030-2245

|
I Name: A |
|

I Address;
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minds the player about the goal, but Amanda
basically has as much to do with the game as
the Wizard of Frobozz had to do with Zork
I1. So what does the player have to do, if not

look for Amanda? e
Find ‘;md cook a '/"1'[1: fife Bh\x
dragon’s egg; forge a (‘[’m G l}:sigu:r>
necklace and bestow it | might be rough, but at
on a nymph; travel \ kastweerwel. /
through time and shut g
down a nuclear reac-

tor; and many other wonderful
and unrelated things.

Leary’s descriptions of loca-
tions, objects, and events are
witty and, since he has pro-
grammed the game to under-
stand almost any word the
player might reasonably want ro
throw ar ir, abundant. The
game does not come with a
hintbook, but the rext itself
contains subtle clues for those
who know how to read between
the lines. From the very first
scene, it is obvious thar Leary
has studied the Old Masters and
knows what he is doing.

If there is any negative atall to
Unnkulia Zero, it is thar it is too

rich in references to earlier, shareware insrall-
ments in the Unnkulia saga, which most

gamers will not have played. Yet even this has
its benefits: it makes the world in which rthe
game takes place seem bigger and more fully
realized than the typical, generic fantasy set-
ting.

Davids and Goliath
In the shadows of unmerired
obscurity, lictle  guys  like

Roberts and Leary are accom-
plishing something that other
companies, with all their video-
capture technology and digit-
ized sound effects, are unlikely
to pull off: they are recapruring
the thrill of the original Info-
com advenrures, the ones that
were held together with spitand
baling wire and seat-of-the-
pants creativity. Like the first
Zorks, these games taste like
something cooked up late at
night in the corridors and ma-
chine rooms at MIT.

It is a flavor to be cherished.
Any young'uns who have not
yet had che pleasure owe it to

themselves to take a taste of the brew that kept
a generation of gamers glued ro their screens
back in the stone age.

Perdition’s Flames is available for $25 plus
$2 for shipping. Orders can be placed
through High Energy’s BBS (415) 493-2420,
voice orders (415) 493-2430, or by mail at
the following address:

High Energy Software
P.O. Box 50422
Palo Alto, CA 94303

Compuserve: 73737,417
GEnie: M.ROBERTS10

Inrernet: support@hinrg.starconn.com

Unnkulia Zero: The Search For Amanda can
be ordered by mail at the address below. Send
$25 o

ADVENTIONS

P.O. Box 851

Columbia, MD 21044

Compuserve: 76440,2671

GEnie: ADVENTIONS

Internet: dmb@ai.mit.edu

(Maryland Residents add $1.25 sales tax.
Specify MS-DOS (5.25" or 3.5") or Macin-

tosh.) cew

SOFTWARE LIQUIDATION

SIERRA SPECIALS

$20 eq., 3 or more $15 each

EPYX BARGAINS
YOUR CHOICE $5 EACH

SIERRA S10 SPECIALS

QUEST FOR GLORY 1 0r 2,
KING'S QUEST 1,2, 3 or 4,
SPACE QUEST 1,2, 3 0or 4,
LEISURE SUIT LARRY 1, 2, 3 or 5,
LAFFER UTILITIES, HEART OF CHINA,
RISE OF THE DRAGON, ZELIARD,
POLICE QUEST 1, or 3, FIREHAWK,
MIXED UP MOTHER GOOSE,

[HPOSSIBLE HISSION 2, FINAL ASSAULT, TOWER TOPPLER,
CALIFORHIA GAMES, L.A. CRACKDOWH, DIUE BOMBER, WORLD
GANES, WIRTER GAMES, DEATH SWORD, PROJECT HEPTUHE,
SPACE STATION OBLIDIOW, SUB BATTLE, TECHKO-COP.

MANHUNTER SAN FRANCISCO,
OIL'S WELL, THEXDER.

55/ SALE

POLIGE QUEST 2, GAMELOT,
COLONEL'S BEQUEST,
MANHUNTER NEW YORK,
HOYLE'S BOOK OF GAMES 2.

THESE SPECIALS ARE AVAILABLE ON 3.5" DISK ONLYII

=

- -MTI:E('I'I"I-I'IEE =" $15 EACH S$10 EACH* SPECIAL FORCES., by Microprose $15 |
| I MEGAFORTRESS, PATRIOT RAILROAD TYCOON, by Microprose $15
520 @0l., 3 or more $15 eath 3 OR MORE $10 EACH ARMOR ALLEY, BLUE MAX | |F-17A STEALTH FIGHTER, by Microprose $25|
ROADWAR EUIROPA, CONFLICT KOREA » GUNSHIP 2000, by Microprose $25
SEAROGUE, HYPERSPEED, D WINTER, il - : $20 EACH , by Microp
: : J SECRET OF THE SILVER BLADES, HILLSFAR, =TS \JITr L BAD BLOOD -or- ULTIMA 6, by Orlgin $20
PUNISHER, DR. DOOI'S REVENGE, B 0RAc0Ns OF FLANE, FRST OVER GERMANY, V FOR VICTORY: |

SWORD OF THE SAMURAI, ELITE PLUS,
KNIGHTS OF THE SKY, FLAMES OF FREEDOM, i |
AMAZING SPIDERMAN, RED STORM RISING,
LIGHTSPEED, MEGATRAVELLER 1 or 2, I
COVERT ACTION, TWILIGHT 2000, TROIKA. |

COMPSULT

P.O. BOX 5160
SAN LUIS OBISFO, CA 93403
805) 544-6616

MATRIX CUBED, HEROES OF THE LANCE,
POOL OF RADIANCE, SWORD OF ARAGON,
MEDIEVAL LORDS, LINE IN THE SAND,
GATEWAY TO THE SAVAGE FRONTIER,
TREASURES OF THE SAVAGE FRONTIER,
COUNTDOWHN TO DOOMSDAY,
DEATH KNIGHTS OF KRYNN.

THREE-SIXTY PACIFIC

UTAH BEACH, VELIKIYE LUKI
-or- MARKET GARDEN
“SLIGHTLY BLEMISHED BOXES.

DARKLANDS, by Microprose $25
MANTIS -or- GREENS, by Microprose $25 |
DUNE, REALMS -or- CONAN, by Virgin $20 I

ARKANOID 2 -or- BUBBLE BOBBLE $10 |

VISA & MASTERCARD ORDERS CALL..
1-800-676-6616

CREDIT CARD ORDERS ONLY!!
TO ORDER: SEND CHECK OR MONEY ORDER INCLUDING SHIPPING CHARGES OF $5 FOR U.S.A, $8 FOR CANADA/MEXICO, $16 ALL
OTHERS. CALIFORNIANS MUST INCLUDE 7.25% SALES TAX, TO RECEIVE OUR CATALOG OF 1000's OF CLOSEQUTS FOR IBM, AMIGA,
APPLE, ATARI, COMMODORE 64/128 & MAC, SEND $2 IN CASH OR STAMPS ALONG WITH YOUR NAME & ADDRESS & WE WILL SEND IT TO
YOU BY 1st CLASS MAIL. PLEASE! DO NOT CALL FOR A CATALOG.. OF COURSE, IF YOU PLACE AN ORDER FROM THIS AD, YOU WILL
RECEIVE OUR LATEST CATALOG FREE WITH YOUR ORDER. TO CHECK FOR AN ITEM NOT LISTED HERE... CALL (B0S) 544-6616.
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FLEET

The F-14 Tomcat Simulation!

Aclual screens may vary e

A computer-controlled wingman responds
to your every command. And, you'll

interact with strike packages that include
F/A-18 Hornets, A-6 Intruders, A-7 Corsairs

, a 5 : ; and E-2C Hawkeye AWACS.
It's all up to you! The skies are swarming with bandits.
Only you stand between the threat and your carrier Featuring the latest in 3-D terrain technology
battle group. derived from digitized information taken from
LANDSAT geological surveys, you'll pilot your

Lock on your radar and launch the Navy's advanced F-14 through actual locations.

weapons to destroy the most sophisticated enemy

targets ever developed for a MicroProse simulation. Fleet Defender from MicroProse. We brought you
Roll, turn, climb, and dive to out-maneuver enemy the F-15 Strike Eagle, now try the F-14 Tomcat
aircraft using an artificial intelligence developed right featuring the most authentically modeled F-14
out of Soviet and Third World military doctrine. systems available anywhere outside of the Navy.
£ BismiR s | Toustoue en oo, ot smesebat v
"1 = 180 Lokefront Drive « Dept. D10 « Hunt v

NTERTAINMENT « S5OFTWARE
© 1993 MicroProse Software, Inc. ALL RIGHTS RESERVED. City State
For IBM-PC/Compatibles. I s o i
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SPEED RACER IN THE CHALLENGE OF
RACER X

Take on the mys-
tericus Rucur X in
o 200MPH froe-
forall. You'll need
everything in the
Mach 5's orsenal
just o stay

close... Autojocks
to leap clear of
dunger, chopper-
blades to cul
threugh cbstocles,
even o new on.
board CRT that allows you to receive mes
sages. Roce from the cockpit and fosten your
seotbelt. Go it clone or agoinst o friend to
see who's the top Formula | recer. Featutes a
splitscreen 2player mode fu! through the

L= ffion in &

PUBLISHER: Accolade
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Colendar Creafions Boscball.. i
Colendar Creations Dogs & Cots. .39
Calendar Creations Exatie Cars 4

Calendor Creations Impression:
Calendar Creations Malure..
Calendar Creations Qeeans..
Cooster Scroon Saver Windows
Corel Diaw for Windows 4.0

DesgView 386 2.4 e s
Dusne;.' Collection Screen Sover ...

Window:
Dmﬁ & Print 2 k
FoxPro Cnmp U}:,] Win, 2.5 .
FosPro Ver U Wm  § -
FoxPro far W aws. 316
Holiday Fonts Wlndows 12
Haly Biblo King Jumes Vi 27
Key CAD Completo..... .24
Lotus 123 Window Rel 4 Upgro 100

Lolus 123 Windows Release 4
Letus Improw lor Windows 2.0
DO‘{' rade 6.0...

ieging Your Maonay 10
Micto Kirchen Componion Windows 28
Microsoh Office for Windaws 4.0 ...
Micro Wine Companion Windows
Maeph fer Windows
Marton Uriliies 7.0,
Paradox for Windows 4.5
Print Shop Deluce ...
Print Shap Deluxe Windews.
Precamm Plus for Window:
Publisher Windows 2.0
QEMM 384 7.01
Quatira Pra DOS 5.0
Quatire Pro Windows
Guicken for DOS 7.0
Giicken for Windows 3.0 ..
Rosuemary Wust's House Fortune
WinFax Pro 3.0 Windaw
Windows 3.1 .

Windows NT U
Windows Upgrade 3.1 .
WerdPerlae! For Windaws 6.0
‘WordPerfect Vers
Weordperfect Comp
Werdpearleet Varsian oos
Waordperfect for DOS gm

"o ATmin/Construction Seb. ... a9
Al World of Discavery..
Alge-Blasier 3 for Windows .
Bailoy's Book House. ..
Bod

DinoPark Tycoon
Discover Space
GMAT w/CHIf Noles.
GRE w/CIH Motes
Kid Cod for Windows
KidDowk oo vvioiner

28

cdd

Maps & Facty . 8
Mat h Blaster In Search dSpo

Millie"s Malh House
My Fiest Wold Atlas
Cregon Trail Deluxe YGA.

Ployroom 2.0 ...
S‘}H w/CHIE Metes .

$33

EDUCATION

i v

.

2

| recksanon |

sWW“”
.4

800 228 744

LINKS 386 FRO

Championship golf
of your fingettips
Featuring Harbour
Town Golf links
with Super VGA
‘256-:31‘; grophics
for breathioking
views. Over 345
different combina-
tions of viewing
windows, Fealures
a club selection,
“saved shot”, and ¢ “profile view” Male or
female golfors with 10 differant shirt colors to
choose from. Statistics recorded for each
ployer and gome with optional printout
Supports SoundBilaster and campatible
sounds cards You've got nathing ta lose, and
sa much golfing ta gainl

PUBLISHER: Access Softwore
PART # 27660

Scienes Advantura 2.0
Score RX for ACT a1 Home.....
Score RX for GRE of Home.....
Searn RX lar LSAT of Hame
Score RX for SAT of Home |

UFO Clase Encaunters Guida
‘Where in !\mnll(u s Past Cumon .
Where in ;wu. is Cormend
‘Whete in Time is Carmend
‘Where in the USA Deluxe? ...
Where in the World Delure?
‘Ward Atack 3

World Atlas OS5 4.0 ...
World Atlos Windows 4,

A10 Tank Killer Enhnnc d
AJZ0 Airbaus;

ADED:Eyo of
AD&D gylr of

AME

Coesors Paluce Winu,
Carrinr Strike
Carriers ot War ll ......
Castle of Dy, Brain - VIGA,
Castles ll-Singe & Conquest
Challenge of the 5 Realms ...
Chassmoster 4 for Windaws .
lizatian 11
lization Hint Book.....
lization Master Player Ed.
Clash af Steal: Wi r‘?:!?—-ii.
A:10 Tonk Killer Enhance
AI20 Aubus: LIS Edition
ADA&D:Dark Sun Shatered Land
ADED:Eye of Buholdur I
ADAD-E B e
ADAD:Unlimired Advenmure:
Acoy of Pacilic 1944 WWI

Air Warriar SVGA

Alana in the Dark

Ancient An of War in Skios.
Arborea 2.

Archon Ulra

EXT.

$38

LC A

g
Bequest Your
Free America Online Membership
(Includes 10 Hours Online)
With Any Purchase

THRUSTMASTER WEAPONS MARK i |

User
ble throtle ansd
weopons func
tions. Compatible
with J-pin koy-
boord connucions,
Program your joy-
stick for gy cur
rent er fulurg
gume, Your gam
ing p\!l’"[lill"(ji
[[oystick and WCS) will be instantly compati-
ble with current or future gomes. Features: LED
lighting systom indicates when certain fune:
fions are oofivated; Screw-down conneclor;
Haondle moves fore and off for throttle contral,
Sturdy sevendfoot cables: Allows joyatick pre-
grammability trough joystick ill||ﬂri:iﬂ.
Digital/Analog mode teggle switch; Usor-pro-
grammable funclions; Cneyear warmenty.

PUBLISHER: Thrustmester
PART #: 31258

NFL COACHES FOOTBALL

Realistic faathall
simulation. Full 3.
[ field display lets
you view the
oction fram any
angle. Flayer
behavier ond
coaching rate
i‘u designed with
the assistance of
MNFL players and
coaches. Real
human phy;lcs determine how players inter
act. Defailed player statistics. Instant replay
ture, Save an entire gome. Create your
own playbock with up 1o 80 offensive and
80 defensive plays  Create your own NFL
toam chooting fram 36 players, B teams, and

B conch characteristies

PUBLISHER: Microprose
PART #; 32462

Ashey of Empire

B8-17 Flying Fortress - VGA.
Baseball for Windows [APR. (1
Banle Chess 4000 - Super VGA
Bartle Chess for Window:
Batthes of Desting ..o
Reathawon Il

Bewrayol ot Krandor.

Blue & he Gray..,

Blus Foreo: The Met of Kin
Buzz Aldrin's Race into Space...
CDSan fio

Nacle Fint Bk
“untacin: Manioe ||

luxe Scanario. .,
Strategy Guide
e D |wm for Windaws.
Caezan Palaco Wmdows
Cartler Strike.. ...
Cariers at War If ..
Castlo of Dr, Brain -
Catles 1:5:ege & Conguest .
Challenge of the 5 ﬁ:ﬂ ms ..
Wi

oWy

Civilization Mastar Pl
Clash of Steel. Wil
Classic 5§ Windaow:
Comlan ,vvierinns
Cohra Mission.

3‘?.1
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$90

£l

RECREATION

GAME BLASTER

Converts the VGA
cutput from your PC
1o a vides signal 10
you ean play all
your faveriie PC
gomes an any TV
sat, Display ending
sewvices like Prodigy,
Amenca Online,
and CompuServi
Ineludes $150 werth
of FREE gomes;
Prince of Persin,
JuetFighter 1I, and
Spectie Chollenger] Supports 640480 VGA
resolution in 254 colors, outputs NTSC video
in RCA compotite ond SVHS wper video
standares. Includas A/C Pawer Supply, &foat
RCA cable, &foot SVHS cable and o VGA Y-

cai:m: Supports TV Auta Blanking, Togaling
gmmnmlor and TV dizplay,

$101

PUBLISHER: ADS
PART £: 32332

of 1acing ogoinyt
the wosld' :I'mu dii
waors, in the warld's
fastest race con

| Gives you BOO-
horsepower
IndyCar driving
Detall even
includes the paint
schemes an

decals of octuol
IndyCars and the
skid marks through the groove ot every furn
Select wing angles, tire type and peessure,
suspension stiffness, comber, gearing ond
much more. Adjust turbo boost, brake bios
and roll bar settings from the cockpit. Custom.
tune your engine in the dyno room!

PUBLISHER: Virgin Games
PART £: 3141

$39

Cognito for Windows.
Cohon 1t

Camnnchn Maoximum Overkii

} HQ Classic
Compumom of Xanth
Canquered Kingdams.
Conguered Kmpﬂm‘u Scenurio
Crasswords Defuxe Windows. .

CyberRoce......

DED: Fanfus Empum

D&D: Swanghol

Darklands Hint B{:CI‘

Darklands ...,

Dy of the Tenta .

Day of the Tentacle: Maniac Il | 34

Dragen Enight I,
une
Dune
Eco Quest ll:Rainfares
Lu it Ball Duluxe A
Hrish o 1t )

Empnu Deluxe .. .33
Empire Doluro Scama . .20
Empire Deluxe Skategy Guide 12
Empire Deluxe for Windows .. 33
Etesnam P |

h
F-15 Swike Eagle Il Class
F15 Shike Eagh ...
F-19 Steabh Fightes Classic
Faleon 3.

Falcon:Mig 29/Deadly Advorsary 32
Falean:Operation Fight Tiger.. B
FleshBack .. 30
Flight Sim: Mew York Scunwy desuisssnieedl
Flight Sim: Paris Scenery.. 1]
Flight Sim: Washington ne. 27
Flight Simulatar 5.0......, 42
Fargatten Castle a7
Four Plur 19
Fraddy Phrbe 38
Frodedy Phatkas Hint Bock 9
Froni Pa.

Gabiriel

Gary Gn

Guh.'wuy

seakwod Gomes of the wy

Global Dominations .. d a4
Gebliiing...., ; 18
Gohliiny Il: Tho Prinee Buffean 24
Great Maval Battles Pack ..., SHERREY
Great War ., S—.
HurelBall 111, : 36
HordBall I Big leogue Parks..... z A6

HordBoll 1l Player Disk ...

High Command
Haoyles Book of Game

Human's Like You've Mever Seen....., .24
Human's: Insult o Injury ... 14
INCA ... g 4
INCA Hint Bogh,.. T 9
Ineredible Machine . : 27
Indiana Jones Fate of Atlantis .................. 34
Jack Nickluws Signuture Goll, 25
Jack Micklaus Signature Towr 1 13




SIMCITY CLASSIC JOURNEYMAN PROJECT CD RETURN TO ZORK

The ariginal city
girnulu}l’ur is ﬂk:
s " tar o
mme—J:?dbtr.on?
ond has intreduced
over 500,000 poo
ple 12 the joys of
designing and

The year is 2318.
The unified world
is finally of peace
You cro g membar
of the Temperal
Protectorgle, an
elite group of
ogents whowe wcle

Ir's Mareh 1,
2168 Jock T
Llodd, professional
thief, was scooped
vp and foceto
foce with the IRS
chiet collecrion

The et genera-
tien of classic Zork
adventures makes
I1's whumphant
debutl Amozing
inferoctive odven-
e of danger and
intrigue. Filled with

building the ity of b weasel, He wos
dreams pupose isto safe scinating puz- bt ok Bl
Challanges you 1o quard history fram 2les, It foatures & hekaling mevs. than
mangge the basic sobotage. A rip : casl of | |oll'ywq0d ' b could hopa o
principles of o e has been deteetad E Stars, o rovolution T e
cesshul eity. Deal in the fobric of i ary Interfoce, hours o, et takd
with disestuns, crime, polivtion and public time. Only of spoken dinloque and an enchanling musi- Himes, anG o
i cal sweare. Have real interoctive conversations ho next 28 doys

apinion as you build your woy 15 ¢ thiiving
metrapalis. Naw includes the SimCity Terain
Editer and wpperts popiler sound cards. Jain
the world ot @ now low pricel Availably in
DOS, Windews o Macintosh

maomenty rumain unil the cantingum Is changed
forever. Your objective. jump bazk in ime and
preven! the corruption fion ever hoppening!
Photorealistic 3.0 worlds to explore. Integrated
arcade and mind gomes. Mocintosh vetsion
alia available

h planets,
n perwit of financial hgquidi
m the tax mon, Integrated
line cllowing lock to
all of the objects and

Tohe Jock on an adventars throug
cifies, and ba
ty and freeds
charociers ¢
interoct with virteg

with mare than 20 characters. An epic odven
ture in the Great Undorground Empire. Sime-
ol the-ort digifized and computergenerated
grophics, CDROM version olie avallable

PUBLISHER: Muxis charocters bn e game,
PART £ 31410 (DOS) PUBLISHER: Gamotek PUBLISHER: tnfacom

PART # 31455 [Windaws) $ 22 PART #: 32128 MPC $44 PART 2: 31630 DOS 544 PUBLISHER: Psygnosis 38
PART # 31456 (Mas) PART #: 30447 MAC PART #: 31705 €D PART #: 31563

coix kiryboord e
larys for fight simyky-
Rors will burn any

CON 3.0, WG 29,
STRIKE COMMAN

DER, ATP, XWING, COMAMNCHE, F-15 IIl, ACES
CF PACIFIC, JETFIGHTER, SECRET WEAPOMS, B
17, GUMSHIP, ACES OVER EUROPE, TORNA.
00 ard maral Atk absut Foleen 3.0's Keybeard
& Urlity bundlas! Guantity Pricing: 2 @ $21.50; 3
@ $30.00. any £ o mare only $9.25 each!

PUSLISHER: Keyboard Commander Corp, s 1 3

notute Tour Z....

Jock Micklous 3iF
"

aopardy with Al

Logocy Rualm of Terrer
Legend of Kyrondia.
Legend of Kyrandia Hint book
Legund of Kyrandie I1,.........
Legends of Valour

S0 much fun for the
helidays) Terally
amazing| Tvens your
P or MAL inlo o

- = Courtfess hours of
e lar muse levees, and prafovsional muicions
Temnpo ond Koy are fully odjuvobe. Includes live
leggelty lieemed kg Billboard hits ond hundreds of
aptisnal sangs avnlablo,. Guaranteod ko tun on
Windows 3.1 with your sound board. Cempanble
with o¥ profosvional MIDI devices, REGUIRES A

SOUND BOARD
$26

FUBLISHER: Tune1000
PART 2: 31412 WIN
PART ;32569 MAC

Privateer Spovch Pack
Prophecy ..o

Rud Storm Rising Clawic
Return of the Phontom
Reox Nebular. 2

Fox Nebulor Cluw Boo!
foad & Track Grand Prix

SEAL TEAM

Take commond of
a U.5. Movy SEAL
Team on a realis
tie 3.0 bonlefield

crack team of eom-
bat speeialists
deop inte enemy territory 1o complete high
risk missions of reconnoissance, ambush, res
cue and demalitions. Digitized banls seund
effects and 256 colar VGA graphies far stun
ning realism, The enemy lies in ambush, and
you are his prey

PUBLISHER: Electronic Arty
PART #: JO&74

800-228-7449

Jot Fighter | 24 Guanet Pale 26
JKumpnlu‘. P Quust :ur Glory 1-VGA. ... 326
aparay's Gambit AR Guest for Glary NI - —
§ KId PiX <.onveerne 34 § Cuiz Show Windows 31 Union Ave., Sudbu
King's Guast V - VGA o2 Rags to Riches M
King's Guest VI Hint Baak .. ..., 9 Paﬂfoc'_‘ Tycoon Clossic
King's Quast VIVGA *FREECD® _.......4 Railroad Tyeoon Deluxe.
g3 ROMOM i wnd? Failread Tycoon Maor Hint
ingdoms of Germany. Reach for the Skies.............
Kings Tahle.. . Realms af Ackanin............
Kye Daluxe Realms of Arkonio Hint Bock
Lands of Lore Red Baron - VGA....cc.vvee.
Laura Bow Il - VGA : Red Baran Mission Builder
leather Goddesses of Phobos Il Red Crysinl ..

Propare yourselt
for 0 casina gam
ing experioncel

Includes the 160-

o | home gt

:2?3‘; M;:‘B :::L‘m?:mhlne 7y A In;.-lpnr realistic 1313: ;:ud:'gju.de.
b ; - " i simulation of U5, “Boat the House
contrel panel beoaiihiough in 2
Includdes o key com enterainmant! Lyricy Nn\nycuI combat F;::Tm;n\'l‘or

maneds i igal light up 1 the right aperations )
ks v o pekeng iithorid raine, o
beieas o cockpat diy maniter, lnytanty conjunction with | |'\|_1 , roulet -
ploys. Avoiloble for BELE1 YOUT Gwn per the UDT-Seal | :'m:: :?Jw:rn:c“
MSFS 5.0, FAL e L | rone! song benk Musoum. Lood & I will lern the rules,

tituals and fermi
nolugY of cosing play. Seazoned gamblers are
schocled in stotegic counting lechnigues os
well as profitable betting stotegios. One to
four paopla ean play against ench ather, ar
computer ployers will il the em; ty sty
Anyone can be a High Roller when thoy know

hew o *Buat The House!”
$27

PUBLISHER: Spirit of Discovery
PART 830343

EXT.

Legends of Valour Hint Boak Reme: Pathway to Power The Geames: Wintar Chollenge .., Flight Stich ....... 4
Lessure Suit Lary |- VGA ., Rulos of Engagemen Il ... Tie Fighter Spoce Combat Fliaht Stick Bre
Lessure Suit Larry ¥ - VGA Scenery Collection USA Eost .. Tony loRusso Baseball || G fu'r.g Flight Yoke

Leisuro Suit Larry ¥ Him Book
b

Seenery Callection USA Waest
Sesrat of Mankey liland I......

Tony lokussa II; ALEMNL Stodiums
Tony loftussa Il: Fantasy Draft

i 7
Lxu-u:l.ul-_ﬂli Automatic
CameCard [l MCA Aut

larmmings Il g Sevon Cilias of Gaold Comm T s i Jo Gl I 3
Links: agnii Springs SVGA Shadow Caster... u‘ﬁr'.ln:ft'm' e Lxl?;?tgghcucl%ra?fjm. 2
Links; Belliy Coursw SVGA Sid Muit's Trilog; Ultimea Undesworld It Hint Boak Thrustmaster ACM Game Ca !
Links: Firestane Course SVGA Silent Service Il Classic . Ultima Und: 1d Il Labyrinth ... Theustmester Flight Contral 82
Links: Innsheaak Course SVGA . SimAnt for Windaws Wy Ultima VIl Fart 2: Surpent Iyl Thrustmaster Pr s 102
Links: Me Kea Course SVG. 4 SimEarth Windows . .28 Ultima VIl Part 2: Silver Seed = Th er Ru 1as
Linky: P Beoch Course SVGA 19 SimFarm ...... 2 Ultima Vil: Farge Virtue Add On ... Weapan UPROM reeeed G
Links: Pinchurst Country SVGA & Simtife far Windaws Ultima VII; The Block Gate .., Thund: Ltz 24
Lost Treosures of Infocom | v iveaciinsiinnnne g Sclitaire for Windows ... Ulirabiots — e Virtual Ad
Lost T ol Infocom Nl «  Solitgire’s Journey Windews Unnee

Lot Vikings ..
Lost in Time .
Lure of the T
Masters ol Grien ..

Ml gk o

Michael Jordan Flight ...
Mic 1 I} Hall Fm
Micresalt Arcade for Windows....
Micrassh Space Simulatar
Might & Mogic: Clouds of Xeen v
Might & Mogic: DorkSide of Xeen 38
Mike Ditka Fooball...... :

Mencpely Deluxe .......

Space Hulk
Spoce Guewt [V - VGA

Spear of Desting |
Spear of Desting Hint Book
Speere PC..........
SpersWorks
Star Trek: 25th An
Star Trek: 25th Anniversary......
Stor Trek: The Mo Genoratic
ed

2l
ike Commander - VGA.....

V for Victory Morket Gorden
W for Victory Utah Beoch
W for Vietary Velikiyo Luki
Vegos Gomes for Windows ..,
Veil of Darknoss. ...
Vikings: Fields of Conquest ..
WW2 Balles of 5, Pocific ...,
Walls of Rome_...........
Warriors of legend.
Wheel of ForluneDe
Whan Two Wrlds War
Wing Commander Acodemy.
Wing Commander Il w/Spee

- e Rl JOYSTICKS/GAME CARDS

AR Forimer 22 Spocher Sys
AR Pariner 22 Specher Sys
AR Partner 570 Speaker System
AR Partner 622 Speokor System
Altee ACS100 Speckers
Allec ACSI00 Speakers
Kaoas HD Speakens......
Koss HD-A Speckers

Koss HD-6 MPC Speakers
Lobtec C5 1000 Speokers
Labtec C5-150 Spe:
Ly

-~ Mare Incredible Machines .27 Strike Commander Players Guide w12 Wizardry: Crusader Dark Savan 3 abtee CS800 Spoakars
" More Vegas Gomes for Windaws 18 Swike Cammander Speach Pack & Waorld Circvit Grond Prin.. labtec CSF00 Speakers.......ooie
& Mortal Combal,,.. 35 Strike Commander Toctical #1 Word War Il Baftle 5 Pocils labtec 55100 Stereo Speokers

NHL Hockey Al Strike Squad XWing.. Labtee S5.700 Spoakers

Pacific Strike ... A7 Strip Poker Pra #1 Datn Disk X-Wing Official Guide Pro Audio 16 Bosic...

...... 34 Strip Poker Pro #5 Data Disk ...
Petlect Genaral: Groot Bar 24 Strip Poker Pro 86 Data Disk
Perfect General: WWII Scenorio . .22

Pacific Strike Speoch Disk,
ific War S

Pinboll Dreams...
Pirates) Gold
Police Quest 11l - VGA
Pool Shark

Papulaus i ...
Powor Gome Pack ||
P 3

Prince of Persia il
Frivateer ...

Suip Poker Pro #2 Data Disk...
Strip Poker Fro #3 Doto Disk.
Strin Poker Pra #4 Data Disk

Steip Poker Professianal ...
SUmmEnIng. .. i
SVGA Harrier
Syndieate........
Task Foree 1942
Taeminatoe 2029
Tesserae for Windows...
Test Drive 1Il; Tie Pussion
Tettis Trin

The Dig

S

ReH

X Wing: B-Wing Tour &
X-Wing: Imperial Pussuit
Yaurbivs....,

Net i 161 ermoes or

Pro Audio Studio 16 ...
Pra Audio Stdia 16XL
Pro AudioSpestrum 14

F Mastarcarnd, Visa, Dsoover, propaid omon, purchase ofdoers,
wire transter, cash, and cashiers chack accopted Persanal ana Campany chacks aliv 14 days o
dlear. No surcharge for credd card orders. Your credd card 1s not charged until the merchandise is
shipped. Wo chock lor siolen credit cards, AN retums los credit, nepair, or gxchango m
ratum authorization number, Retumed orders or ordered wiong fems are subjed o a 15% eslock
ing foo. We ship litost versions of software available, Ovor ing yoars of sovice. Thousands of sat-
isfied customers. Sond your Fax today! All quotes nnawerod immediatoly. Product covered by man-

thavea

fit, and

ulacturer's warranty. Defectve tems replace

purchase orders wolcome, All lem numbers represent 3.5° flopgry, decept whare noted

Circle Reader Service #50




AMAZON TRAIL

Journey through
time fram the
il mouth of the
Amazan to its oy
8l sourcas in the
®| Andes high eaun.
try, Find ‘thn medie-
inal plant that will
waver the ancien
Incas lrom extine
tion and deliver it
4 10 the Inca king.
Meet as many as 30 other histaric explorers,
naturalists, scientists, and notives. Exercise
prablem salving and reading comprehension
skills. Develop navigational obilites.
Inreduces ecosystems and provides insights
inta Sauth Amertican history fram the time of
the Spanish Conquistadors 1o present.

From San Joie fo
Marin County and
from MNope Valley
ta the Galden
Gale. Photo realis
tic regltime ray
traced imoges
derived from octu-
al sotellite phatas
and combined
wil: low u;!h“fda
enhang =] jan
r.ybcrgmplpu 2
Views 1o remarkably detoiled, so recl, it's ke
locking cut on airplone windaw| Teke

and lond ata m:‘: varrinty of oirpans, oll of
them complete with runways, 1axiways, main
buildings, lighting und NAVAIDS, REQUIRES
IBM 3846/33MHz or higher, M5 Flight
Simulator 5.0, AMB, 2MB minimum expund-

ed memary,
PUBLISHER: Mallard $ PUBLISHER: MECC s
PART #: 31638 27 PART #: 31485 33

UGt Kk oot

t Stic 3 £
ngrra Fli hl Yﬂle
GameCard lll Automatic
GomeCord 1l MCA Avtomatic

cpd Elco Q\:nl Sew h for Cetus .

co Eurupcun Racors
CDF-15 Strike Eogle il
CDFamily Doctor MPC Windows

TITLES

MNotehook Gomepart Ch Fracial Ecstasy

Pilet Centrol Stand..... CDGlobol Explor

Thrustmaster ACM Game Card. CDGobliling

Theusmar Flight Contral 62 CD-Gabliiins 2

Thrustmaster Pro Flight.. o2 €D -Greal Maval Butiles Poc
Thrustrmster Rudder Ped, SSRN 1 C CDGuinness Disk Records ‘93
Thrustmaster Weapon UPROM 30 CO-Gunship 2000
Thundorstict

CDHAM Radao
COHell Ce
fl')-HnToch Rrrcmﬁ
€D Human
CDINCA.
ChHndinna Fal
CDron Helix

COJutlnd
CD¥ey Hom
COKiny

Virtad Pilot

AR Parmer 22 Speaker Sys. .
AR Partner 42 Spechur Sys.,
AR Partner 570 Speaker ﬁyﬂnm
AR Portner 622 Speaker System
Altee ACST00 Spuakers

Altee ACS300 S.rmnlmu

Koss HD-1 5¢ T
Koss HDA Speakers.,
Kess HDW6 MPC Spaakars
labres C5 1000 Speakers.
labtec C5-150 Speokers...
lobtec C5-180 Shielded Spmlm

CO-Adventures ol
CDAir Warriar..
CO-Animaly MPC
Ch-Arthur's Teacher Trouble
CDB17 & Silent Service I

Ch-Backroad Racer
CDBare Assets..
CD-Eotrle Choss
CO-Berlitr Japan Alive :
CD Berlitz Think & Talk French,
CD-Betrer Homes Healthy .

€D Multimedia Dinosa¥ ..
COMultimedia Mazart Wina
COMultimedia Stravinsky

CDAibles & Religion CD-Musical Instrumants ..

CD Blue Farce .. ¥ 38 €D Maofional lompoons Chess
CDLopitel Hil o CD-Mowsweek Interactive 81
COChessmaste 55 CONight Belare Chrismas
CDh Cinemanio Movie Guido 50 CD-Oceans Below

COClipant Golioth..........
CO-Company of Whales w/
CO-Compleat Beatles...
CD-Complete Bookshop
CDCon‘p]n' Houm

COOur Solar Syst

CO-Oxlard En f‘ud\ Relerence

62 ¢ CDPhoto CD Access DOS .
12 CDHiTech Aircroft

CD Humans.

CDIMCA,....

CD{ndiano Fote of

ChHren Helix

CDJust Grondmo & Me.
COJutland

COkey HomeDc:-gnor Wln:iom
CO-King Jumes Elecl. B ;
CO K.n 3 Chuet VI

cD I.cn%s of Lore,

CO-lavro Bow

Chlogand af K

CDlightning ...

et
AR

COLompion” > Imcr
CD-Censpiracy
CD-Cockbook Heavan.........
CO-Curse ol Enchantio
€0 Day of the Tentacle.
CODetthster Arcocle Boills
CO-Dictianary af living Werld
CD Dinosaur Adventure .......
CD-Dincsours! Multimedia Ency.
ChLragon’s Lait
[ads Zo 1T, TSR

s’:—';‘.%’:‘#’“"" ¥ m gr?!.'” " ,-3%‘“’* ” _'-tnr JOYSTICKS/GAMECARDS

BB
m

800'228‘774 fél PUBLISHER: Spectrum Halobyte $24

ART OF THE KILL

A audievisual guide 10 medern airtealr com
bat Learn the secrets of hornessing fhe thiust,
agility and firepower of one of the world's
mos deadly fighter oircralt, Road ebout real
hearlstopping gir combet situations in a series
of highly entertaining experiences. Learn haw
the pros execute thee maneuvers by watch-
ing the accompanying videa of live-action
ond computerized comba: footoge. Contains:
180 poge book and o 72:minvte videctape,

PART 2: 32546

BRAM STOKER'S DRACULA

The world's fore
most hormor story
drives o stake
thraugh the heart
of your PC

with thiy sequel o
the blockbustor
movie. Enter one of
the most smazing
worlds ever creat
ed and fight for
your life a3 you
play Horker, the
only man in the world who can stop Drocula
in his plan o toke ye! ancther mertal soul
Features o first person 3-D perspective, 256
color texture mopped grophics and heartstop-
ping digiol sound effects ond musicol score.
Eerie here and

anough to mako yaur skin crawll

PUBLISHER: Psygnosis s
PART & 32548 31

CDloom......

Chlord of the l?mi]s

CDlost Treasures Infocam

CDLost in Time.

CDyrie Language Franch MPC

CD I.yr-: lnngw&uSpanlsh MPC
M Music Mozorn

CD MPC \Mmtd Diagno:

CDMS I far nd'nw

CDMS Encarla Mullimedia Ency,

CDMacmillon Kids Dictionary .

CO-Mantis Expeartimental .

CDMap Expert
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REVIEW

Bumper Crop

A Rich Harvest of Pinball Games
Will Feed Flipper Fingers All Winter Long

By Chris Lombardi

RACK!"!! Ahhh, yes. That satisfying knock on wood

that signals “Free Game.” That, or you've won the

Pinball Lotto and made a Match. Either way you know
thar Man has bested the Machine and there will be no “Insert
Coin” this time around.

Pinball and such feelings of pinball have been around for as
long as most people alive today. Since their invention in the early
20s, they’ve endured a long, roller-coaster history. Reaching an
apex of popularity in the 50s and 60s, they were immortalized
in song by The Who's “rock opera”™ Zommy during the 70, only
to find themselves relegated to a lonely corner when usurped by
Asteroids and friends in the carly 80s. But video games never
quite killed off the pinball machine, and over the last few years
they’ve enjoyed a small resurgence in populariry. Alongside the
Street Fighters of today’s arcade, one can find, or rather, can'’t
miss, the ostentatious new generation of machines thar blare
sound effects and flash lights, boast multiple tiered levels, bizzare
contrivances, and a spaghetti-configuration of ramps and rails
second in design perversity only to an L.A. interchange. This
overstated appearance has apparently met the market demand,
as these games can once again draw a small crowd of Pinball
Wizards, cager to pump their warm, sweaty quarters into wel-
coming maws.

Pinball is making a comeback in the computer gaming realm
as well. With game companies on the hunt for light and addictive
games to reach the compurer-using mass marker and their mass
dollars, a flurry of pinball game releases is not wholly unexpected. And
a flurry is what we have this Winter '93 with four recent pinball
releases and a few more on the horizon.

Player #1 — Eight Ball Deluxe

FEight Ball Deluxe comes to us from Amrex, a company that does
pinball and nothing but pinball. Their first release, Tristan, was an
excellent simulation with a very realistic feel, earning it several awards
from the press. Eight Ball Deluxe is their second release and is a
licensed re-creation of Bally’s arcade machine of the same name.

Upon opening the Eight Ball Deluxe package, one gets the sense that

Eight Ba" Deluxe the Amtex people truly love their

TITLE: Eight Ball Deluxe

PRICE: $59.95

SYSTEMY: 1BM, Macintosh

REQUIREMENTS:  IBM: 3865X or better, 2MB RAM for sound,

VGA graphics, AMB hard drive space:
Soune Ii|[.1~ll-r sound card supported,
Mac: Mac ILC/Quadra/SE
30/Powerbiook/Duo/CEntris, 4MB RAM,
127 screen, System 6,0.7 or higher

# OF PLAYERS: 1-4

PROTECTICIN: Serial Number look up on installation

DEVELOPER: Amtex Software

DISTRIBUTOR: Brodetbund
Novato, CA
(BO0) 521-6263

Page 110

work. The game comes with a real flip-
per and ball, and an excellent manual
that covers general pinball technique,
the specific features of the machine, and
notes from a pinball Pro.

The main interface screen isa digirized
image of “Pinball Cafe,” inhabited by
the Eight Ball machine and a cowgirl
with snug Levi’s and digitally enhanced
lipstick. Selecring the chalkboard, one
can see the top 10 scores of all time, and
aclick on the “backglass” of the machine
enables one to customize the playfield
slant and bumper voleage. Sadly, the
cowgirl is not interactive.

The machine itself is a sight to behold.
The original coin-op machine beauti-
fully depicted a dim cowboy bar scene,
with surly Marlboro men and nymph-
like cowgirls. Amtex’s digitized version
accurately recreates the art, sounds and
digitized speech of the original. “Quit
ralking and starc chalking!” demands the
cowboy/pool shark, and the game is underway....

Amtex’s Tristan was a full-screen machine, meaning the entire
playfield was in view at all times. Amtex elected ro use a partial,
scrolling view for Eight Ball Delixe, and 1 was initially disappointed
with the choice. With a partial view, the player cannot see the targers
at the twp of the machine and has to guess at his shots. | learned to
live with itand eventually came to like it. After investing several hours,
one gets a feel for the shots and can get very accurate in their
placement. Now that I'm accustomed to the magnified partial view
and the silky-smooth screen scrolling, the static full-sereen of Tristan
feels like a step back.

As far as the design of Eight Ball Deluxe playfield goes, it is a fairly
standard, meat n' potatoes set up: three flippers, three bumpers, a

Take A Break Pinball For Windows

TITLE: Take A Break Pintall For Windows
PRICE: £49.95
SYSTEM: 1BM with Windows 3.1

REQUIREMENTS:  3865X or better, 2MB RAM, VGA
graphics, GMB hard drive space,

Wintows 3.1

# OF PLAYERS: 14
PROTECTION: MNone
DESIGNER: Scott Wallin

PUBLISHER: Sterra/Dynamix
Coarsepold, CA

1B00) 326-6654

Computer Gaming World



IN CYBERSTRIKE,
ALL ZEGINNERS WILL CZ
EATED FAIRLY.
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AND THEN DESTROYED.

Beaten all the boxed
games? Done the arcades to
death? Try CyberStrike, the
wild new multi-player game
on GEnie where you hop into
a two-legged CyberPod and
battle it out against other
real live humans for control
of a virtual reality city. The
action's fast and furious. But
even if you're new in town,
you won't get blown to
Kingdom Come. Well, not
right away at least. In fact,
CybersStrike is so easy to
learn, you might actually
live long enough to waste
someone else first. And best
of all, it only costs three
bucks an hour.' So strap
yourself inside a Pod and
come out shooting. You've
got nothing to lose. Except
your life.

GEnie

multi-player games
100% ORGANIC OPPONENTS

SIGN UP NOW: 1. Set your modem
for half duplex (local echo) ot 300,
1200 or 2400 baud. 2. Dial toll free
1-800-638-8369. Upon connection,
enter HHH 3. At the U # = prompt,
enter XKY95114,BLAST then press
RETURN 4. Have a major credit
card or your checking account
number ready. For more informa-
tion in the U.S. or Canada, call
1-800-638-9636.

*Here's the fine print, GEnie multi-player games and support services are $3.00 an hour in non-prime time: 6 p.m. to 8 a.m. local time Mon.-Fri., all _m
day Sat, and Sun. and selected holidays. There's also an $8.95 monthly subseription fee. Each month, you'll get credit for up to four hours of non- —] SIMUTRONICY
prime time usage. Any surcharges incurred apply to all hourly usage, including your first four hours. W v ol
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Silverball

TITLE: Silverball

PRICE: 349.95

SYSTEM: . [BM :

REQUIREMENTS:  3B65X or better, VGA graphics,
2MB hard drive space; Sound
Blaster (Pro) and Gravis Ulira
Sound sound cards supported

# OF PLAYERS: 1-4

PROTECTION: None

DESIGNER: Epic aGames

PUBLISHER: Micm1en%:e Interactive Software
Newark, DE
(B00) 334-6572

bunch of drop targets, and a drop hole. It’s fun, bur rough. The
skill-shots are skill-shots, and the ball has a grear affinity for the side
alleys. To score well, one must use the “nudge” features often. Like
Tristan, Eight Ballallows the player to simulate “body english” or the
pelvic bumps and side-to-side jiggling that
goes on with real machines. Tristan had one
nudge option—one that simulated a simple,
straight-on pelvic thrust with a jerk of the
screen, Eight Ball adds two others, a 45-de-
gree right and left nudge. These can be used
quite liberally, as the Tilt mechanism is
laughably forgiving,

Eight Ball Deluxe is a gorgeous, playable
and realistic program. Of all the programs
considered here, it is the connoisseur’s
choice. It's only weakness, when compared
to the other packages surveyed, is that it
offers only one machine. You're dropping six
rolls of quarters for one game, while every
other package in this survey conrains four or more, and for a roll less.
If you're the type who would rather enjoy one very fine bottle of wine
over four or more bottles of medium quality, Eight Ball Deluxeis your
fine vintage.

Player #2 — Take A Break Pinball

Microsoft said “it couldn’t be done” when Dynamix approached
the programmers of Windows about a pinball game for that operating
system. Microsoft said that a pinball game

TITLE: Pinball Dreams

PRICE: $49.95

SYSTEM: Amipa, IBM

REQUIREMENTS:  IBM: 386-20MM2 or better, VGA graphics,

IMB hard drive space; AdLib,
Gravis UltraSound, Sound Blaster and
Roland sound cards supported
# OF PLAYERS: 1-8
PROTECTION: Serial number look up on installation;
limit of 3 installations before disks are unusahle
Spidersoit Limited
2187 Century Entertainment
P.0. Box 41
Webster, NY 14580
(716) 872-1200

DEVELOPER:
PUBLISHER:

down and ferret-away the ball in its nest. Sink another ball in the
Buttes and the Sequel Police arrive, but the prerodactyl will swoop
down again and throw the cops off of the board. This earns a million
points and releases the other ball for Multiball play. The machine has
three other “objectives” like this that generate their
own graphic rewards.

“Quest For Daventry,” is based upon the best-
selling King's Quest V. Though it too has its graphic
cuteness—an animated yeri will pick up the ball
and drop it into the sea, and a secret island will rise
up out of the water to expose a special targer—the
machine is actually a bit drab. The rtargets are
unimaginatively placed along the sides of a wide-
open and empty center field.

“Larry’s Big Score” is based upon the exploits of
Leisure Suit Larry and contains the sophomoric
sexual humor we’ve come to expect from him. In
case the player has missed them, the Silent Radio
message insist thar one “check out [Passionate] Patti’s bumpers.”
Pacti’s bumpers are exactly where one might expect them—though
perhaps just off-center enough to molify a Sierra exec. Taking the
humor to yet a lower level, the large Megatron-Million light is close
enough to Patti’s “groin” to communicate the intent. But the machine
holds other interest beyond the prurient kind. With its looping
“Amass Class” ramp, several bumpers, and third flipper at the top, it
is a fun machine to play, even though the play is a bit “unbalanced.”
This imbalance is a result of the designers” humor getting away from
them. While one has to hit the three L-U-V and

would ask more of Windows than it could
deliver. It took several years of hard work (a
lot longer than they had expected), but Dy-
namix proved them wrong with Take A
Break Pinball. Take A Break is a collection
of eight, full-screen pinball machines that
draw upon the works of Sierra/Dynamix for
their themes. Leisure Suit Larry, Willy
Beamish, Roger Wilco, King Graham,
Draxon of Nova 9—the Sierra/Dynamix
Wha's Who—are all subjects of onc or
more of these games.

i’
‘!

The machines are all colorful and occa-
sionally original in their designs, and are dressed in a panoply of
animations, sounds and extra graphic pizzazz. Each machine spans the
length of the screen and has a quarter-screen window thar displays
graphics corresponding to the happenings on the playfield. There is
also a “Silent Radio” box where text scrolls by during play.

The machines’ “scoring opportunities” are structured after the
adventures upon which they are based. “Planet Pinball: Level Two,”
for example, follows the deeds of Roger Wilco in Space Quest IV. If a
ball is sunk in rhe Burres of Estros trap hole, a Prerodactyl will swoop
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Take A Break Pinball

= Take s Uresk Pinballl
jl Geme Uplans Help

Sax, Spies and Videotape Targers, and then hir
Par’s bumpers 10 times to score a million points,
one can get the same million points each time one
hits Parti’s “G-Targer"—a not-so-subtly named
spot that is (contrary to popular belief) quite casy
to hit.

“Flipped Out Willy” has the manic coloring
scheme and general feel of an amusement park. A
wheel lies in the dead-center of the machine thar,
when spinning, can throw a ball in unpredictable
directions. The high scoring opportunities follow
the plot of the Dynamix adventure game, from
the Escape From School under the wheezing nose

1
5

froin

of asleeping teacher, ro Giving Leona a Swirlie, exposing her evil waste
disposal plans.

The other machines, “Draxon: Levels One and Two,” and “Planet
Pinball: Levels One, Two and Three” can’t be described in detail here,
but suffice to say thar they range in interest and each have special
features, the most notable of which is in “Draxon Two,” where the
player can load a ball into a gun and fire the ball into the nostrils of
the Bad Guy, Gir Draxon. Two nostril shots and Draxon breathes no
more, and the game is “beaten.”

Compurer Gaming World
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Structuring the machines like
adventure games lends  them
charm, especially  for those
who've played the adventures.
But, unfortunately, all of these
graphic and sound exrras carry a
huge CPU overhead. On even
the fastest of computers, the ac-
tion bogs down to the point of
frustration. It can be so bad as to
be unplayable on a 386, and irri-
tating on a 486.

Beyond this speed prablem,
the general feel of the pinball me-
chanics is realistic for the most
part. Dynamix does cheat a bit
with some of the special machine
effects. If a ball begins up a ramp,
it’s going to continue up the ramp, even though one’s innate physics
sense says thar the ball doesn’t have enough momentum to make ir.
Like many of these pinball packages, the game offers a “nudging”
feature, although Dynamix’ calls it “grunching.” You can grunch by
pressing <Crrl> and <Shift> ar same time. Rather than jostling the
screen to simulate body english, grunching simply pulls the ball in the
desired direction. It doesn't really give the feel of a bump, bur rather
feels as if one were briefly using a strong magneton the ball. Of course,
too much grunching and it’s Tilt Time. Take A Break seems to have
the most sensitive Tilt mechanism of the bunch.

Silverball

The final score shows Dynamix entering its three-letters on the Top
Ten list, but only for those players with a high-end, Windows-accel-
erated machine. While Dynamix has proven Microsoft wrong by
creating realistic pinball action in Windows, they have, in a fic of
over-enthusiasm, overloaded Windows' capabilities with all of the
graphics and animation. Those with super-machines will appreciate
the abundance, bur those who still compute in the 386 realm must
seck our a DOS-based game.

Player #3 — Silverball

MicroLeague's brand of pinball is not necessarily realistic, bur it is
fast, colorful and high-scoring. lts four machines vary widely in style
and mechanics. The machines are squat—at about a 1:1.5
length/height ratio— and the player sees about half of the machine
at a time, with the screen scrolling very smoothly with the ball. The
ball’s action is a bit strange: it behaves more like it was made of densc
rubber than steel, and is small compared to the rest.

The best machine of the bunch is “Fantasy.” Set in
the realm of role-playing, the ultimate object is to
wake the dragon that lies in the center of the playfield.
If the game is styled after a role-playing game, then it
isa “monty haul” role-playing game, where the players
carn ridiculous amounts of gold and experience for
everything they do. In “Fantasy” one can carn a mil-
lion points withour trying, and it’s not rare for a good
player to earn scores in the hund reds of millions.

On the other end of the scoring spectrum s
“Snooker Champ.” This is a low scoring game set
within the realm of English billiards. Even with the
hyper-active ball, this game plays ar a casual pace and can be a tad
bhoring. But perhaps its subtlety is lost on a Yank unfamiliar with the
English (per)version of Pool.

“Blood” and “Odyssey” both contain looping ramps and rails.
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“Odyssey” is based in the ancient Grecian myths and has a few unique
features, including a miniature chird flipper used to shoot the ball up
a ramp, and dangerous flipper ramps that make “cradling” the ball a
rouchy affair. Repeated trips through the looping ramps will build
and launch the hero's sky ship and evenrually lead to the destruction
of the Minotaur. “Blood” carrics a cyber-horror theme and has a
network of three “overhead” rails.

Like Eight Ball Deluxe, the machines in Silverball can be tweaked.
One can both modify the playfield slant and choose berween three
and five ball games.

In the final wlly, Silverball ranks high for those who don’t mind the
unrealistic ball action. At least two of the four designs should appeal
to everyone, and the graphic effects are top notch. I did have trouble
getting the program to recognize my Sound Blaster Pro, though
Scorpia (our adventure games editor who is a closer Pinball Wizar-
dress) was able to get sounds from her Gravis Ultrasound card, and
she speaks quite highly of the music.

Player #4 — Pinball Dreams

Pinball Dreams was originally released last year for the Amiga, and
it has the quality graphics and stunning sound thar is standard with
most Amiga games. Its four machines are all of the scrolling kind, with
only one-third of the machine visible at one time. Whereas Silverball's
machines were squatty, those of Pinball Dreams are very long—over
three full screens long. While this gives the designers more room in
which to be creative, it also exacerbares the difficulty wich making
long-distance shots.

“Ignition” feels like a machine from the late 70s, with its goofy
“futuristic” font, standard star-burst bumpers and abundance of
lighted targets. “Beat Box,” a machine with a music industry theme
and cool techno-pop music, is a lesson in design overkill—so much
playfield real estate was used ro creatc its three large ramps than there
was room for little clse. “Steel Wheel,” with its early railroad theme,
is my personal favorite. Itstrikes the right balance of elements—a tight
bumper area, eight drop rargets, two special sink-holes, and two
ramps, one of which goes “around the world.” The object is to build
up a string of cars while earning “mileage” on the ramps and rails.
“Nightmare,” with a creepy graveyard theme, mixes the elements
nicely as well.

Pinball Dreams presents the worst physical model of the lot. The
ball behaves like a Ping-Pong ball more than anything, and rips
around the screen gaining momentum in impossible ways. This
would be bearable if it weren’t combined with the screen serolling and
the machines’ extra length. A quick shot fired from the bottom of the
machine to the top can leave one’s head
spinning. Worse, the screen scrolling is
very closely tied ro the ball action, so
thar if a ball gets caught between two
bumpers and is fired up and down, the
screen will jerk back and forth with it
After my sessions with this game I was
reaching for the aspirin. Too bad, be-
cause [ really liked owo of the machines.

And that's the current crop of pinball
madness for this Winter scason. Each of
these games offers a little something
different, and there’s sure to be some-
thing for every type of gamer. So if you find that the mind is
demanding a break, and the fingers itch for fast-twitch release, drop
into a local PINBALL directory of choice and belly up to a keyboard.
There’s never a line, and you can save the quarters for laundry. cow

Pinball Dreams

Computer Gaming World



he grandeur that was = :

Rome is yours to defend or conquer in Mindcraft's
Walls of Rome. All the siege techniques of classical antiq-
uity are in your hands. Scale the walls with ladders, bom-
bard them with boulders or flaming pitch, or undermine
them and watch them collapse.

Armies from a multitude of times and places are under
your command; fortifications of many types in many
settings are yours to besiege or defend.
Play the ready scenarios. separately or in
extended campaigns of conquest and
defense, or use the editor to combine
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and modify the
troops and maps in
myriads of ways.

Unpredictable computer strategies make each battle a
new challeng
Built-in editor lets you create your own armies, battles
and maps.
stunning graphics, stirring music,
and lifelike digitized sounds.
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REVIEW

T

MicroProse and Dynamix Go One On One

n computer gaming, sports simulations

tend ro run in cycles. Last year’s topics of

choice were motor racing (World Circuit
and Road & Track)and baseball (Hardball IT1,
Tony LaRussa 2, Microsports Pro League Base-
ball). This year it seems to be hockey (NHL
Hockey, Brett Hull Hockey, Hockey League
Stmulator IT) and Foorball (Front Page Sports
Pro, NFL Coaches Club Football, Tom Landry
Deluxe). While Landry emphasizes strategic
instruction over detailed graphics, Front Page
and Coaches Club are pegged squarcely ar the
high performance, simulation oriented foot-
ball fan.

The Kickoff

Actually, the manuals for these producrs are
such non-events that they seem more like the
symbolic coin toss that opens a game than the
kickoff which initiates the action. The
Coaches Club manual is a parricularly poor
representative of its species. A limited 48-

PROTECTION:
DIESIGNER:
PLBLISHER:

Patrick Cook

Sierra/Dymamix
Coarsegold, CA
(209 GU 34400
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386-25MHz or better, 2MB of RAM (EMS),
VGA graphics, 9MB hard drive space;
AdLiby, PAS Plus/16, Roland LAPC-1/MT-32,
SoundBlaster Pro, Thunderboard sound
cards supported

Documentation look up

by Wallace Poulter

page manual done in a grungy brown tone,
this is a new low for MicroProse manuals.
The screen shorts, also in the grungy brown,
are hard ro read and average less than one
every two pages. At one point is time, Micro-
Prose put ourt the best manuals in the busi-
ness, bar none. Times have a’changed.

T'he best manual I have seen in recent years
is that of Red Baron from Dynamix, so it is a
surprise to see that the FPSP manual is so
mediocre. The 104-page manual gives the
impression that a 204 page manual was com-
pressed into the space. It sports page alter
page of never-ending text with the occasional,
minute screen shot that is usually too dark
and very hard to read. What happened to the
original FPSF manual that was far superior?
The saving grace is a very complete index,
which makes it bearable. I don’t believe I'm
being too harsh here. Here are two of the best
companies in this industry, with citles like
World Cirenit, Civilization, Ratlroad Tycoon,

Master of Orion, Betrayal at Krondor, Red
Baron, and Aces of the Pacific to their credit,
and yet they have both produced sub-stand-
ard manuals and packaging, Fifteen yard pen-
alty and loss of down for both teams.

First Quarter

Many of the features in FPSPare the same,
or very similar, to FPSF. The interface retains
its familiar four plays across the screen dis-
play, although the total number of porential
plays has been increased from 32 to 64. De-
pending on the play option, the play may or
may not be diagrammed. This is one of the
primary reasons why I preferred the Standard
mode in FPSE. Standard mode shows the
play graphically, allowing quick decisions on
screen.

On the other side of the ball, the Micro-
Prose designers have outdone themselves in
providing an unhelpflul interface. If you want
to see how to design the perfect foorball play

NFL Coaches Club Football

TITLE: Fram Page Spons Pro
PRICE: $79.95

SYSTEM: BM
REQUIREMENTS:

TITLE: NFL Coaches Club Football

PRICE: $59.95

SYSTEM: [i18]

REQUIREMENTS: 366 or better, 2MB RAM, VOA praphics, 7MB
hard drive space, joystick, mouse; AdLib,
General Midi, PAS, Roland, SoundBlasters
sound cards supported

PROTECTION: Mo

DESICGMNERS: Ed Fletcher, Doug Whatley

PUBLISHER: MicroProse

Hunt Valley, MD
(410) 771-1151
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Coaches Club allows the player to
call audibles before the snap.

calling interface, pick up a copy of Tom Lan-
dry. Simple, smooth, obvious and so superior
to anything else on the market. In its place,
Coaches Club provides a screen with one play
ata time, This is tedious o use and very user
unfriendly, although the ability to call
audibles is a plus. Imiration is the sincerest
form of flattery, the old saying goes. Compa-
nics seem to make a habit of doing something
different just for the sake of providing their
own look. In this case, new is definitely not
better.

Graphically, FPSP has added little beyond
some additional animations such as players
flipping over when rackled appropriately.
The overall graphic package remains the best
in the business, the 3D animations flowing
smoothly, especially in the rackles. Similarly,
Coaches Club ofters quality graphics although
not on the level of FPSP. The graphics are
crisp and functional and superior to Landry
or Microsports. Multiple derail sertings allow
the user to set the graphics level based on their
machine’s capability. In addition both games
have a VCR option. Coaches Club has a more
user-friendly instant replay here, and the
multiple view settings in normal mode also
are a cut above FPSP,

Packaging, manual, interface, graphics. All
important for sure, but the play’s the thing.

Going Deep
The original Front Page Sports Football was
a wonderful package as a whole. As my
review of the time noted, | loved the play
editor, the graphics were light years ahead
of anyone else, and 1 considered FPSFon
par with Warld Circuit as a sports game.
The unforrunare fact was, the more |
played the game after the review, the cas-
ier FPSF became. Scores of 70+ were not
uncommon, and it became obvious that
Dynamix would need to address the game
play in the next version. This they have
done although not to the extent T would
have hoped.

My first game out, Chicago trounced
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New York 28-23 (trust me it wasn’t
that close) as Neal Anderson piled
up 275 yards on 35 carries for my
victarious Bears. The same Basic
(play calling only), Standard (play
alling and control if one wishes)
and Advanced (complete control)
aptions from /PSFhave carried over
and, as then, [ still prefer Standard.
Half a dozen plays on each side of
the ball are all that is needed for
victory. As with real football, ten-
dencies and the screngths and weak-
nesses of your team will decide your
play calling. Chicago, for example,
should run two thirds of the time and only
use Harbaugh to throw in surprise situations.
One should never have Harbaugh put it up
in a situation of 3rd and over 3, as he is an
interception waiting to happen. In my case,
five games into a recent league, Harbaugh has
yet to throw an interception, specifically be-
cause | will not throw in such a
situation. Moreover one shouldn’t
have one formation for passing and
one for throwing. If all one does is
run out ol the T formation and
throw out of the Pro set, it isn't that
hard to figure out. This happens in
real life, Stanford’s  Blockbuster
Bowl defeat of Penn State was pre-
dicted because Penn State used a
different TE for a pass play than for
a running play. All Stanford had to
do was look at the TE to sce what
type of play would be called. In
FPSF, one can move through their
play boolcand pick passing plays that
come out of the same formarion as the run-
ning plays. Chicago, for example, has a nifty
TE pattern down the left sideline that usually
has the TE completely uncovered, when the
Linebacker bites on the expected running
play.

Fumble

MicroPrase has made a big deal our of the
fact that the Al in Coaches Cliebwill learn your

tendencies and therefore become an im-
proved opponent. In reality, the Al cheats by
creating false situations. This became pain-
fully obvious in a game where New England
faced Buffalo. To test the Al's learning capa-
bilities, I devised a strategy to confuse the
defense. Playing the game in coach mode
rather than arcade style, I spent the entire first
half only calling running plays and held Buf-
falo to a 6-3 half time lead. Stuting the
second half, [ again ran the first series on three
consccurive plays and gained a first down. On
the subsequent first and 10, I threw a strike
to the TE for 41 yards. Then reverting to
form, I ran off the right side for another 33
yards. At this point the Al started cheating.
Running the same sweep around the right,
this time the running back ran inta his own
Quarterback and then ran backwards fora 7
yard loss. Calling the same play again created
the same result, the 7 yard loss. Now I can
take an Al “learning” my favorite play and

The graphics in Coaches Club are excellent,

but second to Front Page Foothall.

calling the correct defense, but this isn'ta blitz
coming through the line to stuff the runner.
This is the program creating a negative sirtu-
ation (which it repeated in subsequent
drives). This is complete and utter rubbish
and extremely disappointing coming from
MicroProse where T would expect beer.
Now il you have been counting along at
home you will have added 1stand 10 plus two
7 yard loses for a third and 24, Drew Bledsoe
wok ol on a 25 yard scramble, (and 1 con-

Teqm: REDEKINE. TMH

Custom play design in Coaches Club is fast and easy.

firmed his one carry as a 25-yard gain in
the game ending stats) to set up a 4ch and
1! Last time I read the rules, gaining one
more yard than one needs for a first down
will usually carn a first down.

Audible

Modem play, once promised in both
games, has not marerialized. This srill
leaves Microsports Football and Tom Lan-
dry as the premier football games for mo-
dem use. However FPSPhas gone part of
the way there. The biggest addition to
FPSPis the customized coaching profile.

Canmputer Gaming World
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A new NFLPA license earns Front Page
Football an important first down.

The profile allows the user to specify play
calling in different game situations. Astound-
ingly there are over 2500 game situations per
half. This feature allows game plans o be
uploaded either directly or via on-line services
for use in leagues or just as an individual
challenge. Want to play The Wol’s Chicago
Bears? Maybe I'll upload a game plan o
CompuServe. Nor is the game plan predict-
able because three different plays are assigned
to cach situation with percentage values des-
ignated by the user. Therefore if an exact
sicuation repeats (which is unlikely), there is
no guarantee that the same play will be called.
League play is a strength of both products.

I |

Play creation in Front Page Football is rich,
but trails CC Football in ease of use.

Although FPSP is the winner, this time it is
not so clear-cut, While FPSP has the college
draft, trades, injuries and more that Coaches

Games Too Expensive?
Consider Pre-owned Software

Save big 8§85 over new
Original disks and manuals
IBM - AMIGA - C64
Hard-to-find classics plus
all the latest releases

® Call or write for free catalog
(specify computer)

Bare Bones Software
940 4th Ave #222 Huntington WV 25701

1-800-638-1123

Customer Service: 304-529-0461
DBS for complete list: 304-529-7050
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Club does not offer, FPSP continucs
to be incredibly slow in simulating
league games. Dave Holt and Mi-
crosports have had this right for a
long time with their very quick
simulation that gives full stats. Why
no one else can does this is beyond
me, bur Coaches Clib has it down o
manageable  proportions.  Both
games had eyebrow raising results in
league simulation, but then a foor-
ball game can turn on just a couple
of plays and players, such as the situ-
ation with Emmict Smith, He is pre-
sent in both games, and the first
week of the season, Dallas was victorious by
large margins against Washington.
In the real NFL, of course, the lack
of Emmit Smith cost Dallas the
game. More significantly, both
games had reasonable stats for both
offensive and defensive players thar
[ feel is important to the credibility
of the game results generated.

Sending in the Signals

The one area in which Coaches
Club beats FPSP is, ironically, the
area in which FPSP illustrates the
most strength—the Play Editor. In
Coaches Club 1 was able to
design plays without having
to look at the manual, a situarion thar
did not occur with the original Front
Page Sports Foatball. Obviously 1
know that game enough to not need
the manual for FPSP, but a first time
buyer would still need the tutorial in
the Dynamix manual. Why Coaches
Club could have such a great interface
for the Play Editor and such a bad
interface for play calling is a mystery
to me. In face it is the strength of the
Play Editor that leads me to believe
that there is hope for Coaches Club. Itis strong
and well-designed, and boasts a myriad of
options. [ particularly liked the advice on
serting up pass routes. While running a pass
pattern, the receiver will attempr to get open,
but there is no guarantee that he will go where
you want him to. Therefore it is suggested
that the player assign a couple of way points
(similar to the logic boxes in FPSP) for the
receiver to run to and then issue the com-
mand “pass route” for him to find an open
space. This is exactly what receivers do when
combaring a zone defense.

(NI

Which brings us to the National Football
League Players Association that granted li-
censes to both products. Unlike other sports,
not all players belong to the NFLPA. Kevin
Butler, the Chicago Bears kicker, becomes

Rhere O'Hara in FPSE Cute for sure and
after he went 0 for 4 against New York,
frankly 1 did give a damn. However, the
unsuspecting gamer is going to believe that
the NFLPA represents all players in the league
as their name suggests. This is misleading at
best. Maybe they should change their name
to Some Narional Football League Players
Association,

Crunch Time
Front Page Sports Pro is a nice step forward
by Patrick Cook and company. But that is all
it is; a step. If NFL player names are your
thing, then you can consider FPSP a leap
rather than a step. However for the legion of

Front Page Football is the crystal-clear
victor when it comes to graphics.

FPSFfans out there, Prois nothing more than
an upgrade ro a great product. If you play in
leagues via on-line services (which | recom-
mend), then Pro is a good value, bur as a
straight computer opponent it may be worth
waiting for the next incarnation.

NFEL Coaches Club is, alas, a disappoint-
ment. The designer, Doug Whatley, is a per-
sonal friend (and hopefully still is after this
review)! I had hoped for great things from this
product. Moreover, on on-line systems such
as Prodigy, Compuserve and GEnie, many
game players whose opinions [ usually eruse
have said grear things abour the product. I'm
afraid 1 just don’t see it. There is a terrific
foundation for a superb football product, that
much is obvious. The underlying concepr of
plays decided by the momentum and mass of
the players, and their subsequent actions,
should be the industry standard. The Play
Editor is something I will tinker with long
after this review is written. But il a company
wants to compete in the sports game arena
they need to either provide something thar
hasn’t been done, or do it better than the
competition. World Circuit, the previous
foray into the sports arena by MicroProse
accomplished both goals. Coaches Club does
not. cew

Compurer Gaming World
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Sleuth the answers to these six questions |

about Sam and Max’s weird road trip and

: win totally cool prizes!

5 First Prizes: Sam & Max framed lithographs signed by
creator Steve Purcell.

20 Second Prizes: All cotton Sam & Max T-Shirts.

50 Third Prizes: Sam & Max floaty pens—the ultimate in kitsch!

Clues to every question aré on these two
pages. Correct entries will be entered into a
drawing to win prizes. Deadline for entry is

January 31, 1994. Send your answers to
CGW, Sam & Max contest; P.O. Box 730,

Yorba Linda, CA 92686. Don't forget to

include your name, address and phone
number with your entry.

CGW and lucasArs are not responsible for lost or misdirected mail. One eniry per person. No purchase
necessary 1o enter, Prizes are nol ransferable. lllegible or incomplete eniries are not eligible. Employees of
CGW or LucasAnts and their affiliales are ineligible 1o enter. CGW and LucasArts reserve the right to can-
cel this prometion af any lime with appropriate notice. Winners names and prize information may be used
by CGW or LucasArts for any promotional or adverlising purposes without further compensation,



Join Freelance Police, Sam (don't call him a
cartoon dog) and Max (a hyperkinetic, rabbity
thing) as they pursue a runaway carnival
Bigfoot across America’s quirky underbelly.
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ark Sun is the first in a new series of role-playing games from

Strategic Simulations, and it is abour as far from their

previous series of games (the “gold box” series) as you can ger.
While there is certainly plenty of combac here, it is not of the
incessant, fight-after-fight kind thar characterized Pool of Radiance, et
al. In fact, many times unwanred encounrers can even be avoided.

I mention this up front as many
players familiar with the gold box
games may approach Dark Sun
with deep suspicion, thinking it
“more of the same.” Happily, this
is not the case; SSI is taking their
role-playing line in a new direc-
tion, which is good to sce.

The basic system is a variant of
Advanced Dungeons & Dragons
2nd edition rules, and you should
expect some big changes here. For
one thing, character stats can now
go as high as 24. TFor another,
along with the usual ¢lf, half-elf,
dwarf, etc., there are some new races available: ll;llllgiums. half-dwarts
(called Muls), and, for the first rime ever, Thri-Kreen, the mantis
warriors.

[n another departure from the familiar, there seems ro be no
difference in stat maximums between male and female characters. For
example, a male half-giant can have a strength of 24; so can a female

ntroduces A New Line Of SSI Role-Playin

g Games

variety of spells available, they are the same spell-slingers we are
familiar with from before.

Psionics have been included for the first time, along with a Psionicist
class. Every character comes with a limited psionic ability, chosen
from among kineric, merabolic and telepathic. These powers cannot
be added to or enhanced. Only actual Psionicists can learn new powers
or increase old ones on level gain, and they can
choose from any of the three areas, as they have
access 1o all of them instead of just one.

The most drastic change is with the Clerics.
They are no longer “just” clerics; they are now
elemental clerics, and cach must choose a sphere
of influence from among earth, air, fire and
water. This choice dictares what spells a cleric
can use, as there are different ones for each
sphere.

Even worse, there is a fifth sphere, called
“Cosmos,” and clerics have only limited access
to it. They receive Cosmos spells only through
the third level, and it's Cosmos spells thar are
the traditional healing ones. The standard cleric, then, will never be
able to do better than a Cure Light Wounds.

So how do you get healing? From Druids, who can use all the
Cosmos spells, including such important ones as Cure Serious, Cure
Crirical, Neurralize Poison and Raise Dead. About the only thing a
cleric can do that a Druid can’t is Turn Undead, making Clerics
virtually worthless in this system. The

half~giant.

Characrer classes have changed in some respects, as TITLE:
s PR FRICE:
well. Paladins have been dropped and Gladiatorsadded. | sysrei,
Gladiators seem to be slightly better in combac than the | FrErietil
PUBLISHER:

standard fighter, and they cannot be multi-classed with
another profession. Magic-users are called Preservers
here, but aside from the name change and a wider

eraditional party healer is now a liabil-
Dark Sun ity instead of an asser.
$79.95 S

1BM

386 or better, 2MB of RAM, VGA only
Documentation look-up

Strategic Simulations, Inc.

Almanor, CA

{408) 717-6800

It must be pointed ourt here that this
inanity is not the fault of §S1; they are
just following the rules of TSR, Why
TSR decided to split the clerics out
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this way, which weakens them considerably, and then on top of it,
provide few decent spells for them (fire clerics scem to come off best),
is a mystery. It certainly doesn’t do anything good for the game.

The armor system—another TSR invention—is equally bizarre and
incomprehensible. First, armor comes in parts, with separate picces
for the torso, arms and legs. This is not the problem. The problem is
in the marerials, which can be leather, bone or meral,

You mighrt expect thar bone would be better than leather, and metal
better than either, but it isn’t always so. Most picces, for whichever
area of the body, generally give one point of protection, whatever the
material. There is some bone and metal torso armor that gives two
points. Aside from a few pieces of
magical armor, leg and arm picces
always give one point of protection.

Now, if bone or metal provided
some sort of extra protection, say
against acid attacks, having these dif-
ferent materials would make sense.
Unfortunately, there is no practical
difference berween wearing bone ar-
mor and leather armor (and in some
cases, even metal). Perhaps in the
Dark Sun paper and pencil rules
there are advantages to certain ar-
mor, but they aren’t evident here.

Druids and Thri-krcen come off
worst in the armor department. Druids cannot
wear any armor, and they can’t even equip a
shield. Ir is besr o multi-class a Druid with
Fighter so the character doesn’t have to run
around naked for most of the game. For the
Thri-Kreen, there just isn’t any armor, as it's all
designed for humanoid figures. They can carry
shields, but this reduces their fighting cffective-
ness. (See the following Dark Sun tips article for
more on this.)

So the character side of the game has its weak
points. Most of these can be overcome by careful
party selection and maximization of stats, but it’s
very annoying to have to put up with this ac all.

Moving to the new engine and graphics—what might be called the
SS1 side of the game—there are some very nice features. The visual
presentation is in the Ultimastyle, with an overhead view and one-size
world, but without the slanting, or three-quarter, perspective. How-
ever, it is not a scrolling, one-picce world. The areas are in sections,
with a new one loaded as the party moves from place to place.

What is unique here is that you can scroll the cursor over the entire
section to see what's around before you do any moving. In addition,
there is an auto-map that shows an outline of the area, and any
creatures in this area will show up as slow-blinking red dots, Put the
cursor on them and click the mouse—the map goes away and you're
seeing the actual world again, including whatever is in chac spot.

The party can also be moved in this fashion. Position the cursor
anywhere on the screen and click. If there are no obstacles (and
nothing to fight along the path), the party will move to it automat-
ically. This makes movement very quick and also allows you to give
a wide berth (most of the time) to things you prefer to avoid at that
moment.

Speaking of movement, most of the time the party is represented
on screen by only the icon of the party leader. This is much better
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than in Ultima, where a parade was always following you around,
walking blithely into traps and other hazards. Here, you have only
one characrer to manecuver and life is casier. You can split the group
out if you want, but it serves no real purpose, as the party will splir
automatically when combat starts.

This also allows you to “sneak up” on things sometimes. You can
move the party close, but not so close to be noticed, and get offa spell
before the bad guys even realize there’s a threat. On some occasions,
this tactic can be a life-saver.

Spellcasting for mages has been improved. They no longer have to
memorize spells, which is a terrific feature. When a Preserver casts a
spell, all of the spells he or she knows for a
particular level are available. Of course, there
is still a limit to the number of spells a char-
acter can cast per experience level, but not
having to memorize them beforchand makes
them much more useful.

This is particularly advantageous because
combat is much more tactical now. With a
one-size world, there is no zooming in to a
confined baute site. Fighting can occur over
a wide area, where fireballs might not be as
useful as, say, Hold Monster or Solid Fog.
Given the wide variety of both terrain and
spells for mages, it only makes sense to allow
access to all spells known.

On the other hand, this also
presents some difficulties when a
mage goes up a level and has to
choose a spell to learn. There are
many of them, and they all look
cood. Compounding this prob-
lem is the facr thar there are a
number of magic scrolls from
which mages can learn spells. Of
course, since you don’t know
which scrolls they are in ad-
vance, your mage could end up
learning a spell obrainable from
a scroll later, thereby “wasting” a
spell slot. Still, this problem is betrer than trying to decide which spells
to memorize.

One especially good change to the combat system now allows your
characters to move away from combat without taking a hit in the back.
You can retreat a severely injured character from melee, or maneuver
a character around enemies, without having o worry about them
taking extra damage. Naturally, the same holds true for the oppo-
nents.

Psi powers tend to be on the weak side. Offensive abilities generally
don’tdo more than 1d6 or 1d 10 of damage, regardless of the psionic’s
level. However, there are a number of protective powers, and the
telepachic disciplines do have some useful non-damaging abilities.

As with the gold box games, you can change the level of difficulty
(i.c., number of hir points your opponents have), thereby making ic
casier or harder ro ger through the fights. Also as before, the easy level
gives you less experience per combat. Even so, by the time you reach
the end game everyone is likely to have achieved maximum level,
which is 9th for all classes.

What is most surprising, perhaps, is the lack of informarion in the
manual. We are all familiar with the many tables and charts in the
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back of the gold box manuals. For Dark
Sun, there is almost nothing, You get the
experience level tables, spell progression ta-
bles, and that’s about it. Nothing on
min/max stats by race. Nothing on how far
any race can advance in a particular profes-
sion, No chart showing which professions
are open to which races (this is mentioned
in the class deseriptions, but a recap rable
would have been good to have). You aren’t
even told which psi powers are given to
non-psionic-class characrers.

Okay, now that you've heard abour the
system, you want to know abour the story,
The acrion takes place on the world of Athas, where life isn’t pleasant.
Blasted in the past by magic, much of the world is wasteland. Warter
and metal are scarce. Cities are ruled by powerful sorcerer-kings and
their assistants, the Templars. Anyone at any time can [ind himself
sold into slavery or thrown into the arena ro fight as gladiarors.

That's where the game begins for you. Your party of four has been
condemned to fight in the arena of Draj City, facing tougher and
rougher opponents, unril they lose and dic. That being something to
avoid, the group escapes. (It had betrer, or this will be a short game.)
Once in the desert, your characters become involved with allying the
small villages established by other escaped slaves.

Alliance is necessary, as Draj is mustering an army to sweep through
the deserts to destroy the villages once and Fnl all. As you might expect,
gaining allies will not be easy, and so the greater part of the game is
spent doing somerhing for cach of the villages, persuading them o
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join. And, to round things out, there
are some side quests which, while not
part of the main parh, provide extra
experience and occasional goodies for
the group.

The solution to every problem is not
kill-kill-kill. You can escape from the
gladiaror slave pens withour a fight.
You can stop the Magera from raiding
the Elvish caravan without having to
wipe them all out. The same goes for
bringing about a rapprochement be-
tween the Dark Spiders and the Mind-
home folk. Some combat is necessary,
bur it isn’t of the mindless, genocidal slaughter variety.

Saving allows for ten positions. The saves start small, bue will grow
to over a megabyte apicce by the time you get to the end game. You
can save almost any time except in combat. However, you can load
the game during combat, which is handy if your party is being trashed
by superior forces.

While SST has shed most of the gold box here, they have kepr one
infamous feature: back-to-back combat at the finale. The first wave
is composed of just “regulars,” who are not difficult to defeat, but they
will do some damage and use up some of your spells. Then comes the
second wave—elite troops with several mages and black scorpions in
tow. This bunch is very tough, even with the mode on easy. There
was really no need for two combars here; the elites all by themselves
are quite enough, and very likely players will have to do this one several
times before winning, which takes a lot of fun out of the fight.

The single biggest problem with Dark Sun, however, comes at the
very end, after you have won the final combat. Up to this moment,
the g game ran exceptionally cleanly, with nary a crash or rechnical glirz
(except sound; see the following article). T hen, as the ending anima-
tions kicked in, the game dropped dead. Nor good, because after this,
you get some rewards, as well as the chance to roam around a bir more
and save your team for the sequel.

After much hard work on the part of S8I's top programmer, Russ
Brown, the problem was isolated to the ending animation sequence,
and scems to be related o a type of memory fragmentation. This
fragmentation appears to be caused by certain combinations of spells
used in the final battles, Unfortunately, because of the wide diversity
of spells and psi powers that can be invoked, the exact combinations
can’t be determined. So the crash is an iffy thing; it will happen o
some people and not others. There is no way of knowing in advance
if it will happen to you.

Fortunately, at what might be called che last minuce, Russ Brown
was able to come up with a fix, L am happy to report that the fix works
perfectly (yes, mine was one of the games that hung), and 1 was finally
(!) able to get past the last battle to the part beyond. The fix is available
free from SSI and can also be found on many of the major modem
nets, such as GEnic and CompuServe, and probably, by the rime you
read this, on many local BBSs as well. You may want to get it, just to
be on the safe side: you really don’t want to go through the final bartle
any more times than you have to.

Overall, despite several flaws, my impression of Dark Sun is favor-
able. SST is moving to a more mature form of CRPG. The completely
new engine, world, rules and graphics, along with a new emphasis on
story, does a lot o distance them from the gold box image. As with
all new things, the first steps are apt to be a lictle shaky. Seill, Dark
Sun (with a licdle overhaul) shows much promise for the furure, and
promises a good game to play right now. cew
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Dark Sun Tips

Scorpia Sheds Light on SSI’s

ince your Dark Sun party has only four

characters, multi-classing is a must.

Remember, you are not just preparing
for the game itself, but also the fights at the
end, where you'll want every birt of firepower
and fighting power you can muster.

For that reason, it is best to max out the
stats of each character, especially in the arcas
of strength, constitution and dexterity—par-
ricularly dexterity. As noted in the main
article, armor doesn’t give you much prorec-
tion, so vou have to rely on dexterity to get
the AC down for a good part of the game.

My initial team consisted of a Hall-Giant
gladiator, Half-EIf F/Druid (fire), Dwarf
F/Cleric (earth) and an EIf F/MU. These
worked out prerty well. Everyone could
fight, and most could cast spells. The fighter
class allowed the Druid and Preserver to wear
armor, which is important since there were
no magic robes, bracers, ctc., that 1 could
find in the game. I did come across some
magic cloaks, but these provided only spe-
cialized protection, not AC protection,

The second team was composed of a Half-
Dwarf F/Psionic, Half-Dwarl F/Cleric
(fire), EIf F/Mu and a Thri-Kreen F/Druid
(fire). The Thri-Kreen are pretry good. They
have the second best wisdom (21), and they
can be tough fighters in the carly going. A
Thri-Kreen maxed in strength and fighting
bare-"handed" can fight four times for dam-
age of 1d4+8 per attack (or 4x1d4+8), and
they do an additional d4+9 acid attack. They
can equip a shield, burirreduces theirarracks
from four ro two. This is also true for equip-
ping weapons, although as opponents get
tougher, it is better to give your Thri-Kreen
weapons in both “hands.” The use of weap-
ons/shields does nor affecr the acid arrack.

In fact, it’s best to have all your fighters go
around with weapons in each hand. They do
more damage that way, and the faster you
kill the enemy, the less chance the enemy has
of killing you. While you do give up a little
armor class for this (i.e.,, no shiclds), the
increased fighting ability usually makes up
for it

How many battles you want to fight before
escaping is up to you. The first couple aren’t
too bad, and will give you practice with the
system. The third combat usually features
back-to-back fights, first with some Thri-
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Kreen and then a variety of nasty critters.
This was as far as | went before deciding it
was time to get out of there.

When you make it out of the slave pens,
it’s berter to help the Tari of the upper
warrens, rather than the lower. Be careful in
the second level of the sewers: the Dagolar
slime can be deadly because their psionic
powers can stun characters and make them
unable to fight. Synaptic Static from a
psionic will prevent this, bur use it sparingly.
There are several Dagolar slime combats,
and you won’t be able to rest (and renew psi
points) until Dagolar is dead.

Once out of the sewers and into the fields
of Draj, it is besr ro kill all the guards and
head north to Teaquetzal. This gets you
quickly into the main plot, and with a nifty
+2 sword, to boot,

Since the game is non-linear, and since you
are free to return anywhere you've previously
been (even the slave pens), you have a lot of
freedom to roam around, and you aren’t
locked into the typical “do-this-before-that-
but-first-the-other-thing.”  Some  places
might be o tough for the current level of
your team; if so, make a note and return later.
The oasis is like that. Since it’s encircled by
20+ guards, you may not want to take it on
right away. Just give the oasis a wide berth
and come back another time.

In Gedron, it is best to kill the statue before
it leaves (this will make more sense when you

Latest

reach this part). If you don’t, it will show up
in the final battle, and you're going to have
enough headaches without this thing to
make it even tougher. Gedron is a good place
to visit early, though, because you ger one of
the two best weapons in the game here.

Don'toverlook the commissions from No-
taku on the red sand plateau. You will ger
money, experience and items for completing
them, at least through the “mysterial stinger”
task.

There are a couple of things to watch out
for in the Spider/Mindhome caves. After the
coup, you must go visit the Ourcast before
anyone clse; otherwise, he won't recognize
your achievement and reward you with the
sillk armor. Later, when you go back over the
wall ro the castle, you must go over the one
with the spider guard. If you go over the
other wall, the folk with you become “stuck”
and won’t move.

Some spells you can find or buy in the
game: Hold Monster, Hold Undead, Mon-
ster Summoning I11, Rainbow Pattern, Web,
Melf's Minute Meteors (just pop em in the
microwave! Sorry, bad joke), Minor Globe,
Mirror Image and Spirit Armor. You can also
find a staft of confusion spells, a wand of
lightning bolts, and a necklace of fireballs, as
well as several items usable only by psionics.
The Meral Storm Ring, which casts Ice
Storm spells, is noted as being usable by any

| MAXIMUM STATS BY RACE . |
| Race ST | DX | CON | INT | WIS | CHA
Dwarf 21 19 22 20 20 18 ‘
Elf 20 22 18 21 19 20 ‘
Half-Elf | 20 21 19 20 20 20
Half-Giant 24 15 22 15 17 17
Halfling 18 22 19 20 22 19
Human 20 20 20 20 20 20
Mul (Hali-Dwarf) 22 20 | 21 19 20 18 |
Thri-Kreen 20 | 2 | 20 | 19 21 | 18 |

Psi Powers (for non-psionic-class characters) |

| Kinetics: Detonate, Ballistic Attack, Control Body, Inertial Barrier
Metabolic: Life Drain, Biofeedback, Flesh Armor, Graft Weapon
| Telepathic: Superior Invisibility, Ego Whip, Intellect Fortress, Mind Blank, Psionic Blast
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class, but in actuality, only a Preserver can
make it work.

The items have limired charges, so use them
sparingly; try to save them for the end of game
combats. Remember, even if a spellcaster is
hit and can’t cast spells, he or she can still use
a spell-casting item.

Once you have accomplished your mission
in the ruins, do not go out the way you came in.
That will only involve you in unnecessary
combat with a small horde of nasty critters.
Just before you leave, invoke the genie and
take your three wishes, and the last one
should be for his help. That will ger you
where you want to be without a lot of fuss.

The final combat is going to be rough. Try
to disposc of the first wave as quickly as you
can, with as litdle damage and spell use as
‘here is a shorr breather belore the
second group appears, so use this time to heal
the injured and save the game.

possible. I

When the elites show up, use as many dis-
abling/obscuring spells as you can, such as
Glirterdust, Rainbow Pattern, Dust Cloud,
Solid Fog, Quicksand, Stinking Cloud, Con-
fusion and Chaos. You want to slow the
troops down and prevent them from actack-
ing. Make no mistake about it, they are accu-

—

rate and hit very hard, especially the com-
mander.
back, either.

Dark Sun and Gravis Ultrasound

Dark Sun is the first game 've played that supports the Gravis Ultrasound card in its native
mode. What a difference from SoundBlaster emulation! The music is just incredible (okay, the
581 sound team had a lot to do with it, o). Now I've been spoiled, and 1 don't want to go back
to regular SoundBlaster ( (which will be necessary, alas, until more companies support this card).

The Ultrasound has been |!.mmd in some magazines. 1Cs easy to dump on a card when games
that support it are few or non-existent. Having heard the Ultrasound native mode here, as well
as in Return To Zork (more on this one in an upcoming issue) and Silverball (yes, pinball is my
secret vicel), | am not sorry I made the Ultrasound my soundcard.

[However, there is a prnhhm with the melding of sound effects and music in Dark Sun. This
is maost likely to show up when c.h'm;,ulj_. location screens. The sound effeets go a lietle crazy,
producing an annoying “errrrrrrr” background noise. While the music is unaffected, the sound
cffects don’t right themselves, so it's usus ally necessary to exic the game and reload the Ultramid.
Atter this happened a couple of times, | finally turned the sound effects off. Sigh.

This does seem to be related to the Deark S implementation. Sifverball, with its many sound
effects and fantastic background music, has so far performed flawlessly. In any case, Ultrasound
awners should be aware thar the sound effects may need wo be turned off while |1|. wing Dark Stn.

Don't overlook the mages at the
They will merrily throw fireballs

all over, you may want to back up the save
files to bring your party into the sequel. For
this, you will need at least two files. The first

and ice storms your way at the first opportu-
nity.

You will do best if your side gets the initia-
tive. IFit doesn’t, you're very |il(cly ro lose, as
the troops will close in fast, using bows until
they reach melee range. Should things go

one is SAVECHAR.GFF. The other is
whichever SAVEXX.SAV that holds your fi-
nal save. For instance, if your final save is in
slot six, you'd copy out SAVE06.SAV. If you
went through the game with more than one
team, you can copy out their final saves, too.
cew

badly for you, restore and try again. When it’s

THE ULTIMATE ROLE-PLAYING AID

Introducing The Ultimate Character Editor. This exciting new product features full
mouse and keyboard support, online context sensitive helpand acomplete windowing
system (does not require MS Windows to run). This editor allows youto edit 30 of the
gameslisted below (including Might andMagic 1-4, Ultima4-7, all S| AD&D games,
Bard's Tale 1-3, Wizardry 6-7 and more), The price for this editor is $59.95. Se, for
the price of 3 editors, you will be getting 30 editors. Upgrades will be available to
handle new games as they are released for only $9.95 per game.

* CHARACTER EDITORS - $19.95 each

Might and Magic (1,2,3, 4 or 5, Pool of Radiance, Hard Nova, Bard's Tale (1, 2 or
3), Wasteland, Dragon Wars, Space Rogue, Wizardry (Edits 1-3), Wizardry 4,
Wizardry 5, Bane of Cosmic Forge, Crusaders of the Dark Savant, Treasurers of the
Savage Frontier, Sentinel Worlds |, Knights of Legend, Secret of the Silver Blades,
Curse of the Azure Bands, Champions of Krynn, Space 1889, Drakkhen, Keys to
Maramon, MegaTraveller (1 or 2), Keef the Thief, Darklands, Escape from Hell,
Ultima (3, 4, 5, 6, 7 or 7 pt. 2), Savage Empire, Dark Heart of Uukrul, Tunnels and
Trolls, Lord of the Rings (1 or 2), Countdown to Doomsday, Eye of the Beholder (1,
2 or 3), Darklands, Death Knights of Krynn, Fountain of Dreams, Magic Candle (1,
20r 3), Pools of Darkness, Ultima Underworld (1 or 2), Twilight 2000, Planets' Edge,
Dark Queen of Krynn, Prophecy of the Shadow, Martian Dreams, Realms of Arkania

+ HINT BOOKS - $9.95 each except where noted

Might and Magic 1, Knights of Legend, Curse of the Azure Bonds, Champions of
Krynn, Legacy of Ancients, Dark Heart of Uukrul, Wizardry (1, 2, 3, 4, 5, Bane or
Crusaders ($12.95)), Eye of the Beholder 2, Might and Magic 3 ($12.95).

HOME BASE

Gl'trmps firmly fo any desk, supporting tbe

joystick oul over your lop fo. more occuralely
reﬁed ihe positioning of o real control stick. It also
“turns your keyboord into o cockpit conrol ponel allowing
“"you o easly access the keys without foking your eyes off the
m.n

ADD MORE
REALISM TO
YOUR SIMS!

IBM listed. Apple and C64 versions also available.

P.0. Box 1083 - Brighton, Ml 48116 -

Please add $4.00 for shipping and handling.
Open from 9 AM - 9 PM every day for your convenience.

GOSSELIN COMPUTER CONSULTANTS
(313) 229-2453

Circle Reacler Service #77

Page 130

Send check or money order for $2B.95 plus
$4.00(can 57.00) for shipping and handling to:

HOME BASE PRODUCTS

3025 Timberline Dr. Eugene, OR 97405

Circle Reader Service #78
Computer Gaming World



Upgrade up to a Sound Blaster™ 16, and you've got PC But like the man says, Get Real. Because there’s
audio as real as it gets. only one card that's
Real CD-quality, 16-bit stereophonic sound. Real built-in -~ “as good asa
upgradability. And best of all, real 100% Sound Blaster Sound Blaster 16
compatibility. And that's a
All of which may just be why we're the 16-bit PCaudio ~ Sound Blaster 16.
standard. And why those other manufacturers spend so For information, call
much time comparing themselves to Sound Blaster. 1-800-998-5227.

CRATIVLE

Sound|”
@' THE 16-BIT SOUND STANDARD. Iy T gy

A e

Circle Reader Service #54




everal years ago, there was one game
that drew more of my awention than
any other: Firebird's £lite. In Elite, the
player was an interstellar cradesman strug-
gling o remain profitable in a galaxy of
bloodthirsty pirates, overzealous police, and
invading space aliens. Over the years, several
attempts have been made at updating the

Eliteuniverse, with Lightspeedand Hyperspeed

from MicroProse and Origin’s Space Rogue
being the most recent efforts. It's not difficult
to pin-point the source of this genre’s ap-
peal—it’s freedom. All of these games offer
the gamer real choices about how to live one’s
simulated existence. The next step in the
advenrure is not scripred in these games; pi-
racy or peaceful trade, assist a cause or fight
against it—the player makes the call.

With the release of Privateer, Origin Sys-
tems puts their own spin on the genre, mak-
ing strides in some areas and stepping back in
others. Privateer is set in the wumultuous
Gemini sector of the Wing Commander uni-
verse, situated along the edge of known space.
True to the Wing Commander story, the Kil-
rathi will occasionally appear, harassing mer-
chant vessels and threatening human
settlements. Most of the time, however, one
will encounter the riffralT of Gemini sector: a
potpourri of criminals, pirates, thugs, merce-
naries and religious zealots thar frequent the
space lanes of the fronder. The player is
thrown into this fertile mix as an opportun-
istic space pilot for hire, a character not at all
unlike Star Wars Han Solo.

The game begins with the player on the
Achilles mining colony and in command ofa
lowly Tarsus-class vessel, a gift from the late
grandfather of the player’s character. There
are a few places to explore on Achilles, among
them a commodity exchange, a ship dealer
and a bar. This format is used at most of the
locations the player can visit, and cach type
of base (i.e., agricultural, mining, refinery,
pirate hide-our) looks the same. While this
provides a consistent layour and interface, it
- does get a bit monotonous.
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Wing Commander: Privateer

by Jeff James

At the onser of the game, there are two ways
to make money. Players with an independent,
capitalistic streak can buy inexpensive metal
ore, ship it to Helen (an agricultural planer in
the same star system as Achilles), sell it for a
profit and purchase cheap foodstulls, then
return to Achilles and sell the food there. This
process of ferrying cargo between mining/re-
finery plancts and agricultural ones can be
used with success throughout the game. The
other potential for profit is in missions. There
are normally three ways to obrain missions:
the mission computer, the Mercenary’s Guild
and the Merchant’s Guild.-The mission com-
puter—located in the center of the base—

serves as a clearing house for a variery of

money making ventures: ferrying cargo from

one planet to another, patrolling nav points,
defending bases and the like. The Merce-
nary’s Guild specializes in gun-for-hire work,
with the bulk of the missions devoted to
hunting down pirates, patrolling space lanes
and eliminating Kilrathi. The Merchant’s
Guild is the perfect organization for less dex-
terous gamers, with profitable commerce tak-
ing precedence over combar, The
guilds offer more lucrative missions
than the mission computer, but
there are two cavearts: these unions
require dues ($1000 for the Mer-
chant's Guild, $5000 for the Mer-
cenary’s  Guild) and one must
usually travel out of the current sys-
tem to complete the mission, re-
quiring the addition of a jump drive
to one’s craft. A jump drive is abso-

lurely essential to complere Privateer ; with
over four dozen plancrs/bases  scartered
throughout more than 60 star systems, the
world of Privateer s a very big place.

A jump drive isn’t the only component that
can be added to a player’s ship. The local ship
dealer offers a menu flush with expensive,
high-tech delights. Shields and engines are
offered in five strength levels, with scanners,
ECM packages, and armor plating available
atavariety of price points. Eight differentgun
types are available, ranging from cthe quick-
firing laser cannon to the awesome plasma
gun, For even more firepower, proton torpe-
does and four missile types can be added,
turning a passive trading rig into a potent
offensive vessel. The ultimate upgrade is a
new ship, and the player will want to upgrade
ASAP. The decrepir Tarsus that one starts
with gives players boxy, urilitarian view
screens and displays with a limited field of
vision. It is an awful ship and should be
turned into scrap metal before the un-
friendlies in space do it first.

Once launched into space, the playing per-
spective shifts to the cockpir of the craft. In
terms of playability, Privateer plays much like
its predecessors in the Wing Commander se-
ries. All the same keystrokes are used ("W”
still eycles through the available missiles,
“Tab” still engages the afterburners, ete.), so
Wing Commaneer aficionados should feel
right ac home. Gamers should know thar rhe
same joystick calibration routine used in
Strike Commander, does not work so well

Wing Commander: Privateer

PrivaTeeR |

TITLE: Wing Commander: Privateer
PRICE: $79.95 (speech pack: $19.95)
SYSTEM: M

RECUIREMENTS: 86 or Detter, aMB KAM,
VOA graphics, 22MB hard
drive space (with speech
packl: Ad Lib, SoundBlaster
sound cards supported
Chgin Systems
Austin,

(512 335-5200

PUBLISHER:
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here. It refused to accept my CH Product’s
Flightstick at face value; a call ro Origin’s tech
support provided the answer in the form of a
text file entided “JOYB.DAT™, filled with
several “X's” and placed in the CAPRI-
VATER directory. Even when things are
working as they should, the joystick control
in Privateer is somewhat coarse. Players used
to the sensitive combar conrrols in Wing
Conmandermay find Privateerdifficult ro ger
used to.

Plotlines And Pirates

Whereas Wing Commander I & 11 featured
very structured storylines, Privateer sheds the
lincarity of its predecessors and gives the
player free reign to explore where and when
he desires. In Privateer, the player can travel
to any location in the game, provided he
doesn’t get blasted ro bits in the process. The
game does start the player off in the relatively
dacile Troy system, ;tl]owing p|a}-‘c|‘s to ger a
feel for the game before being pounced upon
by experienced opponents, Lven so, the early
going is tough, with the player having the
very minimum of weapons and armor. Some
might become frustrated with this long and
shaky start, but those who diligently work
their way out of the Troy system will be
rewarded.

Privateer does have a storyline. A loose
backbone of missions serve to guide the player
towards the eventual conclusion of the game.
Unlike the storyline in Wing Commander [ ¢
T (which essentially led the player by the nose
through a string of tightly connecred combat
missions), Privateer lets the player proceed at
his own pace. Once one gets on the right
track, an exciting storyline unfolds, begin-
ning with the discovery of a bizarre alien
artifact and culminating in an encounter with
an advanced alien civilization—and the enig-
matric alien spacecraft alluded to in the Priva-
teer introduction. Privateers treatment of
plotand story may be crucial to some gamers
enjoyment of the product. Gamers who pre-
ferred the connected, structured flow of
events in the Wing Commaneder series may be
disappointed; on the other hand, players, like
|n_\_'m:|f. who felr constrained hy the same
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structured plotline should find Privateer a
much more enjoyable gaming experience.

As enjoyable as | found Privateer to be, two
aspects ol the story were troubling to me. The
first concerns Privateers decidedly sopho-
moric streak, first evinced when the player
attempts o communicate with other space-
craft. During these exchanges, the player is
given dialogue choices such as “Can I horrow
a donut, Lard-O2", “Whart's your sign?”, and
“I'm going to slow roast your nuts!”. This
boyish approach extends to the portrayal of
women in Privateer as well. The female sec-
retary in the Mercenary’s Guild is shown
filing her nails and chewing gum, while most
of the other females encountered in the game
are portrayed in a similar, stereotypical fash-
ion. In these two aspects, the scriptwriting of
Privateer lacks the relative sophistication of
Origin's other games.

In another aspect, the world of Privateer is
up to par with Origin’s Ultimaseries in terms
of offering real moral choices. In Privateer,
the player has the opportunity o smuggle
drugs and sell human slaves for profic. Traf-
ficking in ecither cargo is viewed as criminal
by the “good” side of the Privarcer universe
(i.c., the Confederacy and local planctary mi-
litia). Confederate and militia patrol craft
often will scan the player’s ship for conrra-
band; if drugs or slaves are derecred on the
player’s ship, they immediately atwack. Un-
fortunately, gamers who scoop unmarked
cargo out of space after a fierce dogfight could
unknowingly find themselves in possession of
either of these illegal cargoes and be attacked
immediately by the authorities. Origin
should be given credic for providing these
options and leaving the heavy hand of moral-
ity out of it. If they wish, players can go over
to the “Dark Side,” but they must be willing
to deal with the consequences. On the other
side, it would be nice to have the option of
free captured slaves or carry out raids on
pirate hases rrafficking in questionable cargo.

This Is Not Your Father’s
Wing Commander

Privateer doesn’t require quite the invest-
ment in hardware that Strike Commander
does, but potential pilots should be fore-
warned: space smugglers do not fly on slow
486s alone. Origin recommends a machine
witha 486 CPU running at least 25 MHz—it
should be a requirement. Privateer doesn't
offer any controls to adjust game detail set-
tings, something that would allow users to
match the game ro the speed of their ma-
chine. When engaging muldiple bogies,
screen updates become very choppy on any-
thing less than a 486/33 with gobs of RAM.

The sitnarion worsens when a dogfight oceurs
within the blue mist of jump points, with
screen updates slowing to a crawl, The ideal
gaming system for Privateer is a fast 486
machine with a speedy local bus video card
and 8 MB of RAM. Allocating at least 4 MB
of RAM to SmartDrive helps smooth out
('.hﬂpp!’ f"]".'“'l'l(' rares -'!nd I’r('\’k'l"l[ I]illlﬁ'l'.‘i fi)r
hard drive access during gameplay.

Although Privateerworked perfectly with a
Sound Blaster Pro, it refused w work cor-
rectly on a machine with the Gravis Ulira-
sound in Sound Blaster emulation mode.
Privareer would also not work with rthe Pro
Audio Spectrum (PAS) in native mode; it
only worked when the PAS was configured
for Sound Blaster emulation (although the
Privateer configuration program incorrectly
lists the Pro Audio Spectrum as a valid op-
tion). Sound cards compatible with the
MPU-401 General MIDI Inrerface standard
will work with Privateer, alchough the Roland
LAPC-1 sound card is not directly supported.
Privateers incomplere sound card support is
puzzling, as robust support for a wide range
of sound cards is vital to any entertaiinment
pl'()dllt‘.l‘.

The Privateer soundrrack (by  Nenad
Vugrinee) is a model of unoberusiveness; after
dozens of hours of playing rime, [ still found
myself enjoying the game music enough o
continue listening to it. Graphics are polished
throughout, with plenty of ray-traced objects
to complete the gritty, hard-edged portrayal
oflife ina distant, violent future. The 64-page
manual is an excellent one, complete with a
pithy quick start section to get novice players
up and gaming in a hurry.

Privateer 1sn'c for everyone. Like Snovke
Connmaneer, Privateer is a deluxe, high-end
product designed for use with 486 machines
sporting fast video cards and vast hard drives.
Gamers with less capable gaming hardware
should look to Wing Contmander Acadeny for
a less hardware-intensive slice of the Wing
Conmmander universe. Gamers able and will-
ing to pay the high hardware admission
price—and patient enough to endure a slow
start, hardware glitches and minor bugs—
should find rhe cash-for-game exchange rare
to their liking. esw
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hen Sierra On-Line decided to

publish another game in their Po-

lice Quest series, they decided to
guarantee that the game illustrate proper po-
lice procedures and exploir the celebrity status
of a well-known law enforcement official.
The company contacted former L.A.P.D.
Chicf Daryl Gares and signed him as the
celebrity designer. As the game neared com-
pletion, Sierra provided an opportunity for
CGW to interview the controversial police
chief. Racher than trodding over the well-
beaten ground of past controversy, the inter-
view focused on Gates’ involvement in Police
Quest 4: Open Season. Gates was joined in the
CGW offices by Tammy Dargan, the Police
Quest Project Manager and former television
producer with credits for America’s Most
Wanted and other television serics.

CGW: So, what’s a successfil talk show host
like you (Gates hosts an evening talk show on
Los Angeles radio station KFI) doing helping to
develop an adventure game about the police?

(polite chuckle)

The Chiel: Well, when I rerired, 1 rold
myself that 1 wouldn’t do anything that
wasn’t fun. This has turned out to be a for of
fun. I've learned a lot. In playing the game,
though, I'm not very good (laughter). I'm still
a novice.

CGW: So, what was your first reaction when
Sierra approached you about this product?

The Chief: For years, I worked with main-
frames, but my staff worked with PCs. The
only games | had contact with were those
reflex-oriented games for kids. When Ken
Williams called me, T told him to send me the
game and I'd run it by a couple of kids o see
if I wanted my name on it. When he actually
sent the Police Quest games, 1 thought, “Uh,
oh! What have [ agreed to?”
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INTERVIEW

THE GHIEF’'S
QUEST

An Arresting Interview With Former
Los Angeles Police Chief, Daryl Gates

CGW: What was your actual involvement in
Police Quest 4: Open Season?

The Chief: | started right from the begin-
ning—looking at the script. They sent me the
first draft and I suggested a lor of changes,
particularly adapting the language they used
so that it would be more like authentic police
procedure. I originally thought the script was
a pretty bizarre case. Bur then 1
thought back to some of the ac-
tual experiences that I'd had asa
detective and thoughr of several
that were even more bizarre.

CGW: How many cases were
Jou involved in as a detective?

The Chief: That would be
hard to say since I supervised all
the detectives for eight years un-
der [former Police Chicf] Ed
Davis, as well as when [ was
chief, of course. You know,
every chiefis a derecrive ar heart.
That is something thar never
leaves you. As a result, you
sometimes drive the detectives crazy looking
over their shoulders and offering your “sug-
gestions.”

CGW: So, how realistic is Police Quest 4?

The Chief: I'm very happy with the realistic
aspects of the game. We made some compro-
mises, of course. For instance, in a shooting
where an officer is the victim [as happens in
the game] we wouldn't have merely two offi-
cers, one detective and a criminologist. We'd
be all over the place. As it is, though, there is
more burden and involvement on the player.
[t probably has more of the feel of the old days
when derectives were responsible for one case.
Today, each detective is responsible for oo
many cases.

Anyway, the game points out that systems
solve crimes. You gather a lot of information
and clues. There arc a lot of things that turn
up that look kind of interesting and you may
want to go off [on a tangent], but an officer
has to stick to his focus to solve crimes,

CGW: Will the player have to use actual

police procedures?

CGW Editor Wilson deliberates whether or not to play “bad cop”
in CGW’s interrogation of Chief Gales.

The Chief: Essentially, yes. One of the first
things I did was encourage Tammy [Dargan,
the Project Manager] to go through the
L.AP.D. manuals. 1 was surprised that she
read them all. These are thousands of pages
of fine print! The department manual comes
in 5 parts and the homicide manual is pretry
thick [indicaring 3-4" with his fingers). After
she read them, she cross-referenced them for
direct relationships to the game.

Tammy Dargan: For example, in Homi-
cide, all paperwork for each case is placed in
its own blue binder called a “murder book.”
When you go there, the desks and shelves are
filled with these murder books.

In fact, the documentation is sectioned just
like it was an abridged version of the L.A.P.D.

Computer Geaming World
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Department Manual. It's broken down into
subjects, like the officer’s oath, deadly force
and Sam Brown belts. | didn’t know before 1
read these manuals, for instance, thar officers
can wear velcro belts.

CGW: What are the other realistic elements
in the game?

Tammy Dargan: One of my favorites is the
shooting range. Did you know that you have
to qualify once a month in real life? The range
pictured in the game is the actual Police
Academy shooting range for the L A.P.D. It
not only provides the player a chance w do
better in the game, but also reveals the neces-
sity of qualifying.

The Chief: That's right. If you don’t qual-

fy, you're suspended fora day, just like in real

:quence offers good evidence for
why police officers want to switch from 6-
shooters to 9mm guns [with 15 shots per
clip].

They're trained to fire three round

bursts per target: two o the upper body and
one to the head.

I like this feature. The police department
runs an officer through large-screen scenarios
to teach them when to shoor and when not
to shoot. The game is similar and will give the
player some of that feel.

CGW: Auything you don't like about the

gane?

The Chief: Well, the language seems kind
of unrealistic, “Bugger off” is not repre-
sentative of whar you're going to hear when
you IiII(}CI{ 0na PEI'SUI]‘."’ d()Ur :llI(.l l'l]t."\’ dUll‘t
want to talk to you,

CGW: Whars different about this Police
Quest?

T.lmmy Dargan: It's the first game where
we've used a digital camera [l\ud.ll\a DCS-
200] to capture the backgrounds, all of which
are actual locations in Los Angeles, selected
by Daryl. Then we video-captured the actors
in 236 colors (20 colors of the 256-color
palette were reserved for Windows) and trans-
posed them over the top using a chromakey
process.

CGW: We've seen this product as it’s come
along and the lines aronnd the char o1l
mutch smoather than in earlier versions. Have

yout learned a new trick in handling the radial

aliasing [smoothing the outside lines]?

Tammy Dargan: Yes. Our 255th color is
gray. We get smoother lines by dithering all
of the outside lines with a gray dither.

CGW: Since you used real sites, did you have
to pay extra for their tse:

Tammy Dargan: We didn't pay site fee
but we did get releases from all of the building
OWINers.

CGW: Were there any sites that have particu-
lar memories associated with real case

The Chief: Outside of Parker Center and
the Police Academy? | can say that the apen-
ing crime scene isn't an actual one, bur ve
seen crime scenes identical to that one. And
the map that you use to go from place to place
uses the actual map and numbering system
that is used by the L.A.P.D.

Tammy Dargan: There’s the Shortstop
Bar!

The Chief: Right, that's a story. Sierra
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wanted a bar where police officers
hung out. There was this one bar that
I really hated when 1 was chief be-
cause a lot of officers hung our there,
drank too much and got into trouble.
When we asked for permission to use
it in the game, the owner couldn’t
believe it. “The Chief wants to use my
bar?”

CGW: Speaking of sites and releases,
we've curions. Did you have to get a
license to wse the L.A.P.D. name?

The Chief: No, everybody does
it—good and bad.

CGW: Did the police department

cooperate tn the game?

Tammy Dargan: They were very
cooperative, thanks t Chief Gates. They
took me up in a helicopter and we partici-
pated in establishing a perimerer. I found our
that police helicoprers orbir to the left all the
time because there is always an observer on
the left. On one occasion, we saw a perpetra-
tor drop a knife after a gas station robbery.

CGW: Are some of the more unpleasant as-

peets of police work simulared in the game? After

the ambush does the character have to explain to
Internal Affairs that it was a good shooting?
The Chief: Actually, Internal Affairs

doesn’t investigate a shooting unless some-

re brings you

Chief Gates chuckles as Tammy Dargan shares her real life

experience in a police helicopter fly-along,

thing seems irregular. It's the Officer-In-
valved Shooting Team thar investigates and
that is in the game.

Tammy Dargan: Yes. After the ambush
scene, the player’s character is stripped of his
weapons because they've gone to the S.1LD.
for ballistics resting.

CGW: What about that other unpleasant
aspect of police work, dealing with the media?

The Chief: Oh, thar's in there, too. It's
another compromise in that you only have to
deal with one reporter instead of a whole
group, but she makes up for ir.

CGW: She's a composite of all your
woyst nightmares?

The Chief: You've gor it.

CGW: So, what’s next for Daryl
Gates. Are you going to consult on any
more compiter gaies?

The Chief: Well, ic's just like any-
thing else, a lot of it is going to depend
on how this one is received.

Tammy Dargan: Actually, we've
thought a lirle bir abour it. Chief
Gares instituted S.W.ALT. (Special
Weapons And Tactics) when he was
with the L.A.P.D. and this would be
an ideal opportunity to blend strategy
and role-playing. Nothing definite has
been decided, rhmwh

The Chief: | have particularly LIIFO\'{_d
working with Sicrra, though. I really appreci-
ared their allowing us to put some D.ARE.
[Drug Abuse Resistance Education] refer-
ences in the game, and there isa public service
announcement on the CD-ROM version of
the game.

CGW: We want to thank you for your time.
Is there anything else you want to say abour the
game?

The Chief: I think it’s a tough case to solve.
cCEW

R EVERY \YROXONDD

If you feel like playlna 18 hoict: on Hawaii’'s Mauna Kea
course on Monday and Arizona’s desert spectacle Troon
North that night and Akron, Ohio’s Firestone course on
Tuesday morning, save your airfare and just pull out your
LINKS Championship Courses! ACCESS Software has

beautifully digitized versions of some of the world’s finest
golf courses so you can play them on your computer
anytime of the day or night!

LINKS Championship Courses are completely compatible
with our original LINKS-The Challenge of Golf, the new
LINKS 386 Pro, and Microsoft Golf for Windows!
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t is to the ocean we must now turn to

satisfy our most basic needs, While food

and various natural resources appear
plentiful, we have no choice but to accepr the
fact the nearly 60 million square miles of land
which occupy the planet Earth are no longer
able to provide sufficient natural surround-
ings to satisfy today’s population of computer
game players. Similarly, the surrounding skies
and the galaxy in which our planet resides,
once thoughr to be limitless, now approach
their capacity for dogfights, strategic bomb-

ing and interstellar conquest. Forrunately,
Capstone now offers young computer users
an opportunity to explore humankind’s near-
est and most evasive frontier, the sea.

Mucho Cousteau

Discoveries of the Deep (DOD) is an educa-
tional and entertaining picce of software thar
is designed primarily for school children. Far
less complex than a submarine batde simula-
tion, yet in many ways more colorful, it simu-
lates deep sea exploration in portions of the
Caribbean and Atlantic oceans. Players re-
ceive their instructions from the Manatee
Harbor Oceanographic Institute based
Miami, Florida. A ship travels from the insri-
tute to an explorartion sight where a deep-sea
sub is then launched. These expeditions may
take the player as far away as Spain, so that it
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by Allen L. Greenberg
is frequently necessary to stop ata port for fuel
and supplies.

While it is possible to simply hop in the
boat and explore some random locarion, the
institute offers seven pre-defined assignments
from which the player may choose. While the
assignmenrs vary in complexity, they are not
ranked and need not be undertaken in any
particular order. Regrettably, there is no role-
playing aspect to the game, and no cumula-
tive record is kepr of the player’s successes or
failures. A successlful mission entitles the
player to view an on-screen certificate that
vanishes after a single showing, like a single
drop of rain on the ocean.

Finding the exacr ocean location atr which
to submerge and explore the deep can be as
challenging, though not quite as interesting,
as the exploration itself. For each of the seven
missions, the player is provided with a lari-
tude and longitude. One of two ships are
available for traveling there, one of which
fearures a “flat” window while the other has
an angled or “perspecrive” view. Steering
these ships can, at first, be a frustrating expe-
rience, There is a lag of several seconds after
the wheel is turned before a change in direc-
tion registers on the dashboard compass, so
that oversteering is likely. Also on the dash-
board is a true-time clock that is tied in with
the game’s graphics so that players will see the
same day/night conditions on their computer
monitors as appears outside their windows.

Duc to the rime involved, a

tedious dead-time broadcasting pleas for help
from the on-board radio. A recreation room
is also available, which boasts a dartgame
simulation and an arcade machine in which
players enter a tank in order to destroy several
helpless polygons.

The Implements Of Instruction

Within a special instrument room, players
will learn rhe value of instruments somewhat
more complex than the ship’s compass. An
electronic map and navigation station pro-
vides a greater wealth of information than any
other locartion, and ir is from here that the

“hyperspace” leaps are planned and initiared.
The “sonar-magnetometer” is used to iden-
tify large objects or high concentrations of
metal, while a “depth sounder” provides both
a graphic and numeric indication of occan
depth ac the ship’s current location. While
the workings of these last two machines are

real-time voyage is clearly our of Disco ries of the Deep
the question. Once the ship has

cleared the institute’s docks and
moved into the open sea, players
may make hyperspace-like
jumps of as much as 100 miles
ar a rime. Srill, a miscalculation
of fuel, supplies or the unde-
tected presence of some shallow
waters may cost the player some

TITLE: Discoveries of the Deep

PRICE: $59.95

SYSTEM: I1BM

RECQUIREMENTS: 386 or beter, 2MB RAM, VGA
praphics, 12MB hard drive space;
AdLib Gold, SoundBlaster, PAS,

: Roland MT-32 saund cards suppored

PROTECTION: Nonge

PUBLISHER: Capstone
Miami, FL

(800} 468-7226
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obscure, proper use of the information they
provide is certainly simple enough.

Players may also wish ro keep a journal of
both their travels and their underwater expe-
riences. For this purpose, a clipboard and
notepaper is available on the ship. Anything
that is typed onto this document will be
preserved as a permanent record. Since the
player only has a limited rime to remain
underwarer, it is often useful to note the exacr
latitude and longitude of areas worthy of
further exploration. Also on board is a large
map of the arca onto which may be posted
colored flags marking the journey, as
well as areas referred to in the journal.
Unfortunately, it is not possible to save
a mission in progress to disk.

Once the player enters the hi-tech
mini-sub, Discoveries of the Deep be-
comes far more interesting. Guiding the
sub is not unlike piloting a slow-moving
flight simulator, using the keyboard’s
directional keys tw approximate the
funcrion of a joystick. Very precise read-
ings of longitude and latitude are shown,
as is a numerical display of the sub’s
heading and depth under the ocean’s
surface. The majority of the undersea
display consists of a large circular window
that looks out into the murky water. An
external, underwater light diminishes the
gloom for only a short distance beyond the
window. As one might expect, movement
seems sluggish at first. However, the throrde
control is designed ro allow the pilot to
quickly build up momentum and then, when
desired, bring the sub to a sudden and com-
plete stop.

The most useful underwater device is a
derection system thar, when reasonably close,
will lead the way to any object of sufficient
mass. For particularly sentimental moments,
plus certain missions which require visual
documentation, the sub is equipped with an
on-board photographic system. At any time,
the player may request that the view outside
the window be saved to disk as a photograph
for later viewing once the player has returned
tw the Oceanographic Instituce. Photos are
normally taken with an underwater flash,
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which will often provide additional derail,
although this feature may be disabled. Unlike
the institute’s congratulatory certificates, the
photos are nor erased from disk once they
have been viewed.

In Search Of

The missions are primarily o observe and
explore, with only a minimum of interaction
with the undersea environment. Players will
have the opportuniry ro study and pay their
respects to the remains of the historic ocean
liner “Tianic” which last saw daylight in
1912, Players will find this piece of sunken
history in a condition similar to that in which
it was actually found several decades later.
Another ship, the “Capitana,” along with the
rest of the New Spain armada, became fa-
mous for safely carrying nearly $70 million in
gold and jewelry to the ocean floor near the
Florida Key islands in the year 1733. In Dis-
coveries of the Deep, players will follow the
salvage project which ok place over 200
years later by locating the “Capitana.”

The popularized Bermuda triangle is the
secting for an attempt to locate the missing
“Flight 19" which disappeared, somewhat
mysteriously, in 1945, The attempr here is
notso much to explain the disappearance, but
to prove that the flighe did not, contrary to
some questionable journalism, terminate on
some other planet’s runway. Years later,
l:ligl‘lt 609, bound for London from New
York, was lost midway over the Adantic. The
cause for this plane’s misfortune is believed o
be hidden in its black box flight recorder,
somewhere in the plane’s submerged wreck-
age. 1t is now up 1o the player to find that
black box.

The player is further requested ro augment
and corroborate some dangerous and fasci-
nating research by entering the mysterious
“Blue Hole” of the Bahamas. This area may
once have been an above-water cavern, in
which case it may contain stalactites. By pho-
tographing the area and returning with one
of the stalacrites, the player will advance the

study of earth’s early history. Another deep
discovery took place five miles below the
surface in the Romanche Gap where scientists
were surprised to discover the presence of life
under such high pressure. One particularly
large creature caused quite a bit of interest
when it appeared only as a blurred photo-
graphic image. The player is now requested
to further investigate this creature,

The final mission involves an attempr to
control a dangerous leak from a rusted con-
tainer [illed with nuclear waste material, The
player’s job is simply to sample the radioac-
tive stuff by extending a mechanical arm over
to the defective container. This mechanical
arm is also necessary elsewhere in the program
and requires the player to orient the subma-
rine so that the arm, when extended, is able
to reach out and fulfill its function.

Discoveries of the Deep leatures some color-
ful graphics, and its underwater scenery is
often caprivating. Were it a flight simulator,
however, pilots would be quick to complain
about its slow frame rate. Since it takes
place underwater, one can more easily
excuse its slow morion. However, slow
motion need not be jerky mortion, and a
more fluid movement of scenery would
have made the program somewhat more
enjoyable.

The keyboard is probably the most
convenient device for issuing the various
commands, although a mouse is fre-
quently useful. The program’s designers
are 1o be complimented for including
extensive on-line help. The player may
instantly call up either a shore list of
commands or several pages of extensive
informarion.

Obviously, there is much more to ocecanog-
raphy than appears on this game's shimmer-
ing surface. Even the children for whom the
program was designed may find themselves
wishing for a more extensive or interacrive
experience with the creatures, fossils and
other objects they find in Discoveries of the
Deep s waters. However, thereis a lot to enjoy
here, and many young minds may find their
appetites nearly as whet as their diving gear.
cew
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turns your notebook into a gamebook by them for specific games. This enables you
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nyone who has given more than a

cursory glance at the popular media

has seen that entertainment CD-
ROM is the Next Big Thing. “MEGABYTE
UPON MEGARYTE OF GRAPHIC DE-
LIGHTS, HOURS OF ENTHRALLING
DIGITAL AUDIO, BOLD ANIMATION,
CAST OF THOUSANDS, SINGING
WAITERS, DANCING BEARS...”

Bah!

The unfortunate fact is, many CD-ROM
games are high on glitz and low on substance.
”‘Id[

why, whrn I began to hear the faint
rumblings of an amazing new game from
Rand and Rebyn Miller, the creators of Cos-
mic Osmo and Spelunx and the Caves of My,
Seuelo, 1 was more than a bic skeprical. As it
turns out, [ was also more than a lor wrong.
Myst is everything it’s touted to be and is,
quite simply, the best CD-ROM game cur-
rently available for the Macintosh,

Mystis a game of discovery. In order not to
spoil it, I will reveal only these few plor de-
tails: Atrus, a rather ralented author, has
picked up a magical power from his father
that enables him to write books that transport
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CD-ROM REVIEW

by Christopher Breen

the reader—quite  literally—to  fantastic
lands. So adept at this skill is Atrus that he has
stocked a good three shelves of Myst Island’s
library with these magical tomes. With hor-
ror, Atrus discovers that his books are being
destroyed and his fantastic lands ransacked.
The population of the island being confined
to the writer and his two sons Sirrus and
Achenar, suspicion for these nefarious deeds
rests heavily on one of his progenies. Filled

« with remorse, Arrus flings
himself and the book link-
ing the outside world
Myst Island into a large fis-
sure. Somehow this power-
ful book makes its way o the
player, who is left to unravel
its mysteries.

Cracking open the book
with an innocent mouse
click, one is instantly trans-
ported into the adventure
via an aerial tour of a hazy,
tree-encrusted Mysr Island.
After this brict QuickTime flight over the
stunning landscape, the perspective shifts to
the island’s dock. From here, one must ex-
plore the island, solve puzzles thar gain access
to other lands, and gather clues to reveal the
identity of the book-destroy-
ing perpetrator. As it turns
out, this is not a particularly
casy task.

Myst is one of those games
that offers virtually no |n|u.1|
instruction—the information
provided in this review isactu-
ally a bit more than the player
will glean from the manual
and the back of the box. Al-

though this can be confounding ac first, a
quick jaunt around the island is enough to
pravide sufficient information to begin the
game proper. One of the charms of the game
is that the player experiences the freedom o
make discoveries at his/her own pace in a
non-threatening environment. There is no
game clock, the puzzles need not be solved in
any particular order, and nothing in the game
will cause the player’s character to mect an
untimely end. Thar’s right! The game is open
enough o allow anyone tw try any bone-
headed thing they desire like without fear that
Something Really Bad is going to happen.

HyperCard Hits Hyperspeed

Most current Mac games available on CD-
ROM are put rogether with Macromedia's
Director, a program that, among other
things, provides developers with a highly so-
phisticared animation system. The drawback
of Direcror is thar rhe processing require-
ments for the animation slow down the al-
ready poky CD-ROM performance. The
Millers elected to forgo this route and rake
another, more familiar, path. Although they
have experimented extensively with Director,
Rand and Robyn chose to use their old buddy
HyperCard as the engine to drive Mysz,

TITLE: qu.‘-l
PRICE: 9.95
SYSTEM: Macintosh with CD-ROM

REQUIREMENTS:  B.hit 256-color Macintash,
CD-ROM drive, 3MB hard drive
space, 4MB RAM (2.5MB free
RAM), Systemn 7.0,1 or higher
None

Rand and Robyn Miller

for Cyan, Inc.

Broderbund

500 Redwouwd Blvd,

P.0O). Box A121

Novato, CA 94948

(415) 382-4400

PROTECTIONMN:
DESIGNERS:

PUBLISHER:
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Because Myst is HyperCard-based, it has a
different look than games created with Direc-
tor. Each scene is presented as a 3-D ren-
dered, srationary backdrop. Any animation
that may occur is contained within Quick-
I'ime windows that are seamlessly integrated
into thar backdrop. Navigation is controlled
by clicking on the screen in the direction
desired, Likewise, objects are activated by
clicking or, in the case of levers, clicking and
dragging. When one moves from one loca-
tion to another, each scene cross-fades to the
next. Il these fades seem too slow, it is pnssi]ﬂc
to opt for fast transitions that fling one di-
rectly into the next scene.

Although it may seem as if the Millers are
not taking advantage of the latest and greatest
whiz-bang technology, working within the

limitations of HyperCard actually enhances
the game. Mystisn’t a shoot-"em-up, so there
isn’t a pacing problem. Besides, a good deal

of the player’s time is spent staring at the
screen and tapping thoughtfully on the ol’
noggin. There’s really no need for fully ani-
mated Direcror sequences when one has such
pleasant scenery, along with Chris Brand-
kamp’s svothing environmental sounds, and
the delightfully diverting toys scattered
throughout the game.

Don't ger me wrong: Myst doesn’t ignore
the elements that make CD-ROM the Next
Big Thing. Like any worthwhile 462-mega-
byte game, Myst plays to the strengths of the
medium. Tt boasts 66 minutes of QuickTime
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animation, over 40 minutes of original
music, megabytes of digital-audio sound
effects, and 2,500 ray-traced images that
will, on occasion, cause one’s jaw to drop
in admiration. The difference between
Myst and some other CD-ROM games is
that the technology is not the star of the
show. Yes, the graphics are mesmerizing,
the live-action QuickTime sequences
are stunning, and the musical score,
cinematic in its scope, enhances the
feel of the game without being intru-
sive, but Myst is more than just a
collection of sparkly graphies and
stirring sound. The substance of the game
is every bit as good as the package.

The danger inherent in fantasy/adven-
ture games is that, all too often, plor lines
become convolured and farferched. Not
so here. Myst§ narrative is straightfor-
ward and simple enough to be believable,
given the surreal nature of the surround-
ings. In addition, informarion thar drives the
plot is released at an even pace—the gamer's
pace, One doesn’t feel as if someone racked
on a harebrained ending simply ro ric up loose
ends.

The puzzles, like all good puzzles, are tough
bur fair. One need only pay attention to
everything going on within the immediate
vicinity (well, perhaps a litctle musical rraining
and a compass would help too). Obscrvation,
both aural and visual, is the key. There’s
not an unjust trick in the bunch, and
once the puzzles are figured out, players
are likely to smite their forehead mightily
and wonder why they didn’t get it hours
earlier,

The Complaint Box

I hate to knock a producr thar is bound
ro ser a new standard in Macintosh CD-
ROM games, but I do have two small
complaints. First: When one clicks the
cursor to the left or right side of the
screen, the perspective turns either 90 or
180 degrees, depending on whether the de-
signers thought it important for the player ro
see what is to the side. I understand thac
some of these views might seem extrane-
ous, bur in some areas the scenery is so
similar that one can become roo casily
disoriented. This results in extra clicks
between one scene and another to deter-
mine the exact location.

Complaint Two: When a game in pro-
gress is saved and larer restored, the player
is transported to the opening location of
the scenario. Although everything ac-
complished up o the point of the save is
still intact, the player may have to travel

a fair piece across the island in order to return
to the spot where the game was saved. This
occurs more often than would be expected,
because much of the information needed ro
complete a task is contained in books stored
on Myst Island, and the only other way o
retain that information is to scribble it down.
For lazy sods like me who are |1nwi||i|1g o

transcribe page after page of text, this means
restoring a game saved from Myst Island,
looking something up, re-restoring ro the firse
location, and then tramping back to where
this all began. Fortunately, it is possible to
this  situation
switching into Zip Mode, an oprtion thar

ameliorare somewhat by
allows paths to be traversed in a few leaps
rather than several steps.

An Instant CD Classic

Along with the CD-ROM (which, in addi-
tion to the game, contains a l4-minute
QuickTime movie of the making of Mys),
the game package includes a notebook for
jotting down observations and three game
hints to ger the gamer started. Should these
hints be insufficient, Broderbund offers the
Myst Official Game Secrets hint book for
$14.95. Personally, though, I can’t under-
stand why anyone would want to rush
through the game by getting an casy answer;
with Mysts graphic beauty, lush sound, and
compelling plot line and puzzles, it’s over all

LOO 5001, CeW
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A Note From
The Editor

By Peter Scisco

hange is in the air. We hear that
phrase a lot from Washington.
We read the same words in pa-
pers and magazines. Bul as we move
through our lives day by day nothing
much seems different. Not so at Kids &
Computers. Change is a reality.
Recently, technology publishing giant
Ziff-Davis acquired Golden Empire
Publications, the publisher of Kids &
Computers and the magazine you hold in

your hands, Computer Gaming World. If

you're a CGW subscriber, this may be
your first introduction to Kids & Com-
puters. Briefly, we are dedicated to help-
ing parents and kids harness today’s
technology for their benefit now and in
the future. In this special section, you’ll
find reviews of some of the latest educa-
tional, creativity, and entertainment pro-
grams geared toward kids.

If you're a Kids & Computers sub-
scriber, you might well wonder what has
happened to your magazine. That’s
where the change comes in. We have
decided to revamp Kids & Computers.
We look forward to a more responsive,
assertive, informative, and attractive
magazine in 1994, That requires us to
step back and regroup, to assess our
goals and determine how best to achieve
them.

But it also requires something of you,
our faithful and enthusiastic readers. It
will require some amount of patience as
you wait for Kids & Compurters to re-
emerge. Don’t let this time go idle. Use
itto communicate your needs and wishes
for a new Kids & Computers. (I'll give
you an address at the end of this column.)

Not everything has changed here. In
the most important elements, the song
remains the same. Kids & Compurers,
along with its new publisher, remains
committed to presenting timely reviews,
opinions, and reporting Lo parents who
are concerned that their kids be prepared
for the information age.

Now let's turn our eyes to this special
section of CGW. Inside, you'll find the
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latest crop of kids software reviewed by
our educators and writers—people who
make it their job to know kids, know
teaching, and know technology. When
you step into the compulter stores this
holiday season, or when you go thumb-
ing through the software catalog looking
for just the right picce of software for
that special child in your life. you're
likely to be swamped by the sheer num-
ber of titles available. The Software Pub-
lisher's Association marks educational
software as the fastest growing area of
the software publishing business. I can
attest that the number of programs cross-
ing my welcome mat is astonishing.

New ideas and new approaches to
learning are evident everywhere. As the
editor of Kids & Computers, as a father,
and as a volunteer in the public schools,
[ think it’s more important than ever that
all kids have access to these new tech-
nologies. Equally important, adults and
kids need to share the possibilitics and
opportunitics made available by new
technology so that they can build a path
together into the next century.

It occurs to me as [ write this that the
kids in the elementary school half-a-
mile away will be leaving high school at
the start of the next century. What we do
now, as parents, friends, guardians, and
teachers, will make a big dilference
when the numbers spin round to 2001.

I only need to see the faces ol those
kids light up when I enter the classroom
to understand the potential of computers
and software to influence their learning.
And I hope that in the coming few years
we will learn better how to harness this
technology so that it can be integrated
into classrooms and into lessons, It's one
thing for a parent to buy a program for
the computer at home, when scheduling
isn't so much a problem, when the needs
of achild are clearly defined. It"s another
thing altogether when computers are
seen in school as just another subject to
teach, rather than accepted as a tool Lo
enable learning.

Reviewed This Month

The Amazon Trail, 20th Century
Video Almanac, Amy's Fun-2-3
Adventure!, Slater and Charlie Go
Camping, Sir AddaLot’s Math
Adventure, Mighty Draw, Sticky-
bear’s Early Learning Activities,
A.J.’s World of Discovery, Kid
CAD, EZlLanguage for Windows,
The San Diego Zoo Presents: The
Animals!, Discover Space, Bailey's
Book House, My Own Stories,
Ready, Set, Read, Mayo Clinic’s
Family Health Book, The Deluxe
American Heritage Dictionary, 3rd
Edition, Wayne's World,

From the letters I have received in the
last year, it's evident that many [amilies
Il]ld ll:llChCl'h' have come to the same con-
clusion. And it's evident from their com-
ments that they need a magazine like
Kids & Computers because they simply
can’t [ind enough of the information
they need anywhere else. [ ask that those
writers, and the many others who read
our magazine and look forward to it ar-
riving in their mailbox, remain patient
during this change. I also ask that you
write. Let us know what you need and
what you'd like to see in Kids & Com-
puters. Address your correspondence o
Editor, Kids & Computers, PO. Box 730,
Yorba Linda CA 92686-9963.

We'll be listening. In the meantime. [
wish you a joyous and peaceful Holiday
Season, K&c
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The Amazon Trail

An invitation to the sights and sounds
of the Amazon jungle awaits every child
who savors exploration, discovery and
danger. This educational adventure
game sends Kids into the wilds of South
America, with splendid animation and
authentic native music, Kids see and
hear the mammals, birds, fish, and in-
sects of the rain forest from the relative
safety of their computer canoe. All the
while, they are looking for a medicinal
plant that can save the ancient Incas.

The Amazon Trail

Price: $59.95
In Brief: An interactive science/geogra-
phy/history ~ simulation  centering

around the flora and fauna of the Ama-
zon River basin.

Requirements: IBM or compatible with
1 MB RAM; VGA display; hard disk with
7.5MB free space; mouse; DOS 5.0 or
higher.

Audio Support: Ad Lib, Sound Blaster,
and compatible sound devices.

For ages: 10 to 16

Other Versions: Macintosh ($59.95)

MECC
6160 Summit Drive North
Minneapolis, MN 55430-4003
()6012) 569-1500
Circle Inquiry #180

Pirhana, headhunters, and greedy
Congquistadors stand in the way of suc-
cess. But the oddest and most compel-
ling obstacle is the eerie blue mist that

occasionally descends upon the player

and transports him or her to another time.
In this way, kids are exposed not just to
the geography and ecology of the region,
but to its history as well. They rub el-
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bows with Henry Ford. They contact
Theodore Roosevelt. Historical figures
and events find their way into the game
and into the minds of young players.

Strategy is important, as explorers
must evaluate their progress throughout
the game and make crucial decisions.
Rationing the food to fit the pace is para-
mount to the success of the expedition,
as is navigating the 11 rivers of the Ama-
zon basin. A health meter displays the
fitness of the party. Should sickness be-
fall the expedition, resting a day or so
might be a good idea. Trading with the
local villagers entails making even more
decisions.

The arcade portion of the game occurs
both on land (investigate and survey)
and in the water (navigate and fish).
Each brings with it a real sense ol envi-
ronmental consciousness. On land. play-
ers use a camera instead of a gun to shoot
animals, birds and bugs. The skill and
fun are still high pitched: Kids must ob-
serve with a keen eye and target their
quarry with the camera. When fishing,
players are given the option of releasing
the fish after classifying it. Pictures of
captured land and aquatic specimens are
then referenced in the Amazon Guide-
book and identified. On sound-equipped
compulters, proper pronunciation of the
species can be played. All information
goes into a scrapbook for evaluation at
the end of the game. A shield garnered
with jewels representing the animals and
plants identified attests to the success of
each expedition.

The use of sound and the animated
sequences make severe demands on
computer hardware. Computers  de-
signed for today’s multimedia software
shouldn’t have any trouble running the
game, but older computer models may
suffer from slower performance.

With The Amazon Trail, Kids learn
critical planning skills, gain a sense of
historical development along this impor-
tant river, and have the opportunity to

-

oftwaire Suide

sharpen reference and research skills.
And they get all of this in the form of an
entertaining adventure that’s sure (o
keep their interest.

— Jeff Kingston

20th Century
Video Almanac

Take a compendium ol the most im-
portant and intriguing events of this cen-
tury and present them with more than
100 video clips, 2000 photos, text, music
and narration. What you have is an ex-
cellent introduction to a fine series of

CD-ROM discs.

20th Century Video Almanac

Price: $99.95; entire series of five CD-
ROM discs sells for $199.95

In Brief: A multimedia examination of
the imFortant events and people of the

Twentieth Century — first in a five-disc
sSeries.
Requirements: IBM  compalible

386X or better with TMB RAM; SVGA
display; hard disk.

Audio Support: Pro Audio Spectrum,
Sound Blaster, or compatible devices.

The Software Toolworks
60 Leveroni CL.
Novato, CA 94949
(415) 883-3000
Circle Inquiry #181

In this introductory collection, stu-
dents can tap into this information base
of Twentieth Century history [rom a
timeline, which shows eight pictures of
events as if they were frames on a [ilm
strip. Starting in 1890 with early motion
pictures and the development of the
automobile, the timeline moves forward

Computer Gaming World
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. Fatty Bear and his friends have a lot to do before Kayla wakes up.
. Matilda Rabbit's busy with the cake. Gretchen's working on the
4 decorations. The puppy's getting into mischief, and the garage door
I opener has disappeared.

. Fatty Bear's Birthday Surprise™ is an adventure game designed
' 'especially for children. Children enhance their problem=solving
' skills, while happily exploring Fatty Bear's wotld; the goals even vary
in response to your child's actions.

So, what are you waiting for? Morning's almost here,
and a bear can only do so much alone.

Circle Reader Service #150

Humongous Entertainment™ Creating software that doesn't underestimate your child. Available on Disk or CD-ROM

for Macintosh and IBM PC systems. SRP $49.95 Disk/$54.95 CD-ROM. To purchase, visit your favorite software retailer
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to 1990 and such subjects as the sentenc-
ing of Michael Milken and the decline of
American cities. Along the timeline, it’s
possible to move back and forth, even to
leap to the end or beginning of the time-
line.

Photos are clear and of high quality.
The video clips are equally impressive
and effective. Old film clips look and
sound old, while newer clips show the
advances in audio and video technology.
The major drawback is that the informa-
tion can’t be printed.

The program’s search feature can be
accessed through the Library icon. Kids
or parents can search for a particular
word, view the information by category,
or investigate the subject index.

From Babe Ruth to the Beatles, [rom
Benny Goodman to Thomas Edison,
from Presidents to princesses, this pro-
gram covers them all. It's an excellent
reference for kids and parents alike —
and fun to boot.

— Joel Schwartz, M.D.

Amy’s Fun-2-3 Adventure!

What better way for children to learn
counting and numbers, than assisted by
a lovable puppy? Amy. star of Deva-
soft’s Amy's Fun-2-3 Adventure, leads
kids through four progressively chal-
lenging episodes that help beginners
grasp what numbers are all about.

Younger players will want to start out
in Amy’'s doghouse — literally! After
clicking on any of the numbers above the
doghouse, the child is rewarded with an
animated example of the number. The
program also provides verbal cues, as a
pleasant female voice repeats the num-
ber, and then counts up to it.

Next, kids help Amy check out a
friendly computer named Marty, who
plays a matching game. Marty displays
a random number, and then offers two
sets of objects, one of which adds up to
the number shown. To make a match,
children must recognize the number
Marty has generated, and be able (o
count the objects in the sets. This teaches
comparison skills, as well as number
recognition and counting.

The game also offers a journey to
Cookie Castle, where Amy is helping
with a repair project. Children are
prompted to drop a brick into a num-
bered position, dictated by Amy’s silent
counting on her paws. This is a bit more
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Amy's Fun-2-3 Adventure!

Price: $39.99

In Brief: This engaging early-learning
program teaches counting, number
recognition, and comparison skills.
Requirements: IBM compatible with
640K RAM; VGA display; hard disk.
Audio Support: AdLib, Sound Blaster,
and compatible sound devices.

For Ages: 2to 6

Devasoft
P.O. Box 41250
San Jose, CA 95160
{408) 927-9645
Circle Inquiry #182

challenging than the first two games, as
there are no verbal cues. Kids need to
tally Amy’s count themselves, then lo-
cate the correct number in order to place
the brick.

An additional segment allows kids to
play a variety of familiar children’s
songs on Amy’s xylophone, which has
numbered keys. The notes are cued by
the program; Kids can also play their own
compositions.

The program’s animation runs
smoothly with bright, attractive graphics
and crisp, engaging sound. The manual
is helpful and straightforward, Overall,
Amy’s Fun-2-3 Adventure is well done,
and should appeal to eager young minds.

— Dennis McCauley

Slater and Charlie
Go Camping

Camping trips can supply a family
with anecdotes for a lifetime, But no
matter how exciting that last campout
was, it probably couldn’t hold a candle
to the outrageous adventures of the car-
toon protagonists in this interactive sto-
rybook.

Like most good storybooks, this one is
all fun. There's no pressure on the kids
to learn to count, pronounce carefully
selected diphthongs, oridentify the color
purple. Each passage is read aloud; some
are followed by a brief animated se-
quence.

Once the page has played out, the great
big white hand that signals wair changes
to a big black cursor arrow. That gives
kids a clear indication of when they're
free to mouse around the screen looking
for hot spots. When they [ind one, they’ll
be regaled with another cartoon treat.
These tidbits expand upon the main il-
lustration which, in turn, amplifies the
text. The overall effect is a remarkably
smooth blend of children’s storybooks
with Saturday morning cartoons — and
the kids are in charge of the action.

That action is exactly what we've all
learned to expect from cartoons: an ir-
reverent blend of slapstick, pratfalls, and
cheerfully gratuitous but silly violence.
Slater and Charlie themselves are so
sweet, and their antics so good-natured,
that even the most timid children will
enjoy their adventures without feeling
threatened. And even politically correct
adults will have trouble containing their
laughter.

Stater and Charlie Go Camping is the
sort of program that kids will want to run

«; Elaler helped Charlie srith the lant

Slater and Charlie Go Camping

Price: $49.95

In Brief: A pair of lovable dinosaurs
take children on a hilarious camping
trip in this interactive storybook.
Requirements: IBM or compatible
with 2MB RAM; VGA display; hard disk;
mouse; sound device.

Audio Support: AdLib, Sound Blaster,
Pro Audio Spectrum, Disney Sound
Source, Roland MT-32, and compat-
ible sound devices.

For Ages: 3to 8

Sierra On-Line
P.O. Box 485
Coarsegold, CA 93614
(800) 326-6654
Circle Inquiry #183

over and over again, but for those times
when they can’t use the computer, Sierra
has packaged a working compass and a
genuine picture book version with the
software. Kids won’t have to leave
Slater and Charlie behind — even when
they go camping.

— Virginia Soper

Computer Gaming World



Everyone's favorite little car is back, tuN PACK

and this time he's playing games.

Select from four different skill levels

Practice matching and pattern recognition
Sharpen letter and spelling skills

Develop logic and spatial relationship abilities
i ® Designed for ages 3 - 8 |
2@ e Have a lot of fun!

b

|
e o o

HAnE REER) &

Ay Bl

Whether an advanced
speller, or just learning
the ABC's, this game

has a level for everyone.

Relax and play a game /S48 ' Step right up! Six
of Tic-Tac-Toe. Putt-Putt’s S8 different circus puzzles
a whiz at the hardest level. ~ are just a click away.

2120216 &
&[?121¢ |¥2]0]
021212/ RS )

Create your own >/ King me! Putt-Putt's Practice memory and pattern

pinball machine, and a patient teacher who's recognition skills. Putt-Putt

play away! always ready to play again. provides plenty of support
and encouragement.

Humongous Entertainment™ Creating software that doesn't underestimate your child. Awailable on Disk or CD-ROM
for Macintosh and IBM PC systems. SRP $39.95. To purchase, visit your favorite software retailer or order direct from
¥ Humongous Entertainment, 13110 NE 177th Pl, Box 180, Woodinville, Wa. 98072. (206) 485-1212,
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Sir AddalLot’s Math
Adventure

Under the guise of battling dragons,
this educational game helps students
master number skills and basic math
equations.

Each of the game’s levels displays 16
squares, each with an addition, subtrac-
tion, multiplication, or division problem.
The player must solve the equations Lo
advance inside each of 25 castles to save
them from Scorch, the dragon.

An added incentive is a picturesque
moat, which players create as they suc-
cesslully progress through the levels. At
the end of each level, players select an
item to place in the moat. It can be a fish,
plant, sea creature or treasure, depend-
ing on the level. Animated sequences,
such as swimming fish, enliven the
moat,

Sir AddaLot’s Math Adventure in-
cludes an activity book keyed to the
game Lhat players can use without being
at the computer. The activities include
coloring, word searches and puzzles.
Answers are in the back of the book.

Parents and older children can easily
set up the game using the Options Menu.

Younger players will need assistance.
The Options Menu controls the speed,
sound, high score display and mouse.
Game settings also control the difficulty

Sir AddaLot’s Math Adventure

Price: $19.95

In Brief: A simple math drill program
for basic number skills.
Requirements: IBM compatible (386
or better) with 640K RAM; VGA disBiay;
hard disk with 2.1MB free space; DOS
3.3 or higher.

Audio Support: AdLib, Sound Blaster;
Disney Sound Source; Audio Pro, Ro-
land MT32; and compatible sound de-
vices.

For Ages: Gto 12

Landmark Solutions
P.O. Box 80520
Fort Wayne, IN 46898-0520
(B00) 543-7947
Circle Inquiry #184

level. These range from practice to level
five, the hardest.

While not as glamorous or as techni-
cally stable as some other math pro-
grams, Sir AddaLot’s under-$20 price
tag makes it appealing to parents looking
for a basic math drill program.

— Jack Germain

Mighty Draw

From the time they start teething on
car keys to the day they drive off to
college, kids get a special sense of satis-
faction from mastering adult tools. A
good paint and draw program can put
them in the driver’s seat when it comes
to using the computer. Abracadata has
designed Mighty Draw with the whole
family in mind,

Steady-handed preschoolers can use
the line and sketch tools to scribble in
one color and watch while a second color
fills in the outlines they’ve drawn. Since
choices of colors and line breadth must
be preset from the menu bar at the top of
the screen, they’ll need some help from
their parents. Young kids will also enjoy

How can you
at any momi
the earth just
Pachycephalc

| like the blue ones.




typing with the program’s text feature,
especially in 30 point boldface.
School-age children will enjoy ex-
ploring Mighty Draw’s symbol libraries,
choosing images to embellish their crea-
tions. These older kids can also make
more sophisticated use of the line and

r

Mighty Draw
Price: 549.95
In Brief: A general purpose graphics
and drawing program for kids and
adults.
Requirements: IBM or compatible
with 640K RAM; Hercules mono-
chrome, CGA, EGA or VGA display;
hard disk.
Other Versions: Windows ($59.95);
Macintosh ($49.95)

Abracadala
P.0. Box 2440
Eugene, OR 97402
(503) 342-3030
Circle Inquiry #185

shape tools. They may enjoy making
their own sets of (lash cards for school
and matching games just for fun,

Adolescents should be able to master
all the functions that Mighty Draw can
perform. The scholars among them will
appreciate the professional touch that
pie charts, bar graphs, and column charts
can give their science reports. Come
Valentine's Day, young lovers can turn
the computer into a private printing
press, creating personalized greeting
cards. I they're asked nicely, the teens
might even help Dad lay out those gene-
alogy charts he promised for the family
reunion.

While Mighty Draw is certainly not
ideal for very young children or profes-
sional artists, it’s a good all-purpose art
program that should serve kids for many
years,

— Virginia Soper

Stickybear’s Early
Learning Activities

What do little kids want to be when
they grow up? Bigger kids, ol course.

And what do big kids have that little Kids
covet? An education — believe it or nol.

Stickybear has a new program for
those young learners. In Srickyvbear's
Early Learning Activities, he'll guide
them through a clutch of pre-math and
pre-reading activities that will hone their
cognitive skills. All six games have free
play and directed activities in English
and Spanish. That's 24 ways to learn and
have fun.

For each game, the screen is divided
into two parts. The upper register is a
picture window into Stickybear’s ani-
mated world. The lower third always
displays the buttons that allow the kids
to navigate the game. In the Alphabet
and Counting activities and the free play
mode of the Opposites game, this regis-
ter contains the buttons children use to
indicate their choices. In the Shapes
game, this panel has a shapes scorecard
that shows which shapes have been lo-
cated and which are yet to be found. In
the Colors and Shapes games and the
structured mode of the Opposites activ-
ity. children click on the pictures to
make their choices. At the top of the
screen is a small box kids can select to

two bother with such trivial matters when

nt an asteroid the size of Cleveland could hit
like the one that is said to have eliminated the
saurus species of the late Cretaceous period.

Deep beneath surface pfeasm-es

like t/wrmufng dirt anc eating
paste, in every child there lurks
a desire to ﬂna’ out the ﬁu-:ction
of those vertical h‘ri,p}ates on a
Stegosaurus. That's where
Knowledge Adventure
comes in. With our full-
h /.-ﬂ ike illustrations, and stunning sounds and
music, your child can fmd out how and where dinosaurs

/r'uea;_, ate, fcmg/:f_, and cfisappearcc:{ And it’s available on

es or CD-ROM f::ir the PC or Mac. Your child may fhm’

this so irr.spimh‘oucij that he'll stop ealing

paste. And switch to cafﬁaoi

Knowledge
Adventure”

Far more info call:

(800) 4-MY-DINO

KIDS WILL BE KIDS. YOURS WILL BE THE SMART ONES."
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switch from free play to structured
games and back again.

Stickybear is at his very best in the
Counting activity, during free play. Kids
can choose a number for the program to
count out. Then they can raise or lower
the ante by clicking the up or down but-
tons. Three bunnies can add up to nine
even faster than, well, bunnies. To add
to the fun, there’s no telling which car-
toon Sticky will choose Lo represent the
chosen numeral. Youngsters have an
added incentive to play longer and ex-
plore more numbers, hoping to catch
their favorite characters in action.

Stickybear's Early
Learning Activities

Price: $59.95

In Brief: Very young learners can ex-
plore six pre-math and pre-reading
concepts in either English or Spanish.
Requirements: Macintosh with 2MB
RAM (System 6.0.7) or 4MB RAM (Sys-
temn 7); 256 color display; hard disk.
Audio Support: Optional recording ca-
pability with System 7.

For Ages: 210 6

Optimum Resource
5 Hiltech Lane
Hilton Head Island, SC 29926
(800) 327-8008
Circle Inquiry #186

The weakest game is Opposites, The
concept itself is hard to illustrate, and the
problem is compounded, in free play, by
the mouse. Impatient clickers aren’t go-
ing to appreciate the difference between
go and stop, for instance. And with the
inevitable time lag that occurs while the
computer loads animated scenes, a quick
clicking youngster may end up believing
that a bajo means up high.

Stickybear gives youngsters broad
control over the pace and responsiveness
of the program. The exception is the
choice between English and Spanish.
Mom or dad will have to help out there.
No matter which language the kids are
using, Stickybear's right at home. In the
world of early learning software, it’s dif-
ficult to lind anyone who does it better.

— Virginia Soper
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A.J.’s World of Discovery

Any parent looking for a way to sneak
a lew basic math or reading skills in with
their child’s standard fare of video
games will be pleased to discover A.J.’s
World of Discovery, where candy re-
wards grow on trees and a character
named A.J. provides all the mechanical
guidance most four to seven-year-olds
will need. But don’t wander too far from
the computer, as A.l.'s no substitute for
an observant parent,

The main program consists of ten ac-
livities. two of which are designed to
build early reading skills. The Writing
Game is a simple typing tutorial rein-
forcing spelling and sentence comple-
tion skills, and the Picture-Maker
involves matching words to pictures to
create either a country landscape or a
scene from outer space.

A.J.'s World of Discovery

Price: $49.95; Lesson Disks: $19.95
each

In Brief: An interactive series of game-
oriented exercises designed to build
early math and language skills.
Requirements: IBM compalible with
640K RAM; VGA display; hard disk with
6MB free space; mouse.

Audio Support: AdLib, Pro Audio
Spectrum; Sound Blaster, Sound Blas-
ter Pro, Thunderboard and compatible
sound devices.

For Ages: 4-7

Bright Star/Sierra On-Line
P.O. Box 485
Coarsegold, CA 93614
(800) 326-6654

Circle Inquiry #187

The remaining activities include a
computerized version of Mr. Potato
Head, a racetrack, an electronic coloring
book, a paddle ball game, and a jigsaw
puzzle. There are also examples from
four Math and Language Lesson Disks,
which are sold separately. These addi-
tional Lesson Disks each contain 15 ac-
tivities similar in format to the Writing
Game and the Picture-Maker.

A.J's World can help to build math
and language skills if the child finds the

exercises entertaining. Most of the pro-
gram’s educational content comes on the
Lesson Disks. Parents seeking to help
their kids develop these skills should
choose a Lesson Disk carefully, and plan
on purchasing it soon.

— Tommi A. Troia-Griffin

Kid CAD

Imagine your kids building a house,
castle or fort with electronic building
blocks: decorating it with bubble gum or
ice cream cone wallpaper, supplying fur-
niture and pets (dinosaurs are optional)
— all in three dimensions on the com-
puter screen. Then imagine them demol-
ishing what they’ve built with lasers,
bubbles or lawnmowers. And think ol no
mess or clutter to clean up afterward!

Kid CAD is the real thing, not imagi-
nary. It’s an clectronic building kit with
all the features and capabilities of a real
CAD (computer-aided design) program,
but scaled for kids.

Kid CAD

Price: $49.95

In Brief: A 3-D building kit with grown-
up features and just-for-kids fun.
Requirements: |BM comﬂlatible (386
or better) with 4MB RAM; VGA or
SVGA display; hard disk with 10MB
free space; mouse; Windows 3.1.
Audio Support: Sound Blaster and
compatible sound devices

For Ages: 7 and up

Davidson & Associates
P.O. Box 2961
Torrance, CA 90509
(B00) 545-7677
Circle Inquiry #188

The program opens to an animated
panorama of a farm, town or city setting.
Kids will enjoy clicking on horses that
whinny and windmills that spin, as well
as discovering the many other interac-
tive features of these [irst screens. They
can then choose whether to build in a
city, town or farm. First-time engineers
may want to look at one of the sample
files, which include houses, mazes, ten-

Computer Gaming World



Or a stork

Or stretch your imagination with
PaintPower. This easy-to-use
graphics tool gives you the
versatility and creative latitude
of programs costing 2 or 3
times more.

If you've ever considered
painting or drawing with your
PC, PaintPower is the program
you've been waiting for. It
gives you the power to paint,
color, sketch and trace—adding
textures, shadings, patterns and

other "special effects" previously \:
found only in the most ‘-[
expensive paint programs. §

i | gnda

PaintPower was designed for easy

access by aspiring artists of all ages. It's a
creative playground for the younger set and an electronic
"studio” for the art student or at-home artist.

Learning By Doing

From the moment you install PaintPower, the program's
on-screen Help windows explain every option in clear,
jargon-free language. Right from the start you learn by
doing—choosing and using the many creative tools at your
fingertips.

Start by selecting from a palette of 256 colors. Then

choose a brush tool or line-creating tool from the Tool Bar
and begin freehand painting. As you proceed, the screen
displays your drawing board, painting tools and Color Palette.

Or a stallion

You can modify you work as
you go—manipulating the
image with powerful tools
that let you cut and paste; fill
areas with colors or patterns;
shade and blend; orzoom in
for detailed touch-up. When
you're ready to look at a hard
copy of your work, you can print
it in screen-size, larger or smaller.

One Up On The Cave Man
PaintPower also contains an
extensive library of clip art,
background art, curves, geometric shapes and type styles
for text. You can import images from other programs,
including most popular graphics files (PCX, GIF, TIFP).
And export to other graphics programs, such as our new
PrintPower Pro Plus.

Every artist since the cave man has developed artistic
skills by constantly experimenting. The beauty of
PaintPower is the way it lets you
try different brushstrokes,
colors, shadings and
patterns—until you arrive at your
best creative expression. So
before you know it, you're
painting up a storm.

HI TECH o

EKPRESSIONS Available at your local Software

to order call 1(800) 447 6543 MC/VISA/AMEX
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nis courts, checkerboards and other lay-
outs and creations. Each of the samples
can be modified.

Kids can start their buildings from the
ground up, or chose from a set of ten
prefab structures (houses, mansions,
farm buildings, apartment buildings).
They can select from complete founda-
tions or use building blocks that snap
into place. Windows, doors, yards, and
other objects are available simply by
clicking on the item and dragging it (o
the building site.

Once the outside is built, Kids can
zoom in to work on the interior. The
program supplics a huge variety of
paints, lextures, people, plants and ani-
mals, all geared toward kids. Building
tools allow kids to easily erase, move,
copy, link, unlink, rotate or hide objects
with the simple click of a button. With
the program’s multiview capabilities,
pint-sized engineers can also pan the
entire scene in four different directions,
zoom out, rotate the camera 180 degrees
or tilt the camera to see the design from
a hird’s-eye or ground-level view. These
are all important components in grasp-
ing the concept of spatial relationships,

Kid CAD is a very sophisticated pro-
aram, and demands a lot from the com-
puter. A complex drawing may take a
few minutes to redraw, but it is well
worth the wait. Small changes (like
switching pets from dogs to dinosaurs)
are handled immediately. Davidson has
put a tremendous amount of thought into
designing a product that not only spurs
creativity, but is sophisticated enough to
meet the demands ol budding architects
or engineers.

— Felicia Donovan

EZLanguage for Windows:
Spanish and Japanese

Both parents and kids will have a blast
learning foreign languages with these
programs that will replace those head-
phones and language lab tapes. The pro-
grams do not teach language basics. such
as verb tenses and conjugations. but
rather teach the vocabulary and phrases
necded for travel to foreign countrics.
The EZLanguage series is designed as
multimedia software, but doesn’t require
a CD-ROM drive. Each program will
occupy about 8MB of hard disk space.

The introductory menu screen offers
eight areas of study: Basic Phrases, Ar-
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rival, Eating Out, Shopping, Sightsee-
ing, Hotel, Public Services, and Sports.
Each lesson starts with panels of simple
words, shown with a drawing that sug-
gests the word. The English word is writ-
ten below the picture, the target
language word is above. Either can be
hidden with the click of the mouse.

Click on the picture or the written
words to hear a native speaker pro-
nounce the word. A good strategy for
students is to hide the target language
word, read the English equivalent, then
listen to the native speaker say the word.
Then, display the words in the target
language to complete the learning proc-
€58,

EZLanguage for Windows

Price: $49.95 each

In Brief: This enjoyable multimedia drill
program teaches common Spanish,
French, German, ltalian, Russian, or
Japanese words and phrases. (Each
language sold separately.)
Requirements: IBM compatible with
2MB RAM; VGA display; hard disk;
Windows 3.1 or higher.

Audio  Support: MPC-compliant
sound card required for speech, but is
optional; microphone required for re-
cording responses, also optional.
Other Versions: Windows CD-ROM
— All six languages on a single CD-
ROM disc that sells for $99.95.

Future Trends Software
1508 Osprey Dr., Suite 103
DeSoto, TX 75115
(214) 224-3288
Circle Inquiry #189

After a few eight-word panels comes
a phrase drill, offering typical guidebook
phrases in both languages, The phrases
start with the simple (ves, no, thank you)
and move to the more complex (Do you
lake credit cards?). The native speaker’s
renditions become increasingly impor-
tant in this more taxing territory.

Afler a dozen or more drills, the pro-
aram tests the student on the nouns and
phrases covered in the previous lessons.
The colorful drawings and sounds de-
noting correct and incorrect answers
make the tests [un.

The EZLanguage recording option is
a boon for studying. Using a micro-
phone, the computer records the
learner’s pronunciation of the words and
phrases. Matching the student’s version
with the native speaker's version
quickly reveals differences, allowing the
student to mimic the correct accent.
Kids will enjoy the challenge of re-
membering the words and phrases;
adults will enjoy the useful knowledge
they’re picking up. As long as your fam-
ily is interested only in words and
phrases, and can leave the formal gram-
mar for more structured study, the
EZLanguage series offer a quick path to
a useful vocabulary.
— Richard O. Mann

The San Diego Zoo
Presents: The Animals!

The San Diego Zoo and its companion
facility, the Wild Animal Park, are re-
nowned as one of the world’s finest zoo
complexes. due in part to their innova-
tive ways of displaying and teaching
aboul animals. Now that unique style
combines with computer technology to
produce a multimedia zoo.

The San Diego Zoo Presents:
The Animals!

Price: $99.95

In Brief: A multimedia visit with the
San Diego Zoo's mammals, birds, and
reptiles.

Requirements: IBM compatible with
1MB RAM; VGA display CD-ROM
drive; hard disk with 2MB free space,
MS-DOS 3.3 or higher, MSCDEX 2.1 or
higher.

Audio Support: Sound Blaster, Sound
Blaster Pro, Pro AudioSpectrum, or Ad-
Lib Gold 1000/2000

Other Versions: Windows CD-ROM
(MPC compatibile) — $99 95; Macin-
tosh CD-ROM — $99.9

The Software Toolworks
60 Leveroni Ct.
Novato, CA 94949
(415) 883-3000
Circle Inquiry #190
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Printpower
Pro Plus gives
you more print power
per dollar than any other
graphic design program. It's as
easy to use as it is to afford.

With Printpower Pro Plus, you can tap
into a user-friendly Help system for
step-by-step instructions on every
option. Soon you're designing

and printing graphics like a pro.

(The program supports virtually

any popular b&w or color printer
made.)

Signs, Banners, Cards etc.

Every PC user can find dozens of
creative and practical uses for
Printpower Pro Plus. You'll learn quickly
how to combine graphics, headline,
border and text into an attractive
professional poster up to 3 1/2 x 4 feet.
Signs, banners and invitations are also a
breeze to produce. Calendars-weekly,
monthly or daily-can be customized with
personal dates. Greeting cards can be
designed to include individual names
(and inserted automatically from the
program's Database as they are printed).
You can edit, modify and add to your
work as you go, and save it in the
capacious Memory Manager.

Why Pay More For Less?

New Printpower Pro Plus turns your
computer screen into a versatile drawing
board, where you will soon be matching
the work of a trained graphic

}uny:u[ufutioru Y"‘\ .

designer. Select from 100 prepared
graphics in the program's clip-art
library. Or import your own from
other graphic files (PCX, LBM,
BMP, or GIF). Use your mouse
or arrow keys to "click and drag"
images to the desired size,
shape and position. Then use
“click lines" like a T-square to
align the elements of your
design. When you're shopping
for a graphics program, it's easy to
pay more for less. But if you stop to
compare, you'll get more for less with
Printpower Pro Plus.

......

Available at your local Software Retailer or to H I TECH
order call 1 (800) 447-6543 MCNVISVAMEX EXIPRESSIONS
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Using more than 120 video sequences,
1,300 color photos, two hours of audio,
and more than 1000 written pages, The
Animals  delivers an  encyclopedic
knowledge of the animal kingdom in an
entertaining way. Animal lovers young
and old will visit this virtual zoo over
and over again with delight.

The program begins with an aerial
view of the zoo park. The mouse cursor
highlights program choices, which in-
clude the world’s ten biomes (tundra.
savanna, tropical rain forest, and seven
more) and the specialty areas, which in-
clude the Kids" Corner, Tour Bus, Story
Theater, and others.

Each biome exhibits the animals
found in that environment, including re-
lated special exhibits. Working through
the list of animals invariably leads to
related topics, presentations, and exhib-
its that’ll keep zoo visitors endlessly en-
tertained and enlightened.

Not everything in the zoo is narrated;
only selected special exhibits, movies,
and introductory items are read aloud.
The developers have chosen to include
more animal sounds and movies than
simple expository readings. This deci-
sion allows for more written material.

Special features provide thematic
ways Lo allack the zoo's information.
Kids' Corner, for example, includes a
quick tour of baby animals, an animal
sound quiz, and even a dinosaur exhibil.

The Tour Bus offers nine tours, in-
cluding Animals in Disguise (a series
about protective coloration) and Jaws,
Claws, and Creature Features (a series
about horns, claws, antlers, and other
distinctive animal parts). The Nursery
teaches, with movies and text. about car-
ing for newborn animals in captivity.
Storybook Theater tells detailed true sto-
ries aboul zoo happenings, such as the
birth and nurturing of Gordy the Gorilla.
The Center for Reproduction of Endan-
gered Species shows an extensive series
of exhibits and movies explaining the
Center’s work in preserving near-extinct
species.

A visit to the Library provides lists of
all multimedia elements in the zoo. Pic-
tures, sounds, movies, maps, and so forth
are listed for quick access.

Visitors to the San Diego Zoo and
Wild Animal Park never have enough
lime to experience everything they'd
like to see. This CD-ROM title lets ani-
mal lovers revisit the Zoo time and
again, to explore the far-flung, lesser-
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known corners of the facility—without
getting bitten.

— Richard O. Mann

Discover Space

This computerized astronomy book
and star chart lets kids and their parents
set up star charts, probe the sun or the
planets, retrace the history of space ex-
ploration, view deep sky objects, and fly
along with comets and asteroids. The
program makes good use of graphically
superb animated sequences.

Discover Space

Price: $39.95

In Brief: An animated database of cos-
mological information, with a review of
super power space programs,
Requirements: IBM compatible with
640K RAM; VGA or Super VGA dis-
play; hard disk with 7MB free space.
Audio Support: Sound Blaster and
compalible sound devices.

Broderbund
500 Redwood Blvd.
Novato, CA 94948-6121
(415) 382-4639
Circle Inquiry #191

The best part of Discover Space is the
section on star maps. Kids can examine
the heavens with or without a skyline, set
the horizon with city or country land-
scapes, even adjust sky brightness for
light pollution. Adjustments to the view
helpto find objects and to zoom in or out.
When Kids print star charts, they can add
star names and their choice of constella-
tion outlines or mythological pictures.
The planets are also plotted on the
charts.

The program’s section on planets lets
kids and parents watch any body of our
solar system rotate on its axis. The
mouse can be used to fly over a planetary
map Lo identify features. Vital statistics
and unique features can be examined;
wail until kids start making comparisons
between the planets — the animated as-
tronaut is a treat to watch.

The Sun section also includes some
interesting animation, although the solar
eclipse demonstrator is flawed. During
this review, the moon eclipsed the sun,
then moved off in reverse. Deep Sky
Objects includes photos and text, but
avoids an animated stellar evolution se-
quence. Missing is any discussion of
variable or binary stars, The program’s
asteroid-collision lets kids program the
size and speed of an asteroid, then dis-
plays the collision’s crater over a com-
parably sized city or state.

The program’s remaining sections
consist mostly of photographs and text.
The Space Exploration section covers
almost all planetary probes, even rarely
mentioned ones like the Ranger and Sur-
veyor from the sixties. Soviet, European
and Chinese rockets, probes and manned
space programs are covered, in addition
to America’s program.

Despite some flaws, kids can discover
a great deal about space with Discover
Space. Even when the rest of the pro-
gram loses its glamour, the star charts
will remain useful for years to come.

— Larry Krumenaker

Bailey’s Book House

This entertaining pre-reading program
combines five different activities into an
integrated and charming whole. Every-
thing starts and ends at Bailey's combi-

Bailey's Book House

Price: $64.95

In Brief: An engaging literacy program
for pre-readers.

Requirements: IBM compatible with
640K RAM; EGA or VGA display; hard

. disk; mouse.

Audio Support: AdLib, Sound Blaster,
Disney Sound Source, and compatible
devices

For Ages: 2-6
Other Versions: Macintosh ($64.95)

Edmark
P.O. Box 3218
Redmond, WA 98073-3218
800) 426 - 0856
206) 556 - 8484
Circle Inquiry #192
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Expanding Educational Frontiers
Through Technology

zo-4>0comn

| _____cD-Rom |
LT 11— 3200
All About Science...............305.00

Arihur's Teacher Troubles ......41.00
Audubon’s Mammals............ 35.00
Composer Quest........... -B4.50
Electronic Home Library..........38.50
Family CHOIER -vcocecvsicnrcien 4250
Grollier's Living Encyc..........239.00
Just Grandma and Me vooreeee 33.00

McMillan Dict. for Children......47.00
Mixed Up Mother Goose.........35.00
L TR T S— 13.00
Time Table of Hist/Science ....52.95
Where in the World is CSD ....29,00

| READING |
Mickey's ABC'S .......cocconeccn 21.00
Mickey's Follow the Reader ...30.00
Read-n-Rall ..o 30.00
Reader Rabbit 1. :

Reader Rabbit 2....vvvoevvvecrenn
Reader Rabhit Rdy for Lirs......35.00
Reading Adventures in 0z.......35.00
Ready, Set. Read..... ....3
R 30.00
StickyBear Reading Comp.......20.00
SuperSalvers: Midnight Rese...30.00

NOW A

YOU'VE SEEN'EM IN COMPUTER SH

FutureVision -+

STARRING THE EDUCATIONAL CURRICULUM CONSULTANTS

| _WRITING ____|
Children's Wnt/Pub ..o.ovveeiees 40.00
English Vocabulary 1 0r 2.......32.00

Grammar Gremling .uvvesemeenern30.00
Kid Warks 2 ....ocvceviericrsasnan 35.00
Stickybear Word Scramble......32.00
Storybook Weaver ....ummes 32.00
Writer Rabhit............. 30,00

Writing Made Easy v.....c........32.00
Alphablocks.......o.comvressonenenn32H0
Berenstain Bears: Lm Letters...26.00
SuperSolvers SpellBaund........30.00
Talking Spell it Plus ......ccvees. J0.00
Talking Word Attack Plus.......30.00
Ward Munchers ee.ecoeine 20.00
Zug's Spelling Adventure .......22.50

English/Second Language.......79.00
L1 it i CALL
German
ltalian........
Japanese ..
Latin .........
Russian
Spanish .....

BACK To Youlr

'M onFessaR PWPOWT YoUR ESTEEMED
GUIPE To THE woRrlLP o;r FUTURE VISIOM...
WHERE LEARNING IS MORE EXCITING/
LIKE WITH KIPWORKS 2 , WHICH WILL MAKE
WRITING YolUR PAPEER Faw BY LETNNG Youl
PRAW PICTUBES AND READING YOUE STORY

SO

&
/

/ = Agk for a lree cotalog of our

LoV T —— J2.00
Bmstain Bears: Lmng Essntls...24.00
Castle/lstand of Dr. Brain .......29.00
KT 1 30.00
Discovering America .............28.00
Eagle Eye Mystenes.... 30.00
Easy Stregt.......
Feolluest 1.,

Fatty Bear's B-day Surprise ..30.00
Fatty Bear's Warld Pack ........30.00

Metrgnome Music.....oeeeee 30.00
Mickey's Jigsaw Puzle .........21.00
Mixed Up Mother Goose.........28.00
Mixed Up Fairy Tales ......c.... 29.00
Mosaic Magic

Playroom I
Putt Pitt Joins the Parade......30.00
Putt Putl's Fun Pack. .. vnees 25.00

Scanter's Magic Castle........... 30.00
Secret Island/Or, Quandry ......30.00
SlmAnI

StoryBook Weavnr
T T —
Think Quick ......
Treasure Cove...
TrBEROUSE ..cooovsevsicsvassssissinsens 37 oo

TS
AlgeBlaster 3.......eeveeveesieens A
Algebra il
Berenstain Bears: Counting.....2¢
CalotliiE e e bt
Math and Me
Math Rabbit .0......

MathBlaster Mystery
MathBlaster Plus ...
Math Magic.......
Mathology.........
Millie’s Math House

Operation Neptune.........

Principles of Cale/Stal...........

Treasure Mathstorm.....

Treasure Mountain ..., 3
What's My Angle Geametry ..3(
|______REFERENCE
American Heritage Dicl, ........ 1s
BannerMania ........ooocuwurrsrce e
Elementary Grade Builder ......1¢
3 CTTET T R — 2
Fisher Price Picture Dict........22

Grade Ouick
Hebrew/Greek Bible .............
Junior High Grade Builder.......1C
Key Dictionary ....... el
Mario Teaches Typing.. -
PC Bible Atlas.........
PC Globe 5.0.........
Print Shop Companion
Print Shop Deluxe ... A
Random House Encyclopedia .6
Studyware: ACT, CBEST

GMAT, GRE, LSAT, SAT...31
Test Quick 3
LS Atlas 0 2

ALL PRODUCTS SOLD CARRY MANUFAC

ORDERING

§f * Phone orders accopted M-F from B:00am - 5:00pm PST
f/ = Faxorders accepted 24 hours a day 7 days a week.

sultware selecti

=

= Orders rece
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= S£5.00 shipp

FutureVision - 644 N Santa Cruz Ave « Suite 12 -

Los' Gatos CA 95030

CALL YOUR PERSONAL EDUCATION
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KIDSE,
COUPOTERS

Memoirs is an electronic diary with a twist. Of course, you can
make daily entries into your diary (throw away all those you have
stacked in the closet, and store it on a single disk.) There is also
a Photo Gallery where you can view your favorite pictures, print
the gallery, even store information pertaining to the person or
add a funny caption just below. With Memoirs you can search for
a key word, name or date and print a specific entry or all entries.

Forget about buying a new diary each year, Memoirs stores up to

nation living room, library and work-
room. Kids start by clicking on Bailey,
who is quietly sitting in his favorite chair
reading a book. He introduces himself,
then invites kids to play in his bhook
house.

The program’s typewriter game intro-
duces the keyboard to very young users.
In the divergent (many correcl answers)
mode, a click on any letter will result in
a cute animation. In the convergent
mode, kids must find a particular letter
on the keyboard. Tabitha the giraffe will
help if kids have trouble finding the right
key.

The Edmo & Houdini activity invites
youngsters o play with position words
like in, behind and on. In the Read-A-
Rhyme game, kids get to finish five dif-
ferent Mother Goose rhymes in silly
ways.

There are also lwo printer related ac-
tivities: Kid Cards and Make-A-Story.
Children use Kid Cards to create cards
(what else?); in Make-A-Story, kids can
design a storybook with multiple-choice
endings, using their own illustrations.

Adults can modify the program to suit
individual children. Just about every-
thing can be controlled, from the layout

of the keyboard in the Typewriter game
o the kind of printout Make-A-Story
produces.

Bailey's Book House combines the
best of educational theory with a loving
attention to detail and an engaging pres-
entation. Kids will be completely en-
chanted by the warm voice and attractive
graphics. This one is a real winner.

— Leslie Eiser

My Own Stories

My Own Stories is an excellent way to
motivate reluctant writers or introduce
children to the magic of desktop publish-
ing. It features an extremely easy to use
interface consisting of menus, buttons
and icons. Even children with reading
difficulties can use the program. All the
stories are based on real experiences,
and set in real locales that kids can iden-
lify with.

To make a personal storybook, kids
first create a Title Page, which can con-
tain information like the story title and
author, and be decorated with a colorful
border. Next, kids put together the
pages of the story. Each page can contain

Just text, or an illustration with a few
lines of wriling below.

Creating the illustrations is an espe-
cially motivating experience for chil-
dren. Scenery is made by mixing or
matching background and foreground

o i

o
began lo

h‘h\.ndl!’
‘Game.” ueled the umowe s the 1an

My Own Stories

Price: $49.95

In Brief: Children can create their own
illustrated story books.
Requirements: [BM compatible (386
or better) with 1IMB RAM; VGA display;
hard disk; mouse.

Audio Support: AdLib, Sound Blaster
and compatible sound devices.

For Ages: 8 to 14

Other Versions: Macintosh ($49.95)

MECC
6160 Summit Drive North
Minneapolis, MN 55430-4003
(612) 569-1500
Circle Inquiry #193

' Memoirs for Windows

Mother’s Little Helper

for Windows

An electronic baby book from the time you find out that you're
expecting through age 4. Featuring a 9 month term calendar
which advises you of the trimester, symptoms and even displays
beautiful photos to show you how the baby is developing. In
addition, it also contains a family tree, Nanny Application, Shower
Guest List, Shower Registry, Medical Records for Mom and Baby,
Birth Announcements, Family Photo Album, over 2,000 baby

names and their meanings, plus much much more... Coming

5 years. The whole family can use Memoirs, each person can

enter their information and it will be password protected. Memoirs
graphical no fuss interface makes the program easy and fun to

use,

We're expecting!! Join us in welcoming a new addition to our

family of products.....

Athena Software, Inc.
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986 NE 79th Street  Tele: (305) 861-6356
Miami, Florida 33138 FAX: (305) 758-1803
Edueational (1] Home Entertainment B Productivity Tools

Memoirs: Retail Price:

Circle Reader Service #140

Mother’s Little Helper: Retail Price:
Due Date: June lst, 1993

Microsoft Windows™ 3.1
Compatible Products

Soon, Mother's Little Helper — The School Years.

$34.95
$44.95

Computer Gaming World



Explore the daFihs of Fribbulus Xax

in search of your baby sitterl

The arcade adventure hit of the year!
Aliens Ate My Baby Sitter features
breakthrough graphics technology that
beats anything you've seen beforel

Travel through beautiful, but
dangerous dlien territory, discovering
weird and wonderful new creatures.
Can you solve the puzzles and locate
the freasure that leads to Molly?

Fantastic animation and breathtaking
music make this fun and exciting
adventure the best in its class.

Journey through dangerous, yet
beautiful alien territoryl

IR -

&

4 360° VGA Full Screen Smooth
Scrolling

4 Original Sound Track and Sound
Effects for Sound Blaster & Adlib

4 Multiple Play Levels - Fun for the
Whole Family

4 Arcade Quality Action & Cinematic
Sequences

4 Special Challenges for Advanced
Players

Circle Reader Service #147

T

Discover the secrels of the alien
machinery to oid you in your quest!

ONTerrers

Battle horrible aliens and elude
clever traps on the alien base!

“The best game I've seen on a PC!"
“Amazing graphics...”

“This game is positively addictive!”
“Great puzzles... terrific humor...”

FormGen Corporation P.O. Box 279 North Andover MA USA 01845.0279 (416) 857-4141 (800) 263-2390
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T.SH IRTS scenes. For example, children can choose a highway picture for
the foreground and mountain peaks for the background. The
computer automatically combines the two images to create a
landscape.

Once the scenery has been selected, children can place
objects on top (more than 500 different objects are available in
several categories). Objects can be edited in several ways,
including changing the skin and clothing color on the child and
adult figures. Objects can be resized, flipped horizontally, and
placed on top of each other.

Once the scenery is complete, the writing begins. The lower
portion of the screen can contain several lines of text. Kids can
switch between font styles (o enliven their publishing efforts.
The entire book can be edited by inserting, deleting, copying,
and swapping pages.

An excellent feature of the program provides proper spelling
for each of the objects in the scene. For example, when a child
is writing a story, he or she can select the object and click on a
spell button. The software inserts the name of the object into
the story.

Integrated music and sound capabilities add life to electronic
storybooks. Books can also be published in traditional fashion,
on paper.

My Own Stories is a powerful learning tool allowing children
to write about their own experiences. The illustrations make
wonderful story-starters for reluctant writers, and can help any
youngster with the writing process.

CODE #001 APPLE

Ty 2

CODE #004 NAST

—Gerald Crisci

The “Quotations™ Ready, Set, Read

] J
S Fa 4 . -
W @‘ There once was a princess who turned to her toy chimpanzee
TaN and jack-in-the-box for help in learning to read. Jack and
| A

—
.P ) Bananas succeeded so well that now they're applying for
JJ tutoring work on your

—] e
Jo R home computer. Par-
k(f@ 69 ents might remember
C?:_J *-4_/ the pair’s first effort,
called Alphabet
- Blocks.
CODE #006 QUOT ;
A " In their latest ap-
— —— S S S—— — — —OH;E; -F-;M— — ———— — — pemunce_ )Q(!(f{f‘\", S(‘f’
Read, this whimsical
SiZES CHILD ADULT i s ‘-
cobe Crio Aoot T-SHIRT |  T-SHIAT suB- “““‘l""g_ feali: | pre Ready, Set, Read
[ S M [ L | M L [ XL |ory | s1205EA. | $1495EA. | TOTALS sents six  drill-and- i i 95- iy
$ ::c::: practice exercises that ::11' ;:l;f' B.ananas the chimp and his
Soa lipes sharpen  skills —in | pajJack-in-the-Box coach youngsters
T sound, letter, and [ through six phonics games. |
: scooniti Requirements: [BM compatible
008 QUOT w‘le . I:L{.(.)gn;ll]l)ll. (386SX or better) with 4MB. RAM;
aTY TOTALS HYETAX o Y .';W? pr achicena P 1a- VGHA ﬁlspiay; hard disk; Windows 3.1
PO LN | § betizing and rhyming, OA" dlg Fg- M 3
NAME TOTAL | § : i tase Tas udio Support: Soun aster an
© i dX. ] rl(..k 7 .
ADDRESS POSTAGE & HANDLING 'md lm(‘jh s..yr'll‘ compalible sound devices.
s g% | and Bananas greel For Ages: 4 10 7
g =" 350011057500 25 | kids right at the start, |  Other Versions: Macintosh ($49.95)
PHONE Crver §75.00 .50 . : iz
in a hallway, in front
: r o Brightstar/Sierra On-Line
GHRO Sﬂl:bdd'lat*crmuneyurderiormﬁlomanmuntm of six doors. The as- g SRl
“COMPUTER TOOTER®" Pals, Enst Market St., PO. Box 2030, Hyde Park, N.Y. 12538-2034, .0. Box
Tel. 1-800-368-3646. piring reader chooses Coa{rése )ogiéecgﬁggem
EACH CARTOON CHARAGTER 15 PRINTED IN FULL COLOR. ©1993,Dr.ERL any l|(]0l.', and the Circle Inquiry #194
game begins,
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Children laarn about counting
with 4 different activities.

Children will learn to identify
certain parts of their bodies.

A “multimedia” coloring book.
especially designed for kids,

Kids love to construct and play
their own musical
“Yinatrument.”

Opcode Interactive™
3950 Fabian Way. Suite 100

Palo Alto. CA 94303

ALLIE'S PLAYHOUSE
MAKES LEARNING FUN!

Your Child Will Love Allie's Playhouse.™

Written in conjunction with a t of tors from both
the Montessori and Public School Systems, Allie’s Playhouse
adheres to important early learning curriculum guidelines.
No more of the old computer “blip” sounds and “robot™
voices... Allie"s Playhouse fully utilizes multimedia-rich
voices of actual children as narrators and characters, CD

quality music, singing and more...

Allie's Playhouse

Your child will love to learn and explore with Allie, the cute little alien friend
who serves as the guide to countless hours of valuable educational activities.

Kids learn the alphaber and
spaelling and hear lettors
and words pronounced,

Kida ean play and record their
own music.

Allie’s Playhouse is a comprehensive collection of 16 different
educational activities designed to stimulate young minds, including:

¥iMath/counting ¥i Alphahet /spelling ¥i Anatomy
ﬁTeIIing time ¥ Astronomy ¥YiProblem solving
¥i Geography ¥iMusic and singing ¥i Artand creativity

¥ Perception skills And much, much more. ..

T

Kids learn about continents
and how to identify them.

Mr. Clock and "Digi"” teach
children howvv to tell time

frnall term

« &8

Children learn about animals

To order
visit your
favorite software
dealer or call
Opcode
Interactive

at
415-494-1112

and hear and identify tham.

e, twink-le, lit-e star,
woneder what you are.

16 nursary rhymes for kids to
join in and sing along with.

In the kitehen, kids build sound
and object recognition skills.

Syloon

Our Selas

Kiefs learn about our solar
system and how 1o identify the
planeis.

Multimedia PC
A Windows
CD-ROM
Product
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Each room contains, besides one of the
tutors, a chalkboard, a wall border with
a decorative frieze, game equipment,
and a light switch. Either Jack or Ba-
nanas explains the game, displays the
game pieces, and challenges the children
to click on the appropriate answer.
There’s no fooling around in Banana's
and Jack’s classes. They put their stu-
dents to work immediately, and each
exercise is timed.

Within this framework. the program
offers lavish rewards and encourage-
ment. Each correct answer earns praise
and a banana or jack-in-the-box from the
classroom frieze. Incorrect or slow re-
sponses cause options to disappear, lim-
iting potential mistakes. Jack and
Bananas are as enthusiastic about the
choice of the last remaining option as
they are about the quickest picks. The
only way to miss out on a reward is to
refuse to answer at all. If that happens,

fanfare, a fireworks display. and an invi-
tation to play again. A click on the light
switch sends kids back to the hallway to
choose another game. They can exit by
clicking on the stop sign.

One of the nicest things about this
program is that kids keep most of their
rewards. Once they've earned an icon
from the frieze. it’s theirs to play with at
the click of a mouse. The animation re-
wards respond to the child as well,
changing their shapes and antics at the
child’s whim.

This feature compensates for the pro-
gram’s single-minded focus and the ab-
sence of any free-form discovery
options. Parents, particularly those
whose children have a hearing defi-
ciency, will want to keep the tempo slow
to maximize the amount of time their
children can spend questioning Bananas
and Jack. It is, after all, the program’s

the program moves to the next problem, faultless realism in speech that sets

Ready, Set, Read apart from other early
reading programs.

After each right answer, a cartoon fig-
ure trundles across the screen. Eight
right answers, each accompanied by
praise, popping Jacks, zipping bananas,
and cartoon antics, earns a brass band — Virginia Soper

Not Just Another Roll Of The Dice

HYPER-BACKGAMMON™ is an

exciting, new, fast-paced, CD-ROM game that just
might be the antidote for all those "other" video
games that are turning your kids' brains to mush.
Because, unlike any other game on the market,
HYPER-BACKGAMMON™ was programmed
to calculate over 32 million different playing
scenarios and is accurate to £1%. Not only
does this make your opponent a formidable
=~ three checker backgammon expert, it can
o also teach your kids a thing or two about about
mathematics, probability theory, and risk management!

HYPER-BACKGAMMON™ uses only three playing pieces a side
which makes the game faster, more exciting, and much more fun than original /9,
backgammon. It also makes it a lot easier for kids (and parents!) to understand ~—*
the basic mathematics behind the game, like the probability that double sixes are going to
save them from a crushing defeat, or the odds that doubling the computer will
lead to an unexpected increase in your score. Who knows...this game could
“a. '8 actually help improve your kids' interest in mathematics. Heck, they might
even become a World Backgammon champion.

Available at CompUSA and your local software store, or call 1-310-659-6707.

4 M wE
HYPER-BACKOAMMON © 1992 ARCTO, INC. All nights reserved. Distribured by ROMTIME, a division of ARCTG, INC. HYPER-
BACKGAMMON and ROMTIME are s |Enn atks of ARCTG, INC. All other tademarks are the m aperty of I"WHH‘\[‘( tive companies

System Require
drive that supy
and software, *minimum 640K of RAM with 400K avs |||
or later, *VGA card and VGA color monitor

<DOS 1.1
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Mayo Clinic’s Family
Health Book

The Mayo Clinic Family Health Book
is a multimedia version of the health
reference book of the same name. But
this isn’t merely a book copied to a CD-
ROM disc. The creators spent quite a bit
of time developing the interface, and
bringing the pictures and sounds into a
seamless reference package. Be pre-
pared to devote quite a bit of time to
exploring the nooks and crannies of this
software behemoth.

As acomprehensive medical index for
the general public, parents can use it for
reference, or let their children use the
fantastic anatomy section to learn about
the human body. The program’s anat-
omy section shows a diagram of a per-
son. A “slider” bar allows the user to
“peel away” layers — from the skin, to
the muscles and organs, to the bones. At
any time, point-and-click on a body part
for a detailed description of the part, its
function and its relationship to the body
as a whole.

= Sow boky srrer sy vy S ol syl 8.4 by, il . B}

The Mayo Clinic
Family Health Book

Price: $59.95

In Brief: A multimedia reference to
health and body information, and to first
aid tips.

Requirements: Macintosh with 4MB
RAM; color display; CD-ROM drive;
System 6.0.8 or higher; QuickTime ex-
tensions 1.5 or higher.

Other Versions: Windows CD-ROM
($59.95)

Interactive Ventures
1380 Corporate Center Curve #305
agan, MN 55121
(612) 686-0779
Circle Inquiry #195

Most items in the book feature a writ-
ten entry, as well as some combination
of photographs or drawings, QuickTime
movies and audio. As a bonus for chil-
dren, the computer narrator can read
aloud just about any text, be it a chapter
entry or a picture caption. The narration
is rendered in an easy to understand
computer voice. Audio levels do vary

Computer Gaming World



Take your new CD-ROM drive for an incredible test ride |l
Interactive fiction for the gifted child in us all, with the DictioFedia NinjaNannica, a
National Enquirer for knowledge culled from university libraries, enhanced with video,
music and museum-quality clip art.

Voo,J0 + 8in reqguiree «&@ Witn

lk.on 1l

_siicon ///Alley -

To order, call (415) 921-0409

A

e SN
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Children’s -
Creativity
Software

g

typefaces

Hot Fonts for Cool Kidis!

Kid Pix/Kid Works 2
Enhancers

#

‘ If you like

KID PIX or
KID WORKS 2,

you'll love ‘em with
< KIDART!

For DOS & Mac

:}..

For a free brochure or
ﬁme dealer nearest you,

& Y call:
T [EEIING.
Westfield, New Jersey

1-800-374-2614

(In NJ: 908-233-9155)
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from segment to segment. which can be
slightly irritating.

The program’s Image Index features a
glossary of medical terms, diseases and
parts of the body. Click on a glossary
item — athlete’s foot, heart pacemaker,
vasectomy, for example and you’'ll
clearly see (sometimes grotesque) pic-
tures (or diagrams where appropriate.)
The computer narrator explains what
you're seeing.

The disc also contains a lirst aid refer-
ence; however, don’t count on consult-
ing it in a real emergency. By the time
the program loads, the victim is likely to
he long past the need for first aid.

Installing the Macintosh version, re-
viewed here, is lairly simple. For best
results, copy the main program to your
hard disk. The program requires the
QuickTime extensions. but those utili-
ties are not on the CD-ROM itself. Par-
ents can get the extensions, free, from an
on-line service or from an Apple dealer.

No medical reference is without omis-
sions, including this one. For instance,
although there is information about
AIDS, there isn’t an illustration of HIV,
the AIDS virus. But even if the Image
Index, which contains a wide variety of
obscure and common ailments, is not
complete, the program as a whole is
genuinely uselul for study and reference.

— Kevin Savetz

The Deluxe American
Heritage Dictionary,
3rd Edition

Students—and adults—think that us-
ing dictionaries is a pain. The American
Heritage dictionary on disk relieves the
agony ol searching for that exact entry.
The program is ideal for high school and
college level work. It should be in any-
()l)C‘S C[)I]]I]llll:l' who WI'i[CS l‘upm'ls ar
has to use the English language inten-
sively for work.

This electronic word database, which
includes Roget's Il Thesaurus, makes it
easy to become an expert wordsmith.
The combination is unbeatable. The pro-
gram makes it quick and simple to look
up multiple words, confirm alternate
spellings, read multiple meanings and
find synonyms for each alternative. It
even provides a pronunciation key for
each word.

One very useful feature is WordHun-
ter. It's a reverse dictionary of sorts.

Instead of typing in a word to see ils
meaning, type in a definition to find
words. This 1s a great way to build an
eager student’s vocabulary. By typing in
two related words with parameters like
“and,” “not” or “or,” WordHunter will
find other words that have that meaning.
For example. entering trip OR tour will
produce junket.

fhe Eon Pyes jpy

B

-
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The Deluxe American Heritage
Dictionary, 3rd Edition

Price: $129

In Brief: This on-line reference tool has
more than 200,000 words and a peppy
search engine for alternative spellings,
synonyms and definitions.
Requirements: IBM or compatible
with 4MB RAM; EGA or VGA display;
15MB hard disk space; Windows 3.1 or
higher

Other Versions: A smaller Standard
Edition requires 6MB of hard disk
space. It sells for $59.95.

Star Press/WordStar International
201 Alameda del Prado
P.O. Box 6113
Novato, CA 94948
(800) 227-5609; (415) 382-8000
Circle Inquiry #196

Several other features give this pro-
gram advantages over the print edition.
One is abbreviations. Type in. for exam-
ple, CPU to find its relationship to a
computer. The biographical and geo-
graphical dictionaries are also fantastic
sources. Students just type in a historical
name or place to get an identification.
Curious highschoolers can type in a col-
lege name to get its location. Wild card
searches let students and parents use a
question mark or asterisk [or unknown
letters — the program will compile a list
of possible words.

Like the excellent print edition, the
compuler version includes details about
a word’s Indo-European roots. The De-
luxe Edition also has information on
word etymologies. usage notes, regional
notes, world history and antonyms. The
last word on this dictionary: an excellent
resource for the entire family.

— Jack Germain

Computer Gaming World
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Repeal the law of gravity! Create your own music video!
Search for the treasures of the Smithsonian Museums!...

Welcome 1o the Binary Zoo. The Binary Zoo lives in

-
o
]
-
=

rhythm and sound. Kids can assemble their own band
and make a music video,

Mystery at the Museums brings home the excitement

every child's imagination. Everyone who dreams about
new ideas, who loves to explore and discover, has a home in the
Binary Zoo. It's a place to play, learn and just have fun.

The Binary Zoo gives kids innovative 10ols to explore and expand
their horizons:

Wild Science Arcade is a fascinating program of scientific explo-
ration. While playing a challenging arcade game, kids gain hands-on
experience with gravity, mass, friction and other scientific phenomen:.
Rock and Bach Studio lets children of all ages learn about music.
Kids compose songs, discover music history and explore harmony,

Circle Reader Service #141

and discovery of the Smithsonian Muscums, while
encouraging problem solving and creative thinking. Over 16 games,
puzzles and activities cover a wide variety of topics including ant, his-
tory, astronomy and much more,
The best way 1o experience the power of our software is to watch
children as they explore and discover with the Binary Zoo - you'll
see the magic of learning in action.

; . Distributed by
Available now for IBM" and 100% compatibles.
Binary Zoo  518-298-2740

&
Box 3210 Champlain NY 12919-3210 Broderbund-

©1993 Binary Zoo Softwara Ine. All ights reservod. All copynghts and trademarks are the progerny of them res

oIporations.
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Wayne’s World

This is one of the most educationally
sound, creatively designed computer
programs ever The TV
comedy sketch spawned the movie,
which in turn has spawned this computer
game for dichard Wayne and Garth fans.
True to the sketch and the movie, the
game is an unpredictable odyssey that
doesn’t seem to have any rules,

What passes for a plot concerns the
mayor, who is cutting funds for Commu-
nity Access Television. [f Wayne
doesn’t get $50,000 in private donations
in three days, his zany TV world will go
off the air forever. Players must help the
duo save their show.,

Wayne's World resembles an interac-
tive video arcade. The screens are rec-
reations of scenes from the movie.
Players watch a series of comments and
retorts from Wayne and Garth that are
spelled out on the screen, To advance to
a new panel, players must select the cor-
rect response.

The game increases in intensity as
players solve bits and pieces of the puz-
zle and wind up in more elaborate
mazes. Game sessions can be saved and

Wayne's World

Price: $49.95

In Brief: More of a novelty than a crea-
tive adventure game.

Requirements: IBM compatible with
640KB RAM; VGA display; hard disk
with 6MB free space.

Audio Support: Ad Lib, Roland LAPC-
1! Sound Blaster, and compatible de-
vices.

Capstone
7200 Corporate Center Dr.
Suite 500
Miami, FL 33126
(800-468-7226); (305) 531-5300
Circle Inquiry #197

reloaded. There is no quick solution, and
very little help.

For an introduction to computer ad-
venture games, there are more compel-
ling programs available. Adventure
games can be educational, as they draw
on creative prablem solving techniques.

And they can be creative, taking players
on [lights of fancy. But while some
Wayne and Garth fans will find Wayne's
World truly excellent, the rest of us will
think it's bogus.

— Jack Germain

Autoworks

Autoworks is a great way for mechani-
cally inclined kids to explore the auto-
motive world without rolling up their
sleeves and getting their hands covered
with grime. The program isn’t limited to
kids—puarents can also learn about the
inner workings of the family car, too.
And it’s much easier than reading tech-
nical manuals. But, like driving, once
kids get past the basics they will want
something more

Autoworks is an interactive informa-
tion system that uses text and pictures.
Users work at their own pace. They start
with a full view of an automobile and
work their through its major systems.
The program doesn’t insist on a set se-
quence. Users can start with any part of
the car and move (o another as interests
direct.

Drnv's

EARLY CHILOHOOD MATH
Alphabiet Blocks (Win) Algeblaster Plus
. wichma and Me CD-HOM 1% | e of [ Fll 1n
1 i [J\ ik W

Adventure!

": W ) :
For IBM/MS-DOS or AMIGA BT oins Batnks
i 1hbit 1 47 GEDGRAPHY
"()utslanding.,." Aes Id,’ For Lotters i Autol |'I]J U .
¥ e il
-Aﬂl !gﬂ I‘V{).”f{! HTHHS:E:J ’y 0} |J:d ek T
iz I Reading Adventures In Oz a7 . ]

Word Attack Plus

Fantastic graphics, anima-
tion, and sound effects
insure your child* will have
a Fun-2-3 time! *Ages 2-6

GENEM[ LEARNING

Teachsr Troubile

Fo REIEN LINEUJ\I]E

French
tl P A

Only $39.95

+$2.95 S&H. (Outside U.S. $5.00)

CA residents please add sales tax.

Please specily IBM or Amiga version.
Send check or money order to:

(v Melissa absolutely loves |
the game and plays it as oficn
as she can. The improvement
in her recognition of numbers ‘
has been excellent." LTI MBI SAT
-Ross & Leslie Kestin, C'Aj for IBM G PC's W Call For Titlea Not Liated!

Word Attack Plus
Word Attack Flus HU Gon ] !
iy at the Musoum
m cpon Trail Dlx
Space Adventung
Time Riders in American Hist

CREATIVITY

a\-lr;uln

Devasoft
P.0O. Box 41250
San Jose, CA 95160
(408)927-9645 (r"My 3 year old loves it!" -
IBM version requires VGA card, 286

-Arthur Asin, N.J.
or better, 640K, high denSlg disk ~— -
drive. Amiga requires 1 MBram.  Amy's Play-B-C Time is coming soon!

Try it for 30 days. Your money back if not satisfied!
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Saﬂwum and |

New Allitude B 1407 Foolhill Blvd., Suite 236 B LaVerne, Califormia 91750

800/896-KID$

(800 /896-5437) MON-FRI, 9-5 PDT
24 Hour Fax; 909/392-4596
Customer Service: 909/392-4595

W MCiVisa. Money Order, Personal Check DK
W Shi g & Handling: 55 frst order. 51 aach
0

W Al sales final,
W Contast manufaciurer for defective producl.

Circle Reader Service #143 Circle Reader Service #157 Computer Gaming World



Can you think of a software that is loads of fun, encourages creativity and
produces a useful print-out? Probably not. However, this description does apply
to a new program called CartoonMania.

CartoonMania is an easy to use software that lets you design and write your
own cartoons. It contains a gallery of over 200 pieces of clip art from which you
can choose sceneries, props and characters. The special graphics feature of

CartoonMania enables the characters to change facial expression and body posture.

To add a dimensional look to your scene, arrange and re-size the characters and
props. Finish off your piece of work by writing your own dialogue. This program
allows you to print your art work or save it as a TIFF, BMP or PCX file.

CartoonMania offers an endless source of entertainment by stimulating the
creative side of both children and adults. Younger kids get a kick out of arranging
and coloring their art work, making their own story or coloring book. Teenagers
and adults will enjoy designing unique letters, greetings, invitations and posters.

CartoonMania requires a PC with DOS 3.0 or
higher, VGA or EGA monitor, and a hard disk. The
suggested retail price is only $39.95. Registered users
will have the opportunity to purchase additional clip
art at extremely reasonable price.

Visit your local software dealer today or
call (904) 483-2934 and mention CODE 20
to receive a special discount.

12505 Pine Glen Dri
JBmmaSoﬂ ;eesburg'?%L 32751';9

Sereens taken from a VGA Soft and C: A are trademarks of I Soft
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"Our 8th grade students tﬁor%ﬁfy
%y‘ayed' worﬁinfg with CartoonMania.
ey were able to express their
creativity with this Software. I am
impressed with the straightforward
apiproach of th iéyrogmvg} it's ease of
application, and the finished product."
Gary Nicholson, Principal
Tavares Middle Schoo
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Shareware
for Kids!

Call today for our FREE
colorful & animated disk
catalog containing over
800 IBM compatible
programs JUST FOR KIDS!

| Or ask for our sample pack
|  Send $6.00 for an HD
5.25 or 3.5 floppy filled
with shareware for ages 3-14
AND a copy of our catalog!

Familyware
PO Box 82747
Tampa, FL 33612

1-800-827-KIDS
1-813-933-6625

L
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Trick Your Kid Into Leaming Math!

Adventure LearningWare™

presents

Treasure Hunt Math

“Treasure Hunt Math is a good example of how
cducational software can be downright fun for kids."”
—Shareware Magazine.

“This is a great game, my 6-year old can multiply,
level 2; my 9-year old will actually sit
and do fractions!" —J. Stevenson, MD.

~ includes MathTris™, the addictive,
_,i 0 falling-blocks style math gamel!
Perfect for your kid; makes a thoughtful gift too.
=0 #Non-stop action game featuring colorful,
animated graphics and sound presents
(&M elementary math for grades [ through 6.
__/;g,\:{, «(Over 1000 math facts covering addition,
BT )%, subtraction, multiplication, division,
=" decimals and percents.
/ { o~ *Record keeping to track the student's
/) progress and identify weak areas.
j:gj' “— A math problem editor to customize or add
A7 1o the existing problems; this is a program
\ S A your child won't outgrow.
=1 <> #High score list and printing of centificates.
+ #Schoal lab packs & site licenses available.

a —

Requires IBM® PC or compatible with EGA or VGA graphics.
SM Suggested List Price, Now, through this direct offer:

Only $19.95 + $2.95 postage
(California residents add $1.65 sales tax)
5-user lab pack $139<05, Only $79.95
Order with Visa/ MC: (800) 829-5519, 7 days a week.
Fax (408) 224-4455. Inquiries (408) 224-5519.
Or, send check or money order to; Adventure Leaming Ware
5667 Snell Ave. #236 = San Jose, CA 95123

oney back guarante

faction or your money back.
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KIDSE
Qi

The screen is divided into four main
parts. A picture shows the selected sys-
tem. As each part’s name in a list on the
right side of the screen is clicked. a line
jumps to show that part on the picture.

A row ol menu options sits atop the
screen. Each menu item offers further
choices. Under this menu row is another
row of icon buttons. Each button selects
another mechanical system.

Autoworks: Key to the
Mechanical Mystery

Price: $69.95

In Brief: Explore the world under the
hood without gefting your hands
greasy.

Requirements: IBM and compatlibles
wi!t 640KRAM; VGA display; hard
disk.

Software Marketing
9830 South 51st Street
Building A-131
Phoenix, Arizona 85044
(602) B93-3377
Circle Inquiry #198

The program shows ecach automotive
system in a dual view: profile and over-
head. This makes it easier to view the
car’s working parts in perspective. A
zoom-in button enlarges the picture. As
the user moves the cursor across the
picture, the name of the automotive part
beneath the cursor appears at the bottom
of the screen.

Some of the menu items provide brief
historical glimpses of the automotive in-
dustry. Other options provide animated
sequences of the car’s working parts and
a game module—essentially a quiz.

The testing portion of Antoworks is the
most educationally useful, as it rein-
forces knowledge of car parts. However,
the quiz game is limited to testing mem-
ory—not very challenging. All things
considered, Awtoworks is a well-de-
signed program that does what it sets out
to do. Tt won’t turn kids into backyard
mechanics or explain the rules of the
road. Those limilations give it a poten-
tially short life span.

— Jack Germain

Lunar Command

The moon is a harsh place. There’s no
atmosphere, no water. Harmful solar and
cosmic radiation constantly zaps the sur-
face. Temperature goes from above boil-
ing for two weeks to hundreds of degrees
below zero for two more,

But, then again, there’s no place like
home. Lunar Command is a computer
simulation that allows kids to manage a
lunar colony, What they don’t bring to
the moon, they have to make.

As base commander of this colony, the
player decides what kinds of buildings
are needed and how many. What labs are
needed for scientific research? What
about manufacturing plants? What aboul
the fuel to power the buildings and the
staff to run them? Where will those peo-
ple live? They can’t exactly park an RV
on the lunar plains.

Lunar Command

Price: $59.95

In Brief: Manage a lunar colony in this
colorful simulation.

Requirements: IBM compatible 386 or
better with 2MB RAM; VGA display;
hard disk.

Audio Support: Sound Blaster or
compatible

Mallard Software
3207 Justin Road
Flower Mound, TX 75028
PHONE TK
Circle Inquiry #199

Kids can build houses easily enough.
But what about food? Tt costs money to
import food—about $3000 a pound. It
takes money and time to build a green-
house and grow food. Greenhouses need
water. A player can get that from a min-
ing or manufacturing operation. But that
needs more power. Tradeoffs and plan-
ning are the key to maintaining a lunar
colony—strategic and creative thinking
combined with careful management.

In Lunar Command, kids have to
weigh the checks and balances of man-
agemenl. Players have 10 years of fund-
ing to find the right combination of
buildings, cut expenses, and increase

Comyputer Gaming World



Help Kids Key Into Compuiters.

The Computer Learning Foundation.®

Kids are the key to America’s future,

And computers are the tools of their
times. By the year 2010, virtually every job
in America will require some usc of tech-
nology. That means we must prepare all of
our youth today to take on technology to-
Morrow,

Computers benefit children today.

Computers can enhance children’s
learning and unlock their creativity. They
can help children be more productive and
develop better communication skills.
Computers make learning come alive and
create learning experiences that weren't
possible before. Plus, children love using
computers, so children maintain a positive
attitude toward learning.

We're here to help you.

The Computer Learning Foundation is
here to help parents and educators

The Computer Learning Foundation is
an international non-profit foundation tak-
ing the lead in computer literacy efforts.
We are here to help parents and educators
with the information and resources they
need to help our children.

We have involved millions in discover-
ing the benefits of technology. Our lesson
plan and resource guides help parents and
educators use technology with children.
Our Computer Learning Month” each Oc-
loberis afocus for thousands of community
and school programs. And we award thou-
sands of dollars in technology products
cach year in our Computer Learning Month
contests.

The Computer Learning Foundation is
helping schools obtain more computers,

Inournew ComputerLearning Dollars™
program, schools” can earn free computers,
software and other technology products by
saving Tetra Pak Tetra Brik® aseptic symbols
from fruit, juice, milk and other non-car-
bonated drink boxes and by saving receipts
from North Carolina Office Depot stores.

Write to us today.
We're here to help you.
Help kids key into computers.
You Won't Believe What You'll Achieve!

For more information, write to:

CONFPRTER
LELRNING

Y Computer Learning Foundation

P.O. Box 60007, Dept KC
Palo Alto, CA 94306-0007

* Available only in Massachusetts, New Jersey and North Carolina during the 1993-1994 school year.

Corporate Partners:
Tetra Pak Inc.

Corporate Associate: IBM/EduQuest™

Sega Youth Foundation

Office Depot, Inc.

The Computer Learning Foundation® is a non-profit educational foundation funded by corporations.

Principal Sponsors:
Kids & Computers
Microsoft Corporation
T.H.E. Journal
MAC Home Journal

Teaching K-8
Curriculum Product News
Media & Methods
Technology & Learning




revenues from lunar products and tour-
ism. Lunar citizens can die from mis-
takes. After 10 years, the money
stops—the colony can only survive ifit’s
sell-sufficient.

But managing a static colony isn’t the
real challenge. Dealing with the unex-
pected is. A lunar lander crashes. A me-

Environmental
Computer Game

In Recyclemania you balance between
use and nbuse. Action varics with your

habits, easy to difficult, Send $19. 95 to:
Handyman Computing-K3, Box 91521,
Portland, OR 97291. EGA/VGA PCs.

(bt

This easy-to-use
computer graphics program
provides drawing and painting

fun for all ages!  WINDOWS.. 55995
- DOS..oenenns 995

800-451-4871 MAC........ $49.95
Ishipping extra)

crrs - R5Abracadata
i-‘R-l:[:‘ iy Solca of plan anaking softwarne

catalog! SINCE 1965

luiches

Play and Learn

with a talking, dancing dinosaur
named Daniel.

dlers,

! !I | tod
t materia al
\ear f‘ma w ngon children learn,

B_J\ﬂﬂ

CALL +503:645-6760

=
: AO&W"&I‘C 5:!:‘:;‘;.‘:;" - Linited

PO. Box 91370, Portiand, Oregon  US.A. 97291-1370

PROMOTING SCHOOL READINESS
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teor hits a power plant. A labor strike is
called. The program provides all the in-
formation needed to make decisions.

Data regarding market conditions,
power use and generation,  heat,

budget—all are available in graph or
table form whenever needed. But the
software can’t call the shots—that’s up
Lo the player.

A short, direct user’s manual is com-
plimented by a decent 8(0-page space
novella. The story lets players see how
things can be done. or ought to be
done—or how things should not be
done. The story is so good one wishes it
were longer.

Lunar Conmimand is suited for Kids in
middle school and older. And though it’s
asimulation now, there may come a time
when kids will need these skills for real.
In the meantime, creative thinking and
strategic planning are always in demand.

So are worthwhile computer games.
This is one.
— Larry Krumenaker

Ready for Letters

Make learning letters a fun and mean-
ingful experience for pre-readers and
first-time computer users with this early-
learning program. Ready for Letters [ol-
lows the popular Reader Rabbit to his
erandparents’ cottage, where Kids join in
six enlertaining activities that have been
carefully constructed to develop critical
pre-reading skills.

The program provides a delightful en-
vironment with all the intriguing ele-
ments for learning and exploration.
There are many wonderful surprises
waiting to be unveiled. Clicking the
mouse on anything and everything guar-
antees success. The player is enticed to
explore freely, while learning to identify
objects, letters and shapes by sorting
through or investigating their similari-
ties and differences with respect to color,
pattern, and size.

At the Hoppy Hollow pond, for exam-
ple. children can prompt the animated
animals to pop out of hiding and play
musical instruments (this element is
comparable to a game of hide and seek,
a favorite ol this age group).

Inside the cottage are five rooms. The
kitchen and the workshop engage the
player in goal-oriented tasks. The child
can help grandma find the ingredients
necessary to prepare a delicious snack or

Reader Rabbit's Ready for Letters

Price: $49.95

In Brief: A delightful program that
teaches pre-schoolers to identify ob-
jects, letters and shapes, early lan-
guage skills, and other concepts.
Requirements: IBM compatible with
640K RAM; VGA display; hard disk.
Audio Support: AdLib and Sound
Blaster compatible sound devices.

For Ages: 2to 5

The Learning Company
6493 Kaiser Dr.
Fremont, CA 94555
(800) 852-2255
Circle Inquiry #200

work at grandpa’s workshop matching
shapes and colors. The bedroom engages
the player in a more self-directed goal.
The youngster can decorate the room
with different combination of colors,
patterns and designs. In the bathroom
and the picture parlor, the player is ex-
posed to letters and simple words that
communicate abstract relationships and
comparative terms, such as more, less,
between, and beside.

Readly for Letters is even more fun and
effective when played on a computer
equipped with an audio card. The sound
effects and narration exercise the child’s
listening comprehension. Parents inter-
ested in helping their kids develop early
language skills should hop right out to
pick this one up.

— Jasmin Toroussian

Happy Holidays

Corel

Dhavied Reoss/é

Computer Gaming World
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Amazing Universe-CDR $49.95 : a 5
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BIOLOGY I Word Attack Pius! 9+ 29.95
GENERAL I HISTORY I
Space Adventure $49.95
Animals in Motion-CDR 39.95
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Biolo 24.95 | Career Opportunities-CDR $34.95 [ Atlas US Presidents-CDR $24.95
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German-Berlitz-C 119.95 | Metrognomes {Musicg’ 4-7 29.95 SA War:Civil War-CDR 12+ 51.95
Italian-Berlitz-CDR 119,95 | Monarch Notes-CDR 61.95
( 3 i Mozart-CDR 29.95 GEOGRAPHY
gliy W}’tang Eermﬁ?C%DRR %ggg Musical Instruments-CDR 54.95
AL v ang Wl 5995 | MM Beethoven-CDR 54.95
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vgmd Attach Plus-Spanish 29'95 | Rock & Bash 7-14 34,95 | Crmn San Diego:Ameri Past 11+ 34,95
i Sopeni . Rodney’s Funscreen |2--5 29.95 Ermn gan Biego:\é\g)/(!%{)lg 10+ 21;35
Scooter’'s Magic Castle 5-8 31.95 rmn San Diego: x 9+ .95
LANGUAGE ARTS Shakespeare fllus Works COR 29,95 | PC Globe 5.0 12+ 41.93
Thinking Games 2-8 14.95 [ PCUSA 2.0 12+ 32.95
World Vista-CDR 10+ 47.95
Aesop’s Fables-CDR 10+ $32.95
Annabels Dream-CDR 11+ 59.95 ELEMENTARY MATH
Berenstn Bears-Letters 3-7 24.95 é REFERENCE WORKS
S e
6 VYOIRS = 2= 22 | Berenstn Bears-Count 4-7 $19.95 | ¢ e E :
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E ayd\nyan EEnt SI-CDR 2392 | Market Place 8-14 15.95 | Encarta MM Ericyco-CDR 244,95
sed i NRRgb' 1']235 Z;i'g'i Mental Math Games 6-12 35.95 | Macmillan’s Child. Dict-CDR ~31.95
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Netl Harvis is a former editor of the in-house
magazine, Awari Explorer. Tn this article, he
takes CGNW readers back to the days when Atari
ruled the coin-op world via Microsoft’s latest
package of entertainment titles.

icrasoft Arcade is quite a trip down
memory Microsoft  has
turned five classic Acari quarter-
suckers from days of arcades past into amaz-
ingly faithful Windows renditions. Missile
Command, Asteroids, Centipede, Tempest and
Battlezone ingested billions of quarters in
their heyday, and it’s hard to imagine thatany
gamer over 23 years old doesn’t remember at

lanec.

lcast one of these games fondly.

Memories can be deceiving, though. There
is nothing inherently wrong with these
games, taken in context. Unforcunately, their
context is 1980, not today, and the accurate
port from arcades of yore onto my modern
Windows system lefr me {'L'cling displaced in
rime. To a great extent, these games have been
made obsolete by technology. Yet, as one of
the CGW editors said, playing them roday is
like watching reruns of your favorite old sit-

Missile Command: Nuclear holocaust for the entire family.
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by Neil Harris

coms on Nickelodeon: they may be corny and
technologically inferior, but they also have a
Sﬂl"ﬂ{’\\'h.’]f [Yt'r\'t'l'.‘ii' PI('LISIIFC o Oﬂ"C!‘.

For this reason, the package will sell like
mad. [ am convinced thar there is
a huge audience of players for these
games, just like there was for the
series of Microsofi Entertainment
Packsthat preceded chem, 1t's hard
to imagine, though, that the read-
ers of CGWare the intended audi-
ence. We mighr be altogether too
jaded to appreciate the experience.

And Battlezone Begat
Spectre...

Battlezone was my personal fa-
vorite in this batch. It was one of
the great vector graphic arcade ma-
chines, with wire-frame ranks and
UFOs rendered in bright mono-
chrome. It was the first game |
fired up in this package. Yes, it certainly is
Battlezone. The sound effects, the play action,
everything is nearly identical to my memories
of the original. It's possible to quibble thatic’s
a l'ﬁt hi“'df[' il'l r!'ll.". C()I’TIPI[N.'I' Vver-
sion to avoid oncoming missiles,
but that could be a mistake in my
recollections and not a design mis-
cue.

The thing is, it’s been done bet-
ter since. You would ex

digital stereo sound and
super  VGA gl':\p]'lics‘
simulating vector graph-
ics and one channel sound
is a bit strange. People
who like this kind of game
have no doubt gr;uluam:d
to games like Spectre by
now.

If It Moves, Kill It
Tempest was the hardest game in the pack
to get used to. The original arcade machines
used a controller that included a round knob

1 CECI00

Asteroids: That graphic and sound extravaganza.

that spun freely, allowing the player o posi-
tion shots around the perimerer of the sereen.
Microsoft’s designers use the mouse to simu-
late this. Moving the mouse side to side posi-
rions shots clockwise or counterclockwise
around the playing field. 1 found a trackball
to make this a bit casier, and eventually I had
berrer luck with the computer version.
Missile Command is the game that holds up
the best our of the barch. It adaprs narurally
to mouse or rrackball control. Three keys on

pect that, In these days of
high-speed 4865 with M OSOﬂ Arcade

Microsolt Arcade
$39.95

IBM with Windows 3.1
R6SK-20MHz2 or hetter,
2MB RAM, VGA graphics,
IMOLsEe

None

Dima Paviovshy
Microson Corporation
Redmond, CA

(B0} 4 20649400

PROTECTION:
IDEVELCIPER:
PLBLISHER:
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‘Experience the chilling reality:
of 22nd century Earth

Ry @ﬁ‘ ﬂ?ﬁ“‘*ﬂﬂﬂ years «.'a‘go; 3 technologmaﬂy advanced race caf!ed
=ioeh ee*-ma'ed fhagawfaxy, Then th&y‘ vaaished Mo

Battle murderous robots, car-
nivorous dinosaurs and spear-
carrymg humanoids

Rescue a prospector marooned
in a robot-controlled Heechee
Starshlp

Meet the Heechee face to face.
Hold conversations via new
_intelligent dialogue system,
operate alien technology, pﬂot
a starsfup'

_PO.Box 10810 14200 Park Meadow Drive.
Chantilly, VA 22021

| Cross t.‘m event. hunzan e
explore the Heechee pfanets- ;

" hidden'in the Core of 4 mas-
sive black hole

Distributad by Accolade, Inc.
To.order, visit your local retailer or call 1-300 -245-7744
/1993, Legend Entertainment Company. Gateway Il HOMEWORLD is a
tradama;h ‘of Legend Entertainment Bnmpany ALL RIGHTS RESERVED.
¢ Actl.uﬂ VGA graphics shown._ v
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the keyboard replace the firing buttons for the
three bases. I've seen a number of shareware
knockofts of this game over the years, but this
adaprarion works considerably better.

What Happened to the Dinosaurs?

Asteroids is the oldest arcade game in this
batch, and it shows. There is not much to it.
The strategy for racking up points is to shoor
all the asteroids until there is only one small
fragment remaining, then avoid while
I'his makes for a
high scoring bur ultimarely dull game. Ourtof

shooting the flying saucers.

all the games in the pack, this one held the
least play value. Perhaps there is a reason why
the dinosaurs died our.
Finally, there is Centipede. |
good at this game. Perhaps it’s because [ never
properly studied

WS never very

Most of the very best
game strategy tips back in those days came
from a rypical arcade denizen, ten years old
or so, with very short nerve pathways which

yielded blindingly fast reflexes. (Surely the

lietlle punks couldn’s have any other advan-
rages.) With Centipede, |
thing that worlked,

never found any-

Tempest: One of Shakespeare's classic designs.

= Micrasoft Excel - AMORTIZEXLS

Help for the Hopeless

Microsolt's lelp” for
Windows came to the rescue.

mularing the lost lore of those same

system
Accu-

ten-year-olds (doubtless now slaving
away on a campus in Redmond,
WA), there is much game straregy
wisdom available for the touch of a
funcrion key. Reading through the
help file for this game resulted i

i!'l:ll'kcr;“_\' iI'npl'U\'i'li SCOres.

After discovering this mother lode,
it hecame clear thar this is a major
feature for this game pack. All the
games are loaded with tips thar reveal
the most important racrics for cach.

Another nice rouch is the “boss
," which minimizes the game by

simply hitting escape—

key
although ex-
plaining why that spreadsheer was
generating all those strange noises is
an exercise left for the player (maybe
it was the musical spreadsheet in-
vented by a character in a [)m:g];m
Adams’ novel?). All the games offer
the player a number of customizing
options. Adjust the num-
ber of lives, remove dis-
plays that slow down cach
game, and speed up or
slow down play according
1O LASIC.

these arcade chestnuts is nearly
flawless. They play with the right
speed even running inside Win-
dows, although it’s a bir preicr
playing without them. The design
work in '.1L|:1p[ing the 01‘ig‘in'.|| con-
trollers to the mouse and keyboard
is well-considered.

Software for the Nineties?

After taking a good look at all

=| flle Edit Formula  Formal  Data  Optiens  Macro !ﬂndw Help
= 33
Missile Command

Qptiana  Help

five I wondered if this
wasn't just a generation gap issuc.

ZAImes,

IIT“ H| II’.H E_"l'd}'l’l' now fh[]l'l I Was
when these games were created the
first time around. Maybe it's just

that I don’t like this kind of game
any more. So, as an experiment, |
broughr in a p;mc] of experts, my

two children, ages ten and seven. |
I\'I'll}\\" lhl.'i I nerve l‘ﬁi[h\\'.!’\'ﬁ are j] 150

right for these, and I've seen them

20,000 00
o00g

glom onto the latest video games
to the point where | had to beg to

?
L
g

Playing an Arcade game over a spreadsheet
allows for emergency exits.

I'H_L'r' 182

NUMESCALT

get the computer back.

They didn't get ir.

It's not that they didn’t under-
stand how the

games  worked.

Centipede:

Overall, the implementations of

The huggiest same on the market.

Baitlezone: Can it be the same without the view-scope?

They figured out all the rules fast enough.
They just didn't sce the point. The conclu-
sion is that the only people who will go for
this package are those of us who were part of
l]]i. mlt'm.tl .iTL.ldL cra, par Uuﬂ ar |\ llil'l‘-L w im
didn’c ln :p up with the srate of the arr. It's
kind of like my sister-in-law who sdll buys
Simon and Garfunkel records, even tlmuuh
||n’\' re on C1D) now.

Jurassic Park-Ware

[ predict that this package will be an instant
hest seller. In a way that’s a shame. This is
almost an example of Jurassic Park-ware. The
"JI'(JE."TQIIIIIIIL'I':\ l]ll\"t' IT!'.II'IHSU{.[ Lo recreate llll.'
dinosaurs in all their original glory.

Like the lizards on the page and silver
screen, these games are our of their own time,
I have to think that there is a lot more game
play available on the marker roday. What
might be nice is to apply the awesome brain
power that went into porting these old games
toward bringing them up to date.
see more than

I'd like ro
"muscum-ware." I'd like o see
Battlezone 1994 with texture-mapped graph-
ics, UFOs swooping down and kidnapping
our women! Wouldn't that be something ro
see! cew

Compter Gaming World
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en | left New York, it was carly

evening. When 1 arrived in Lon-

don, it was early morning. Yer, |

had experienced more than a time change and

adose of jet lag in that Atlantic crossing; | had

crossed a cultural divide. All my life [ had

simply viewed the British (little realizing how

artificial that term sounds to those of English,

Scottish and Irish ancestry) as an acculturated

amalgam of proto-American culture. Upon

arriving in England, I soon discovered that

even with the similarity in language, it was a
foreign country.

At first, I was amused by the minor differ-
ences between the U.S. and England. How
quaint thar we drive on opposite sides of the
road! How marvelous that buildings from the
16th century stand amidst those of the 20¢h
century! How near to see a pub on every
corner! How delightful to read the names of
the traditional villages which make up met-
ropolitan London! How superb to be passed
by those double-decker buses!

Then I was struck by the presence of news
agents everywhere 1 turned. The English (as
the Irish and Scottish) must be a voracious
nation of readers. Alas, as I began to read their
newspapers and periodicals, a reality sud-
denly struck me. There seem to be more
English magazines and newspapers per capita
than there are in the States. Within rthose
English magazines and newspapers, there
tend to be more and shorter stories than in
those in the States, and cthey tend to be filled
with lots more pictures. What does that im-
ply? To me it suggests thar the English read a
lot of stories on a lot of subjects, but they
don’t require a lot of information. While this
may be a generalization, it is important for
this discussion, and relevant in terms of com-
puter games. It explains, in part, some of the
features of European software in general.

Can You Spell Plethora?

There is more energy in the European com-
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puter game community than in the U.S. in-
dustry. Employees tend to be younger and
more enthusiastic about their products than
their counterparts over here. There seem o
be more tites available per company, and
each stand (their term for show booth) tends
to be more concentrated in terms of people
and product than the equivalent booth at
CES.

Why? It appears that the Euro-
pran community wants more
games on more subjects, regardless
of how engaging the games may be
over the long haul. Further, it ap-
pears that the European game
player wants all the flash and tech-
nological sizzle up front. That’s
why U.S. game players often get the
feeling thar European games are
unfinished. So, as a result, Euro-
pean games tend to be heavy on
action sequences (the easiest kind
of game play tw implement),
graphic sizzle (the latest technologi-
cal gee whiz, regardless of whether
it actually fits the game or not), and fearures
upon features (whether they do anything for
overall game play or not). With these reserva-
tions in mind and my personal bias on the
record, here is a Yank’s-cye view of ECTS.

Graphic Sizzle

Mirage is a company that has no presence
in the U.S,, as yer. Since they have a pending
distribution deal in the works, 1 was delighted
to take a look at their upcoming SVGA game,
Rise of the Robots. Anyone who follows Japani-
mation in the least would get chills just look-
mg at the 3-D Studio robors thu,r rendered for
this game, and this is combined with three-
dimensional rooms and tunnels which were
constructed by an interior designer. In the
game’s background story, a robotics con-
struction plant has been taken over by an Al
goneawry, and the player’s job is to deactivate

the evil Al's robots before the whole roboric
population can run amok. There is some nice
table-based Al in the game, and there are
some awesome cinematic sequences leading
to the main game play. Alas, the game play is
the same horizontal scrolling “beat-"em-up”
we've seen a thousand times before. Rise of the

Robors is for 486s with 4MB only. A VGA

The European Community offers LS companies many
Windows of opportunity.

version will be available for 386 owners, as
well as a 32-color version for Amiga owners.

QOcean is a company that is well-known in
the U.S.
bundle a Jurassic Park arcade game with
Packard Bell's new line of 486—b‘lsed com-
puters. Graphically, their most impressive
product at ECTS was an arcade game called
2000 AD. The game comes complete with
the graphic novel upon which the characters
and universe are based. Game play looked
ryplml for a “shooter,” bur the game fearures
very impressive animation with full-screen
figures.

Their latest stateside venture is to

Coktel Vision, the French publisher, un-
veiled three products at ECTS. Two of the
three were graphically intense. fnca 2, the
sequel to their original action/adventure,
promises different-looking cockpits and tex-
ture-mapped vessels, more cut scenes, Return

Computer Gaming World
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ELECTRONIC ARTS

i I

EA draws a rowdy crowd with their latest ‘footsy’ g

to Zork style video-overlays with synchro-
nized speech, and four or five new cultures to
enrich the scenarios. fnea 2 feels much mare
like Wing Commander than the original and
features many more weapons than the origi-
nal game.

The other Coktel Vision game is Lost [u
Time. Published as two separate games in
France, the game will come to the U.S, as one
game. Interestingly enough, the game fea-
tures three completely  different  graphic
looks. In the first part of the game (set in
1840), the female protagonist is trapped on a
ship which features 3-D first-person pul)bun—
filled graphics that look vaguely like Alone in
the Dark. The next phase of the game, how-
ever, is presented as taking place in the mod-
ern era. All of the gm;)lms are digitized
photographs and video clips (inset movies).
Finally, there is an island sequence which was
drawn by a well-known French cartoonist.
The company says they chose those graphics
To American
audiences, this will no doubr seem schizo-
phrenic. To European audiences, this may
well serve to provide some of the graphic
variety and frenertic pace they seem to like in
both their prinred and digitized media.

to suggest a dream-like starte.

Finally, Electronic Arts used the show as an
opportunity to show off some of its affiliates’
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wares (Three-Sixty Pacific and
Origin, in particular), as well as a
new data disk for Bullfrog’s Syndi-
cate, and a work in progress that
will presenc an entirely different
look for Bullfrog, essentially mov-
ing from the dark future of Syndi-
cate to a light, frothy world of
sweerness and light,

Action Reaction

Acrion games still rule the roost
Europe. In addition to those
mentioned above with regard rto
graphics, there are numerous action
titles being released. Electronic
Arts unveiled its entry into the
footsy sweepstakes with a large-screen display
of its licensed soccer game, and U.S. Gold
announced its Winter Olympics game. They
will definitely publish it world-wide on the
Amiga and the Awari ST, bur a compurer
manufacturer may actually bundle the DOS
version in the States. Accolade used ECTS as
an opportunity to unveil their line of sports
games, including Brett Hull Hockey and Speed

Racer to the European audience,

dame,

In addition, U.S. Gold has high hopes for
Imagitek’s new Ewvolution: Lost In Time, an
IBM- and Amiga-based ac-
tion/puzzler in The Humans tra-
dition. Their biggest action hit
may well be Raider, however.
This is a coin-op conversion of
a flying game where player-pi-
lots simply shoot everything in
sight. Nort only was this a popu-
lar coin-op in Europe, but the
company is hedging its bets by
putting an editor in the pro-
gram so that computer gamers
can build their own levels.

On a more sophisticated level,
Ocean was touting their up-
coming 71X as a real flight sim.
I was skeprical at first, believing
that the company was only in-
terested in doing simple arcade
games. | was pleasantly surprised o discover
that the gamer can choose between three
difficulty levels: arcade, realistic and military
specification (based on the Eurofighter 2000
specs), The latter even requires an inrricate
mid-air refueling routine and offers a U.N,
Commander campaign game where each suc-
cessful mission makes the successive one eas-
ier, and vice-versa.

Digital Integration, developers of Spec-
trum HoloByte's Tornado, displayed their
Merlin Challenge, a helicopter landing simu-
lation that was originally programmed as a

The shapes of things to
come?

recruiting tool for the Royal Navy and may
end up being a value-added feature on Tor-
nado CD-ROM. It’s too short to be released
as a boxed game, bur it is extremely interest-
ing nonetheless. More importantly, however,
the company was displaying Operation Desert
Storm, an add-on war zone for Tornado with
different graphics to reflect different terrain,
architecture and vehicles than chose in the
original product.

Gametek plans to unveil Valkyrie in the
U.S. next year, a chopper simulation from
Don Hall (Fokker Triplane), as well as both
an Air Warrior I and a new Air Warrior for
World War I aficionados. Of course, it will
come as no great surprise thar Microsoft was
outing their Flight Simulator 5 and Activi-
sion was demonstrating its upcoming 1994
release, MechWarrior I1. Both of these have
already been discussed in CGW and were
receiving an excellent response in Europe.

Feature This

Finally, the most hotly contested field of
battle in Europe is expected to be the hybrid
space pilot/merchant/pirate/mercenary
genre. Not only was Origin demonstrating
their just-released Privateer, but MicroProse
UK unveiled Starlordand Gametek displayed
Elite I1. Both the formerand latrer
are primarily arcade games with
an economic/role-playing wrap-
ping. Starlord is based on Mike
Singleton’s Play-By-Mail game of
the same name. It can be played
as a pure strategy game as the
player strives to become John
Gortti in space, or as an arcade
game with a strategy wrapping. It
has a host of features that appear
to be user-customizable (gender,
rank, difficulty, star system, facial
appearance, etc.), but we are not
positive how much they affect the
game play, Appearance wise, it
looks like sim graphics in a strat-
egy game.

Are We Cosmo, Yert?

Allin all, attending ECTS provided a more
cosmopaolitan perspective for me. I learned h_\'
sight and sound whart 1 had been told by
dozens: LEurope and the U.S. are different
markets. [ discovered partly why their games
tend not to appeal as much to me: European
“EUTIL'I"; want a Shﬂr[ piif;si(]ni"(_' Hlf'lg \Vifh a
game, while U.S. gamers tend to want a sar-
ring long-term nl.ttmmlnp I'm glad we

have the cross-pollination, though. | can’t
help but feel that chis industry would be 2
poorer environment without Pr:,wf/r;m, Alone
in the Dark and Lenmmings. cow
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t the recent CES show in Chicago,

Guido Henkel, German designer of

Realms of Arkania, was asked about
the apparent lack of good games from Ger-
man authors. Guido responded by saying that
there were some quality games, burt thar most
never make it outside of the country. He also
forecast that this was about to change. A
couple of weeks later, and almost before you
could say “Brandenburg Gate,” a plain brown

The Patrician from Daze Marketing

envelope arrived with a brand new game from
the Fatherland.

The Patrician from Daze Marketing is set
in 15th century Germany and is a detailed
maritime trading game based on the Hanse-
atic League. This League was a medieval fore-
runner of the present day Common Market
(but without wine lakes, butrer mountains, or
an Exchange Rate Mechanism), and its activi-
ties stretched across Northern Europe. The
League was a group of highly organized and
forward-looking traders who substantially
controlled all international trading in the
Middle Ages. In The Patrician, you take your
place as a member of this social elite, albeit as
a lowly merchant. You begin with a single
small ship and little money, and must trade
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1 Matthews

A

cial empire.

Wealth is only part of the story—social
status was all in Medieval Europe. The May-
ordom of your town and, uldmately, the
position of Alderman of the League are your
real goals. Tn the best European tradition of
the time, this involves well-publicized dona-
tions, less overt bribes, arranged marriages,
and all manner of methodology in the pure
and rotal pursuir of absolute power. This
means clashes with the church, despotic
kings, decaying kingdoms and a creaking
class system. The Patrician is not a game
for those who are averse to compromis-
ing high moral ideals. All is fair in love
and computer strategy games; blackmail,
greed, corruption are all stock in trade
with the occasional clash of force.

The core of the game is successful
rrading, and you visit ports all over
the medieval world. The gaming in-
terface is straightforward. Unfortu-
nately, every town looks exactly the
same and has the same three main
locations. The shipyard repairs and
builds ships, the town square is the po-
litical center, and the warerfront is where
business is conducted. In the latter, you
can buy and sell cargo, pay the crew, and
initiate voyages. These three areas con-
tain shops, inns and provisioners which
may be visited on a regular basis. Unfor-
tunately, the shipyard in London looks iden-
tical to its counterpart in Novgorod and the
Inn looks prerry familiar as well. This same-
ness is a real hindrance to the atmosphere and
pace of the game. In this time period, these
ports were teeming, vibrant dynamos of eco-
nomic and social activity, each with its own
character and identity. The generic approach

of The Patrician could have been fairly easily
avoided, bur as the design stands icis difficult
to become immersed in the setting and in the
game as a whole.

As you sail the seven seas, pirate atracks can
oceur and are resolved using a simplistic ar-
cade-like game. This combat feature looks as
if it has been inserted as an afterthought and
does lirtle to add to the game.

The trading is on the mundane side and,
although the political machinations are in-
itially interesting, they do start to wear thin.
The long term appeal of this game, except to
bank managers and chartered accountants, is
therefore questionable. To pur it in the ver-
nacular of the time, thou willst not findst ye
a medieval Crvilization herewith.

Sometimes in this column, European com-
puter leisure software is criticized as being
parochial--too British or too French in out-
look and approach. The Patrician is an inter-
esting game that is challenging it could be
considered as too Germanic in appearance,
perhaps needing a bit of British innovation,
some French savoir faire, or maybe some
Stateside polish. It is nonetheless refreshing
to see quality outpuc from Germany, and this
is surely a sign of things to come.

Back in b]igh(y. that lot at Impressions is
at it again; each month this prolific software
company seems to release yer another new or
upgraded product. Now its ever growing
product list is swollen with a raft of new titles:
an enhanced version of Airbucks, Caesar De-
luxe, and newcomers in Detroit and Global
Domination. Caesar Deluxe is a full blown
re-write of their well-received Roman strategy
game and now boasts detailed on-line help

4 T 4 4 -

Impressions” Detroit

and many other features to improve presen-
tation and smooth out the learning curve.
Detroit is a 100 year simulation in which
you design and build the car of your dreams.
You have o handle all the decisions from
designing the vehicle to recruiting a work
force, and then to site, build and manage the
factories and assembly lines. The aim is ro

ompurer (.!.Iﬁflll;" Orl
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successfully produce and market your own
automotive masterpicce. Starting in 1908
you have until 2008 to invest in research and
technology, decide on advertising, open up
sales offices, diversify your product range
with sports cars, sedans and trucks. Derroir
should allow competitive play from three hu-
man or computer opponents and may sup-
port modem play. This sounds like a
compulsory purchase for all major auto in-
dustry executives and amateur auto-philes.

Impressions’ Global Domination

Global Domination is not a home knitting
program, but a strategy wargame similar ro
the boardgame Risk. Adopting the simple but
appealing approach of that classic game,

Global Domination can be played ar one of

two levels. At the casiest level, play is basically
“strategic” with large scale units moved by the
players, but all combat and calculations being
resolved by the computer.

At the second level, the more demanding
warlords can decide to be involved at a tactical
level, When combat occurs, players can then
zoom into the particular bartlefields and
command their forces in smaller units and in
real time, This macro/micro approach is a
very much simplified version of the system
used by Impressions in Caesar/Cobore 11, and
if correctly implemented could have a wide
appeal. Additional features include having to
defend key installations and resources, |1hl.'i
possible modem support.

Crlabal Demination will not be limited 1o
just one globe. A random planet generator
will provide an infinite number of brave new
worlds for conquest, and some of the ready-
made ones will allow you to take on the
mantle of famous world conquerors from the
past. Global Domination will have a combina-
tion of strong graphics and full sound effects,
and should be launching its first serike as you
read this.

Speaking of war, even though D-Day was a
memorable event, Futura's recently released
English version of their -Day game will

probably cross the stage of history without a
mention, That is, it will pass without men-
tion unless it is held up as a classic example of
how #ot to produce a game. D-Day s divided
into segments, the first of which lets you give
orders to your invasion force on a campaign
level, and the second leads you into crude
simulations of various parts of the subsequent
action. The modules are a B-17 bomber, a
M-4 Sherman tank, and a paratroop drop
simularion, and a stick-men platoon arcade
game.

Each of the simulations looks very dated,
with the tank one being abourt the best of the
lot. The paradrop module is extremely tacky
and should not be shown ta anyone who
wears, or who knows somebody who wears, a
red or green beret. The product as a whole
looks as if it wouldn’t have been out of place
in 1944, and consists of a series of sub-games
that are supposed to give a flavor of the
complicated multi-service nature of the larg-
est sea-borne invasion. All it really does is
leave a pretry bad raste in the mouth. It is
definitely one to be avoided if it should hap-
pen to make the transadantic crossing, but
with a bit of luck the container ship will be
rorpedoed by a rogue U-boat in transit.

Futura’s D-Day

The above games and any of the other
games mentioned in past columns can be
obtained from:

Computer Gaming World

(not affiliated with CGW magazine)
318 Kensington, Liverpool, England,
L7 OEY. Tel: 01144-51-263-6306

Strategic Plus Sofrware

28 D&E The Courtyard, High Street,
Hampton Hill, Middlesex, TW12 17D
Tel: 01144-81-977-8088, Fax 01144-
81-977-4822, or on CompuServe on

1000014,3466

Robin Marthews can be contacted on
CompuServe at 76004,3456. cew
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t is probably too much to ask of a game
called The Labyrinth of Time that it not
conrain any mazes—tempting, but too
much to ask. It may even be asking too much
to request that such a game limir itself ro a
single maze, or even to two. Is it too much to
ask, though, that there be something more to
an adventure game than a series of mazes, one
alter another, each distinguished from the
next only by the designs on its walls?
By all appearances, Electronic Arts feels

that the answer is yes, since The Labyrinth of

Time offers almost nothing bur mazes, linked
end to end in a complex, irritating chain.
Now, I do not doubt that there are players
out there who love navigating mazes, though
[ am not one of them; why clse would almost
every major adventure game feature a maze
sequence? Still, there has to be a limit, and |

can hardly imagine a player so enamored of
mazes that he would not be permanently
cured of the taste after slogging through the
meandering  hallways, corridors, tunnels,
rooms, hedgerows and stairwells of this game.

It would nor be so bad if Labyrinth billed
itself openly as a maze game. Instead, the
game pretends to be a picce of interactive
fiction. It even has an elaborate storyline,
some pungent blather abour the spirit of King
Minos trying to conquer all of time and space
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by compelling the spirit of Daedalus to con-
struct a supernatural labyrinth thar will give
him access to all eras of human history. The
player is the mortal chosen to destroy the
labyrinth and free humanity from Minos’
tyranny...

Don't be fooled. There are no characters in
the game; the storyline is just an excuse for
the designers ro sew together a patchwork of
visual non sequiturs; the game contains fewer
than three dozen portable objects, almost half
of which cannot be used for anything; and
while there are puzzles, after a fashion, they
are a weak bunch, often of the “find the right
key to open this door” variety. The game
comes on CD-ROM, bur there is no speech.
There is a point-and-click interface, but it is
a sham: most screens contain nothing with
which the player can interact, and most ob-
jects only function in a single mode. (When
you find a book, you can’t throw it down the
laundry chute, or drop it, or cat it, or pur ir
under the wobbly leg of a wble. The only
thing you can do is read it.)

There is one thing that the game has in
abundance—space. One wanders through
room after opulent room, each beautifully
color-coordinated and furnished in impecca-
ble taste. The relentlessly stylish visuals fea-
ture all sorts of intricare art
deco designs, high-contrast
lighting, and photographic-
quality illustrations. Since
the game uses a pivoting
firse-person  perspective,
there are four gorgeous
views of each gorgeous loca-
rion. Still, it’s all just eye-
candy and boring eye-candy
at thar; no matter how at-

tractive  the game  gets,

there’s no getting away from the face thacit’s
one empty room after another.

Aside from the matter of boredom, there is
also the question of whether the visual opu-
lence makes sense in the contexr of the sto-
ryline. These are tunnels by Guegi, ziggurats
by LM. Pei, Daedalus as history’s greatest
interior designer. The labyrinth is supposed
to intersect every moment in history, so the
player is treated o some Victoriana, some
1950s chrome, some 1880s Wild West
shtick, some ionic columns, some Mayan rel-
ics, some mild futurism, and a hearty dollop
of the present day, all stylized to the hilt. The
effect is not so much surreal (as it is clearly
intended 1o he) as clurrered, confused and
disorienting.

Walking through the game feels like a tour
of an abandoned movie studio backlor: here

TITLE: The Labyrinth OFf Time

PRICE: $59.95

SYSTEM: 1M with CD-ROM
REQUIREMENTS:  386-16Mhz or better, 2MB RAM

(XMS), VGA graphics, CD-ROM drive;
Sound Blaster compatible sound cands,
VESA compatible video cands, supponed;
double speed CD-ROM recommended
Mom:

Bradley W, Schenck, Michal Todarovic
Clectronic Arts

San Mateo, CA

(415) 571-71 71

PROTECTION:
DESIGNERS:
PUBLISHER:
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is where they filmed their Westerns, you can
almost hear a rour guide saying; there’s the
Roman amphitheacer, there is '[ht. Midwest-
ern diner, and over there, next to the teepee,
is our rocketship. It's not eerie or exciting
(despite the game’s use of an alternarely cerie
and exciting soundurack to spice things up).
It's just a comely curiosity.

Time and Time Again

One of the things that makes the game
particularly |I'letl"l[1n especi: ally for experi-
enced adventure gamers, is that almost every
room contains apparent (as opposed to genu-
inc) objecrs with which one has no choice but
to waste one’s time. The difference berween
an apparent object and a genuine one is thac
the former doesn’t really exist. One can take
a closer look ar such objects (Labyrinth has a
close-up shot of just about everything in the
game), but one cannot do anything with
them. The problem is that it is not ohvious to
the player which objects are real and which

are not, so one spends an inexcusable amount
of time trying to interact with objects that are
essentially non-existent.

For example, the CD contains a close-up of

every lamp in the game, and it is only after
one tries to take, move, open, and close a
number of them that one realizes thar the
lamps are just there as decoration. One room
contains two paintings, a bed, and a phono-
graph, all merely decorarive. The mirror maze
is crammed full of weird circus props, none
of which have a function, but all of which
invite the player’s scrutiny by offering close-
up views when one clicks the “eye” icon on
them. One spends hours trying to solve puz-
zles that do not exist and hours afterward
trying to ger one’s blood pressure down to
manageable levels.
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Adding to the agony is the Rerurn To Zovk-
ish movement system, which has four sepa-
rate picrures for cach location, one for each
primary compass dircction. Each 90 degree
pivot requires the computer to access the CD,
sometimes at a cost of two or three seconds.
This may not sound like a long time, but
picture waiting two or three seconds every
time you want to turn your head to the side
and you will appreciate the discomfort of the
arrangement.

Since one never knows when the fourth
view of a room will contain something rhar
the other three views did not, a diligent player
will pivot four times ar every location hefore
moving on. Each forward step also requires
disk access, so a trip down a long hallway can
be an excruciating affair, with the player
lurching abour like a man on crutches. One
craves a fluid first-person movemenr sysrem
as in Ultima Underworld, or at least smooth
third-person animation as in Alene In The
Dark. The system of discrete hops, bad

enough in Return To Zork (where it wasn’t so
slow and where each screen contained some-
thing ro do), here is simply abhorrent.

The final insulr is thar even after one has
successfully explored a rc{..iml one isn't done
with it since the game requires a good deal of
backrracking, sometimes through 50-raom
mazes and once through three mazes ina row.
True, the game offers an automapping feature
so that one does not have to trot out the graph
paper and pencils, but this is a minor conces-
sion. The fact is that even someone who likes
mazes will not enjoy going through the same
maze, backward and forward, several times.

Time Lines

[t is worth mentioning that its physical
structure and movement system are not the
only areas in which Labyrinth fails to shine.
Writing is another big problem, both in terms
of the game’s text and its plot.

As far as text goes, the general lack of things
to do leads to any number of “you can’t do
that” lines, but none of them are as funny as
the designers must have thought they were.
There are also a number of epid jokes scar-
tered about; some are pointess bits of silliness

(a derecrive’s office labeled “Slade and
Barcher,” a poster thar says “Wanrted Fred or
Alive™), while most of the rest seem to be
in-jokes about, and apparently intended fo
the amusement of; the designers themselves.

The plotting is similarly misguided. Some
strings of puzzles lead nowhere: one has to
find a key to open an office, to ger a key, to
open a jail cell, to get a gun which one never
has o use. Other puzzles lead somewhere but
not in a very exciting way. In addition to the
always delightful act of key collection (brass
key, iron key, silver key, gold key, card key)

there is a sliding tile puzzle, a lever puzzle or
two, and a combination lock to open. In other
words, Labyrinth contains all the boring
“filler” puzzles thar enlightened designers
gave up years ago.

A final example of bad writing comes right
at the start of the game, which has the dreari-
est, most depressing opening sequence | have
ever seen. Undl Daedalus shows up, the
player’s character is practically suicidal.

Is there anything the game does right? Yes.
The soundtrack, though a bit over-earnest in
itsuse of Epic’T’ Iu.mcs, tries very hard to make
a silkk purse out of the macerial at hand; the
animations and sound cffects, though brief
and parceled our like a miser’s gold, are good
when they come. The visuals are often stun-
ning — it would be dishonest to deny that.

Suill, a book of art deco posters is equally
stunning and much less arduous to get
through; a Tangerine Dream CD offers simi-
lar, and just as good, music; and better puzzles
can be had in almost any other game, Frankly,

if I were Electronic Arts, I would dismantle
The Labyrinth of Time and sell it cut-rate for
Lll}"l art. cew
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UPS Rates:Ground:  $5.00 3-dayair. $6.00
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CODadd: 5.00 Overseas: Call

Mail Rates: AK&HI: 6,00 Canada: 6.00
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F

For information and release dates 1 !
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2980 Lake Colony Drive, Suite 3, Norcross GA 30071 Prices subjectto change, sa cal fist
Please have credit card ready! Open Saturdays 10-5. Houes: (eI R
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Merit Software Updates
Tom Landry’s Strategy Football

by Jim Gindin

hen Tom Landry coached the

Dallas Cowboys, he was known

as a master strategist. He stood
calmly on the sidelines during games, dressed
like a professional on his way to the office. He
never called attention to himself, and he
humbly passed on the credir for his success to
his Maker.

While he was doing this, of course, he
simply coached the jocks off countless oppo-
nents. He constantly devised new defenses to
confound the complex offenses of the 1960s,
70s and 80s, and he tailored his offenses to
make the most of the specific skills of the men
who played for him. When fans think about
strategy football, they think about Tom Lan-
dry.

And that's clearly whar Merit Software had
in mind when they hired Landry to help put
together Tom Landry's Strategy Football, and
their latest release, TLSF Deluxe Edition. Un-
fortunartely, Merit Software ran into the same
problem all artificial intelligence program-
mers meet: it is impossible to shrink wrap the
human brain. It is impossible to take Tom
Landry and his football vision and package
them off to the nearest software store—at
least not in the 3.1 megabytes of hard disk
space TLSF Deluxe requires.

TLSF Deluxe was designed to meer a spe-
cific need within the football simulation
genre: teaching the strategy of football. Plenty
of games allow users to design playbooks, and
many of these same games explain the ins and
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outs of defensive formations and allow fancy
pass patterns, but 7LSF Deluxe provides the
next step. Before any offensive or defensive

play, the gamer can click the “Landry” but-
ton. This generates a screen full of informa-
tion amounting to Landry’s assessment of the
game situation, the expectations of the oppo-
nent, and a recommended plan of action.
“Landry” will even suggest a play.

Using this interface, players learn more
about game specifics. A football fan can un-
derstand the dilemma in-
herent  in  coaching
againsta team with an ex-
running  back.
Should he constantly key

CL'"L'EIT.

the defense to follow that
back and risk having the
defense shredded by the
passing game? Or should
he let the runner get his
hundred-yard  ourpur
and try to keep the of-

fense from scoring on big plays?

Like Landry himself, the game is not flashy.
It comes with onc high-density disk (3.5"
version) and a well-written 50-page manual.
It's so elegant that installation takes only
abour one minure on a 486-based machine.
TLSF includes on-line “documentation™ (an
encyclopedia of terms used in the game that
turns out to be invaluable) and uses a simple
mouse-driven basic interface with windows
and click boxes, mostly in the gray, white and
blue Cowboy colors. While there isn'ralor of
complexity in the package, it's refreshing o
see a game which does not contain major
programming bugs.

The Deluxe version is the same engine that
drove the first version. League play was
added, as was the ability to edit player ratings
and print rosters and other information.
Some new formations and pass patterns were
added.

Exes and Ohs

This is not an action game, so most of the
product is centered around football strategy.
Rather than providing a playbook, 7LSF of-
fers a set of formations and options. A typical
play might involve selecting the “power-1"
formation, “right side” as the “strong” side of
the formation, “inside run,” “counter left” as
the running play and “halfback™ as the ball
carrier. With these options, thousands of
plays are available, though only a subset make
a lot of sense.

Defense is provided in a similar manner,
with would-be coaches choosing from several
formacions, three types of pass coverage, and
available options for individual blitzing, key-
ing on runners, or double-teaming reccivers.

Once offensive and defensive setups are
chosen, TLSF simulates the play. There is a
graphics option available, which shows the
result of the play, but impatient gamers are
likely ra turn ic off by the end of the firsc
quarter of their first game. The graphics are
reminiscent of the early action football
games, with the result of the play often having
little to do with what is depicted on the
screen. Ball carriers run through defenders as

Tom Landry’s Strategy Football

TITLE: Tom Landry’s Strategy Football Deluxe Edition
PRICE: $449.95

SYSTEM: 168

REQUIREMENTS: 286-12 Mhz or better (386 recommended),

IMB RAM, VOA praphics,
3AMB hard disc space, mouse,

# OF PLAYERS: 1 ar 2, (modem to modem option)

PROTECTION: Documentation look-up
DESIGNER: Kerry Batts
FUBLISHER: Merit Software

Dallas, TX

(BO0} 238-4277
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FLIGHTSTICK
PRO.

FLIGHTSTICK PRO is the ultimate combat stick for total command of the skies.
Made to endure the toughest missions, FLIGHTSTICK PRO gives you the winning
edge to take on even the worst enemy. With top gun precision, you can view your
surroundings, activate radar, blast missiles, thrust into mach speed . . . allatyour
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if they weren’t there and passes disappear into
crowds of coverage without resolution. In
some cases, nine defenders surround a re-
ceiver 30 yards downfield on a long pass play,
five defenders standing in line like some hel-
meted version of the Rockettes.

TLSF provides the now-standard VCR in-
terface so users can replay, frame-by-frame,

the graphic equivalent of the play. It’s kind of

like standing too close to an Impressionist
painting at the National Gallery: the more
detail you see, the less you understand. Still,

aside from the graphical limitations, 7LSF
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does provide a realistic outcome for individ-
ual plays. Runs against run defenses don’t
gain alotof yardage. Completion percentages
decline against pass defenses.

As a tutorial, TLSF stops with the outcome
of the play. There is no “Landry post-mor-

tem” button to provide an explanation of

what went right or wrong with the play. That
would be a welcome addirion, providing the
user with additional insighr into how football
is played, but even Landry’s advice before the
play isn’t terribly complete. There arc only a
few advice screens available when the human

coach is doing well and there’s no mention of

the individual strengths of any player.

The game is strongest on single-play simu-
lation, providing a scenario editor complete
with weather options so users can try, for
instance, repeated arrempts to convert a
third-and-seven against a pass defense while
behind three points on a windy, snowy day
late in the fourth quarter. The game as a
whole, however, is not as strong.

In the manual, the writers claim that the
game keeps track of user play selection. Un-
fortunately, this only means that the program
will use the data to determine the percentage
of plays in which it will use a “run”
versus a “pass” defense. Even with the “player
fatigue” option turned on, it was possible to
run the same running back on the same
counter play with the same formation on
every single offensive play in the game. One
game featured a strong halfback running 87
times for more than 460 yards and eight
touchdowns. Sure, by the fourth quarter the

defense
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defense was guessing “run” on most plays, but
the counter play kepr getting its four yards.

The same held true for the passing game.
One receiver caught more than 560 y.u(la
worth of long passes in one game. Another
made 66 short receptions in another game.
Every single pass is thrown to the primary
receiver, except for long passes when a “hot
receiver” is allowed. Yet, this secondary re-
ceiver is rarely the quarterback’s targer. No
matter how many times the same play is run,
the computer “Landry” only provides a vague
warning about mixing up play selection and
using different receivers.

A League Option Of Its Own

League play is possible with 7LSFE The
game comes with a good scheduling algo-
rithm, and is designed for single-scason re-
play. Computer versus computer game play
allows simulation of an entire week’s worth
of games in about two minures on a 486-
based machine. The game even understands
the NFL’s complex formulae for determining
playoff entry.

When left on its own, results are fairly
realistic, with individual season torals a litle
high due to the fact that injuries and fatigue
are rare. Alas, the game only rracks a few
statistics, with no mention ar all of defensive
players, so statistics buffs will be disap-
pointed.

The computer’s Al provides balanced, un-
inspired play selection. A knowledgeable hu-
man coach should garner more wins than
losses against the AL, For the most part, the
Al will stay within the realm of accepred
football strategy and won't recognize many
unusual situations.

TLSF Delixecomes with 1992 teams. Since

CLEPREELED
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Merit Software did nor ger permission to use
NFL team names, logos or player names, the
teams only mirror the NFL in terms of ciries,
divisions and approximate strengths. Truc to
form, Dallas is nearly unbeatable. Individual
players are ranked from one to nine in several
categories. Dallas, for instance, has players
with nine ratings in most categorics. New
England, the worst ream in the league last
year, has a lot of “fours” in many key individ-
ual categories. The ratings make a difference,
but it is possible to field a team of “ones™ in
every category on defense and still win an
occasional game. So the difference between a
“six” and an “eight” is very, very small.

TLSF allows users to edit team and player
ratings and create leagues with a varicty of
structures. (Just remember (o use the return
key when saving lineups or any customized
changes will mysteriously disappear.) Only
32 players are provided with each team, in-
cluding four special teams return men. No
individual linemen exist on either offense or
defense, which greatly limits the variety and
enjoyment of putting together a good run-
ning attack.

OORR 17 ¥
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Because TLSF can’t use real player names,
the programmers made up their own. Many
names are based on real players. “R. Peery”
and “B. Where” quarterback for Detroir,
where Rodney Peete and Andre Ware share
duties in real life. Philadelphia features “Tra-
volta,” “Stallone” and “Hoffman” on defense,
In a form of political commentary rare in the
sports game industry, “B. Clinton” and “A
Gore” quarterback the pitiful New England
Sql]ﬂd.

The Post-Game Rap

In the on-line documentarion, Merit’s pro-
grammers write, “No game could ever be big
enough to encompass all of his [Landry’s]
knowledge.” That's certainly true, burt if they
had managed o digitized even half of his
persona, this game could have had some of the
feel of coaching in the NFL. As it is, TLSF
use of Tom Landry’s picture on the box is a
lot like Hallmark marketing itself with the
image of William Shakespeare. cew
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Electronic Arfs’
Kasparov’s Gambit

by Bryan Walker

o other game in recorded history has
attained the global appeal and en-
during elegance of chess. Unfortu-
nately, the electronic gliutr of today’s gaming
venues has made the engrossing subtlety of
chess easy to lose sight of. Luckily for chess
fans of all skill levels, Heuristic Software has
teamed with the energetic and charismatic
FIDE World Champion chess player, Garry
Kasparov, to produce the nexr step in PC
chess games: Kasparov’s Gambit (Gambit).
Garry Kasparov has been aware that a void
has existed in the computer chess industry for
some time. The “ardficial incelligence” of
chess programs has been getting stronger, but
little has been done to help the human inrel-
ligence on the other side of the board become
a stronger player. If's a sure ber that most
readers have already had a chess program
thrash them repeatedly. For the accom-
plished player, this level of challenge is fine.
However, those trying to learn and enjoy the
game can be frustrated by a chess program
whose primary concern is victory alone, with
no real emphasis on teaching better chess.
Opposing this philosophy, Gambits ambi-
tious goal is to challenge a Master chess
player, while dramatically improving the cas-
ual gamer’s play with powerful coaching fea-
tures.

The installation of Gambit is simple and

Page 200

straightforward, ~ with  rthe
\GAMBIT directory raking up
a maximum of 11MB of hard
drive space. The only difficulty
[ encountered during installa-
tion was configuring Gambit
sound drivers to suit my Pro
Audio Spectrum 16. However,
experience with the PAS16
leads me o believe that Gambit
was being victimized by a stub-
born sound card, instead of
vice versa. New gamers will
find the manuals clear and
concise, explaining installa-
tion, possible technical prob-
lems, and the game’s
numerous features well. A brief
explanation of the rules of
chess is provided, in addicion
to an enlightening history of
the game itself. The story of
Garry Kasparov’s rapid rise to
the World Championship,
and the suspicious maneuvers
that sought to block it, cer-
tainly make interesting read-

ing.

Book Openings

With computer chess being
played on home systems for some 15 years,
truly original features are becoming scarcer
than hen’s teeth. Due to this, owners of pre-
vious titles such as Chessmaster 3000 will find
anumber of familiar features in Gambit. Even
though it’s a DOS-based program, Gamébit
has an attractive window-based graphic inter-
face thar allows individual windows to be
sized and moved about the screen. Much like
a true Windows application, the player has a
great deal of flexibility in designing his own
“environment.” Moving pieces and selecting
options is also a simple point-and-click alfair.
The VCR-style control panel allows the
player to scroll through a game’s move list,
pause a game in progress, ask for hints, or
force the computer opponent to move imme-
diately. Like some earlier titles, Gambir also
has tutorials, famous games, and various play-
ing boards to select from. The 121 clear and
logical  rturorials
cover the full
range of chess fun-

Glossary functions, the Turorials are an excel-
lent way to start from square one.

Hypermodern Opening

Gambit certainly qualifies as a multimedia
chess game. Using digitized video clips of
Kasparov, the World Champion can provide
the player with real-time coaching during a
game. Execute a bad move and Kasparov
shakes his head saying, “I don’t think you're
on the right track, now...” An eccentric move
causes the puzzled Kasparov to remark “I had
not considered this move!” While a number
of different clips are present, they began to
grate within a day or two and were turned off
accordingly. For players in a pinch for hard-

drive space, the 3MB video subdirectory can
be deleted with no effect on the game, pro-
vided the Video option is turned off in the
Coaching Setup panel. Some gamers will
likely follow my lead and deactivate the video
option, but this feature could be just the
ticker to keep a youngster’s attention.

While on the subject of player attention,
few are going to be able to resist the SVGA
graphics mode Gambit offers. The 3-D play-
ing boards are absolutely stunning in SVGA,
with the pieces sliding and scaling with in-
credible smoothness. Each of the three differ-
ent 3-D sets are great show-off items when
visitors ask to see what a PC can really do.

J’ Adoube

While other chess programs also have the
ability to customize compurer opponents,
Gambit offers a unique and effective ap-
proach. The Aggressiveness, Creativity, At-
tentiveness, Orthodoxy and Strengrh of each
computer opponent can be modified using a
simple graphic sliding scale. In addition, the

opponent’s Opening  Prefer-

Gambit
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S PRICE: $59.95
beginning player, SYSTEM: . iBM

REQUIREMENTS:  3865X-16MHz, 2 MB RAM (EMS), VGA graphics,
and can be sorted i 11 meg bytes of hard disk space, DOS 5.0 or higher;
. Adlib, SoundBlaster, Pro Audio Spectrum and

and viewed by ‘Roland sound cards spported. (485DX, mousc,
Color, Theme or PROTECTION: - N oy e aun TN

ot et DESIGNERS: Julio Kaplan, Ralph Nagel, with Garry Kasparov
Opening criteria. PUIBLISHER: Electronic Aris ey

the

Along with
on-line Help and

San Mateo, CA
(415) 571-7 I_?l

Computer Gaming World



Forgotten Castle”

The Awakcnil;g;

nm
':q,].}

Ao <8

51

quest to liberate the realm from inhuman tyrants.
Now it's your turn. As Tris, the last heir to the
throne, it’s your destiny to match sword and sorcery against the foul Ruzakian Hord. Seek incredible magicks to augment
your power as you delve into the conquered city of Hedburg. A virtual 3-D fantasy world awaits your next command - Explore
the dangers of the Old City, pit your awesome might against horrible creatures in a dark dungeon. Fight well and you may
free the kingdom. Discover the Forgotten Castle and you may learn of your father’s fate...

® Cinematic animation sequences unfold stories of mystery.
® Fully digitized musical score and sound effects.
® Combat system has adjustable skill levels.
® Monsters, characters, magic items and props are rendered with full 3-D effects.
® A smooth scrolling virtual world, complete with unparelled realism for
die-hard fantasy role playing enthusiasts!

Circle Reader Service #132

€ 1883, Twin Dolphin Games Inc. Forgotten Castle and Twin Dolphin Games are trademarks of Twin Dolphin Games, Inc. IEM Is a gl of | i Machi Inc.




ence can be changed from Tournament/Best,
Classical, Hypermodern, Aggressive or the
beginner’s Starter Book lines with a click of
the mouse. Choosing the “Player Preference”
option allows the compurer opponent to
choose the opening strategy suited to its cho-
sen playing-strength values.

Another new feature lies in the animated
Analysis Board option. Using this, the player
can peek into the problem-solving processes
of the game, observing the moves and com-
binations as they're played out in rapid “what
if” fashion. The text portion of this fearure
displays a number of variables, including the
astonishing number of positions per second
the computer is calculating,

A very significant new feature Gambit
hrink_s to the board is the ability to rate the
gamer’s s play using the Elo system. When
activated, this fearure makes note of the
player’s strengths and weaknesses, and pro-
vides a rating between 800 and 2800. While
the ratings seemed to be inflated by 200-400
points, this feature is still very useful to play-
crs of all skill levels, becoming increasingly
more accurate after 40-50 games have been
played. In addition, the game presents a bricf
text description of the player’s tendencies, as
well as the strengths and weaknesses of the
computer opponents.

Put Me In, Coach!

Without question, many players are going
to find Gambits greatest strengths lie in the
Coaching, Hint, Quiz and Famous Game
features. The Coaching option provides tac-
tical tips, insights, suggestions and warnings
during play, pointing out contingencies that
the player may not have considered. The
Hint option is a rhrcc-qr'lgc funcrion that
provides increased assistance ﬁ)t a posmun
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cach rime it's called upon. The first hint will
be very general, such as “Move your Knight.”
The second hint might say “Move your
Knighr at F3.” The third Hint will make che
move automatically, allowing the player to
see what the program thinks is the best
choice. In replaying the huge library of 500
Famous Games, Kasparov's anecdotes and
analysis will help players understand the
unique flavor of each game. The enlightening
commentary on the Famous Games alone is
worth the price of admission, as it presents
Kasparov’s views and alternate strategies in
thought-provoking style. Like the Turorials,
the Famous Games can be sorted by Color,
Theme or Opening, helping the player follow
a particular learning point through several
games. Many of the important terms and
concepts in Kasparov's comments are high-
lighted in green, indicating thar the player
need only click on that word for a full defini-
tion from the Help/Glossary feature. The
Quiz option is another entertaining and edu-
cational fearure which can pounce upon an
unwary player while viewing a Famous
Game. Gambit might suddenly ask the player
to find the best move ar the game’s critical
juncture, patiently prompting until the cor-
rect choice is made. It's a bit of a thrill to
suddenly be thrust into the middle of a his-
toric game, with the World Champion asking
whar to do next!

Carnivorous Kasparov

For the one percent of players who can
actually bear a modern chess program on
cqual terms, Gambit is more than willing to
take the kid gloves off. In fact, the “Socrates
II" engine at the heart of Gambit won the
1993 International Chess Championship of
the Association of Computing Machinery.
Incredibly, Gambits engine took on the su-
percomputer-powered “Cray Blitz” program
and fought to a draw! With such established
performance, I wasn’t surprised to find Gam-
bit soundly defeating the other chess pro-
grams 1 rtested it against in informal
competition. With the “Kasparov” computer
opponent playing in the full-bore “Serious”
mode, the program can play at an Elo rating
of around 2400. I found the Aggressive and
Hypermodern opening books playing such
ruthless lines in “Serious” mode that I began
to wonder if Gambit might need to be fed a
digiral watch every few days.

Poisoned Pawns

Being a DOS-based program trying to
emulate a  Windows-type  environment,
Gambit’s interface can be a tad awkward. The
mouse response wasn't particularly crisp,
with the movement and sizing of the different

option windows quite cumbersome, at times.
Saving a game preserves only the move list,
leaving the player to manually reselece the
opponent, and tediously scroll through the
moves to restart the game at the next session,
The Coach is also prone to “crying wolf,”
suddenly claiming that a perfectly safe piece

is in danger. Usually, the program retracts
these mysterious outbursts within a few sec-
onds, but they can still be disruptive. The
Coach has also taken a cue from the Depart-
ment of Redundancy Department, occasion-
ally giving hints and rips two or even three
times in rapid succession.

In the bug-infested world of PC games, 1
uncovered only one glitch in the game that
affected play. While chasing down the oppos-
ing king during an endgame, Gambit simply
refused to move in the allotted time, but the
game did not crash. Discussions with Na-
tional Master Hal Bogner of Electronic Arts

revealed thac this glitch was thought to havc
been ironed out during development. His
opinion was that the program knew that de-
fear was inevitable, and was getting conflict-
ing flags on how to move. 1 figured that, like
“Joshua™ in the movie Wargames, the pro-
gram may have discovered the only way to
win was not to play...

En Passant

While there’s only so much that can be
done with a game older than most nations,
Kasparov’s Gambit deserves a serious look
from any gamer interested in learning chess,
or learning to play better chess. The superior
coaching features, huge game library, beauti-
ful SVGA graphics, and powerful engine
place it above any PC game on the market.
I's now the only chess game on my system,
and | can’t seem to find my warch... cew
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THE FIRST SUPER-VGA FLIGHT SIMULATOR

SUPER-V
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Frum the flight fanatics at Domark visual world, where objects are sharper,  “After playing Harrier in SVGA, all
comes the first-ever strategic flight  cleaner and can be seen for miles. other flight-sims look like they are
simulator designed for full-screen SVGA being played through a telescope... Not
graphics technology. Thisisnota typi-  “Harrier receives extremely high marks  so long ago, a few glimpses at multi-
cal flight sim, SUPER-VGA HARRIER Jor graphics which are the best I've ever  million dollar serious flight simulators

,@

A };z J [, ."l .' / )

/
S Y

blows the competition out of the sky seen— BETTER THAN FALCON. produced memories of images not far
with super-fast, silky-smooth screen The explosions and ground detailare  from those present in Harrier; very
update — at twice the resolution!Now  really great.” simply, it’s that good.”

you can experience a much larger — PC SOURCES MAGAZINE — STRATEGY PLUS MAGAZINE

Screens shown: 840 X 480 256-color SVGA resolution. DISTRIBUTER 8 Visa/MC ordars:

IBM PC/CompaTIBLES: Available October 1993 - s Eﬂtmm call 24 hrs a day,

: 2 ; 7 days a week:
Super-VGA Harriar ©1983 Domark Group Ltd. ﬂ’ﬂsyte 1-800-685-GAME
Published by Domark Software Ltd. (orders only)
Programmed by Simis Ltd. Graphics by the Kremlin ¥).

Sound by Martin Walkar. Produced by Jim Tripp. -
Falcon Is a trademark of Spectrum HoloByte, 1900 S. Norfolk St., Suite, 202, San Mateo, CA 94403 415/513-8929
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FIRST-EVER COMPREHENSIVE FLIGHT MODELING

SOFTWARE

FLIGHAT SIMULATOR

CREATE YOUR OWN PLANES,

OBJECTS & BATTLEFIELDS
— IN SUPER-VGA!

Domark set the standard
with Super-VGA HARRIER, the
first-ever SVGA strategic flight
simulator. Now, we're pushing
that standard to new heights!
FLIGHT SIMULATOR TOOLKIT,

the first 3-D flight modeling
software ever produced for your
PC, is Domark’s second offer-
ing in its ADVANCED SIM-SERIES”
state-of-the-art flight simula-
tor product line.

Screens shown: 1BM 256-color SVGA displays.
IBM PC/CoMPATIBLES: Aveilalile November 1993
Requires Windows™ 3.1

Flight Simulator Toolkit ©21993 Domark Group Ltd.
Published by Domark Soltware Ltd.

Pragrammed by Simis Ltd.

Graphics by the Kremlin.

ST is revolutionary, It's
powerful, sophisticated, and
easy to use. Technophiles will
appreciate the atiention to
detail — cockpits include mod-
ern instrumentation, such as
OBI, DME, and Glidescope —
as well as the ability to build
every detail of their sim world.

In a hurry? Not interested
in building every last plane,

o —
e —

D( JMARIK

1900 8. Norfolk St., Suite. 202, San Mateo, CA 94403 415/513-8929

Circle Reader Service #70

tree, truck, valley or skyscraper?
No problem. Just check out the
extensive library of clip-art
imagery: aircraft, ground tar-
gets, landscapes and objects.
You'll be streaking through the
heavens in no time!

FLIGHT SIMULATOR TOOLKIT.
Your AIRCRAFT. YOUR LANDSCAPES,
Your missions — YOUR WORLD.

DISTRIBUTED BY Visa/MC orders:
clrim e 2ahsaday,

7 days a week:

BIBBV fe  1.so0-05-came
(orders only).
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Frying Our Canadian Bacon

The article, “Atlantic Breakout,” by H.E.
Dille, shows your magazine has sacrificed edi-
torial integrity for vindictive irresponsible
journalism. You took a “real world” event,
convoy ON 115, and surrounded it with a
completely fabricated scenario  (by your
magazine’s own admission) that claims the
Canadian navy is responsible for a caraclys-
mic maritime disaster which, in reality, never
took place. Moreover, the article states chat
because “the Canadians had botched it,” the
American naval services had to step in and
assume Canadian escort duties in the North
Adlantic. Such an implication is utter mali-
cious nonsense.

The truth is: during World War Two, the
USN, superior to the Canadian navy in vir-
tually every capacity, performed with such
mediocrity in the North Atlantic as to exas-
perate the Royal Navy. At the end of 1942,
A. V. Alexander, First Lord of the Admiralty,
recommended to Prime Minister Winston
Churchill that all Canadian and American
escorts be removed from the North Atlantic
for training because of gross inadequacies in
both navies’ conduct of anti-submarine
warfare,

Example: protection of convoy ONS 92 by
an American-led Mid-Ocean Escort Foree
(MOEF) was such a failure, Commander ].B.
Heflernan, USN the Senior Officer Escort,
was removed from command. Later, in 1943,
that same MOEF group lost 27 ships in back-
to-back convoys, in exchange for only one
U-boat sunk. Compare that to ON 115 (the
rcal one). Two ships were sunk and another
damaged under Canadian escort, but the
Germans lost U-358 while two others suf-
fered such a hammering they sailed straight
back to port for repairs.

Withour question, general USN and US
Coast Guard performance in WW2 was out-
standing, and the Canadian navy was woe-
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fully lacking in many areas, but in North
Atlantic escort duties they achieved the same
degree of success. Each had its victories and
its disasters. More pointedly, the escort sailors
of both countries—often working rogether—
fought with unbridled tenacity and dreless
valour against a superior foe who sometimes
ournumbered the escorts by as much as four
to one.

Your arricle is a spiteful insult to these
sailors. As for the Canadian navy, the article
is a stupid, unprovoked, unjustified misrep-
resentation of facts. How would your Ameri-
can readers feel if a Canadian magazine
published a scenario such as “because the
USN was incompetent, the Royal Canadian
Navy had to step in and save American ass at
Guadalcanal”? Your article is inexcusable.

R.D. Newman, Caprain, Canadian Forces
Hornell Heights, Ontario, CANADA

H.E. Dille responds:

Captain Newman, [ believe the umbrage you
have taken with the article in question is a
reflection of several separate elements being
taken out of context with the theme of the
complete work. “Atlantic Breakout” reviewed
three expansion sets for SSI's Great Naval Bat-
tles: North Atlantic product line. The overall
goal of these products was 1o allow wusers to
explove alternative history. In fiction, as well us
gaming, the alteration of historical cvents to
illustrate a theme or explore alternative develop-
ments is a widespread practice.

As the major theme of two of the add-on sets
involved expanded American presence in the
North Atlantic Conflict, the inclusion of some
Sictional background to justify the diversion of
USN assets away from the Pacific Theater of
Operations  was  appropriate.  Raymond
Spruance was a natural choice as the center piece
of the fiction, as Admiral Ernest King's desire to
have him in the Atlantic was well documented,
but the motivation for his presence still requirved

explanation. ON 115 retains the historical sig-
nificance of being one of the first concerted
U-boat efforts of the campaign, wherein eight to
nine members of the wolf pack converged and
harassed the convoy for five days straight. [
concur with your assessment of the Canadian’s
actual performance during this engagement,
which reflected professional screening and coun-
terattacking, but the actual engagement did not
contain surface actions against the Kriegsma-
rine, either.

Numerous historians have contended that, if
Hitler had used his surface vaiders in conjunc-
tion with U-boat actions, the entire complexion
of the Atlantic conflict would have changed.
With this firmly in mind, it seemed logical and
Justified, within the context of historical fiction,
to alter the events of ON 115 to introduce
Scharnhorst and Tirpitz to the tactical hypothe-
sis, much as the programs under review do. Such
an appearance might have resulted in the deba-
cle alluded to in the fictional introduction, as
none of the escort ships in service at that time,
either Canadian or USN, had equivalent fire-

power.

Finally, the comment which seems to have
generated your greatest consternation, “..the
Canadians had botched it,” is nothing more
than a speculative appraisal of what a Raymond
Spruance might have thought, bitterly, if Admi-
ral King had been successfil in snatching him
away from the command that he truly desived in
the Pacific. Again, the practice of stepping insice
the minds of characters in a work of fiction is
also widely accepted, and is not a reflection of
my personal beliefs, nor those of my publisher.
As a brother Naval Officer of fifteen years expe-
rience, aperating in conjunction with many dif-
Jerent NATO Navies, including the Canadians,
[ admire the proféssionalism 1 have had the
benefit of witnessing. I regret any misconceptions
thar may have been generated by the blend of
Jact and fiction which was purposefully con-
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CAN UNDERSTAND.

depends on time played. Some gamers
spend more than $100 per month;
some keep their charges below $20.

The question with regard to chil-
dren is a way of monitoring our read-
ers” needs with regard to coverage of
children’s software. If you have no
children, you have no need to circle
any letter in that area.

Exercising The Damon
As an avid WWII historian, |
hought my personal computer in
anticipation of Aces Over Europe.
What's taking so long? T thought
they had the basic engine laid out
from the excellent Aces of the Pacific
simulation. Isn't it just a matter of
changing a few shapes and mark-
ings on the planes and PRESTO?
Matt Zimmerman
San Francisco, CA
Yes. Yes it is. It’s hand painting
each box that is taking the time.
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1e pleasure of meeting Steve Purcell’s pals, Sam & Max, CGW is pleased to present a
series of their cartoons, originally appearing in LucasArt’s in-house magazine, The Adventurer. Sam & Max will soon

be starring in a feature-length game, Sam & Max Hit The Road, scheduled for a holiday season release.

structed for this work and hope that my response
10 your inquiry alleviates your concerns.

Modem Times

Lam looking into the possibility of actually
using my fax/modem [ boughta year ago, but
know little about the various services (i.e.
CompuServe, GEnie, etc.). | would appreci-
ate some informarion as to what exactly they
can do (besides tell me the wearher) and name
some which you recommend most highly for
both general use and price.

Your August article, “The Great Under-
ground Empire,” has piqued my interest in
the world of mulri-player role-playing., How-
ever, Mr. Brassil left out one important fac-
tor: price. Two questions: first, what would a
well-seasoned veteran in the world of role-
playing games expect to pay on the average,
per day (hour, year, ...), and sccondly, in
general, which one(s) do you recommend
most highly, including the price factor.

December 1993

Two more things. One, when you put Buzz
Aldrin’s Race Into Space from Interplay on
your Top 100 list, put down an “A” for me.
[t is one of the mosr enterraining, yet educa-
tional, games I've played in a long time and |
await the CD-ROM version (if and when |
get a CD-ROM drive, that is). Two, in your
free Reader Inquiry Service card, which letter
do you circle if you have no children?

Brian Czaja
Massapequa Park, NY

In CGW #106, (May, 1993), we provided a
listing of all the games of which we were aware
an commercial telecommiunications networks.
That issue of the magazine may still be pur-
chased as a back issue and would be the best
source of that information until the September
1994 issue (#122), when we will once again
feature a special section on games via telecom-
munications networks. The May coverage listed
prices for all of the games, but the Multi-Player
Games Network has reduced its pricing since
that issue went to press. As for the price, it

HOW COME YOU FELT BAD
MOOTING AN ELE'S HAT BUT
12N A
HOUSELOAD OF THEM INTO TH
ONCE T WEPT
LIKE A WORAN, AA% 1
REALIZED NOTHING
| couLD BE MORE RE"

FRESHING THAT A
SEnabLEss acT oF
: VIOLENCE,

Seriously, some of the code was
reused, but theve is new Al ro reflect
the different tactics used in Europe,
and all the new data and art were
input. Since the planes have signifi-
cantly more detail than those in Pa-
cific, the frame rate runs about the
same as the earlier game unless the
gamer reduces the detail level to that
of Pacific. In the latter case, it runs
faster than the earlier game. As of press
time, the final bug hunt was on, and
the game was expected to be complete
by the time this issue hit the stands.

e M e
OSE TOYS

staiieds.

Id Infinitum

Do you have any new information
on Apogee/Id 3-D games?
Brandon Lackey
Bakersfield, CA
Id Software became so caught up in the pro-
duction of the Super Nintendo version of
Wolfenstein 3-D (where the dogs have become
rats and the Gestapo have become almost extra-
tervestrial aliens) that the ship date for Doom
has been rescheduled for early December of this
year.
A Ziff In Time
Congratulations on your team-up with
Ziff-Davis—I think. Was this a hostile take-
over? | hope the new boss will not change the
friendly and irreverent nature of CGW. 1 also

hope the bean counters don’t redo the post-
age paid CGW Poll cards: a trademark of this

Page 207



magazine and emblematic of CGW's coop-

erative outlook toward its readers. While 1

look forward to the changes, don’t get too
glitzy on us!

T. Madden

St. Louis, MO

I'm sorry to hear that you've been bought
by Ziff-Davis. I guess this means that CGW
will become nothing more than another voice
for Microsoft. I will nor be subscribing.

Patrick Sklenar
Covenrry, CT

Actually, the Ziff-Davis deal was ahospitable
takeover. As for getting too glitzy, it is our intent
to make sure that the design reflects the content
and vice-versa. Ziff-Davis purchased us because
they liked what we were doing and believed that
our editorial philosophy was compatible to their
philosophy. As for other Ziff publications pro-
viding Microsofi propaganda, I can only say that
I believe this would come as a great shock to
Microsoft. A lot of peaple think Bill Machrone
(PC Week and PC Magazine) and John Dvorak
(PC Magazine) have an anti-Microsofi bias.
When colwmnists are shot at from both sides, it

is ofien a good sign that they have some sort of

objectivity.

PSYCHOLOGY ON A DISK
MS-DOS Personal Edition

Psychology is a challenge. Are you up
to it? Can you fool the lie detector?
Will you be able to design a test to
find the missing psychiatric patient?
Can you create a super-strong rat by
winning the Shaping Game? Will you
be able to beat the computer in the
Three-Word competition? The thirteen
games and simulations on this disk
were designed by psychologists at a
major university. Has your gaming
given you the psychology skills you
will need for this new kind of
challenge? Or will psychology help
you to sharpen your gaming skills?

PSYCHOLOGY ON A DISK is
available for only $24.95 plus $4.00
shipping and handling. Send check or
money order to CMS Academic
Software, P. O. Box 5777, Dept.
CGW, Santa Fe, NM 87502-5777.
Please specify 3.5" or 5.25" disk.
MD residents add 5% sales tax; NM
residents add 6.125% sales tax.

Sounding Off

Great arricle on Sound Cards in the new
issue. However,

1) it looks as though part of the concluding
remarks didn’t get printed;

2) since the authors menrioned that one
option is to have a B card for digital sounds
and then add a Roland for General Midi, I
would like to see a fallow-up arricle on how
this would be done. (How do you hook up
both cards to the same set of speakers and
which card do you select when installing the
game. Would both cards use the same IRQ?);
and

3) since they mentioned CD-ROM inter-
faces on a (sound) card, I need to know if you
need one on a sound card for a CD-ROM
program to work with it or if a normal SCSI
controller will do.

Chris
Prodigy

Mike Moondaiwg Weksler responds:

1) That comma at the end of the article should
have been a period. Our editor inserted a sen-
tence rambling on about how inadequate home
theater Is in its current incarnation, but it rmﬂy
didn 't matter,

2) With regard to hooking up speakers when
running digital audio out of one card and wave
table synthesis out of the other, you have a few
options. One would be to run the Line Out from
the wave table synthesis card (i.e., the Roland)
into the Line In on your digital sound card (i.e.
the Pro AudioStudio). Then, you can run a Line
Out from your digital sound card to either your

amplified speakers or your music system. An-
other option would include the use of @ low cost
mixing board from Radio Shack. Output from
both cards would run into the mixing board
where a single output would run into your single
set of speakers. This is a handy way to have
precise volume control at your fingertips.

You would select the Sound Blaster card for
your speech and your Roland for the music
separately in a given game’s hardware installa-
tion.

Both cards would require separate IRQs. A
standard configuration is to have the Sound
Blaster on IRQ (interrupt)7, 11O at 220. The
Roland (or most wavetable cards) defanlt at IRQ
2, /0 330.

3) Depending upon which CD-ROM you
have, games may run with both configura-
tions—a CD-ROM drive will run either off of
your sound card, such as the 50 pin SCSI host
on the Pro AudioStudio card or, the proprictary
40 pin Panasonic host on the Sound Blaster Pro
cards. A CD-ROM drive may also run off of
dedicated SCSI host card. Games don't seem to
care one way or the other, although it would be
in your best interest to get the fastest CD-ROM
interface for your computer. An example would
be one of the 16-bit SCSI host cards which have
some RAM on them to speed things up a bit. One
small point worth mentioning is that the CD-
ROM host on the sound card should be disabiled
when running a stand-alone SCSI host so the
two cards do not conflict with each other. We
hope these tips help. caw

By Rich Tennant

The 5th Wave
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Empire Deluxe, The Official Strategy Guide
by CGW On-Line Editor Alan Emrich - Prima - $19.95
This indispensable companion to Empire Deluxe offers: explanations
of troop movement lhrmlgh cxp}nmtinn. discovery and battle; tables
for every combat situadion; secrets of waging economic warfare; and
informarion on engaging other players by modem.

Global Conguest, The Official Strategy Guide

by CGW On-Line Editor Alan Emrich - Prima - $24.95

Special features: floppy disk with updared (2.0) game version and a
new map maker; and full-color player's aid card. A complete rutorial
with five programmed scenarios, Strategy tips, derailed wbles, and
analyses of actual program formulac. A complete modem-gaming
reference.

Sid Meier’s Civilization, Or Rome on 640k a Day

by Jehnny L. Wilton and Alan Emyiich - Prima - $18.95

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

Includes 100 charts covering rechnological advancements; 24 original

tables and 22 specific formulae showing how the game works, as well

as 17 ways to chear and more than 20 ways to win.

Chuck Yeager’s Air Combat Handbook

by Russell Sipe and Mike Weksler - Prima - $18.95 U.S.

Winning Strategies to all the missions. Campaign games for every
playcr-flyable aireraft (P-51, FW-190, F-86, MiG-15, Phantom 11,
MiG-21). Valuable performance charts for cach aircraft, Extensive
information from the designers of YAC.,

The SimEarth Bible

by Johnny L. Wilson - Oshormne-McGraw Hill - $14.95

[ salute Johuny Wikon for giving us a new kind of book about the carth
‘! &
and the tevrestrial planets. -James Lovelock

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

The SimCity Planning Commission Handbook

by Johnny L. Wilson - Osborme McGraw-Hill - $19.95

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

- START Magazine

The Official Guide To Sid Meier’s Railroad Tycoon

by Russell Sipe - COMPUTE Books - $12.95 U.S.
The best book on Railroad Tycoon. If you love Railroad Tycoon get

Russell Sipe's book. - Jerry Pournelle, BYTE Magazine
Here are just a few of the things you'll learn: ger the answers to
puzzling economic forces in the game; learn to defeat cach of the
tycoons; manipulate the stock market to vour advantage; and learn
optimal building and survey techniques.

The PC Games Bible

by Paul Rigby and Robin Matthews - Sigma - $20.00

CGW’s British correspondents describe over 2,000 computer games
in short “Taking A Peck”-size tidbirs.

Falcon 3.0 Air Combat

Pete Bonanni and Bernard Yee - Osbome McGraw-Hill - $19.95
Bonanni provides the insights of a trained Falcon pilot; Yee provides
the perspective of an experienced game reviewer; and CGW's own
Mike Weksler tells gamers how to maximize their computer systems
in this useful book of tactics and campaign management for
Spectrum HoloByre's Faleon 3.0.

The Official Lucasfilm Games Air Combat Strategies

by Rusel DeMaria and George Fontaine - Prima Publishing - $18.95

History, tactics and programming insights are blended rogether into
this compendium of strategies for Larry Holland's best-selling WWII
air combar series.

Wing Commander | & II: The Ultimate Strategy Guide

by Mike Harrison - Prima Publishing - $18.95

Filtered through the viewpoint of L. Col. Carl T. LaFang, a fictional
pilot, Harrison's book assists gamers in mastering the game ina
logical, linear fashion.

The Harpoon Battlebook

by James DeGoey - Prima Publishing - $18.95

In addition to providing a solid guide to Harpoon tactics, The
Harpoon Bautlebook offers new scenarios, additional information on
weapons platforms and handy reference tables.

<1t SIMEARTH /g, -

( Use order form bound into this magazine to order books. )




hough the Avarar has often stood

alone against the forces of evil in the

Ultima universe, Origin’s Silver Seed
cannot. Ir is an add-in disk for Ultima VII,
Part Two: Serpent Isle which requires that
Serpent Isle reside on your hard drive in order
to play. There is little point in buying this
add-in disk if you have already finished Ser-
pent Isle, unless you plan on playing it again.
The new adventures in Sifver Seed are self-
contained, and the main reason for their ex-
istence is to provide certain items and updares
for Serpent Isle that make playing the game
less of a hassle.

On the other hand, these changes really
make Silver Seed worth getting if you haven’t
played Serpent Isle, or haven’t gone too far
into it. Whart it provides are six new items and
three new hot-keys. Two of these items in
particular are especially notable,

The first is the magic key ring that works in
conjuncrion with a new ‘K’ hot-key. All of
your keys go onto the ring, after which you
can forget about them. When you come to a

locked door, hitting K brings up a cursor
which you must position aver the lock. If you
have the right key on your ring, the door will
be unlocked. No more rooting through back-
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Plant The Silver Seed

And Watch Britannia Grow

Origin’s Add-in Disk Expands
The Serpent Isle

by Scorpia

packs to try keys one at a time or becoming
confused over look-alike keys.

The second is the Ring of Endless Reagents.
With this nifty item in hand you can kiss your
bag of reagents good-bye. No more reagents
to buy, ever again. The spells you can cast are
limited only by magic points. It’s nice to look
at the spell book and see the num-
bers under the spells replaced by
infinity symbols.

The other items are a powerful
(but non-throwable) magic axe, :
the Helm of Light, the Belt of |
Strength, and rthe Gauntlets of §
Dexterity. The beltand gloves give
+10 to strength and dex, but there
is a little problem associated with
these thar we'll come ro a bir later.

Picking locks becomes less
trouble with a new ‘P’ hot-key. ===
Hitting P’ brings up a target cur-
sor to position over the lock. You no longer
have to rummage through your entire inven-
tory to try a door.

Finally, feeding the party has
been made easier with a new ‘F
hot-key. Whenever  someone
starts whining about an empty
stomach, just hit ‘I for a target
cursor, Position itover the peckish
character and zap those
tummy grumbles away.
As long as anyone in the
party is carrying food, the
person will be fed. This
one feature is almost
worth the price of admis-
sion all by itself.

The storyline of the game doesn’t
amount to much, Karnax, head of
the Xenkan monks, pops up with the

newly-found Amuler of Balance, which he
hands to the Avarar and says, in essence,
“figure out what it does, because we don't
know.” As it turns out, the amulet is used on
a serpent gate to transport the party back to
the past, to the time when the war berween
Order and Chaos was in full swing.

i T -

The ostensible goal is for the Avarar to find
and plant the silver seed, which will grow inta
the Tree of Balance and help (in some mysti-
cal, undefined way) to restore Balance to the
land. (And I thought this was what we were
doing in Serpent Iile by reuniting the three
Grear Serpents.)

In actuality, you're just there to pick up the
goodies (and get the new hot-keys installed),
since planting the seed has no effect on the

The Silver Seed

TITLE: The Silver Seed

PRICE: §$29.495

SYSTEM: B

REQUIREMENTS:  Ultima VI, Part Two: Serpent
Isle, 4MB additional han
drive space

DESIGNERS: Brian Adams, Bruce Adams,
Lavid Beyer, Lisa Smith,
Phil Sulak

PUBLISHER: Oirigin Systems

Austin, TX
1512} 335-5200
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Play the best for less

Now you can play the award-winning
multi-player online game
Legends of Future Past
for as little as $1.80 per hour!

reate your character and visit Andor, a world created solely
through artistic prose and colored by shared imagination. Meet the
exciting, intrepid and interesting people who populate these ever-
expanding lands. Become part of the community of adventurers who
have found reward, riches — even romance — in the fantastic land of
the Shattered Realms.

Live Game Masters: You'll explore a living world where professional
game designers introduce new adventures and lands to explore on a
continuing basis. Delve into the politics of the City-State of Fayd, or
take up a noble quest. Become a Champion of Justice — or a Force
for Darkness. Andor itself will change around you as you are drawn
into the never ending plot of Legends of Future Past.

Full Character Development: In Legends, you can assume the role
of any character imaginable. Our skill-based system will enable you
to develop the persona of your dreams. Be a powerful wizard, sly
thief or valiant knight — or even a gentle weaver, a skilled
weaponsmith or a miner. The possibilities for profession and
character development are endless.

Advanced Interactive Fiction: Legends was designed as a
monumenlal work of fantasy and artificial intelligence. Not only will
you interact with people just like yourself — you will be in a realm that
responds to your every action. There are no graphics, because only
the power of the English language could capture the beauty of this
world. Come try it for yourself.

“..A remarkably rich playground for

modem-owning role-players.”
(Computer Gaming World, Aug. 1992)

“...no other game... captures the true

essence of roleplaying like this one.”
(Computer Game Review, Oct. 1992)

New Lower Rates:
$9.95 a month includes five (5) hours online time.

Additional hours charged at $1.80 hour total via direct dial
and Internet, or $3.60 hour total fee via CNS local dial-
ups. No surcharge for connecting at 9600 baud or during
daytime hours.

If you are on Internet: telnet to novalink.com, or write
info@novalink.com.

- No special software required.

« Toll free number customer service and
technical support.

« All adult: You must be eighteen (18) or older
to use NovakLink.

« American Express, Visa, MasterGard,
Discover and Diners Glub.

...and you can try it free!

Novalin<.

MAKING THE WORLD A BIT SMALLER

800-274-2814 Voice
800-937-7644 Sign-up/Info
P.O. Box 11, Shrewsbury, MA 01545
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Hard Drive Special

Seagate  130meg drive $186
Seagate  261meg drive $260
Samsung 252meg drive $236
Seagate  341meg drive $337
Western Digital 340meg $321

Mother Boards

486/33 Vesa 128k Cache 5462
486/33 DLC $137
386/40 128k Cache $151

Sound & Video Cards

Sound Blaster Mono $97
Sound Blaster Pro DX $146
Sound Blaster 16 ASP $243

Video Blaster $398

CD-ROM Systems

SB CD-ROM Upgrade $361
SB MultiMedia Upgrade Kit $662
Aztec CD-ROM 16bit Kit $543
CD-ROM 16bit Business Kit $511
Sound Galaxy 46 CD-ROM Kit $443

Tape Backup
Colorado Jumbo 250 $199

Software and other Hardware
Large Inventory

Order Toll-IFree

Compuler Svsiem Solulions

1-800-666-5590

Circle Reader Service #53

PAPER, VIVVIER

“The Informative PBM Magazine®

Do you know what PBM (Play-By-Mail)
garming is? If you don’t, we can help you
explore the world of PBM gaming. Paper
Mayhem has been leading the way for
over 10 years by informing people about
PBM gaming. Articles, reviews, biograph-
ies and maore fill each issue. Not to men-
tion the ratings of PBM games and com-
panies that our readers participate in.

Paper Mayhem has been improving with
the ever expanding hobby of PBM gaming
since 1983. Each bimonthly issue brings
you the latest on PBM news.

So why delay and miss out on all the
fun? Read Paper Mayhem and take ad-
vantage of PBM gaming.

Send subscriptions to:
PAPER MAYHEM
Dept CG,1518 Adams St.
Ottawa, IL 61350-4770

US Subscriptions:
Single issue $5.00
1 year $24.00 - 2 year $42.00

FOREIGN SUBSCHIPTIONS: 1 year Canada $31.00;
1 year to Europe $51.00; 1 year to Australia $57.00.
All Subscriptions lo PAPER MAYHEM are o be paid
in US furds and drawn from US banks. Foreign sub-
scriptions are asked lo use International Money
Order in US funds.
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main game—ar least none that anyone has
been able to find to date. Nothing really
changes when you return to your own time.
If you were hoping to undo some of the
Banes’ nasty handiwork, you'll be disap-

pointed.

While Sifver Seed fixes some problems (or
at least annoyances) in Serpent Isle, the game
brings a few of its own. The gauntlets and belt
do not appear ta work properly. For instance,
after finding the gloves, naturally I pur them
on at once, only to see no change in the dex
stat. The dexterity of the character was the
same, no matter who wore them.

My initial thought was that, as stats don’t
go above 30, and everyone had better than 20
dex, the gloves wouldn’t work for them.
However, on rebooting the game, I noticed
that Shamino (who was wearing the gloves)
now had a dex of 30! Had 1 been mistaken?

Not quite. When I took the gloves off him,
his dex dropped to normal, but putting them
back on made no change in his dex, aranyone
else’s who wore them. So it would seem that,
to get the benefit of the belt and gloves, you
should save the game after they've been
equipped, restore, and nor take these items
off again.

Another nasty situation reared up with the
maze. Only the Avatar can go in there; party
members refuse and voluntarily unjoin them-
selves from the group. Unfortunately, they
unjoin themselves a little too late. The Avatar
must go in sans armor and equipment; these
are taken away upon entry and given back
after exiting the maze. The same thing hap-
pens to anyone in the group when the Avatar
goes to enter, only their stff doesn’t come
hll(:]{. OlIChI M.‘l!’({f sure rhi][ ‘.’.\'{fl')'ﬂl]ﬂ 1s our
of the group before you go near the maze
entrance.

The manual that comes with Silver Seed
contains a small walk-through in the back.
Obviously, Origin wants you to finish this
one quickly so you can bring your new toys
over to the main event, which isn'ta bad idea.
After all, that's why they’re giving you this

stuff,

Unfortunately, the walk-through contains
some inaccuracies, mainly in the section deal-

ing with the abandoned outpost. A body
(with an important item) is noted as being ar
location 10, when it’s really at location 11.
The sceret door in the west wall of the
north/south entry passage is actually further
north than is shown on the map.

The real toothgrinder, though, is the rub-
ble-blocked corridor. The manual suggests
using gunpowder to clear it. Even cight or
nine kegs exploding in concert weren't
enough to do the job, no matter how rhey
were placed. An Origin on-line rep suggested
purting a keg at “the thinnest point of the
debris,” which was the first thing I had tried.

Perhaps my idea of “thinnest” didn’t coin-
cide with theirs, or possibly the game is very
position-sensitive, and | didn’t ger the exacr
right spot. Whatever, the kegs don’t work,
but plain muscle does. Just put the Avatar in
combat mode and smack away at the debrisa
few times. I found a Juggernaur Hammer
works nicely, and two blows were enough o
clear a passage to the stairs. Other weapons
may take a little longer, but it can be done.

Installarion of the add-in makes some
changes in the operation and save games of
Serpent Islein order to accommodate the new
items and hot-keys. Since it is also adding a
new physical location to the Britannia land-
scape, some saves [rom Serpent Isle may have
to be deleted. This is clearly explained in the
manual. [ lost three or four saves myself, but
these were mostly from near the end of the
game, in the Temple of Balance. Earlier po-
sitions made the transition nicely.

However, users of DRDOS 6 should be
careful. Sexpent Isle is known to be incompat-
ible with this DOS, and Origin has a patch
our for it. Unfortunately, early reports indi-
cate that installing Sifver Seed undocs the
patch, rendering the game unplayable. 1f you
use DRDOS 6, check with Origin before
installing the add-in. By the time you read
lhis. lh{.’_\_{" [‘nﬂy l‘lﬂ\"’.‘ dan I.ngl'ad{.‘ or Ulhcl' \\’Ul'k—
around for the difficulry.

Owverall, while Sifver Seed isn't a terrific
game in irself and has a few problems, it will
certainly make playing Serpent Isle a lirde
more enjoyable. Anyone who is playing, or
plans on playing, Serpent Isle, should make
their lives casier and pick it up. esw
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MEET S'I'IIANGE GREA’I‘UBES
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You've always considered yourself a soldier of forlune Hired Guns is an adventure that can accommeodate up
with a knack for survival and a thirst for green. Your to four players simultcmeously. It fectures furious non-
mission? Anything for a price. But this time it's different.  stop action, first person 3-D view cnd cuto-mapping of
The stakes are a little bit greater and the danger is cil the 1.7 million cubic meters of plery crect. Choose from
too real. You cnd your tecam coe on c desolate moon, 12 different richly developed characters to suit your
surrounded by less than friendlies, with only one goal needs for the mission al hand. Journey through this
besides the mission itself; stay alive long enough to desolate land, all the while testing your survival skills

enjoy your newfound wealth. And remember; TAKE NO PRISONERS!

PSYQ 0sis
675 Massachusells Ave,
Cambridge, MA 02139

Hired Guns is available on IBM compatible and Amiga formats. (617) 497-7794
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SEE JACK RUN.
SEE JACK PLAY.
SEE JACK WHEEL.
SEE JACK DEAL,

| |
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kL JALK AVAIN,

Meet Jack Ladd, a jack of all
trades, most of them illegal. Jack's
in big trouble. You see this is the
future and now the IRS has the
right to use deadly force to col-
lect taxes. Guess what Jack,
the tax man commeth, and
they're looking for the gazillion
bucks you owe them. Now
you have only 28 days to
get them the money, how
you do it is up to you.

Join Jack as he cons and
coerces his way through
the backstreets and
alleys on the seedy
side of the galaxy.
4 Eight-way scrolling,
full perspective scal-
_ ing and Hypertext-
= style interaction
give this game a
colorful ecmd realistic
edge. This unusual
adventure captures
your imaginction end
thrusts you right into
the heart of Jack
Ladd's bizcare world.

. find this 9
can 1 cail.
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. .- 675 Massachusetts Ave.

A= i el Lo Py T K, Cambridge, MA 02139
(617) 497-7794

Innocent is available on IBM compatible and Amiga formats.
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tories of young lieutenants greener than
clephant grass leading boys into the
dense undergrowth of Viernam and
getting chewed up are legion. The dangers
included not only an NVA encounter, but
also falling int pits with sharpened punji
sticks arrayed like bayonets, or tripping a
“bouncing betty” mine with a shaped charge
designed to maim, not kill. Learning effective
ways to prevent and deal with such hazards
was an ongoing challenge squad leaders faced.
In Electronic Arts” SEAL Team, the player
controls a squad of U.S. Navy SEALS
through up to four years of the Vietnam War.
After spending a few weeks coaxing SEALs
through the pixelated Mekong delea in SEAL
Team, I've learned a few things that may help
SEAL commanders overcome the obstacles 1
faced in my early duty. Here are the tactics
and procedures that helped keep Lt. “Lunch-
meat” and his squad alive through many har-
rowing combart missions.

1. BAMCIS

A mnemonic device used by the U.S. Ma-
rine Corps to aid commanders when leading
troops, BAMCIS can be effectively applied
for use with SEAL Team. BAMCIS is an
abbreviation for the following tactical steps:
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STRATEGY

Begin planning the operation; Arrange for
reconnaissance; Make the reconnaissance;
Complete a plan of action; Issue the combat
order; then Supervise the ongoing operation
to guarantee that the objective is reached.
When using BAMCIS with SEAL Team, the
first three procedures should be performed
even before the SEALs hit the combar zone.
Studying the information presented in the
Intel Briefing and Mission Briefing screens
will give the player enough information to
plan the operation, while the intelligence pro-
vided should be considered a prelimi-
nary recon report. After a tentative
tactical plan of acrion has been de-
vised, the combat order (i.c., moving
the soldiers toward the objective)
should be issued once the SEALs hit
the combat zone. Finally, the player
must supervise the movement and ac-
tions of the team en route to the ob-
jective. Using BAMCIS should be a
continuous process; as events unfold
during combat, the player should be
ready to alter his plan of action to
successfully complere the mission.

2. Patience Is A Virtue

[n mission after mission, I learned chat
being patient is possibly the single most im-
portant skill a SEAL commander can possess.
Since a SEAL team will almost always be
outnumbered, outgunned, and far from
home, biding time until the perfect opportu-
nity to strike is vital. In several missions,
enemy soldiers would walk within just a few
meters of my hidden SEALs. Instead of open-
ing fire when they came into range, [ patiently
waited until they passed my position and left
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| SEAL’D
 WITH A FIST

Delivering An Effective Blow
With SEAL Team

by Jeff James

the combat area. Once they were gone, |
moved my SEALs into position to take the
objective. Unless a player’s SEALS are under
fire, moving towards an objective or leaving
the combat area, it’s usually a good idea co sit,
wartch and wair.

3. Mix It Up

In combar, being predictable will get your
men killed. Inscrrion points, avenues of ap-
proach and exit routes can and should be
altered often to confuse the enemy. Moving
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down clearly marked rrails is almost always a
bad idea, as most will be booby trapped with
pits or trip wires. Players should try some-
thing slightly out of the ordinary in every
mission, Here are a few suggestions: create a
diversion by using a grenade launcher to lob
a grenade some distance from the enemy’s
position; split your team into two squads and
attack from rwo directions; insert the squad a
considerable distance from the original inser-
tion poing; use your fire support teams to
draw enemy troops away from your objective.
Players should be reasonable; don’t try some-
thing too crearive to be rtactically sound.
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Keeping the enemy guessing will keep SEALs
alive.

4, Know Your Gear

A plethora of weapon and tool types arc
available to a SEAL commander; knowing
which equipment to take can mean the dif-
ference between victory and defeat. SEAL
commanders should learn the weapon spe-
cialries of each SEAL and equip them accord-

ingly. The mission should dicrare the weap-
onry carried: an M72A2 LAW (light ant-tank
weapon) may be perfect for taking out hard-
ened enemy positions, but would be excess
baggage during a rescue mission. The more
cquipment a SEAL carries, the slower he
moves, making him a more vulnerable target.
Keep in mind that SEALs tending captured
enemy soldiers move slowly. SEALs already
weighed down by 100 pounds of rocket
launchers, grenades and ammunition will be
scarcely able to move when moving captured
enemy soldiers. Keep an eye on weapon
ranges, too. A squad equipped with nothing
but shotguns and pistols is in for a very bad
day if forced to engage in a long-distance
firefight.

5. Cover And Concealment

[n basic training, many U.S. infantry are
raught the maxim: “I'm up, he sees me, I'm
down.” This brief sentence summarizes the
importance of cover and concealment. As in
real life, keeping soldiers our of harms way
requires that they be seen as lieele as possible
by the enemy. SEALs advancing rowards a
heavily defended target in an upright position
won't live long; keeping them in a prone or
crouched position will make them harder o
spot by the enemy. When planning a mission,
it's a good idea to plota course through areas
with plenty of ground cover, using any man-
made structures for cover and concealment as
well. Keep low, stay clear of wide open areas
and utdilize any available foliage to keep
SEALSs hidden from view,
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6. Conserve Ammo

Conserving ammunition is of paramount
importance to any SEAL commander. The
motto “One shot, one kill” is a wise one ro
follow. Wair until the last possible minute wo
engage the enemy. In most cases, | found that
holding my fire undl an enemy was close
enough for the targering rericle to turn yellow
or red was enough to ensure a high prob-
ability of success. Frugal use of ammu-
nidion has other benefits besides the
increased probability of a kill. Tr also
eranslates into less ammunition being
carried, resulting in faster moving,
less-encumbered SEALs. It also ar-
tracts less attention: a SEAL who fires
one shot is far less likely to be noticed
than one that empties an entire maga-
zine. One casy way to limit the
amount of ammo expended during a
firefight is to change the rate of fire
(ROF) of a currently selected weapon.
Pressing the ‘R” key will eycle through
the ROF options available for the cur-
rent weapon. In almost all cases, keeping
weapons on “semi” or “single” will yield che
best results.

7. Silence Is Golden

Next to cover and concealment, keeping
SEALs quiet is key to avoiding the enemy.
Players can accomplish this by moving slowly
in prone position with a cease fire order. It's
also a good idea to stop occasionally and scan
the area. Turning off the game music (ALT-
M) and keeping on the game sounds will give
players aural cues to the combat situation,
with the noise of insects and birds changing
when an enemy is approaching. Move slowly,
keep low and fire controlled bursts.

8. Use Your Fire Support

In almost every mission, fire supporrt teams
are just a key press away. When SEALs are
pinned down by enemy fire, bailing them out
with the fire support vehicle is a viable and
highly recommended course of action.

Fire support vehicles also work wonderfully
as moving distractions. One tactic which
worked well for me was to have a support
helicopter fly over a heavily guarded objective
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and then hover some distance away from the
target arca, on the opposite side of the objec-
tive as my SEALs. Any enemy soldicrs in the
area would often follow the helicopter, leav-
ing the objective unguarded. Remember thar
supporting fire from helicopters and other
aircralt can often stray quite a distance from
the target area—players should keep SEALs a
healthy distance away from any ground rar-
gets.

o

9. Use The Views

One of the many viewing options available
toa SEAL Team player is the use of the enemy
view, accessed by pressing the F9 key. When
an enemy soldier has been seen and targeted
by the point man, a targeting reticle will
appear on the enemy soldier. Pressing the F9
key will shift the player’s viewing position to
the enemy’s position. Holding the right
mouse button down (or pressing button 2 on
the joystick, if selected) and moving the
mouse allows the player to peck around
buildings, foliage and other obstacles for
other threats. It’s like having an invisible
scout standing right nexr to the enemy. Press-
ing the F2 key will display a chird person view
of the point man and other SEALS, which is
useful for viewing the surrounding terrain
while the team is moving towards an objec-
five.

10. Practice Makes Perfect

Finally, SEAL commanders should make
frequent use of the Practice Missions program
option, accessible from the main menu. Each
of the 80 individual missions in SEAL Team
are available for practice, allowing gamers to
scope out mission areas before a real mission
takes place. Pracricing missions will save lives,
minimize time spent in the mission zone, and
ensure thar each mission is a success.

In addition to the suggestions listed here,
SEAL Team players may want to obeain a few
books on the SEALs in Vietnam and the
tactics they used. A wide selection of reference
books are listed in the bibliography of the
SEAL Team manual. From that list, | found
the following books to be especially useful:

John Pimlott. Vietnam: The History and
the Tactics. Crescent Books, New York.

1983

Michael Lee Lanning and Dan Cragg.
Iuside the VC and the NVA. Ballantine
Books, New York. 1992,

(The author would like to thank Sgt. Kevin
N. Lawson U.S.M.C. for his assistance in
preparing this article.) caw
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STRATEGY

A Guide To Corporate Culture In The Syndicate

by Jeff “Do These Ties Come In Kevlar?” James

Date:
To:
Trainee,
ritory
From: CyberCorp Internal
rity (CCIS)

RE: CyberCorp Field Executive
Operations Manual

07 October 2097
CyberCorp Field Executive
Western European Ter-

Secu-

he position of Field Executive for the
CyberCorp Syndicate is a challeng-
ing bur rewarding position. As leader
of a squad of Field Agenrs, your rasks are
many and varied: you must simultaneously
serve as a rerritorial administrator, tax collec-
tor, strategic planner and tactical field com-

mander. Due to the complexity of your mis-
sion, we ar CyberCorp Internal Security
(CCIS) have prepared this document to aid
you. This material will give you the informa-
tion you need to embark on a lucrarive career
with The Company and increase CyberCorp
market share at the expense of our rival Syn-
dicares.

SECTION 1.0: Administration

1.1: Choose or lose

One of the first challenges you will face as
a CyberCorp executive will be that of choos-
ing which terrirory to invade. Keep in mind
that regions with large popularions will con-
tain the toughest opposition. If your agents
are relatively inexperienced and lack ad-
vanced weaponry, choose a less populous rer-
ritory.
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1.2: The cyborg tax man cometh

Taxes are the lifeblood of CyberCorp.
Withour the timely collection of funds from
our willing citizenry, it would be impossible
to maintain CyberCorp’s aggressive market-
ing efforts. Most territories will start out at 30
percent taxation and can be easily increased
to 40 percent. It's a good idea to keep your
tax rates fairly low until you've conquered
large tracts of territory. As the CyberCorp
empire grows, be sure ro tax your tetritories
appropriately. As we become stronger, it is
only fair that our citizens are taxed to reflect
the privileges they enjoy under our leader-
ship.

1.3: Agent management

Our cyborg agents are our bionic eycs, cars,
hands and fists. It is through our agents that
you will accomplish all of your goals as a
CyberCorp executive. Upgrading agents is
essential: without timely enhancement, our
agents will become next to useless against the
more advanced minions of our rival Syndi-
cates. Following is a list of physical enhance-
ments ranked from highest to lowest priority.

Brains: Enhanced artificial intelligence en-
ables agents to recognize and respond to en-
emy actions more quickly. Reaction time and
initiative are essential in the tougher terriro-
ries where a few second of delay can mean life
or death. The Syndicate char strikes first will
often win the bartle.

Chest: Consider the chest upgrade as glori-
fied armor. The berter the armor, the more
punishment an agent will be able to endure.
An agenrt attempring the Adantic Accelerator
territory without a Level 3 chest enhance-
ment is destined for the reusable waste heap.

Legs/Heart: Both of these upgrades are im-
portant. Improved legs increase the move-
ment speed of your agents, while enhanced
hearts boost health and increase regenerative

ability. With Level 3 legs, lightly-equipped

agents can run as fast as the fastest ground
cars.

Arms: Arm enhancements will increase the
carrying ability of agents, allowing them to
carry more and heavier objects. You should
have the arms of your agents upgraded even-
tually, but you should consider this a fairly
low priority.

Eyes: Our research has shown that bionic
eye implants are highly overrated. Agents will
identify enemy agents sooner and shoor ber-
ter at a distance with implants, but these
features are superfluous in the toughest sce-
narios. Extensive analysis of agent combat
actions reveals that more than 75% of tactical
encounters are decided berween short and
middle range.

1.4: Arms control

While waging war with enemy Syndicates
you'll find that some weapons are undoubt-
edly more useful than others. For all practical
purposes, the pistol, shotgun and even the
Uzi should be considered weapons for the
uninitiated. They’re cheap and available from
the outser, bur are wocfully inadequate for
most missions. By far the most popular
weapon in the CyberCorp armory is the
minigun. A powerful short- to medium-range
weapon with incredible stopping power, the
minigun packs an impressive amount of am-
munition. The lame-thrower is another use-
ful weapon; nothing seems to destroy
structures and vehicles with as much visceral
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impact as a few flares from one of these. The
gauss gun (rocket launcher) and the laser are
also worthy of note: both are extremely pow-
erful weapons, bur the limited amount of
ammunition makes them less effective than
they initially appear to be. Trust your
miniguns in the heat of battle and they will
see you through ro victory.

SECTION 2.0: Combat

2.1: Choose your position well

As CyberCorp management is so fond of
saying, there are three important rules when
supplying product to a consumer: locarion,
location, location. This maxim also holds true
in combat. Before a mission, study the layout
of the mission area. If your mission is to
eradicate enemy agents, find a defensible, se-
cure area with only one or two access routes,
then let the enemy come to you. Secondly,
keep your agents in view of your command

ship ar all fimes. Due to the unique viewing
angle afforded by the hovership, your view of
your agents may be blocked by buildings.
Trying to direct the acrions of agents hidden
within strucrures or behind walls is a recipe
for disaster—keep them in sight at all times.

2.2: Drivers education for androids

Nothing is more seductive to a squad of
exhausted agents than a fast ground car. Per-
fecr for covering vast distances of territory
quickly, ground cars unfortunately have a
darker, more deadly flip side. Ground cars are
extremely flimsy vehicles, prone to burst into
flames after receiving just a few bursts from a
minigun or flame-thrower. You should use
ground cars only in areas free of enemy activ-
ity. Obtaining a vehicle is simple: a quick
burst from an Uzi or minigun is understood
by our citizens to mean that you wish to
borrow their vehicle for official business.

Also, note that even the best armored cy-
borg needs to look both ways before crossing
any thoroughfare. A surprising number of our
agents have been damaged or eliminated in
collisions with ground cars. Remember: stop,
look and listen.

2.3: When outgunned, head for cover

In some territories, our enemies will have
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more powerful weapons than we have. This
is especially croublesome if the enemy owns
long-range weaponry, able to strike your
agents from afar with impunity. The solution
to this dilemma is a simple one: move your
agents around the corner of a building or
place them inside one, and wait. Let the
enemy come to you.

2.4: Stagger your ammo

An oft overlooked problem of weapon use
is simultaneous reload periods. If all of your
agents are given fully-loaded magazines at the
start of a mission, they may run out of ammo
at roughly the same time and be forced to
switch weapons, creating a window of oppor-
tunity for the enemy. In a furious firefight,
nothing is worse than having your agents all
vulnerable at once. Allow one or two agents
to fire a few rounds of a new magazine to
insure that you will have at least one agent
ready ro respond while other agents reload.

2.5: Collateral damage is an agent’s
best friend

Nothing beats area effect weapons (gauss
guns and time bombs) for mass destruction.
A gauss gun round fired into a pack of enemy
agents will disable most of them. Placing a
time bomb or two along the expected ap-
proach routes of enemy agents can yicld re-
sults, too; simply shoot the time bombs when
the enemy runs past them. Finally, nothing
seems to explode as nicely asa moving ground
car. Pin the enemy nexr to a vehicle with
minigun fire, then hic the car with a gauss
gun. The resulting explosion will eliminate
most enemy agents (and civilians, police and
even your agents—keep your distance!) in the
surrounding area,

2.6: Panic mode

Perhaps the most useful feature of our larest
production run of cyborgs is the panic mode.
Activared when both buttons are depressed
on your control device, panic mode places
each agent in an autonomous state with
heightened senses and reflexes. When in
panic mode, agents will automatically fire on
any enemies that come within range and will
move at nearly twice their normal rate. Plac-
ing just one agent into panic mode will give
you a valuable sentry, while an entire squad
in panic mode rurns into a hyperactive death-
machine that is frighteningly ferocious in its
frenetic flailings.

2.7: Find an Uzi, pick it up, and all
that day...

When an enemy agent, guard or police
officer is slain, he will usually leave behind his
weapon. These weapons are as good as cash.

They can also provide a quick reload in the
heat of combat.

SECTION 3.0:
The Atlantic Accelerator

As an informed CyberCorp exccurive,
you're undoubrtedly aware of the importance
of the territory commonly referred to as the
“Atlantic Accelerator.” Several teams of our
agents have acrempred to overtake this terri-
tory, but all have mer with licde success.
These failed missions were not entirely fruit-
less, as our knowledge of the cerritory is now
much greater. One successful strategy in-
volves equipping each of your four agents
with four miniguns, two gauss guns, one
medikit and one force field. Once you arrive
in the mission area, immediately engage panic
made and move as quickly as possible to an
area in which you are better able to protect
your agents. Limit the enemy’s avenues of
approach, use your gauss guns for maximum
collateral damage, and expend your muni-
tions frugally—our research shows thar 73
percent of failed missions are due ro the squad
running out of ammunition. Remember, a
squad without ammo can do nothing but
await a cruel piecemeal dismantling,

We at CCIS sincerely hope this informa-
rion will be useful to you. The ongoing battle
with our enemy Syndicates requires that we
demand the utmost from our employees; we
don’t take failure lightly. And remember—
whatever you do, we'll be watching.

The CCIS would like to thank special agent
James Vorpal” Joule IT] of the Syndicate “Rogue
America” for his invaluable assistance in the
creation of this briefing. cew
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hat do you get when you cross

The Mario Brothers, The Three

Stooges, Yosemite Sam and Ha-
gar the Horrible? The answer is somerthing
close to Interplay’s The Lost Vikings. The tide
may sound something like a new role playing
game, bur it is really a clever blend of comedy
and puzzle solving.

The fiction behind this multiple level cut-
up is like something out of The National
Tartler. An evil alien with the less-than-im-
pressive name of Tomator kidnaps three Vi-
kings and imprisons them aboard his
spaceship. Naturally, they attempt to escape
and, in so doing, travel through various time
warps and dimensions in a whimsical accempr
to find their way home,

The object of the game is to progress
through 37 levels and defear the alien boss
monster on the last level. Each level is chock-
full of traps and tricks to prevent our boys’
escape and, to make it equally daunting, all
three Vikings must make ir to the exir of each
level in order for the player to advance.

Each of the three barbarian champions is
unique. Eric looks like a Nordic version of
Yosemite Sam and specializes in running and
jumping. He can also head-butt his way
through some walls. Baleog is the troupe’s
fighter. He is not only the sole Viking capable
of destroying monsters, bur his bow and ar-
rows can also be used to flip switches and
burrons in otherwise inaccessible places. Olaf
the Stour carries a wooden shield to be used
in blocking enemy arracks. He is also some-
thing ofa Viking visionary, having discovered
asport from the future—hang-gliding. Using
his shield, Olaf can hang-glide into arcas
where Erik and Baleog cannot go. Naturally,
having Olaf properly deployed means that his
shield can protect all three, while Balcog can
shoor arrows ar the threatening enemy.

At various points in the game, Balcog will
need to shoot arrows in order to trip switches
or punch buttons. However, if the player
doesn’t have one of the other Vikings prop-
erly placed to supervise the process, the arrow
simply (lisnppcnrs. For example, at one point
Baleog needs to shoot a sereen’s width plus a
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Interplay’s The Lost Vikings

by David M. Wilson

little bit more. He fires, but the arrow will not
hit the targer, no matter where the player
positions Baleog, wnless Eric is placed in a
position to see the arrow fly true to its mark,
The player must shoot the arrow and then
quickly switch to the Eric characrer or the
arrow will not hit the arget. It doesn’t make
sense, but that’s the way the game works.

Each Viking can hold up to four objects in
his inventory. The most important objects are
bombs, keys and food. Bombs can be placed
to destroy walls or enemics. Beyond their
obvious function, keys will be needed to turn
off some laser beams, activate ceiling fans, and
topple walls. Food can heal damaged health.
Sadly, there is no treasure (o plunder.

r...'-.

While the plot of the game is simplistic and
carly levels are easily solved, the levels gradu-
ally develop into quite a test of puzzle solving
prowess. Most of the game consists of know-
ing where to take the Vikings in order to solve
the puzzle, but parts of it require a bit more
manual dexterity and hand-to-eye coordina-
tion. Nevertheless, it is not a typical joystick
busting game because there are plenty of
places to stop and breathe without any dan-
ger.

The bad guys were cleverly
presented, whether they were
mummics who walked wirh
hands outstrerched ro convert
our heroes into the walking
undead; a villain who was a
Baleog look alike; or the boss
alien, Tomator (a giant green
guy). The most ingenious en-
emy, however, was a simple

I GHE EI)S'G‘- |
VIRINGS

L

arm and hand bouncing a rubber ball. The
arm would stop and throw the ball, striking
our heroic Vikings and moving closer for
more attacks. This imaginative enemy had
me laughing out loud, until he acracked the
first time,

Another imaginative concept was intro-
duced in the game. If the player returns to
replay a level too often, the Vikings begin to
grumble among themselves. If the player re-
peats a level 15 times, he gets a nasty message
from Thor, who proceeds to declare thar in
“his day” Vikings always made it through a
level the first rime. These messages, along
with the messages at the end of each level, add
to the comedic environment of the game.
Too bad rthe replay messages are the same
throughout the entire game. After awhile
they just get in the way of a good game and
one tends to key right through them without
reading them.

T'he musical soundtrack adds to the game's
ambiance as well, since it provides melodic
variations for each time/dimension frame be-
ing played. Fortunately, though, there is a
toggle, because as good as it is, it gets really
annoying alter awhile.

While some might try to compare this game
to Lemmings or Mavie Brothers, it really holds
only a slight similarity to either. The puzzles
aren’t quite as intricate as those in the former
nor the reflex challenges as intense as rhe
latter. The game is a unique puzzle solving
adventure, great for people who enjoy using
their cerebral cortex along with their eye o
hand coordination, and play-balanced well
enough to make it worth their while. cew

The Lost Vikings

TITLE: The Lost Vikings
PRICE: $29.95
SYSTEM: Amiga, IBM, Super Nintendo

REQUIREMENTS:  113M: 3BGSX or better, VGA graphics,
1.7MB hard dnive space; supports
Adl Lib (Goldt, Sound Blaster (Pro)
Roland MT-32 (SCC-1) sound cards

PROTECTICNN: Documention look up fon installation)

DESIGNERS: Silicon & Synapse, Ronald Miller
PUBLISHER: Interplay
Irving, CA

(714) 5536678
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SMART MOVES!

Looking for inside strategies so you can play
your best? Tune into Planet Kidz on CNBC
Saturday at 4:30 (est) November 27th for radical
new games for Super Nintendo Entertainment
System® and the best in computer software.

Math Blaster® from Davidson.

Make learning fun with the world's best-selling math
program. Four all new activities cover addition,
subtraction, multiplication, division, fractions,
decimals, percents and more. With over 50,000
different problems possible, you'll boost your
problem solving skills into the stratosphere.

Sharpen your skills with exciting games for the
super NES and SEGA CD from LUCUSARTS™ and
JVC. Join Luke Skywalker, Han Solo and Chewbacca \
in a continuation of their epic action/adventure in \
Super Empire Strikes Back™., Test your skills in the

fast paced action packed SEGA CD Thunderstrike.

TR

A
ja, I Duvidson.

Remember to watch Planet Kidz for
smart stratagies and computer tips
on November 27th.

*: ‘.‘ A PAID PROGRAMMING

305-427-9655
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Winter (No) Quarters

Empire Deluxe Tournament

Heads for Finals
by Alan Emrich

ure, the holiday season is a time for peace,

family and long winter’s nights. But one

can only be seo civilized. At some point,
encountering one more Christmas carol, movie,
decoration or glass of eggnog during these dark
days of December will drive a person to scream.
[f you are among these Yuletide curmudgeans,
relax. Just whip out a wargame and peaceably
take out your frustrations r|1|‘m|g|'| simulated
mayhem and destruction. It will keep you on
Santa’s “nice” list, and you will be much more
fun to be around.

Whart has been very fun to be around this past
month is our Empire Deluxe Tournament, co-
sponsored by New World Computing. The
semi-finals are over and an eastern and western
champion have cmcrgud Next month, we'll
have our grand prize winnerand runner up, Our
rwo defeared semi-finalists, however, in addi-
tion to their cool Empire Deluxe hat provided ro
all contestants by New World, will receive a one
year subscription/extension o CGW. Hope-
fully, lifting these new, heavier issues will pro-
vide them the exercise they need to riumph in
their next ournament!

Mark Conder vs. Mike Koln

In the western regional finals, a best of three
match went to Mark Conder who won games 1
and 3. Each player won their first game as Green
(after the scenario modifications put in place as
described last issue), so they agreed that neither
player could be Green in the last game. In the
rubber march, Mark’s blue horde over MAK's
clite red troops by way of overwhelming produc-
tion and some good fortune in barde.

Ray Matthews vs. Henry Gale

This was a baule royale. These two friends,
who entered by signing up together in the same
picce of e-mail, conducred a six game march
where each would play both sides of every po-
tential player combination in our three-way
tournament scenario, At the end of the first four
games, Ray was up 3-1 and looked like a shoe-in
for the finals. Each time, Ray would wke a
production handicap of two, while Henry al-
ways toak a combat handicap of two.

However, Henry came back in the last two
contests, leaving the match tied at three victories
apicce. A rubber match was required. Ray rook
blue, Henry green. Ray made an carly attack
against the computer player’s red capital which
seemed to have reed-off the compurer player. It

launched an all out reraliarory campaign, raking
four cites from Ray by turn 44. Henry had only
to remain patient and, when the time was right,
simply march in and pick up the picces from the
vicious red-blue campaign. It was all over on
turn 68, with Henry coming back from a 3-1
deficit to win the march 4-3.

Well, gcndcmen. on to the finals! It is my
l]l'l(l(.'rs[.'llll““g [I'I(l[ at [Tr(ﬁﬁ.‘i time our rwo titans
wore Pl'l._'pi'll'ing 1$] g_r:]pph: 311('[ were Inﬁking
further play balance suggestions. It looks as
!huugh they're up for a best of five match, and
we'll bring you the results nexr issue.

On Top of the (Avalon) Hill

The rose (Jim Rose, to be precise) is starting
to bloom at Avalon Hill. After signing up
Atomic Games for two projects ( Operation Cru-
sader—rtheir redesign of the V For Vietory game
engineand Beyond Squad Leader), they've maved
beyond their past repuration in computer gam-
ing by announcing that they were “back with a
vengeance.” With an ambirious schedule of fu-
ture war and strategy games thar are enhanced,
compurerized versions of their boardgame clas-
sics Third Reich, Civilization, 5th Fleet and
Blackbeard, “The Hill” is cerrainly making a
major Commitment to computer gaming,

When asked why their next release, Comprerer
Third Reich has been delayed, Jim Rose in-
formed me that he has been keeping close tabs
on what the grognards have been saying about
High Cominand and Clash of Steel on the com-
puter networks. Hearing customers lamenc over
the current state of wargaming Al he stated that
Avalon Hill’s policy will not be to release a game
when it’s ready, but rather when it's good. While
I've heard this before from many others, Jim
backed up his claim by sending a bew copy for
me to examine (sans Al) and indicated thar
“when the Al is better, we'll release it.” Not anly
is that the right artitude, bur that is also a
practical one considering the past repurtation in
computer gaming that Avalon Hill has to over-
come. (Would that all computer game compa-
nies could afford such delays in releasing titles
until they're more perfected.)

Until next issue, so long from the bunker.
One final bit of advice ro my brother wargamers:
kiss your sweetheart under the missile row this
year—a TOW Missile in the kisser is nat aceept-
able even if her family does come to visit. I hope
you find some quict time both for thee and thine
and thy hobby, wargaming, cew

Computer Gaming World
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The WARGAMER’S GComputer Company supplies you

with the tools you need.

PS Simulations is devoted to wargamers

and their needs: the need to be an inte-

gral part of the action; the need to con-
trol battlefield conditions; the need for accura-

cy; the need for detail. HPS products satisfy
these needs. e

Point of Attack

The most realistic PC tact-
ical combat simulation
available. POAis a

platoon/section
tactical simulation, with over 100
modern weapon systems from
eleven countries. The artificial
intelligence is incredibly
accurate. Wargamers
can control air

ps,

supplies, com-
munications,
SIMULATIONS

weather,

Mail checks/money orders fo: PRORIE:

HPS Simulations
P.0. Box 3245
‘Santa Clara, CA 95055-3245

weapons, etc. POA includes a choice of specif-
ic or random Middle East scenarios/ maps. An
optional Map Builder program ($15) allows
players to create unique maps.

“...for the grognard or serious student of the
modern battlefield, POA becomes virtually
mandatory.” — CGW

($44.95 + $4.00 S/H)

POA runs on IBM and compatibles only, with
EGA graphics, and 512K minimum RAM.

Aide De Camp

i
Now you can use your 2
computer as a playing aid

for all your wargames.

Up 1o 30,000 hexes por Nt

game map, unlimited units,
multiple user-defined zoom levels, game-turn
replay ability, and easy play-by-mail or modem
makes ADC the most exciting new product for
board wargamers. ADC does not include rules
for any specific games - the board game must
be purchased separately. Several board game

Convrioht 1993 by Seott Hamillor/HPS Simulations. Al riahts reserved.  1BM is a reaistered trademark of International Business Machines, Inc.

publishers are creating
ADC add-on disks for
their games, allowing
players to jump right
into operations, bypass-
ing the symbol set and
map input steps.

“ADC is a must have
product that will
change the way
you play war-
games.”
—CGewW

Available

only by mail.

Please add $4.00
shipping and handling.
CA residents add state
sales tax. Please

(879.95 + Specify disk spec
$4.00 SH) when ordering.
ADC requires at VISA/MC: CALL

least 600K RAM,
VGA, for IBM and com-
patibles only. Mouse
optional.

HPS Simulations —
the source for all your
Combat Supplies.

(408)554-8381
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Positronic Bridge ...
Power Game Bundle 2.
Prince of Persia 2 ..
PrintShop Deluxe
Privateer ..
Privateer Mission Disk 1 .....22
Privateer Speech Pack ........22
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Putt Putt Joins the Parade .,33
Putt Putt’s Fun Pack .......... 25
Quarterpole 35
Quest Glory 4 . 43
Quest for Glory

Railroad Tycoon Classic ::::22
Rallroad Tycoon Deluxe ......43
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Realms of Arkania . a7
Red Baron ..... 43
Red Crystal ........ 37

Return of the Phantom...
Retum to Zork

Rules of Engag

Sem & Max Hit The Road ....40
San Francisco Scenery ,...... 32
Scenery EItor ...oovieiennnne 2
Scenery Grand Canyon
Scenery Tokyo Japan ..
Seal Team ...
Seawolf ........
Seven Cities Gold ..
Shadow of Yserbius
Shadowcaster ...
Sharif on Bridge .
Shuttle Space Flight ...........
Siege Walls of Rome...........
Silent Service 2 Classic .....22
Silverball
Sim Ant ......

Sim Ant Windows

Sim City 2000 ....... 43
Sim City Classic DOS..

Sim City Windows .. 37
Sim Earth ..covvvennane a7

Sim Earth Windows

Sim Fam.... .35
Sim Life ... 32
Simon the Sorcerer............. 34

Slater Charlie Go Camping .32
Smokin' Gun Windows ........ 30
Solitaire's Journey . :
Space Hulk ...
Space Quest 5
Spaceward Hol ..
Speed Racer Ract
Spellcast Gprmghr@ak _________ 37
Star Trek 25th Anniversary .37
Star Trek Judgement Rights.37
Star Trek Next Gen. ....oueee.s 47
Stonekeep
Street Fighter Il .
Strike Command Miss 1......22
Strike Comm. Speech
Strike Squad .....
Strip Poker Data
Strip Poker Professional......35
Stronghold .. TR
Super Ships of the Atlantic .22
Super Telris Windows ......... 35
Surf Ninjas......... :
SVGA Harier ...
Syndicate 3
Syndicate American Revolt . 22
Take a Break Pinball Wind...32

Terminator 2029 .. .43
Terminator 2029 Op ‘Scaur 22
Terminator Rampage...........43
Tetris Classic ............ 32

Tetris Classic Windows .......32
The Blue and The Gray
The Di
The Elder Scrolls The Arena.. :13

The Great War 1914-18 ......
The Labyrinth ... .3'.”
Third Reich...... 37

Tom Landry Deluxe .
Tony Larussa Basebi
Tony Larussa Il AL/NL ........ 19

Tony Larussa |l Draft ..
Tony Larussa |l Player
Tornado :
U.5. Atlas for Windows ......
Ultima 7: Forge of Virtug .....22
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Ultima Underword Il ...
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Weapons Control Mark Il - Hands on
throttle with 7 controls Including radar
mode, weapons select, waypoint select and

Mouse Yoke ......cooneiianns 29
Night Force Joystick. i

Omega Joystick ......
PC Command Control
Pilot's Edge Version 1.0 .....12
Pilot's Edge Version 2.0 .....12
Pilot's Edge Version 3.0 .....12
Sabre Analog Joystick ........22
Virtual Pilot c.oveecceriaenssnonoes 58

Virtual Pilot Pro........oeeee CALL
Digital Edge CD ROM HKit....
Discovery CD 16 bit Int......595
Edutainment 16 Intemal....595

Simply The Best!
Flight Control -The best
Joystick for Flight
§|mulqtura Compatible

Flight Control Pro $115.
Rudder Pedals  $115.
ACM Game Card  $35.

counter measures Fully Programmable $99,

Victory Pak..
Walker ........
War in the Gulf
Warlords 2 ..........
WC 20ps 1 & 2Pak.........
When Two Worlds War ........37
Where Space Carmen Del ...50
Where in World Deluxe .......

Winball Windows ;
Wing Commander/UlL. 6 .....

Wing Comm. 2 Speech .......

Wing Comm. Academy ........3E
Wing Commander Deluxe
Wing Commander Il ....

Wizardry Trilogy 2....
WolfPack CD Rom... .
World Circuit Grand Prix ......

WWII Battles South Pacific .37
X Wing MD 2 B Wing ...

XWing ..... 42
X-Wing Mis 22
Art of the Kill ........covesverenns 29
CD Rom Caddie... il
CS5 150 Speakers .29
CyberMan........ 83
Gameblaster .......... 115

Mitsumi CD Rom Drive .......
Mouse Mal Single ......
Notebook Gaméiport.... ;
Sound Blaster Speakers......22
V32 Internal Fax Modem ...169

CONTROLLERS

Analog Joystick
Analog Plus
Aviator Yoke ...
Eliminator Gam ;
Flight Control Pro ...

Flight Stick .........
Flight Stick Pro
FC2000. Gusssei
G Force Yoke ..
Gameport 2 MCA ...

Gameport Ill Automatic
ICONKIQIET 2uoverssnsrsensns 39
Icontroller for Laptops .
Intruder Joystick .
Mach | ...........
Mouse Wheel

Pro Audio Spectrum 16.....189
Sound Blaster 16 ............. 219
Sound Blaster 16 ASP ......2

Sound Galaxy NX Pro 16....132
Sound Machine w/PC i(ll ..... 99
Soundman 16 .
UltraSound ..
Voice Blaster...

Wave Blasler
ACM Game Card .. s
Flight Control System .........

Rudder Pedals .....couusins 115
Weapons Contraller M2....... 99

Our New Mission
Control Communique
is here! Order our
Color Catalogue filled
with New ltems, CD
Rom, Discount

Coupons, Complete
Listings and more!
FREE with your order,
or send $2.00 to

receive it. -
(Outside of US and
Canada send $5.00)

For the Best in
ADULT CD ROM.
Call, Write or Fax

Mission Control for a

List of the Hottest
Titles and Most
Competitive Prices.
You Must be 21+
to Order.

' SAVE! $)

i

i

I $5.00 oI your order (over $50)

g Simplysend in coupon with your order!
l (offer expires 12/31/93)

i

g’j Mot lo Be Used For Sale ltems!
o One Coupon Per Household

$)

(D ROM HEADOUARTERS

= Interactive = Movie
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Tth Cuest 2 The ik Howr ............59 7 1L R —— Protastar War on the Frontier A3
Thivest Fatdag Fxposed (1) .. “ Putt Putt Goes to the Moen .47
ADAD Domgeon Hack 37 Fatly Bear's Birthday Surprise __lS Putt Putt Joins The Parade .39
ADED Fanlasy Empires. 45 [ Y wesamaiy | | Putt Putt’s Fom Pack .38
Adult Movie Almanac (1) .88 Fractal Eestagy oo 38 Qe ...
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Adut Sampler C0 oo 14 Geekwad Games of the Calayy .25
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Amesican Business Phonebook .29 (Global Explorer i ] Secret of Monkey beland .29
Ameriean Cieks ... ‘ Great Naval Battles .54 Secret Weapoes of the Luftwatfe .29
Amesican Jourmey 42 Grobiers Encylopedia .99 7]
Aaimaly L - Cumship 2000 I
Animation Fantasies 2 . 59 Hacher b}
Animation Fantasies 69 Hawas Girls £}
Arthr's Teacher Trouble ..o 30 Hell Cab 61
Astrology Ob M) £3
BITE QimlSu'n:eﬁmbn JRREEET High Volame Kudes 1
..................... 69 Hunks 69
Bl‘t.lmli i House of Dreams (M) .oomseremmnndd
Basics Beclroaic Coskbook .39 [ =~ PSS —— -
Battle Chess Enhanced ... Y. Indiana Jones 4 Fate of Alantis 42
Best of Vivid (1) o 69 Insatiable (W) e
Betrayal (M) s [ ] ] v
[0 b S —— | | Island Gids 3l 1§
[T — 4 Jutland .._...... e
Britannica's Family Choice o dd TR [P———— |
Busting Dut (M) | Ning Dong e 5§
Busty Esbes 2 King’s Quest § Upgrade ... 2 Soothern
Cafe Plesh (M) o KingsRamsom % Space Questd oo
Camp Doable D (1) ~—. [ R Sports Mustrated Almanac .............39
Language Dicovery ... 12 ghr'l'miﬂﬂlkmnm ......... A7
el e A i
49 Strike COMMANIEE o5
H“ Super Sutwate ... H
3 Sweel Dreams —
Lord of the Rings oo a1 Swimware 1993 3
Lost Treasures of Infocom 1 or 2 .47 Talking Classic Tales e 8
[EI1 T ——— Talking Schoolboutes e 39
Lusscious Ladies oo W Termorist Croop Profiles .4
Dare Biofl or Die oo 42 Mad Dog McCree a2 The ) Project 59
Dark Sun Shattered Lands 54 Mammals Nabional Geographic .......29 Timelable Business Politics & Media 42
Debbie Does Dallas (M) —-———-14 L] S0 Y[ p——— e AN 7
Mantis: Experimental Fighter ._.ll'
Men Wha Love Women .44
Mixed up Mother Goose e 2d
DistyTalk (1) i I MM 2 Day of Tenlacle oo 85
Doors of Passion (1) 63 Waving Fantasies () €0 Rem____44
Dracula Undeashed .. b Mystique of Ocient 59
Dream Machine () e New Wave Hookers (M} oo 3
i] Visual Fantasies (H) . 69
Weekend at Emie’s (1) C0... L)
Where in World Carmen Dekrre 39
Wicked (M) .89
Wild Paces s |
[T — 3
Wind | )
Windows 1993 oo k!l
- Wing Commander 2 Deduxe 30
Eye of the Bebolder L2,3 Bundle ....54 PhaneDisc Residential USA .ovovonen 59 Wing Commander Deluxe ..-._.N
Eye of he Bebolder 3 evccrerce wadd [T — LT T S—— |
FIITA Stealth/FI5 Strike Eagle 240 Princess of Persia (M) ... - e World Traveler 2

Get The Facts Via FAXBACK!
CALL (201) 676 - 7454

from your fax machine!
Receive info on New Releases,
Adult CD Rom, Specials & More!
24 hrs 7 Days a Week
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Take Advantage of Our $5.00 Off Coupon!
Order via GENIE! Type MC-SOFTWARE to visit our store!
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"The Seven Secrets of Life”
....Can you forge through the
evil that lurks in the depths of
the eerie dungeons, ominous
castle towers and the savage
countryside? Use skills, magics,
and raw strength to help you on

your quest. Play alone or with
your partner. An intuitive inter-

he game easy lo

control, Simply one fine adven-
ture and role playing endeavor.

ATrRIn: Cre s e 42
AT.P.: Rlight Commander ....37
A320 Airbus................

Aces of the Pacific
Aces Pacific WW2 1946 ....22
Aces Over Europe ...
AD&D Dungeon Hack ..........
AD&D Fantasy Empire .........
Adventures Willie Bem 2......43
After Dark Saver DOS.......... 35

The ultimate combat
stick for all PC's.
Powerful new features:
3 fire buttons, Trigger,
Throttle, Trtms Viewing
and more. Activate
Weapon Controls.

ON SALE!.....$55.

Air Dual Flight Simulator .....42

TR L L S —— 3
Airport & Facilities Direct ....20
Alane in the Dark ...............37
Ambush at Sorinor ............. 40
Animation Studio Windows .79
Arborea........ i o
Archon 93

Armored Fist

Armour Geddon.
Ashes of Empire .
AUtOWOTKS Lvvvvinns
Baseball Windows....

Call us and use your MC, Visa or Discover

800-999-7995

International 201-677-1400
Fax 201-677-9484

Methods of Payment: We accept Visa, MC, Discover
Card & Money orders. Personal checks allow 14 days

to clear. School, State & City purchase orders accept-
ed. Shipping: UPS Ground ($5 minimum)/UPS Blue
($7minimum) APO & FPO { $7 minimum)

Qverseas minimum $30 shipping (please fax orders)
Send money orders or checks to:

MISSION CONTROL 551 Valley Road Suite 211
Dept. CGW1293, Upper Montclair, NJ07043

Overseas & Military Orders given special attention!

-3 J— 837,

Beat the House ............... 32
Betrayal at Krondor
Blades of Destiny

Blood Net ... 43
Bloodstone .
Blue Force .. 3

Bram Stoker’s Dracula
Bridge 7.0
Bridge Master Windows ......
Brix
Caesar ...
Carrier Strike ...
Camers al War ...
Carriers al War 2....
Carriers War Const. Kit
Center Court Tennis ...
Champions ...
Chess Maniac 5 PC
ChessMaster 4000 i
Civilization Master Edition ...47
Clash of Steel
Coaster ......
Cobra Mission

Comanche Mission Disk 1...28
Comanche Mission Digk 2...35
Command Adven Starship .43

Companions of Xanth..
Conquer Windows........
Conguered Kingdoms . .

Conguered Kingdoms 1....... 27

Cuckoo Zoo 33
Cyber Race...... 43
Dark Side of Xeen .............. 45
Dark Sun Shattered Land ...52
Daughter of Serpents ......... 21

Deja Vu I/l Ace Harding ...33
Delta V.... 4
Detroit ....
Discov. Steps Columbus ....37
Dominion ..
Doom... !
Dragon ngm
Dune 2: Dynasty .
Dyno Quest ...
Eagle Eye Mysteries ...
Earth Invasion Windows.......
Easy Street
Eight Ball Deluxe..
ElFish.............
Empire Deluxe ....
Empire Scenario Builder ......
Empire Deluxe Windows ......37
Eric the Unready .
Etermnam i
Eye Beholder 1,2,3 Bun .47
Eye of the Beholder 3 .........
Faleon 3.0 ...
Falcon 3.0 Mig 29 ............
Falcon 3.0 Fighting Tiger .30
Fatty Bear's Bithday..........
Fields of Glory ... i
Flashback ......
Fleet Defend F-
Flight Sim Toolkit........
FIXMI% cvrveeensnrasn
Forgotten Castle .
Freddy Pharkas i
Front Page Sparts FDD'[b‘}II 43
Frant Page Football Pro ...... a7
Gabriel Knight
Game Maker . G
Gary Grigsby's qum Wdr __d?
Gary Grigsby's War Russm 47
Gateway 2.., .3
Geekwad Gai
Global Domination
Grand Slam Bridge 2 ..

Finally..The Sequel, "Warlords 11"
Now, Warlords Il gives you more
of everything, More worlds to con-

quer, more mighty aremies to

. make and enemies to vanquish.
All displayed in fabulous, hi-res
graphics and backed by a full
sound track. Features include:
random worlds, hidden maps,
exciting and dangerous quests,
new exotic army types and th
smartest computer opponents
ever. BY SSG... $47.

Graue Wolf Aces of Deep ....42
Great Naval Battles ............ A7
Great Battle Admiral's Pak...54
Hardball 3 3
Hardball 3 Stadium Disk .....19
Hardball Ill Players Disk ......19
Harpoon 2... 4?
Harpoon Challenbcr SIG D2
Harpoon Designer Series2...27
Head Coach Football Wind...27
Heirs to the Throne. :
High Command....
Hong Kong Mahjong

Hoyle's Book of Games 3 .32
Hoyle's Book of Games 4....32

METAL & LACE
The Battle of the
ROBO-BABES!

Our gorgeous Robo Babes
are expecting you! They'll
give you a welcome you
won't soon forget An
action game like you've
never played before. You'll
be dazzled by Hi-Res Anime
graphics!

By Megatech...535.

Kasparov's Gambit ........... 37
1 o e 37
King's Quest 6 .. A7
Hing's Ransom .. 37

King's Table ......
Koshan Conspiracy ;
Kronolog The Nazi Paradox .43
Kye Deluxe Windows...........

Lands of Lore .......
Leasure Suit Larry 6...
Legacy Realm of Terror ..
Legend Kyrandia 2 Fate..
Leisure Suit Lamy 5 ............
Life & Death II: The Brain ..

Links 386 Pro .......c.oovvsnnne
Links Banff Springs .. o
Links Course Belfry ......
Links Course Innisbrook
Links Course Mauna Kea ....22
Lost Files Sherlock i
Lost in Time LA
Lost Treasures Infocom 2 ...32
Lost ViKings ..o 3
Lucky's Casino ..
Lunar Command ...
Madden Football 2 3.5..
MM 2 Day of Tentacle
Masters of Orion ...
MechWarrior 2.......
MegaFortress:0id Dog ..
Metal and Lace .....
Mickey's 123 2.0 ..
Mickey's ABC's 2.0 .. 2
Microsoft Arcade Windows...34
Microsoft Flight Sim 5.0 .....49
MM 4: Clouds of Xeen .. 3
More Incredible Machine .....32
More Vegas Games Wind ....22
NanoTank Windows............. 30
Naval America Atlantic ........22
Naval Scenario Builder ...... 29
New York Scenery Disk........ 32
NFL Coaches Club Football .43
NHL Hockey "04...... .
UUL{J This World ..

Pdcmc Strike Sp. o
Paris Scenery Disk,....o.eureees 32
Perfect General .....
Pilots Power Tools
Pinball Dreams..
Pirates Gold .....
Police Quest 3

Police Quest xz

SUPER SALE

While Supplies Last!
Mach | Joystick CH Prod. %;

A Line in the Sand 14
ATAC, 29
Action Station 19
Ad Lib Gold 1000 99
Air Force Commander 19
Airbucks 19

Alrcraft & Adventure Fact. 22
Anclent Art War In Skles 29
Arachnophobia 9

AutoMap Windows 2.0 39
Bandit Kings Anclent China 37
BattleChess 4000 VGA 29
Buzz Aldrin's Race In Space 34
Campalgn 29

Carrler Strike 5.25 19
Combat Classics 29
Computer Cleaning and

Vacuum Kit 19

Computer Vaccuum Kit 14
Conan Cimmerian CD Rom 19
Crime Does Not Pay 9

Dragon's Lalr 3 29
Expert Pet Care 9
Eye of the Beholder 3 37
F15 Strike Eagle lll a7
Fall5afe Guardian 19
Gameport 2 MCA 22
Gobllns 5,25

21
Golf Guide: (CA&HI) CD 19
Greens: Ultimate Golf 5,25 37
Gunship 2000 VGA 5,25 30
Harpoon BattleSet #4 5,25 19
Heimdahl
Hockey Leaguu Simulator 2 22
.G.B. 5.25 19

L'E 5.25 23

IndyCar Racing
Innocent Until Caught ......... 37
Isle of the Dead 37
Italy Scenery Disk

Jageed Alliance....
Jeopardy Alex .........
Jeopardy Alex Windows ...
Jordan In Flight ...... .25
Jump Jet d

Land, Sea, AlrTrilogy2 24
Leather God. Phobos 2 kS
Legend of Excaliber 13
Lemmings 2 a2
Links Course Bountiful 5.25 14
Links: The Challenge Golf 19

Maelstrom 5.25
Mantis: Fighter 24
Mario is Missing 24

Martian Memorandum 19
Mavis Beacon Typing 2.0 19
Microsoft Flight Sim. V4 29
Monopoly Deluxe Windows 29

Mouse Yoke 29
Grammy Awards CD Rom 38
Omega Joystick 9
Oregon Trall IBM 27
Panzer Battles Macintosh 14
PowerGame Bundle 29
Reading Adventures in 0z 29
Remaote Control 5.25 9
Rex Nebular 37
Romance 3 Kingdoms Il 37
Scenery Upgrade Bundle
Tropics & Rocks 29

Scrabble Deluxe Windows 29
Sectet Island Lr. Quandary 28
Software Jukebox CD Rom 29

Sound, Graphles Air 29
Special Forces 22
Special Ops 2 5.25 17
Spoils of War 23
Strike Commander 42
Super Munchers 27
Swap 19
Theatre of War 5.25 23
Tom Landry Football 29
Trolls 5.25 30
Trump Castle 3 28
Ultima 7: Forge Virtue 5.25 22

Ultima 7: The Serpent Isle 42
Ultima Underworld Il 5.25 49
Vell of Darkness 22
Wayne Gretzhy Hockey 3 32
What's My Angle 24
Wonderland 5.25 14
Zoo Keeper 29
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orld War 11: Battles Of The South

Pacific (BOTSP)is a simulation of

naval strategy and tactics between
1942 and 1943. As cither the Japanese or the
Americans, the user assumes the role of thea-
ter commander fighting for supremacy in the
Pacific in a plethora of scenarios.

*Quick Games” are small scenarios empha-
sizing a particular game mechanic and can be
completed in an hour or two (Flattops is an
evenly-matched, ahistorical carrier battle;
Seastrike is a build-your-own surface battle
similar ro some of the campaigns in Lost
Admiral, FreedAll is similar o Seastrike, ex-
cept one can choose carrier forces as well;
Amphib offers an American invasion of a
Japanese port; Clashis a major surface bartle;
Mop-Up is an engagement wherein  the
American forces attempt to secure total su-
premacy in the ending phases of a campaign;
Inwvade offers a Japanese olfensive carly in the
war; Liberate portrays an American attempt
to free a major island).

“Bartles” are inrcrmcdiﬁrc—lcngrh scenarios,
which may be completed in an evening

REVIEW

(Yamamato is a hypothetical slug-fest; Coral
depicts the Japanese attempt to seize Port
Moresby in 1942; Midway is the classic and
decisive naval engagement of the Pacific).

“Campaigns” are long scenarios, with
game-time running up to a year (Coral Sea
begins in May 1942; Solomons begins in Au-
gust 1942; Esperance begins in - Ocrober
1942), Even if one does not wish to engage
in a campaign, the option of using everything
available offers a valid learning tool for the
shorter scenarios as well.

The Written Word

The manual is a half-sized 100-page pam-
phlet. However, South Pacific is not geared
for the gragnard wargamer. Thus, the basic
rules are covered in 23 pages, the advanced
rules in 31 pages, and combat/scenario notes
in the remainder of the documentation. The
documentation is adequate. Any compurer
manual that notes that “the rules of the game
are based upon common sense...” delivers a
sense of foreboding to most users. However,
South Pactfic is in fact somewhat intuitive,
and even a novice user
will be able to mancu-
ver around the map-
board and engage in
combat. Being able to
engage in combat ef-
fectively is another

J N eet t/telit- .
Midway!

World War Il:
Battles of the South Pacific

by M. Evan Brooks

gram, and intelligent planning.

The tactical/strategic hints are generic and
may be summed up as “hic them hard—hit
them first!” Good words of wisdom, bur ofren
difficult to achieve in an unbalanced scenario.

The documentation covers everything, but
only actual play will enable the user to visu-
alize how the different aspects of the program
fit together. This is not difficult, it just does
not translate well to paper. As long as the
suhjcct s pmcm‘iﬂl mistranslation, [ do won-
der why a Lufiwaffe field marshal (“Smiling

World War |l: Battles Of The South Pacific

MNAME: Wortld War Il: Batles ©f The South Pacific
PRICE: £59.95
SYSTEM: 1BM
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mateer, .u?d one that PROTECTION: _ Dactmentation look up
will require both a DESIGNER; Rod Olsen, Brice Williams and Mike lsom
PLIBLISHER: Quantum Guality Productions

careful reading of the
documentarion, expe-
rience with rthe pro-
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Al” Kesselring, perhaps?) is prominently pic-
tured in the manual. Perhaps this is another
casc of the Berg Theorem of Wargames (.¢.,
to be successful, a wargame requires Nazis,
Nukes, or NATQ). Butaside from Herr Feld-
marschall wandering into the wrong thearer,
the documentation is accurare.

Star Spangled Soundtrack

The graphics and sound are well done, es-
pecially the sound. As che user prepares to give
orders, his subordinate will respond vocally—

and if one is playing the Japanese, in a PIC

(politically incorrecr) accent. The verbal ac-
ceprance of orders is amusing and the sound
effects of depth clmrgr:s, torpedoes and
hombx bursung in air” give proof Lilruugh

i i

the night that sound can indeed play a factor
in wargames.

A good variety of sound cards are supported
and, for the first time, I was able o ger
digitized speech with my PAS-16. Actually, |
was able to use the PAS-7/Gaption in the beta
version; when the commercial version was
released, the use of the PAS-16 option caused
continuous lock-ups. By changing to an Ad-
Lib compatible serting, I was able to ger ade-
quate sound.

On first impression, the graphics are clear
and well-done. They are reminiscent of an
amalgam of Carriers at U.’f’m'(ship to-ship/air-
to-air engagement), Pacific War (strategic
map), and FEmpire Deluxe (strategic map
icons). However, as one continues to play, the
graphics begin to pale somewhat.

The submarine-and-destroyer scenarios are
interesting initially, but soon become rela-
tively insignificant. Tt would have been nice
to be able o wrn off this portion of the
graphics. But whatis even more discunccrting
is the “lessons learned.”

When aircraft penerrate a surface fleet
screen, the vessels are lined up linearly, in a
depth up to three vessels. The user has an
option to reallocare his fleet in any manner he
chooses. Since the enemy aircraft always

penetrate from left to n;__,lu optimal pl.w.-
ment would be for the carriers to be in the
extreme right flank shiclded by escorts to the
front. What is wrong with this is that it is
completely ahistorical. Carrier task forces
utilize a defense in depth, with virtually a
svmmctrlmi defense. An air threat can casily
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adapr to any dircction, and in fact optimal
torpedo bomber tactics called for a “Ham-
mer/Anvil” approach in order to strike a ves-
sel from two directions, thereby ensuring a
broad target to at least one artack vecror. The
graphics herein, while enjoyable, do nor reach
a proper lesson to the user, and to a novice
gamer, would in facrt reach the wrong lessons
of history.

Ship-to-ship engagements are handled « la
Carriers at War. While the placements and
movements of the fleets are not purely accu-
rate, the rendition of the battle line moving
forward to engage is somewhat more accept-
lelt'.

Engagements against surface installations
are also depicred. The acrual screen illustrates
the fleet lined up to the lee side of the shore
installation. Each hour, bombardments may
occur, and while shore barreries may in fact
be “heavy,” I wonder abour the caliber and
accuracy of those depicted herein. Let the
Aggressor  Bewarel—these batteries
pack a tremendous punch, and an unwary
fleet can go down to defeat.

shore

Once the game is loaded, one can use the
mouse to perform virtually all functions.
Moving a task force is as casy as clicking on

origin and then on destination. The route

chosen also states the time
necessary to arrive, and one
may alter speed as well (al-
though continuous combat
speed s guaranteed to con-
sume fuel and add ro wear-
and-tear). Vicrory is often
determined by the judicious
approach of reinforcements
rather than a pell-mell rush of
ships arriving in an exhausted
and fuelless state.

Surprisingly, a game editor
is notincluded. While some of
the scenarios allow a free-form
composition, it would have
been an added bonus to allow
the player to determine his own campaigns in
the Pacific.

The advanced game allows one ro railor
bombing missions for land (HE [high explo-
sive]) or naval (AP [armor piercing]) targets,
retrieve more details on individual ship dam-
age, set up patrols, replenishment, erc. Again,
virtually everything can be accomplished by
a mouse click.

Find, Fix, Destroy!

Actually, the casiest way to understand the

simulation is to do—nothing. Just put the
simulation on computer versus computer,
and watch the ensuing battle. Hopefully, the
observer will gacher sufficient knowledge as
to be able to begin a scenario alone.

At no time will both sides ever be really
equal in strength: even in the hypothetical
scenarios, the inclusion of historical naval
assets will mandate both different fleer com-
positions and qualities. The Japanese (leet has
better torpedo capability (both on ship and
plane) plus aircraft range, while the American
fleet has better

endurance. Determine the

gy '

What D‘Iff PC Jet Jockeys \"\E=Tgjurd NEW PRODUCT

Hair-Raising Sorties ¥
Death Defying Maneuvers

Heroics

Page 230

Circle Reader Service #128

The Mark Il WCS™
(Programmable Throttle;
Also Allows you to
Program your Joystick)

FCS™ (Joystick)

Compurer Gaming World



Psycechotic Killers.

Hand-To-Hand
Combat.

High Explosives.
A\Cld Baths.

“\ '\I

X
)
T "'3.

i1 I
7o > 'f"g 18 pn,
¢ 7N " ——

—

N,

4+ CRITICAL PATH

Kat, chopper pilot—turned survivalist, has only one
hope for escape from Generalissima Minh's maximum
security facilty...You. Guide Kat along the Critical Path,
through scene after scene of kilers, mutants, traps
and high-explosive surprises. [t's a gritty, realistic
cinematic experience!

“This isn't a game...they're gaing to KILL me!”
From your fully-equipped control center, you share

Kat's view via a camera mounted on her headset.

Action bursts forth on your screen with lifelike 3D
motion video, explosive sound effects and music
soundtrack! VWarn Kat of fast-approaching dangers.

But if you slip up... its
o Game Over'! Sign up for %
: [  Combat duty at a software
e Wy dealer near you. MEDIA VISION
G L . : ey .'.'-.’f".""'a':.
‘M Cal 18008455870 for information or & dealer near you. © 1333 Meda Vision, Inc., 47300 Bayside Parkway, Fremant, CA 34538, Fax (510) 7709382,
CD-ROM Megia Vs, the Media Vistn logo and CialPeth ene rademarks of Media Vison,nc. Al cths rademarks e those of the respective comparis. Al ghts reseved.

Circle Reader Service #161




victory conditions and react accordingly. It
does little good to have sunk the enemy fleet
when the victory conditions called for occu-
pation of an island.

In the simplified menus, air strikes may be
either standard (hombers only) or full (homb-
ers plus fighter escort). Be sure to divide the
fighters into a squadron to leave on CAP
(combat air patrol). The game simply has
each type of plane in a separate squadron (e.g.
fighter, dive bomber, torpedo bomber). His-

torically, this was not
correct, but Seuth Pa-
cific was not meant to
be a derailed hisrorical
simulation.  There-
fore, one should di-
vide the fighters inro
separate squadrons.
The bombers do not
have to be split, and
actually they should
stay together in order
to achieve a unified
strike and overwhelm
the enemy’s defenses.
The only exceprion is
to draw a few planes
off in order to use

them as spotters. One

can’t strike if he doesn’t know the location of

the enemy.

Be sure ro access all unirs—rask forces, air
fields, etc. Do not get distracted by a carrier
battle only to forget to commit land-based
air. Remember, carrier air is important, but it
is much more fragile than land-based air.

As the American, torpedo bombers are
good for searches. Their use in a combac
offensive role is to act as a magner for enemy

ammunition. Rarely will one achieve success
with torpedo bombers; such was history, such
is the game,

Find, fix, destroy! The offensive catechism
holds true in South Pacific; as the American,
one must seck out and try to close the range.
Japanese aircraft have a longer range, al-
though they do suffer from a certain fragility.

Parting Shots

South Pacific is the most detailed wargame
yet released by QQP. It is engaging and en-
tertaining, but I find it somewhar light as a
serious simulation, Is this a flaw? [c isn't if
gamers understand that Sowth Pacific is not
du.lgucd to be a serious simulartion. So, for
those wha rtire of the satisfying historical chal-
lenge of Pacific War and want a quick and
easy “pick-me-up,” Seurh Pacific will do.
Also, for the Alan Emrich-types, the inclusion
of a modem option will insure a presence on
the hard drive for a substantial period.

Will the novice gamer be entertained? I am
not sure if Battles Of The South Pacific will
attract a novice audience, but assuming it
does, I'm unsure if the neophyte wargamer
will have the endurance ro delve into the

intricacies of the simulation. cew
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f asked to describe a home video game,

most players’ descriptions would include

words like “graphics” and “action.” In
most cases, they would be on the mark. The
vast majority of video games on the market
are targered at young adulr males, 7-16 years
old. Granted, there are crossover titles like
Mario Brothers and Senic the Hedgebog that
hold broader appeal, bur these also remain
faithful o the core audience. Additionally, ic
is important to recognize that there are some
adults that waited for “Mortal Monday” (i.e.,
the release day of Acclaim’s Mortal Kombat),
with equal anticipation as their children.

nr:g*ou- :::--u

As a rule, older gamers tend to avoid the
dedicated video game consoles. As computer
gamers, however, their enthusiasm for the
hobby can be juse as rabid as their younger
counterparts. These, with few exceptions,
have been the traditional dividing lines of
electronic gaming. Because CGW has always
maintained a clear editorial focus toward the
latter group [}Fgm‘ncrs. we have rarel y crossed
that line.

P.T.0., Koei's newest release for the Sega
Genesis, crosses the line on its own, appealing
directly to the core group of strategy war-
gamers who normally do not play video
games. [t is a grand sweeping portrayal of the
WWII Pacific conflict. Players may enter at
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Of
Operations

Koei’s P.T.O. Blows A Hole In
Video Game Stereotype

by H.E. Dille

any point from the breakdown of negotia-
tions to the final battles surrounding the Japa-
nese mainland, buc the game is in no way
constrained by the historical timeline. The
arracks on Pearl Harbor, Wake and Midway
need not oceur unless chosen as the initial
objectives. Because of this, the game has a lot
of replay value.

The War Room

Initially, the player selects either the cam-
paign option or one of the historical scenar-
ios. Among the included scenarios are Pearl
Harbor, Coral Sea, Midway, The Solomons,
Bartles in the South Pacific, Marianas, Phil-
ippines and the Okinawa Offensive. Each
scenario has multiple victory conditions and,
if the player succeeds in fulfilling one or more
of them, they are given the option of continu-
ing from that point forward in a standard
campaign game.

Prior to putting to sea, there are several
other matters to attend to as well. First, one
must determine the ratings of the leaders for
the side chosen. None of the actual historical
figures are portrayed out of respect for the
surviving families (remember, Koei is a
wholly owned Japanese company), so a ran-
dom number generator is provided for these
staristics. One hundred and two points are
spread among four ratings: Sea Command,
Air Command, General War fighting and
Bravery. The player can continue o
roll the numbers until they generate
a combination they like. The first
two skills act as modifiers in sub-
sequent engagements. War fighting
ability determines how a character’s
battle plans and other suggestions
are accepred at military conferences.
Bravery determines whether or not a
leader will cut and run when things

are not going well in a barde. Finally, histori-
cal purists are allowed to edit the names of the
leaders 1o reflect the actual participancs if
desired.

5’1!3”‘ 12 [g .‘I"g-rg*

mterprise
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Select ivem To resuppis

A starting difficulty level musrt also be de-
termined, from 0-10. This does not affect the
skill of the Al opponent, simply the amount
of resource points one has for the perform-
ance of cerrain functions. To explain, the
player is given a budget commensurate with
the selected level of difficulty. At the zero
setring, funding is very generous. One has
adequate fuel reserves and marerials as well as
a good budget to allocate to research and
development or other activities. R & [ mo-
nies can go toward the development of berter
steel, engines, electronics, etc., even to Jetand
Rocket research if desired. At the highest
serting, the player has only those resources of
fuel, materials and industry that the govern-
ment provides, with no room for discretion-
ary spending.

TITLE: B.T.C).

PRICE; 564,95

SYSTEM: Sega Gienesis (SNESalso available)
PROTECTION;  None

# OF PLAYERS: 1

PUBLISHER: Roei Curp.
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The Battle Plan

As the game proper begins, a military con-
ference will occur w determine the inidal
strategy. The Army will have three plans, any
of which may be selected, or the player can
propose one of his own via the characrer
selected to attend the conference. This pro-
posal will only be agreed to by the Army if the
leader has a high rating in War fighting, 55
or above as a minimum. All plans contain
three objectives, either offensive or defensive.
As an example, a good initial plan for the
Allied player mighe be to defend Hawaii and
Port Moresby while attacking the Marshall
Islands.

Once a plan is adopred, the next step is to
arrange the battle fleets and assign leaders 1o
command them. The default ship groupings
arc not the best arrangement, so the player
should modify them from rthe beginning.

Fleet #1 for the Allies, for example, consists
of the entire contents of Batdeship Row at
Pearl Harbor. 1t is not a good idea o send
these capiral ships off on their own with only
scouts as indigenous air support. As such, one
G use [hi_' f"irl‘ill]g'.' k‘()n‘l“lililtl o '\I)Iil ||1t'.\l'
assets and their cruiser escorts into baule
groups centered on the three airveraft carriers.
Further, one can augment the new groups
with full transports and freighters if they will
be assigned an offensive objective,

The player may have up o 16 fleets ac any
time, but they only control the first Fleet
directly. Ocher fleets are given one of four
objectives when they leave port: Attack an
enemy fleet, Attack an enemy base, Gather
Intelligence at a specified location or Make a
Port Call at another friendly base. Enroute to
these objectives, the Fleer Commander will
scout for the enemy and, if encountered, may
engage targets of opportunity. The aggres-
siveness with which these engagements are
prosecuted is a function of the leader ratings.
These battles can be watched passively or, if
the player desires, only their resulis displayed.

The importance of these chance encounters
should not be underestimared. Several rimes
in the course of a given campaign game,
enemy invasion forces were stumbled upon in

.u|v;tnc-: ()I[.[}lt'i l‘ﬂl'ljl.‘i_'l ves '.IIll.l {.iL’iII[ i tirl.'i.\i\‘c
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12100
Allies

blow by the Al controlled Fleers. Being in the
right place at the right time has irs advantages,
even when it occurs through blind luck.

Command at Sea

The First Fleer should be given whichever
objective the player feels is the mose critical in
the batde plan. As Commander of thae fleer,
the player can input orders every four hours.
During these phases, it is also possible to
change the missions of other fleets. The pos-
sible orders include: conduct warship drills,
conduct gun or air attacks, send our search
planes, make course and speed  changes,
rocket attacks, amphibious landings, aviation
1|J'|'”.\, oven .\'{.lgv |'|;llhlllt‘[.\ {¥] imprn\r Crew
morale.

'I'J';lilling is always beneficial, bue it is time
consuming. Morale is critical, and the savvy
(:("“Hlil“(it’l' \'\'““ILI ‘I‘-' \‘\"U[I o |i.\|t.‘ll (L8] I'liﬁ
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advisor on the state of crew preparedness.
Fuel conservarion is extremely critical, so the
wise Commander shouldn’r race all over the
Pacific at top speed, or he may have to bring
another force to refuel the stranded one. Fi-
nally, scout planes should be sent out twice a
day, at 0800 and 1600.

Another military conference can be sched-
uled when the First Fleet returns to home
port. Provided the mission was successful,
motale will rise, more recruits and ships will
be available, and subsequent praposals will be
more readily accepted. If one is unsuccessful,
dismissal from command is possible. Other
types of military conferences can be held
whenever in home port as well, covering sub-
jects like arms production, propaganda, spe-
cial forces ops, technology and armament

requests, diplomacy and alliances, as well as
the establishment of Base policies and quoras.

Parting Shots

The acrual battle sequences are less appeal-
ing than the strategic aspects of the game, bur
players who don’t wanr ro watch them do
have the option of toggling them off. The
only other major grumble is that the manual
is inadequate. Although all the menu oprions
are touched upon, many of the critical func-
tions are not discussed in sufficient detail that
the player finds the right button combina-
tions to use from the ourset. As such, it takes
a while to master the interface.

On the positive side, 2. 7.0. isan ambirious
design for a 16-bit machine. Players who elect
the campaign oprtion are in for a solid 200-
300 hours of play time—more than can be
had from any other compararively priced car-
tridge. Further, no two campaigns play the
same, 5o the actual play value extends beyond
these figures to the limit of the player’s inter-
est. As stated earlier, this product blurs the
traditional distinction between video game
and computer programs. It is a welcome loss
of vision however, and one will willingly go
blind to the stereotypes if £.7.0. establishes
a new trend in video gaming, cew
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On The

Of Combat

Field

Part Two Of A Series On Warlords Il Strategy

Last month we covered the characteristics of

each unit type in Warlords 11 This month we
pick up with a discussion of the combat system,
and continue on to discuss general strategies and
small tricks that may foil an opposing Warlord.

n Warlords I1, combat is fought between

groups of units ealled “stacks.” Each stack

consists of one to cight units, and only
one stack can reside in a map space at one
time. Cities cover four map spaces and so can
hold up to four stacks. Only one stack can
attack at a time, meaning that it is possible ro
have to fight as many as 32 enemy unics
simultancously when besieging a well-de-
fended city.

550 Gamw  Orider R

Unirs have a base combar factor ranging
from one to nine. Additionally, most unit
types have special bonuses that they either
receive themselves under certain circum-
stances or that they confer to units in the same
stack. Dragons, for example, confer a two-
point strength bonus to all units stacked with
them, while Spiders receive a two-point
strength bonus themselves while in cities.
There are five basic classes of bonuses. Intrin-
sic bonuses are those bonuses a unir receives
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by Robert L. Hayes, Jr.

itself in cerrain circumstances, like Spiders in
cities, Hero bonuses are the bonuses thar
Heroes confer on all units stacked with them.
City bonuses are the one- or two-point bo-
nuscs that units receive for being in a city or
for being entrenched. Stack bonuses are the
bonuses conferred to a stack by certain non-
supernatural units, i.e. Pegasi and Unicorns.
Supernatural bonuses are the one- or two-
point bonuses conferred to a stack by Drag-
ons, Undead, Demons, Devils, Archons,
Worms, Elementals and Wizards. The maxi-
mum bonus thar a stack can receive is +5; i.c.,
even if your Hero has a Hero bonus of +10,
the stack with him or her will receive only a
+5 bonus. The highest attainable ner unic
strength is 14.

However, there are exceptions to the +3
bonus limitation. Specifically, incrinsic and
city bonuses apply regardless of other bonus
levels. Thus, a heavy cavalry unit (strengeh 4)
in open ground (intrinsic +2 bonus) stacked
with a +5 Hero would have a total effective
strength of 11, not 9. In-
trinsic and city bonuses do
not appear in the View
Stack menu oprion. The
highest attainable strength
for any unit is stll 14,
however.

Bonuses are not dupli-
cared; a stack with two
Dragons does not receive a
+4 bonus.

Odds And Ends

Tables 1 and 2 detail the
percentage chance of win-
ning a combat between
two units. Table 1 gives

Game Order _Report

the percentages for the normal combar sys-
tem, while Table 2 provides the same data for
the intense combat system. The intense com-
bar system reduces the advantage that high-
powered units  have over weak units
somewhat, but does not change anything else.
All examples in this article will assume the
normal combat system is in use. Example: a
Griffin is arracking a heavy infantry unit in a
city (defense 2). The Griffin has a nerstrength
of 7, the infantry a net strength of 5. This
gives the Griffin a 69.2% chance of winning
the combat.

The nature of the combar system in War-
lords 17 is such thac it is very, very difficult wo
calculate the odds in any combat where both
sides have multiple units. In asituation where
there is only one unit on one of the sides, the
odds can be calculated exactly, however. In a
straight one-on-one combat, the table con-
tains the proper odds. In a many-on-one
combat, to calculate the odds is slightly more
complicared, as the calculation has to be done
Hera View Hatory Turn i HFEED 0
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using a small part of the mathematical field
of combinatorics. Let us assume that we have
one powerful unit (a Dragon, net strength
11) awacking a stack of eight enemy light
infantry units defending a city (ner strength

4 apiece). The Dragon hasa 95.3% chance of

winning each individual combat, but there
are cight smaller battles to be fought; any one
of them can be lost. The chance that the
Dragon will win is expressed by the formula
Chance = (X[1] * X[2] ... ™ X[n]) where X[ |
is the percentage chance of each unir versus
the Dragon (4.7% in this case). In our exam-
ple, this works out to a total chance of 67.8%
to win all eight bartles, and thus the combat.
To determine the odds of the side widh the
multiple units winning, simply invert the
original probability; the infantry hasa 32.2%
chance of defeating the Dragon. As you can
see from this example, hordes of weak units
have a fair chance at defeating small groups
of powerful units, even though their odds in
individual combats are terrible.

Itis possible, but extremely complicated, to
calculate the odds for many-on-many com-
bats. The only way to get a rough estimate of
the chance of winning is to use the combat

Page 238

advisor built intw the
game. The combat advi-
sor within Warlords 11 is,
in general, a good guide to
the rough odds between
two stacks. However, it
should not be rrusted
when a large number of
weak units are attacking
one powerful unit (or
vice-versa).

The Grand
Strategic View

Warlords 11 is such a
flexible game thacicis dif-
ficult to make any hard-
and-fast pronouncements
about what constitutes a good straregy. How-
ever, there are some guidulinu.s that can be
tollowed.

The most important aspect of the game is
proper resource allocation. If you are assault-
ing enemy cities with cavalry and engaging
enemy stacks in che field with Spiders and
Griffins, then you are wasting those units.
Units are made for a purpose in the Warlords
11 universe, and the prudent warlord will
make use of cach unit for the tasks for which
it is best suited.

The nature of the combat system malkes use
of combined arms an excellent strategy.
Stacks which mix their bonus types liberally
will get the most out of cach possible bonus;
a stack comprised of a Dragon, a Unicorn, a
Pegasus, a Wizard, and cannon fodder troops
will do much better than the equivalent units
acting alone or in homogenous groups.

Be frugal in your use of vectored produc-
tion. When the enemy takes a city that was a
production destination, rthar production is
delayed as the units are sent “back through
the pipe.” Worse still, your vectoring cities
shuc off all future production until you reac-
tivate them by hand; if
you forget to do so, this
can be a disaster. In gen-
eral, do nor vector to or
from the front lines, Vee-
tor o strategically located
behind
the fighting, remember-
ing to update your vector-
ing as the front moves. |
find it is casier to allocate
forces if 1 set up my vee-
toring such that only one
unit type is vectored to a
given city.

cities  somewhat

The oppo-
nents will bypass heavily-

compurer

defended cities on your fronts and head for
the interior of your country if you allow
them; since there are no supply considera-
tions in Warlords 11 it does no good to “cut
them off" from their own country. If you can
do it without stripping your defenses, destroy
such invading armies outside of your ciries if
they seem to be avoiding pitched barttles at
vour gates. Consider maintaining a strike
force of heavy and light cavalry, backed up
with Unicorns and Pegasi for bonus purposes,
in the center of your empire; this allows you
to smash any invading army quickly, at the
cost of keeping those troops permanently in
reserve and away from the front lines.

Speaking of front lines, don’t be married ro
them. Ifa good enemy city is left undefended
deep in enemy territory, take it. I the attack-
ing army is strong enough to provide a good
defense of the new acquisition, consider vee-
toring in powerful unitsand operating a guer-
illa campaign in the heart of your opponent’s
country.

In the mid-game, it is possible to fight only
one enemy at a time. Try and do so as much
as passible. The best way to forestall enemy
declarations of war on your counury is to
maintain high defense levels; keep a lot of
units in your cities, and the other players will

be relucranr to awtack you. Once you reach
3/4 of the winning number of cities, however,
all bets are off—the computer players will
attack you en masse.

In the beginning of the game, neither ig-
nore ruins nor exclusively seek them out. Try
to explore those ruins that are conveniently
located along your path of conquest. Let later
Heraes trudge through the wilderness to pick
up those hard-ro-reach ruins. Flying Heroes
with a large bat escort can quickly reach those
remote ruins where your initial Hero would
still be trekking through the woods.

Terrain is highly imporang; if major terrain
features are part of your game map, then
make sure to manufacrure a few scours (or
other movement-facilitating unirs) in the ap-
propriate locarions. String your scouts out
along the path you are likely to travel; thar
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way major unit convoys will not be delayed
because their scout runs out of movement
points.

Always assassinate enemy Heroes, especially
if you know it is the only Hero they have and
they are low on gold. Don’t conducr a sneak
attack for this, unless you have reason ro
suspect the Hero has some truly incredible
magic items and has no escort,

It diplomacy is turned on, start the game as
a very honorable and decent person. Allow
your moral characrer to deteriorate as the
game goes on. Srart as [immy Carter, spend
the middle game as George Bush, and the end
game as Richard Nixon. Once you reach thar
magic 75% point, start slaughtering indis-
criminately without regard for petry things
like alliance status; everybody is abour to
declare war on you anyway. If, however, your
position is not strong despite your command-
ing lead, consider playing nice for a while
longer; the computer players tend to artack
you with abour as much vigor as you are
arracking them. Don't sack their cities, and

_Table 1

Chance of Attacker Winning A Given Combat, Die Size 16 (Normal Combat)

| Attacker 1 2 BN 4
[ 50.0 239 128 74
| 2 W76 s00 Meo7l 216
3 8728 673 L800.| 365
4 926 784 635 500
s 955 856 736 615
5_ I g7.2 90_._3_ _8]_:_1___ 709
|7 982 935 867 784
| 8 989 957 908 844
| 9 993 972 938 890
| 10 99.6 _98_,_2 ___9_5._9___ 926
Bl 998 989 975 953
12 99.9 _9&1_ ___9_8_._5___ _97.2
13 99.9 ' _Q‘QL___M__ _98.5
14 100.0 __9% 99.?___ 99.4
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o they mighr leave you alone
@l long cnough for you rto
garorte them in their sleep.

Play with the Fight Order
menu option if you like; in
some games it can be worth-
while o make some
changes. In many games |
| end up with an army run-
ning heavily t Pegasi and
Griffins; in such cases, 1 usu-
ally switch those two unic
types so that my Pegasi
don’t get chewed up by city
defenders. It really depends
on what you are doing and
what your army’s composi-
tion is.

If 2 unic uses less than its maximum move-
ment points, it “saves” one or two points. If
you leave one point, one point carries over;
leave more than one point and you get two
points.

The automaric pathfinder is good, bur has
many gaps and weaknesses in it; don’t use ir
for long distances. Be particularly careful
when assigning naval paths, as the computer
will often have your units move on land ro a
port nearer their final goal rather than sailing
(ata much higher rate of speed) the long way.
Use the tentative path assignment feature
copiously; this lets you check the compurer’s
paths for errors, and if any are egregious
enough you can simply move the units the
hard way.

Dirty Tricks

This one only works if you have hidden
stacks (i.c., you can only see the “top” unit in
cach stack). Short of attacking them, your
enemies can see only how big each srack isand

S Defender -
SSshenn 6 SeRva 8 B9
EEASHS 2.8 2 BEeSE 1.9 0.7
ESldal 07 BEEOUM 43 DI
geledes 189 =93t 92 6.2
e8een 202 (216 156 . 4100
500 397 308 232 169
80.3 500 " 404 316 2390
69.2 506 500 407 319
76.8 68.4 59.3 50.0  40.7
L8 76.1 8.1 593 500
Nsg2s 827 76.1 664 596
922 882 83.1 768 692
MNBbISEN 928 89.0 844 784
107,600 959 93.8 908  8BB.Y
QUL 98.2 97.2 95,7 035

what the highest-powered unit in it is. The
unit displayed is the unit with the highest
combar number in the Fight Order menu.
When the computer players “look” at your
forces, they assume thar all the unirs in a stack
are the same as the top unit. So, build seven
light infantry and one Dragon. The other
players now think you have the monster stack
ofall time, and give you wide berrh. (You will
see them doing it on occasion; a stack will
approach one of your cirties, hesitate for a
moment, then head off in an entirely different
dirccrion after deciding that you are too
strong.) This does nor work if the combat
advisor is turned on, however; the compurer
players do use thar option, and it will el
them that your stack is not nearly as rough as
it looks.

With the combar advisor turned off, you
can reverse this trick and have a wonderful
time. Build a stack of seven Dragons (or
whatever your ideal slaughtering stack looks
lile) with one light infantry unit. Go into the
Fight Order menu and switch the positions
of light infantry and Dragons. The stack now
appears to be cighe light infanery. The com-
puter player sends its Hero leading a few
heavy cavalry into this stack, expecting to run
over you; you cackle with unholy glee as your
Dragons convert him to blackened Herofish.
Grear fun!

[f you don’t have time to go after ruins,
consider spoiling the other players’ fun. Have
one city do nothing but build scouts or bats.
Send one our ro each of the ruins on the map.
You can probably cover a lor of them before
hostile Heroes reach them. The computer
player then has to declare war on you in order
to get at the ruins, Generally he won’t unless
he was planning to anyway. What can be rruly
beaurtiful is that the computer sometimes as-
sumes your unit must be in transit somewhere

__ | — {

10 1 . 12__1§______j
04 HNOEW o041 SNOAES 0.0
18 1.1 06 03 01 |
4.1 25 15 No7Ee 03 |
7.4 ESdEs 2.8 1:S: 0.6
11.8__ X _?._8__ 4.7 20, 1.1
173 BEES 74 Sl 18 |
239 oSy 110 Be6olN 28 |
36 L2320 156 L 92 43 |
404 308 216 188 65 |
500 [ 897 292 _ {89 97 |
603 500 386 264 144 |
709 SEI5W 500 INO6BM 216 |
81.1 H7EEN 635 [W50.081 327 |
903 856 784 673 500
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Table 2

Chance of Attacker Winning A Given Combat, Die Size 32 (Intense Combat)

- e Defender B

Attacker 1 2 ENESH 4 SRS 6 WES/SNN 8 NESONN
1 Wso0m 250 Wgda 89 WNeD 4.1 a0 22 N7
~2 W70l 500 BiSio 239 WNizse 128 WNOEN 74 SSETEN

3 [Wes7l c60 WB00S 381 WooSW 208 BEZON 142 ST

4 914 761 618 500 404 327 L2660 216 BEIZ6 S
5 o041 827 | 707 596 500 418 349 292 _ 243

6 959 872 772 673 582 500 428 365

7 970 903 821 735 651 572  50.0 435

8 978 926 858 784 709 635 565 500

9 984 943 887 824  75.7 689 623 560

10 987 955 910 856 797 736 675 _ 615
1990 965 927 882 831 777 721 664

12 993 972 942 903 89 811 761 709 5.
13 99.4 978 953 921 883 841 _ 796 748 _ 69.9
14 995 982 962 935 903 867 827 784 738

and just happened to end up on thar ruin
space, so it will wait a turn for you to get out
of the way. When you don’t (your scout has
encamped, of course), the compurer Hero
may sit there for turn after turn, doing noth-
ing. This does not always work, but when it
does it is the most profitable use of a scour or
bat you will ever see. The same trick can be
used on temples,

Once everyone is already furious at you for

lERi0

NEW!

ANV

winning the game, start sacking and razing
any newly-captured city that you know you
can't hold for more than a turn or two. First
sack it, then raze it; this way you'll get all the
money (and the maximum anger from your
neighbors, so watch ir). Use the money thus
raised to enhance the production of your
cities far from the front,

If a computer player has no cities, his units
will do nothing on the one turn that he may

FALCON & MIG COMMANDER U’l‘ILI”lES“

10 e 12 WS 14
1.8 I10RS 08 06 05
4.5 356 28 2.2 18 |
00 BN/GW 59 4.7 3.8
14.4 118 97 79 65
203 169 141 izl 97 |
264 | 223 189 | 159 133
325 280 239 204 173
386 336 202 262 216 |
444 392 344 3010 261
500 447 397 351 308
553 500 449 401 356
60.3  55.1 500 451 404
649 599 549 500 452
692 645 598 548 500 |

get before the end of the turn cycle consigns
him to the history books. Thus, if you are
about to put the kibosh on your opponent’s
plans for conquest by grabbing his last city,
don’t worry about the enormous armies he
may have in the field (or besieging your capi-
tal)—the stacks will melt away and do you no
harm. cew
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Roger Keating On Warlords Il

n the various computer networks,

such as CompuServe and GEnie,

there are many computer game de-
signers who take the time to read the bulletin
boards and answer customer's questions
abour their games. Among them is SSG's
Roger Kearing, who has been busy answer-
ing questions about his latest design, Wir-
lords IT.

As Computer Gaming World's on-line edi-
tor, I get to follow many threads (bullerin
board “conversations”) about compurer
games. Since I have an affinity for Warlords
1l every time I saw Roger Keating post a
litde nugget on-line, I printed it out and
squirrelled it away. With the conclusion of
our Warlords I1 strategy article, I thought 1
would compile his on-line notes for the edi-
fication of all Warlords.

Sl
Wall’s Treat

City wall building is easier in Warlords I1

than it was in the original game. However,

Catapulr units are the antidote to that.

Roger never starts a campaign without them.

Enhance Me!

A nation that is “Enhanced” will have +2
added to the strength of all its units.

The Bonus Situation

Only one of the special/stack bonuses is
ever applied to a stack of armies. Thus, even
if there were owo Grear Worms and cthree
Pegasi (or any total of specials greater than
one), players still only receivea +1 bonus for
the stack. If you're lucky enough ro have a
dragon, the +2 is added to the stack. To this
will be added any Hero bonus for the stack.

Note that stack bonuses are determined
once, at the beginning of combat. Thus, ifa
unit that provided a stack bonus dies in the
midst of battle, surviving units in its army
will still receive the stack bonus that it pro-
vided through the battle’s end.

Also note thar both the atracker and de-
fender are eligible for the terrain bonus. The
terrain bonus is determined solely by the
square the defender occupies, so if the de-
fender s in the plains, both side’s cavalry will
receive their combar bonuses.

Who Gives a Flying...?

The Hying bonus was changed from the
original Warlords game so that Giant Bats
would not give a +1 bonus to stacks simply
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A Collection of On-line Notes
Compiled by Alan Emrich

because they can fly. Their role is primarily
as airborne scouts,

Maintaining Standards

The +1 bonus for each player’s standard is
ccumenical. Tt works for any side thar pos-
sesses it

Maintaining Armies
The normal maintenance cost for units is
1/2 of their purchase cost, every turn. For
units on boars, there is a minimum of 4 GP
(Gold Pieces) per turn. This is to discourage
the formation of huge, standing fleets.

Varying Unit Types

Each army type in a scenario hasastandard
cost, time and movement allowance. For
each city, there 1s a small chance thar these
values will be varied. Note that this can make
them worse than “average.” Army types that
a player pays to have a city build, however,
always come with the standard values.

Personality Problems

The computer player personalities only
give a bir of variation among the different
computer players. They were not really de-
signed to reflect “personalities” in the hu-
man sense. The factors involved control the
number of assaulr divisions each player has
and the likelihood that they will burn and
pillage. They also guide a computer player
toward certain spending habits. The reason
they are there in the first place is so that
Roger can experiment with and expand on
this area when his next game comes around.

I Am The Greatest

The “I am the Greatest” button does two
things in partcular. Firsr, it increases the
other players’ dislike for the human player
on the diplomacy index to something
equivalent to burning down three cities be-
fore the game even begins. Razing any city
makes a player unpopular. Roger usually
doesn’t raze ciries until he is either well on
the way to victory or so firmly entrenched as
the game’s “Running Dog” that any further
unpopularity would simply nor matter.

Second, computer players ar war with the
human player will tend not to fight amongst
themselves.

Keating is not Synonymous
with Cheating

The computer doesn’t have any more
P )

knowledge abourt a hidden map than a hu-
man player. It sends out scouting parties and
bats, just like human players do. Temples,
cities and ruins are all placed completcly
randomly, too.

There are no special triggers in the pro-
gram that help or hinder heroes from joining
a player's cause. Having about 1,500 GPs
and a licele dme is all ic takes.

Remember, other (compurer) players will
start in sparsely populated areas, and their
heroes will die ar temples and then not be
replaced for a long time, just like human
players’ do. There are only rwo differences
in this matter. First, computer players don’t
complain to SSG about their tough luck.
Second, computer players never chear by
saving the game just prior to “the big battle”
in case things don’t go right for them! Early
in the design process, SSG debared about
allowing the computer to “cheat” rather
than spending the processing time it takes to
carry out a computer opponent’s searching,
bur it was decided to let the computer play-
ers take their time and do it “fairly.”

Alan’s Advice

There is a nearly “perfect plan” for win-
ning a game at 100% difficulty. It was de-
vised by Steve Barcia, designer of Master of
Orion for MicroProse. The heck of it is, it's
quite simple.

First, expand out to your equal share of
cities (usually around 20, bur thar may vary
with the number of cities and players in the
game). Next, build up your defenses (includ-
ing a strong, defensive reaction force—pref-
erably one with a Hero who has something
to speed up his/her stack’s movement) and
create one sure-fire strike force ro arrack
with.

Attack and conquer an enemy city, then
pillage it for the maximum money you can
squeeze our of it. After you've gortten all the
money, go back to that city and raze it on
the same turn. Then go on to the next enemy
city and repeat this process.

What will happen is that: A) you'll become
incredibly rich and get plenty of heroes and
good units to produce back home to con-
tinue your wars of ageression; and B) your
enemies will go broke and be forced to re-
duce the size of their armed forces, making
your prospects of victory thar much better.
Play patiently and, with only a modicum of
luck, you can win most of the time. cew
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 ALL OF THE PACIFIC THEATER.
ALL OF THE CONFLICT
ALL IN YOUR HANDS.

Victory At Sea™ picks up exactly where the Japanese left off December 7, 1941. However, one
thing is different. You're suddenly in control of the entire Pacific Theater. From the ice-encrusted
Aleutian Island battlegrounds to the site of what many call the greatest naval battle ever, Leyte Gulf.

Direct the entire campaign from the task force level, or engage in specific battles. Command the
Allied Forces, or the Imperial Japanese Navy. Either way, Super VGA graphics and actual documentary
footage bring your decisions to life.

Decide which resources to stockpile. Who to promote. Who to demote. Get intelligence reports on
the political and logistical situation around you. Then plan your next attack.

Because it’s designed by world-renowned military expert James F. Dunnigan, the historical accuracy
of Victory At Sea is without equal. It’s also the first game ever to give you GameBook™ technology.
Featuring real WW II action photos and over 100,000 words of historical analysis
not available with any other game — all just a mouse—click away.

December 7, 1941, may live in infamy. But what happens after
that is all up to you. Visit your retailer or call 800-653-1360
to order in the U.S., or 800-697-2360 in Canada.

VICTORY AT SEA IS AVAILABLE FOR THE IBM PC AND 100% COMPATIBLES AND THE MACINTOSH,
VICTORY AT SEA IS A TRADEMARK OF THREE-SIXTY PACIFIC, INC. (C) 1993 THREE-SIXTY PACIFIC,
INC. ALL RIGHTS RESERVED. IBM IS A REGISTERED TRADEMARK OF INTERNATIONAL BUSINESS
MACHINES. MACINTOSH IS A REGISTERED TRADEMARK OF APPLE COMPUTER.
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ver since Beachhead conquered the Ap-
ple and Commodore markets a decade
ago, amphibious invasion games have
enticed gamers. Significant, then, that the
first game in the V For Victory series would be
Utah Beach, covering the greatest invasion in
all of history—D-Day. When released, Utah
Beach was a revelation, combining superb
graphics with a true “board wargame” feel.
While certainly complex, the system was logi-
cal, and with persistence, gave the player a
rich and rewarding wargame experience.
The problem with any game series is how
to stay commercially successful while still be-
ing perceived as fresh and innovative. Thus,
despite a plethora of awards, Utah Beach fell
prey to the maniacal pace of ever-upgrading
hardware and technology. The basic V' For
Victory engine was tinkered with, and al-
though some graphic and technical improve-
ments ensued, the releases of the next two
games, Velikiye Luki and Market Garden,
were infested with a variety of programming
bugs. In fact, the situation had deteriorated
so badly, that many gamers were checking the
on-line services for updated versions, before
even purchasing the games!

From a design standpoint, one had to ques-
tion the subject matter of the games as well.
If Utah Beach was evocative, then Velikiye
Luki, covering siege warfare on the Russian
Front in the middle of winter, was perilously
close to sleepwalking. Market Garden could
hardly have been said to be boring, but the
volatile situation masked many of the game’s
flaws. In all of the V For Victory games there
isa tendency for the designers ro feel thar their
games are superior, simply because they are
on a computer screen, rather than a game
board. Ironically, it is Market Garden tha
shines in chis respect, if only because the “fog
of war” rules are appropriate for the confu-
sion at Arnhem.

Considering the track record then, Gold-
Juno-Sword (G]S) is a return o the roots of
the VFor Victoryseries—the D-Day landings.
While the Americans had only Utah Beach to
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It Was the Best of Times,
It Was the Worst of Times _

Gold-Juno-Sword Wraps Up
The V For Victory Series

by Terry Lee Coleman

assault, the British and Canadian forces
striked Hitler's Fortress Europa from three
beaches, hence the name of the operation
(and the game). The player cagerly begins
Gold-Juno-Sword, only to find “hitting the
beaches” has already been done prior to the
game! According to the designers, the player’s
role as commander would not give him con-
trol over the initial invasion forces, and rather
than simply delegate the invasion to the com-

1 0s s (D W
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puter, the invasion was simply considered
outside the scope of the game. Gold-Juno-
Sword tries too hard here to be a “simulation”
rather than a game. Imagine a book on a
military campaign thar rigidly stuck o one
point of view—certainly it would be dis-
missed as biased, even boring. Nevertheless,
many wargames, Gold-[uno-Sword among
them, rigidly define what role the gamer must
play, often without considering the gamer’s
“suspension of dishelief,” or what effect such
an arbitrary decision will have on the enter-
tainment value of the

product.
That  the game
takes such an

ap-
proach is all the more
puzzling given the
care with which the
manual is put
gether. Gamers wish-
ing to plunge right in
may learn abour
stacking, naval sup-
port, and generally

1o~

how to fight by using the “quick start” Op-
crations Manual. In fact, the game is playable
through the various pull-down menus, and
has several nice features, such as being able to
click on “victory buttons” to refresh one’s
memory on who owns which victory point
hexes.

After playing the first scenario, Orne
Bridge, enough times, the player will want to
know why things are happening, which leads
him ro the Reference Manual. To call the
manual a “massive tome” hardly does it jus-
tice; i's awalloping 131 pages of explanations
of Zones of Conrrol, interdiction, and even
rules on how units surrender. Many gamers
have praised Three-Sixty and Atomic Games
for the thorough rules found throughout the
series, and Gold-funo-Sword is certainly com-
plete. For those players who failed to get their
logistic nightmare fix, the manual has ten
pages of supply rules, then follows with seven
more pages of morale and fatigue rules, before
the player knows whether his tired, sore and
hungry troops will fight or not. Supposedly,
by reading all the appropriate material, the
players will be so illuminated that enjoyment
will automarically ensue.

Part of the lengthy rules is a backlash to the
criticism of computer games never telling
“the whole story” of the design. Number-
crunchers will have a field day (no pun in-
tended) with the terrain and supply charts,
and their effects on combat. Nonetheless,
there is no single chare for “roll a 6, defender

V For Victory: Gold-Juno-Sword

TITLE: W For Victory: Gold-Junn-Swored
PRICE: £59.95
SYSTEM: 1BM, Mac

REQUIREMENTS:  1BM: 065X or better, IMB RAM, VESA
compatible video cand, 5MB hard drive space,
mouse: Adlib, SoundBlaster sound cards
suppored; math co-processor supponed

Mac: Mac+ or betler, 2MB RAM for 256-color,
AMB under System 7

None

Eric Young, Keith Zabalaoui, Larry Merkel,

Ld Rains

Three-Sixty

Campbell, CA

(B00) 653-1360

PROTECTION:
DESIGNERS:

PUBLISHER:
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TURBO TOUCH 360,
THE STATE OF THE ART
PC GAME CONTROLLER!

For use with IBM°PCs
and compatibles
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Gives you better Gives you easy Faster movement for  No more blisters or
diagonal control circular control higher scores “numb thumb”

Extensively consumer-tested with game
players, software developers and computer
game reviewers, the Triax Turbo Touch 360

controller brings a new dimension of control diagonal and circular (360°) control, the newest
and comfort to computer game playing.

and most challenging games are easier to
It's a breakthrough product, ~  control and more fun to play.
offering the benefit of higher / \ ' R ’ Ax The Turbo Touch 360 is the
scores and longer play without e\ TECHNOLOGIES right product at the right time.
For the name of your nearest Turbo Touch 360 retailer or to place an order, call 1-800-858-7429

*Falent Pending. IBM PC s a reglstered frademark of International Busingss Machiries Carparation. Turtsa Touch 360 and Triax are (rademarks of Triax Technologies.

“thumb fatigue.” Just pass your thumb or
index finger over the control sensor—you don't
have to push down. And, thanks to better

1993, Triax Technologles
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DON'T WASTE
YOUR
SOUND GARD
ON INFERIOR
SPEAKERS.

The Powered Partner 622

Powered Partners are the perfect
complement to your multimedia
computer system. They are the only
speakers to be named a 1992
Windows Winner by Windows maga-
zine. They were also nominated for

a Readers' Choice award by
Multimedia Magazine. But the hest
reason to use Powered Partners is
the sound. Listen to the experts:
“They (Powered Partner 622) set the
standard for all the other speakers”
(David Ranada-“Windows" recom-
mended) and “If you want the best,
look no further... the (Powered
Partner) 570s are the
Rolls Royce of sound”
(Rich Heimlich). With
such high praise,

why buy anything else.

Powered Partner 622 Features
= Sophisticated 3-piece system
with separate powered sub-woofer
= Fully shielded, even the sub-woofer
» Perfect for all computer and video
applications
« Electronic crossover and 3 power
amplifiers

For a dealer near you,
call 1-800-969-AR4U.

In Canada, call Precor at 1-800-268 -1172.

Superior Sound Simplified
© 1993 Acoustic Research, a division of 1JI
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climinated” or whatever, and with no visible
Combart Resules Table, the player is lefr with
no framework for all those pretty numbers.
Of course, one can always let the computer
“Staff Assistant (tm)” take care of everything
and just watch...

Perhaps while the computer is having all the
fun fighting the bartles, the erstwhile general
can learn to be a metcorologist. Clear, storms,
and three varieties of overcast, allow the
player to either flaunt his air superiority, or
frantically pray for rain (if playing the Ger-
mans). Not only can the player manipulate
the weather ahistorically, but he may even
control the temperature, which somewhat
symbolically, has absolutely no effect on the
game.

What the player does get to do is fight over
the infamous “bocage” terrain, rendered in
SVGA graphics far more subtle than the old
Utah Beach. 'The tutorials are not quite as
painless as in, say, Clash of Steel, but they serve
well enough ro teach the system. Allied forces
are the berrer for the novice to begin with, if
only because most wargamers are better on
attack than defense. Sad to say, but even the
most defensive-minded will dislike playing
the Germans, as their situation is virtually
hopeless. In the face of overwhelming Allied
airpower, the German is beser with supply
hassles, his retrears are interdicred, and his
movement is restricted. Worse, the Al is in-
capable of using artillery properly or of coor-
dinating assaults, even when obvious gaps are
left o be exploited. Regrouping or using
replacements also seems beyond the Al's mea-
ger abilities.

Should the player feel masochistic enough
to rake the German side, the first thing ro do
is to give the Germans some airpower, or o
make the weather ahistorically bad. Even
with adjustments, the deck is stacked so thor-
oughly against the Germans, that the Al on
the Allied side almost seems competent! By
trying so hard ro focus the player on a par-
ticular role, the designers lost their own per-
spective. IF the pointis that the Allied win was
inevitable once forces were ashore, why play
the game? Especially with two human players,
the individual scenarios are agonizing for the
German against any decent Allied player.
Should the players want tw learn about the
campaign, a book by Max Hastings, for in-
stance, takes far less time to read than che full
campaign of Gold-Juno-Sword does 1o play o
completion,

The excellent manual, copious player aids,
good interface, and sumpruous SVGA graph-
ics should all combine o give the true war-
gamer a feast. Why then are we left so empry?
Because a recipe is not merely a combination

of a variety of ingredients—the chef’s imagi-
nation must combine the items so thar the
dish emerges with its own unique flavor and
identiry. Three-Sixty, by publishing the V For
Victory games, ook a bold step. Yet after four
games, Gole-Juno-Swordis hardly the flagship
product the buying public has a right o
expect. Although promised, no modem-to-
modem gaming is available, and while earlier
games such as Velikiye Luki and Market Gar-
den are compatible with the new game, trans-
fer of saved-game files is not. Similar to such
disappointments as Theatre of War and Pa-
triot, Gold-Juno-Sword succeeds only on a
technological level, bereft of soul. Three-
Sixty’s legacy is akin to aline of books without
an editor, its lack of control and support
setting its buying public adrift. Nowhere was

11 11203 wna (D)

this made more plain then when Atomic
Games, the design team hehind V For Victory,
announced recently that Gold-Juno-Swerd
would be its last game in the series, and that
Aromic would do similar games with Avalon
Hill. Perhaps Harpoon ITor Jim Dunnigan’s
Victory At Sea can turn things around, but
Three-Sixty’s reputation in the hobby has
suffered a major blow, which could only have
been helped if quality control had been pre-
sent earlier in the V For Viciory series.

For Atomic Games, their knowledge and
productivity will be more than matched by a
company that has produced wargames for
over three decades. Avalon Hill has never had
success with computer games, however, and
Atomic will have to provide innovative and
relatively bug-free products from the first in
order to win over a skeptical public. The true
legacy of Gold-funo-Sword and its brethren
may be that one of the best technical reams
in the compurter wargame genre reamed up
with the wargame company with, arguably,
the greatest marketing resources and savvy.
Just imagine what this combination could do
with  Russian ~ Campaign  or  Panzer
Leader. . .certainly, something just as techni-
cally dazzling as Gold-Juno-Sword, and un-
doubtedly more enjoyable, cew
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ASK FOR PRICE LIST AND TAKE A LOOK AT OUR SALE ITEM
(800) 788-2193

ZERO'S & ONE'S

HARDWARE
CREATIVE LABS:
CD 16 Kit (Business)  635.00
Discovry B CDORom Kit 399,00
Discovry 16 CDRom Kit 469.00
Edutnmnt 8 CDRom Kit 449,00
Edutnmnt 16 CDRom Kit 519.00

Snd Blaster 16 218.95
Snd Blaster Pro Dix 119.85
Video Blaster 299.00
Video Spigot 398.00
MEDIA VISION:

Fusion 16 CDRom Kit  499.95
PAS 16 Snd Cd 165.95
Pro Aud Studio 16 189.00
Pro Audio Spectrum

16 MM Kit 899.00
TOSHIBA 3401 200ms

Int wiPas Cable 495.00
Al TECH:
Pro PCITV Plus 309.95
Wave Watcher-TV 419.00
Video Surge 615.95
OTHER SND, MM, & VIDEO:
Computer Eyes RT 434,95
Gravis Ultra Sound 129.00
TelevEyes VGA-TV 199.00
WIN TV 399.95

STICKS & YOKES

CH PRODUCTS:

Auto lll Game Card 27.00
Flight Stick 35.95
Mach Il 22.00
Mach IlI+ 27.00
Virtual Pilat Yoke 82.95
GRAVIS

Analog Pro 37.85
Game Card Hi Speed 2995
THRUSTMASTER:

ACM HiSpd Game Card 26,95
Weapons Control Mark Il 99.95
U-Prom for WCS Mark| 27.95
Flight Control 59.95
Flight Control Pro 99.95
Rudder Pedals 99.95

COLORADO SPECTRUM:

Mouse Wheel call
MODEMS
Prices loo Low lo Print:
Boca, Sporisler, Supra,
Zollrix, Zoom and others
FLT SIMIWAR
A Line in Sand 26.95
Aces over Europe 44,95
Air Warrior SVGA 35.95
Ambush at Serinor 3595
Armored Fist 42.95
ATAC 34.95

ZERQO'S & ONE'S

ORDER: 800-788-2193

B-17 Flying Fortress 41.95
Birds of Prey 3195
Campaign 35.95

Comanche:Maximm Owrkl 43,95

Carrier Strike 41,95
Carriers at War 34.95
Conguerd Kingdoms 3595
Conquest Japan 35.95
Empire Deluxe 35.95
F-15 Stirke Eagle Il 43.95
Falcon 3.0/Mig 29 call
Flight Sim 4.0 37.95
Flight Sim Add-Ons call
Flt Sim Scen USA East  41.95
Flight Sim 5.0 call
High Command 41.95
Jetfighter Il bundle 44.95
Jump Jet 4195
Liberty or Death 3595
Losl Admiral 35.95
Pagilic War 4795
Patriot 43.95
Patton Strikes Back 14.95
Perfect General 3595
Rebel Assault tha

Secret Weapons Luftwife

2995

Special Forces 29.95
Strike Commander 47.95
Task Force 1942 38.95
Theater of War 19.95
Tornado 44,95
V Victory 1, 2, or 3 ea 43.95
ENTERTAINMENT
A-Train 41.95
ADD:Unitd Adventure 34.95
Action 5-6 Sierra Gms 24.95
Advenlre Starter-Sierra 19.95
Air Bucks 35.95
Alone in the Dark 35.95
Amazons 38.95
Arcade Hits 2495
Armourgeddon 39.95
Ashes of Empire 3495
Back to Fulure Il 26.95
Barl Simpson-Wierdnes 2985
Batman Returns 41.95
Betrayal at Krondor 3995
Blue Force 39.95
Caesar 3595
Carmen SD-Space Dluxe 47.95
Castles Il 35.95
Challenge of 5 Realms  39.95
Civilization:Master Playr 49.95

Classic Advenlure-Lucas

35.95

Conquered Kingdoms 35.95
Creepers 29,95
Dagger Amon Ra 41.95
Dark Half 34.95
Dark Seed 41.95
Darklands 41.95
Daughter of Serpents 3295
Day of Tenacle 34.95

Sample Listing of Products

Design Your Railroad
Discovery:Columbus
Dragon Lair Il

Dune Il

El Fish

Eric The Unready
Flashback

Freddy Pharkas
Global Effect

Goblins 2

Heimdall

Home Alone 2
Humans

Inca

Indy Jones 4

Kings Quest VI
Kyrandia (Legend)
Legacy:Realm of Terror
Legends Valour

Leis. Suil Larry 5
Lemmings 2

Lost Treas Infocom |1
Lost Treas. of Rain Forest
Magic Candle 11l
Maniac Mansion
Mantis

Mario Is Missingl
Mercenaries (Tegel's)
Might & Magic V
Monkey Island 2

Out of This World
Paladin Il

Pirates! Gold

Police Quest 3
Prophecy by Sierra
Puopulous 11

Prince of Persia Il
Quest for Glory Il
Return of the Phanton
Ringworld

Romance 3 Kingdoms
Rome:Palhway lo Pwr
Rules of Engagemant ||
SciFi:5 Actvision Games
Shadow President
Shadowlands

Sherlock Hims:Lst Files
Siege

Sim Ant

Sim City

Sim Earth

Sim Life

Simpson's Arcade
Space Hulk

Space Quest V

Spear of Dsliny:Wilnstn
Star Control Il

Star Trek 25th Anniv.
Stunt Island

Syndicate

Terminator 2029
Ultima Underworld Il
Ultima VII Part 2
Ultrabots

ALL IBM COMPATIBLE
3315 E RUSSELL RD, #H-177
FAX: 702-897-1571

34,95
35,95
3595
35.85
35.85
35.95
31.85
41.95
19.95
24,85
21.95
27.895
2595
34.95
35,85
44,95
34.95
36.95
37.95
41.95
35.95
29.95
29.95
37.95
14.95
31.95
34,95
37.95
41,95
25,95
36.95
3595
41.95
39.95
24,95
37.85
41.95
11.95
41.85
3595
39.85
29.85
41.95
26.95
41.95
29.95
4295
22.95
3585
29.95
42,95
41,95
29,95
34,95
41.95
35.99
35.95
35.95
33.95
36.95
41.95
47.95
45.95
36.95

Veil of Darkness 35.85
Wing Commander Il 47.95
Wizardary VIl:.Crsaders 41,95
X-Wing 41.95
X-Wing Misson Dsk 19.95
CD ROM
7th Guest 52.95
Arthur's Teacher Trbls 41.95
Chess Maniac-Mall Lampn 34,95
Clip Art Haven-jewel 16.95
Composer's Qst MPC 54.95

Compton Interact. Encyc.249.95

Curse of Enchantia 24.85
Daggar of Amon Ra 4195
Day of Tenacle 41,85
Dinosauer Adventures 41,95
Dune 56.95
Eco-Quest 1 41.95
Encarta MM Encycl 268.95
F-15 Strike Eagle Il 47.95
Fonlmasler 2 18.95
Games 1893-Jowsl 21.95
Global Explrer-DeLorme 89,95
Indy Jones: Fate Allantis  41.85
Inspector Gadgat 3595
Iron Helix call
King's Quest VI 44.95
Jutland 52.95
Just Grandma & Me 38.95
Kodak Photo CD 29.95
Legend of Kyrandia 41,95

Map Expert by DeLorme 299.95

Mayo Clinic (jewel box)

29.95

Midi Music Shop-jewl box 22.95

MS Cinemania MPC 54,95
Maonarch Noles 61.95
Old Testmanet Interact  49.95
PC Karoake 77.95
Playing with Language  29.95
Prophone 1993 Ed 129.95
Pub.Paradise-Clip Art 22.95
Putt Putt Fun Pack 26.95
Rodney's Fun Screen 39.95
RoMaterial:Vis/Snd Effect 18.95
Shareware Studio V.C 18.95
Sherlock Holmes 3 43.95
Space Adventure 2.0 61.95
Space Quest IV 41.95
Ultima Underwarld 1&11 58.95
Who Killed Sam Rupert 24 .85
Willy Boamish 41.85
Wing Commander Il Dix  52.95
WCmdr IIfUIt Undrwrld 52,95
World Fact Book '92 59.95
WINDOWS
Alphabet Blocks 2995
Audio.Star Trek V.| 34.95
Conquered for Windows 44 .95
MS Goll 42,95
Origin FX Screen Svr 24,95
Star Trek Screen Svr 44,95

TECHI/INFO: 702-897-2797

Take Break Pinball 28.95
Yobi Magic Spell Tricks 29.95
SPORTS
Car & Driver call
Front Page Sports Ftbl  41.85
Jack Nicklaus Sig Golf 41,95
Jordan in Flight 36.95
Links 386 Pro 39.95
NFL Pro Football 1992 3595
NFL Video Pro Football 3595
Sports Adventure 47,95
Tony LaRussa Bsbl || 37.95
Trouble Shooting Golf 29.95
Wayne Grizky Hocky 3 35,95
Wilson Pro Golf 24,95
World Circuit Grnd Prix 35,95
World Tour Tennis 31.85
EDUCATIONAL
ACT Studyware 29,95
Alge-Blaster 25.95
Amazon Trail 34,95
Auto Works 44,95
Calculus 24,95
Castle of Dr. Brain 29.95
Cuckoo Zoo 31.95
Dinosauer Adventure 32.95
Discover Space 37.95
Eagle Eye Mysteries 31.95
Inspector Gadget 3495
Island Or. Brain 28.95
Kid Cad 3-D 2895
Lost Tribes (Soc. Sldy) 2495
Mario Teacher Typing 24:95
Math Rabbit (New) 29.95
Mickey's ABC's Ench. 19.95
Milliz's Math House 28,95
Operation Neptune 3495
Oregon Trail Dix 3595
Peter Pan Print Kil 31856
Playroom ver 2.0 2985
Putt-Putt Fun Pak 2585
Ready for Letters 34.95
Rock & Bach 34.95
Scooters Magic Castle 3185
Time Treks 29895
Treasure Math Storm 34 95
What'sMy Angle-Geom  29.95
AND A WIDE
RANGE OF OTHER
PRODUCTS
FROM A...TO Z...!
AAANANNAAN

MANY SALE ITEMS IN
OUR FULL PRICE LIST

LAS VEGAS, NV 89120

INTL: 702-897-2797

Prices and availabllity subject to change. All sales final. We do not guarantee compatability. All software is factory fresh and unopened. We are not

responsible for manufacturer's d :
games add $1 each inContinental US. 2nd Day Air $6 1st game, add'l games add $1 each in Continental US. COD add $5.00.

WE ACCEPT M/C & VISA.
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efecls. Contact publisher regarding defects. Any return subject to 20% restocking fee. Shipping: 1st game $5; add'l

All prices are US Dollars.



Niusiration ©Roger MacGowan

ny aficionado of World War IT gam-

ing who likes a horde of tanks and a

maximum of troops ends up heading
to the East. Gary Grigsbys War In Russia
(WIR) is the designer’s third trip in that di-
rection, his latest rendirion of the epic strug-
gle between Nazi Germany and the Soviet
Union. It is not to be confused with the CG'W
Hall of Fame's War In Russia, released for
8-bir machines in 1984, bur bears closer re-
semblance to his 16-bit effort, released in
1990 as Second Iront. Many, thinking
through red, white and blue rinted lenses,
were confused abourt the latter title, as we
Yanks think of the “second front” as the
Allied landings in Western Europe. To allay
confusion, the latest game has reverred to a
variant of the 8-bit title.

Docs, Heal Thyself!

The documentation is standard for SSI—
guaranteed to scare off the noviceand confuse
the veteran. The necessary information is
there, it's just that che prose’s clegance makes
tax law appear interesting. For the truly math-
inspired, the combat formulas are included. 1
characrerized the documenration of Second
Front as “abysmal”; my opinion stands for
WIR. If one is familiar with Second Fromt,
there should be few problems of interpreta-
tion, but pity the user who is new to the
system,

Luckily, a tucorial allows the user to gain a
basic familiarity with the simulation. Also, a
relatively detailed Order of Battle has been
included, along with a map. [visa relief to see
§S1again including the map in the documen-
tation; it makes strategic p|anning much eas-
ier for the user.

The map is composed of hexes (repre-
senting 20 miles of terrain), with each turn
representing a single week, Army units are
represented at the corps level, with each corps
consisting of up to cighr divisions.
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Russia

Gary Grigsby’s
War in Russia

by M. Evan Brooks

There are five basic scenarios offered: Cam-
paign 41 (June 1941-July 1945; the entire
warl); Campaign 42 (June 1942-July 1945);
Typhoon (September 1941-March 1942; the
assault on Moscow); Case Blue (June 1942-
April 1943; the Bartles of Stalingrad); Cam-
paign 43 (July 1943-July 1945; commencing
with the Battle of Kursk). The scenarios cover
the gamut of World War II on the Eastern
Front, bur the box art nates thar there are four
campaigns, eight historical and one hypo-
thetical scenario. This hyperbole is muted by
the inclusion of a scenario editor. The grog-
nard will be ecstatic ar the possibility of cre-
ating his own scenarios. However, note that
the effort and time necessary to produce a
viable scenario is formidable.

There are four points concerning the docu-
mentation that must be addressed: a) a bridge
bomb option mentioned in the documenta-
tion has been deleted; b) the tactical hints
were produced before the final version,
thereby being more generic than usual; ¢) in
blizzard turns, Soviet tank armies may plot
into three enemy hexes (not two, as stated);
d) shorter scenarios do not end when the
objective cities are captured. One must play
the scenario to a conclusion (and have the
caprured ciries in at least supply level 5).

Victory conditions are not stated in the
documentation, but rather are listed in the
scenario conditions (on-disk). Generally, oc-
cupation of key cides are the
cornerstones of victory. Since
the enemy forces will defend
such cities to the maximum,
one must be prepared to en-
gage in massive battles around
them.

Finally, Mr. Grigsby has
continued o support his
products on GEnie’s Games
RoundTable (page 805). A

dedicated group of gamers will be glad ro
assist novices, and even the bartle-hardened
veteran can find much to contemplate and
discuss in the modem warld. Hopefully,
some of these vererans will upload their sce-
narios for use by other gamers. But for the
gamer confused by the documentation, GE-
nie is a superb place to get help.

I Came, I Saw, I Listened

The graphics are functional and sound ef-
fects are limired, bur derailed wargames on an
operational/strategic level need livle in the
way of sound. Perhaps the overall appearance
of the simulation may best be summed up as
akin to Second Front and Western Front, with
the interface being more like Pacific War.

Visually, an atcractive graphic of the units
appears during combat displaying the num-
ber of tanks, artillery pieces, troops, etc. The
actual bartle report may be rendered in intri-
cate detail or with quicker accounting; the
former illustrates the actual ebb and flow of
the bartlefield, bur it rakes more rime.

Weather remains consistent: if it is snowing

1FRAf al 1 al B M 2%

in Leningrad, it is snowing in Sebastopol. As
I noted in my review of Second Front (CGW
#72, June 1990), this is unrealistic. Chris
Crawford’s Eastern Front (1979) had shown
a pattern of graduated weather change.
Couldn’t this occurin WIR? This is not only
a graphic weakness, but one of historical ac-
curacy.

Panzer Pushing

The game mechanics are mouse and key-
hoard-driven. While Second IFront did not
have a mouse option, WIR clearly does. Mr.

Gary Grigsb ar In Russia

Gary Grigsby's War In Russia
£79.95

IBM

386 or better, VGAEGA graphics,
TOMB hard drive space;
SoundBlaster and 58 Pro

sound cards supported

SYSTEM:
REQUIREMENTS:

# PLAYERS: 0-2

PROTECTION: Documentation look up
DESIGNER: Gary Grigsby
PUBLISHER: Strategic Simulations, Inc

Alameda, CA
(408) 737-4800
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Grigsby still recommends the use of a key-
board to inpur plotting commands, but that
is 2 marter of personal preference.

There are some flaws in the mechanics; for
example, while hidden units are de rigenr, the
computer’s units become visible during its
combat portion, undermining much of the
surprise element.

Bur what is new? Aside from the mouse
implementation and a scenario editor, strate-
gic and march modes have been decreased to
a more realistic level, This allows a better
chance to secure large envelopments and to
pocket enemy formations. Special supply al-
lows the user to combat supply-specific units
for critical offensive or defensive missions.
Operartion points (a legacy from ff{f!‘c War)
encourage better discipline in strategic plan-
ning; the player should insure that his head-
quarters move last as chis will maximize the
use of such OF%. The German player should
remember that, initially, blizzkriegsupply will
more than serve his needs, bur once the bar-
tlefield becomes somewhart stabilized, normal
supply only achieves a 70 percent resupply
rate and special supply becomes mandatory
to maximize assaults.

The production rules have become more
derailed, with factories being more restricrive
in rewoling. A tank factory can more easily
upgrade to a newer tank than switch over to
aireraft. In fact, the production can become a
game in itself. However, it requires much
painstaking attention to detail, and the more
casual user would be well-advised to allow the
computer to act as one’s Albert Speer.

In fact, a player can allow the computer to
handle virtually any portion of the program.
Do you just want to handle the assault on
Moscow? No problem, change the other
Army Groups to computer control. Of
course, wargamers are detail people and it is
the rare wargamer who can resist handling
everything from national strategy to platoon
placement. Luckily, one cannor ger down to
that detail... yer.

The leadership rules have remained un-
changed. One can appoint the field leaders
and relieve them on- l:hr: spot. Occaa:umlly,
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poor performance will lead to an automatic
“firing,” or illness can even intervene ro alter
the command strucrure. A proper use of good
commanders (and a potential fireman « /a
Zhukov or Manstein) is required for optimi-
zation of force application.

There are certain options I would have liked

to see:

o The use of separate combat routines
for cach side might have given a better
feel;

o The 8-bit version of W/R mandarted
that the player use engineer units to re-
build the captured rail net. This per-
mitted one to concentrate his assets
and determine where the Schwerpunke
would fall. While this can telegraph
one’s intentions to the enemy, it also
could allow the user to potentially
break out on a narrower frontage. Cur-
rently, railroad utilization becomes
automatic after a delay of four ro five
wecks;

o Although detailed combat losses are
given for each weck, there is no war to-
tal. Aside from copying the weekly
losses to paper, one cannot determine
the actual losses during the course of
the war. It would nor have been diffi-
cult to add a running total option—
available at any time the user chooses.

All This and the JSII

Game play is very reminiscent of Second
Front—with both its strengths and weak-
nesses. The major building block of combat
is the corps, with three to eight divisions
being assigned. One may tailor his forces to
yield the appropriate mix.

Partisan operations have been made more
important, and ifa German player ignores the
rear, the partisans can well raise havoc with
his supply. Even without partisans, the Ger-
man will face a dearth of supply. Often, only
airlift can preserve combat units in che front
lines. Use such assets carefully, since there is
never enough to sarisfy the need.

Generally, a broad-based invasion is the key
to success. Separate drives for Leningrad,
Moscow and the South should be main-
tained. Of course, Moscow is the prize—its
caprure will devastate the Soviet since it is the
nexus of the road net. Yer, the inidal Blirzk-
reig is not rapid enough. Historically, Minsk
fell in the first week of the campaign. It is
simply not possible here; like Second Front,
the German military machine often seems to
be running at the same speed—historically
slower in the first weeks but faster in the later
months, While it evens out in the end, it does
not yield an accurate picture of the ebb and
flow of the Russian Campaign.
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Bad weather, the nightmare of the
Webrmacht, has been made even more deadly.
There is little that the German player can do
to avoid the counteroffensive of General
Winter. Be aware that no matter how rosy the
picture in August, an carly frost (or blizzard)
will change the situation literally overnight.
Despite digging in or fortifications, nothing
can maintain the line. While some users con-
tend that the Germans could have more effi-
ciently planned for the ensuing winter and
emerged relatively unscathed, | do not believe
that the German logistical chain could have
offset the effects of the weather. The Axis
logistics were heavily dependent on horse-
power—literally (over 75% of its transport
ability came from horses, and nort rrucks).
This, coupled wirth the inability of the Ger-
man logisticians to sustain their troops over
the breadth of Europe, buttress the designer’s
treatment of winter, Be aware of the weak-
ness, and be adaptable. Trading space for
time, when done in a logical and coherent
manner, is the key to success.

Aircraft still seem to be too energetic. Air
battles occur on a regular basis, making the
Battle of Britain appear to be a skirmish.
However, a matter of more concern is that the
aircraft of both sides often appear to possess
all-weather capability, and flying both com-
bat missions and resupply in blizzard condi-
rions is routine.

Red Flag Raising

War In Russia is not a generational descen-
dant of Second Front, it is more of a younger
brother. A workmanlike simulation, WIR
should be acquired by any grognard who does
not h}l\'e
already possessing the earlier product, does
mouse implementation and a scenario editor
justify its purchase? That will remain an indi-
vidual decision. My personal feeling is that
the program has been released too soon after
Second Front, and since there are no financial
discounts akin to MicroProse’s Railroad Ty-
coonr Dele vis-a-vis Railroad Tycoon, well...
cew

Second Front. However, for those
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Opponents Wanted

Those wishing to place their own (free) ads need only send us a postcard (or use
the Noressection of the RID card), letrer, FAX [714-283-3444) or E-Mail (Prodigy
[EXPT40B], CompuServe [76703,622], The Sicrra Newwork at Box 1048, GEnie
and America On-Line [CGW]). Generally, we run them only once, so send
another each time if you want ta keep your name listed! The ads themselves should
serve as reasonable examples as to how to write your own, However,

* Includea brief description of the types of opponents and games youare interested
in playing. Games being played other than direct by modem can be listed (trading
save game disks or even face-to-face).

* Atleastone (possibly more) telephone number(s) must be included. Do not fargee
the area code and mention whether the number is a Home, Work or Modem
mlmhen

o Include your city and state so that people who call you will both: a) have a clue
as to what time zone you are in and b) recognize it when they see it on their phone

bill,
The Networks

The following are voice contact numbers for many of the various on-line
network services that connect gamers, Call them for more informarion.

America On-Line: (800) 827-6364

CompuServe Information Service: (800) 848-8990

Novalink (formerly Digital Dreams) Nevwark: (800) 274-2814

GEnie: (800) 638-9636

The ImagiNaliun Neowork: (800) IMAGIN-1

Multi-Player Games Network: (800) GET-CAME

National Videotex (NViel): (800) 336-9096

Prodigy: (800) 822-6922 x556

USA Taday Sports Network: (800) 826-9688

Bulletin Board Systems

Will you hack and slash your way through a real-time, multi-user dungeon
(MUD) or actempr to conquer an entire galaxy? [t's your choice when you call
The Batboard BBS in Columbia, MO. Enjoy the true ADD action of Leaends
and the professional e-mail game VGA Planets (with an oft-line VGA interface),
or tackle over 30 other on-line challenges, including ANSI Pro Football, Chat
Roulette, BandWars, role-playing, strategy, triviaand casino games, Prizes awarded
for highest monthly scores, with full access on your first call (and ic's free)! Two
CD-ROMs on-ling, with the latest in quality shareware games! FidoNet echoes
(including GAMING), multiline chat, the adult role-playing game Wild Side —
visit today for the best in multiline diversions! We're always open 24 hoursac (314)
446-0475 with 14400 bps supported.

The Delphic Oracle is an all-gaming BBS. Play RPGs (AD&D, GURPS),
play-by-e-mail games (Diplonmacy, ASL), Empires ar War (a Napoleonic on-line
game) and other games on-line. Find modem game players. Gamemasters and
players wanted. Simi Valley, California (805) 582-9004 [2400 8-N-1] Free access.

Dune BBS is secking modem gamers like you! Modem warrior message arca
and on-line games. Running on remote access 1.1+, Operates 24 hours/day, 7
daysfweek. Located in the Milwaukee, Wl area: (414) 571-0584 ar 2400 - 14.4);
8N, 1.

The Electronic Estates BBS in Oak Lawn, IL invites you to join their Tradewar
2002 game. Fly your spaceship, battle the Ferrengi and other traders. Download
]-\VRUI-ESZIP bl.‘ﬁ'lrl.‘ Sl'.lrl'ing. OI]CE '\'U'I.l SUArt, .\'llll may not restart f‘lll' ‘1 Inl'llllll.'-.
Only 150 players maximum per game. Call (708) 424-6136.

The Gaming Connection BBS in Everetr, WA specializes in connecting mo-
dem-to-modem players. Give it a call ar (206) 742-4044, 24 hours a day. Join a
Gaming Ladder and make new friends to challenge. Empire Delice and Haipoan
scenarios, plus access to everything (including over 5,000 files) available on your
first call!

The Ho-Down BBS wants you to “test your metal” in multi-player games of
Spaceward, Ho! Are you tired of beating 19 smart computer players in a small
galaxy? Want a real challenge? Try competing against the most deadly, devious,
dastardly, dangerous, diabolical, double-crossing dealers of death and descruction
this side of Deneb. In other words, against players just like you! Call with modem
set at 8-N-1, up to 14400 bps, (206) 577-8868.

The Imperium BBS is looking for modem gamers like you! Tournaments are
run for Kuights of the Sky, Command HQ, The Perfect Generaland Global Conguest
(just to name a few!), We have on-line games, message basc and 3 gigs of files, wo.
Call one of our three nodes in Middleton, NJ at either: 1200/2400 (908)
706-0342; 9600 v.32 (908) 706-0305; HST Dual Standard 38.4 (908) 706-0321.

The Informer BBS under Sysop John Custer is running WC 3.90 through two
nodes, 24 hours a day ac (415) 468-6714/6715 from 2400 to 14,400 v32.bis HST.
Features operating systems, tech specs, conferences on-line drive & controller
specs, game pacches, drivers and more.
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The Mac Commonwealth BBS is metro New Orleans, LA is sponsored by the
National Home & School Mac User Group, a nonprofit organization promoting
leisure and learning on the Mac. Our multi-line system features over 1 gigabyte
of downloadable files, with emphasis on games and educational material. On-line
magazines, Usenet newsgroups, OneNer conferences and Internet e-mail. Support
file sections for over 60 commercial games! FirstClass graphic user interface. All
lines support 1200 - v.32bis 14,400 access. For information on BBS and group
activities, send inquirics to NHSMUG, IO, Box 640641, Kenner, LA 70064,
BBS line 1: (504) 837-7984.

Call the Missile Silo BBS. Contestants wanted for Command HQ, F-29
Retaliatorand many others. Tournaments to be held soon. Files, message base and
(saon to come) on-line games. Running on Telegard 2.5 7 days a week, 24 hours
a day. Located in Skokie, [L outside of Chicago. Call (708) 581-17335. Mention
this ad in CGW for no-hassle access validation.

The Modem Connection BBS in Atlanta, GA supports many modem games
and flight sims including: Faleon 3.0, F-15 SEIN, Command HQ, World Circuir
and more. We have ladder competitions with prizes, and a local F3 squadron has
nerworked Falcon meetings. Join the comperition, new blood always welcome.
(404) 952-8981; 2400 - 57600 BPS supported.

Space Station Aragon welcomes all adventure gamers to call (206) 277-5489 in
Bellevue, WA, This unique board features free downloads of the latest demos from
many major soltware companies and ext files on subjects like Star Treland Star
Wars. Take part in our forums to discuss and get hints on the latest games. Take
a break and play one of our adventure doors. Sysops Ilibard and Tiern.

Thunderbolt! BBS in Chicago, 11 now offers on-line entertainment with Poker,
Blackjack, Bingo, Galactic Empire, Zovgon, Quest for Magic, The Arena and Flash
Games (“The Next Generaton” of on-line gaming). Play RPGs with on-line
multi-sided dice! Eric Spanitz, SYSOP. Modem sertings 8-N-1, 300/1200/2400.
Phone (312) 248-4822.

The Vanguard Information Systems BBS in Boston is looking for more Gamers
for their 70+ on-line games. VIS has two gigs containing over 8,000 files. Call at
(617) 267-7168 (up to 14,400 - v32bix 8N1). Downloads okay on firsc calll NO
fec!!

The World of Windows is looking for some great game players like you! Try
your skill and compete for monthly prizes. Sporss: Drag racing excirement at The
Maotor City Raceway, a fishing tournament at The Freshwater Fishery, play in the
Tournament Golf game or even pick your favorite NFL team and play some
Pro-Bowl Football. In RPGj there is the post-apocalyptic horrors in The Land of
Devastation, warriors collide in The Pit, explore SinBawd's Dungeon or conquer
the galaxy during Trade Wars 2002, For Strategy games, try our ChessMagic chess
tournament, deluxe versions of Scrabble and Blackjack or solve a murder at the
Wiho-Dun-It Hotel. Modem settings are 8-N-1, 300-38400! There is free access
and thousands of Windows games to download for off-line enjoyment. Call today

at (305) 751-3117,
By Area Code

Opponents wanted for Clash af Steel, Carvier Strike, The [ ’rijc"rf General and
most other wargames. Particularly interested in face-to-face plavers in and around
the Downey, CA area. Call Mike Garner at H-(310) 869-5155.

Orlando, FL gamer seeks nearby opponents for Falcon 3.0, F-15 SEI, 688
Attack Subor any other modem simulation games. 4800 to 9600 speeds preferable.
Contact Mike at H-(407) 898-4482.

Secking local “live ones™ for Air Warrior. Call Don av H-(407) 482-0094 in
Boea Raton, FL between 4pm -7:30pm local rime.

Secking pilots to go head-to-head in Falcon 3.01 and/or F-15 SEIL I'm in the
San Francisco area and can be reached at H-(415) 468-2021 or through my BBS
at (415) 468-6713. Ask for John Custer.

Looking for local opponent for playing games of Conguered Kingdoms, Lost
Admiral or just to trade games with, Call Mike W. in the Berkeley, CA area ac
[1-(510) 525-3686 after Gpm local rime,

Opponents wanted for Conguered Kingdoms, Espire Deluxe, The Perfect General
and others. Amiga or IBM. Please call mornings at H-(516) 758-7823 or write to
Nick Galante, 246 Fair Harbor Drive, Patchoque, NY 11772-3344.

Secking lacal opponents for Empire Deluxe, The Perfecr General, WWII-Paciftc,
Command HC), Modem Wars and many others. Call Jim in North County, San
Diego, CA ar H-(619) 674-1543.

Lam interested in Anding opponents tor Batdles of Destiny, Empire Deluxe, The
Perfect General and Pacific War. Contact Chuck Frye at H-(803) 546-1543 in
Georgetown, SC.

Local opponents wanted for Falcon, £~15 SEHI or Tornade. Call Rod in
Memphis, TN at H-(901) 527-8764 or W-(901) 525-2557. cew
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tions € Rodger MacCowan

——

SI's The Great War should not be con-

sidered a serious study of the war that

ended chivalry ina blast of machine gun
fire. Indeed, if it were such a game it is
doubtful that it would hold as much appeal.
After the inirial offensives of the First World
War, the momentum was lost in a quagmire
of mud as dark and thick as rthe political
climate which spawned the conflict. Over the
course of four years, each side periodically
attempted to break the deadlock without suc-
cess. In the end, atrrition became the major
motivator for political resolution and the end
of hostilities.

Despite the fact that the First World War
saw the first significant use of many modern
weapons—tanks, aircraft, anti-aircraft batter-
ies, anti-tank weapons, machine guns, sub-
marines, long range artillery—it remains a
poor choice for a conventional wargame be-
cause of the lack of tactical mobility. Good
wargame designs rightfully emphasize the im-
portance of fire and maneuver, and WWI
allowed little room for the latter. Fortunately
for gamers, SSI's offering does not approach
the topic in a conventional manner. The
Great War is an abstract strategy game that
has greater kinship to Empire Deluxe than
most of the other SSI wargaming titles. Of
course, it has an even greater kinship to Bartle
Isle, Blue Byte’s carlier design for UbiSoft,
being built on a similar engine.

A commander in WWI would have cer-
rainly appreciared the simple elegance SSI has
afforded commanders in their game. Unbur-
dened by limired intelligence or the delicate
Achilles” tendon that is proper logistics, play-
ers of this system may devore their entire
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REVIEW

A Review Of SSI's The Great War

by H.E. Dille

attention to the essence of combar command:
the planning and exccution of fire and move-
ment. Because historical campaigns and sce-
narios are eschewed in favor of cleverly
designed fictional engagements, lack of mo-
bility is notan issue. Indeed, the quickest way
to win any of the scenarios is to thrust deep
into enemy rerritory and caprure the oppos-
ing HQ, though this is never an easy task.

The Lay Of The Land

The Great War offers 72 scenarios, 24 each
for the single British or German player, and
24 construcred specifically for two human
players. Within each scenario, the player be-
gins with an HQ, several units of different
types, and possibly a factory or depot. Both
factories and depots are capable of repairing
battle damage for existing units, but only
factories may use build points to create new
units. The opposing side begins with control
of some buildings which may be captured via
infantry or cavalry unics, and there may also
be several neutral factories or depots on the
map. The latter often contain reserves of units
which may prove vital to shifting the balance
of power. As such, initial moves must atctempt
to gain control of as many neurral structures
as possible.

Factories cannot be constructed, thus con-
trol of those close to the front lines becomes
essential ta timely reinforcement. Depots, on
the other hand, may be built whenever special
depot building units are available in a sce-
nario. These units require two unmolested
turns and four squares of flat rerrain to build
adepot. Because of the latter restricrion, there
are a IiITlier nllTTll'":r OFPIRICC'S [.lL‘P(}[S may I}L‘
constructed on cach map.
Astute players will care-
fully consider the strate-
gic
rounding terrain of de-

location and  sur-
pots so constructed, as
they should support of-
fensive operations with-
out impeding the flow of
troops to the front. Also,
proximity to the front

lines for quick rurn-

REQUIREMENTS:

# OF PLAYERS:
PROTECTICMN:
DESIGNERS:
PUBLISHER:

around of repaired units must be weighed
against the enemy’s ability to mount a local,
limited offensive and caprure the structure.
Each map contains a mixture of rerrain
types, from deep water to mountain peaks.
Every terrain affects unit types differeny,
but the player need not consult a myriad of
charts and rables to ascerrain these relarion-
ships. Rather, by clicking on the unit during
the movement phase, the complete range of

movement is highlighted. By clicking again
anywhere within that area, the player plots
the intended destination for the next phase.
This is bur one example of the elegant and
unobtrusive interface.

The Weapons Of War

The most basic unit in the game, the pawn
of the system if you wish, is the infantry unit.
It begins with a base strength of six and no
experience. Its elder brother, the elite infan-
try, is slightly more capable in the field, but
also begins with a base strength of six. In fact,
all units in the game with the exceprion of
bomber aircralt and bunkers begin with a
value of six. Of course, if all unirs |u:gin with

the same numerical strength, one may won-

The Great War:

TITLE: The Great War: 1914-1918
PRICE: $69.95
SYSTEM: 1BM

36 or better, VGA graphics, 8 MB hard disk
space, M5-D05 5.0 or higher;

supports AdLib and Sound Blaster sound cards
1 or 2 (single computer—no modem play)
MNone

Ralph ). Krait, Bernhard Ewers, Thomas Hauser
Strategic Simulations Inc.

Sunnyvale, CA

4001 7 37-6800
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der whar the point is in having differenc unit
types at all? The answer lies in a more com-
plete understanding of the combar model.

Whenever two units bactle and inflict casu-
alries ro the other side, they receive one expe-
riecnce point. If their attack results in the
destruction of the enemy unit, two experience
points are awarded. The maximum number
of experience points which may be accumu-
lated in this manner are six.

Unit strength is not the deciding factor in
combar, serving only as a multiplier and
measure of ateridon (i.e., if it is allowed ro
drop to zero the unic is lost). The types of
units involved is more important, but their
experience levels are the key ro combar pre-
paredness. To explain, let us consider an in-

itial  engagement  between  mutually
inexperienced infantry and elite infantry. We
have noted that the latcer is an inherently
more capable unit, thus one should expect an
isolated meeting between the two would
eventually resulr in the destruction of the
infantry unit. Knowing this, the Commander
of the inferior force should seek to attrite
some of the enemy, then withdraw the unit
behind the lines for repair.

Having reduced the elite infantry ro a
strength of three, with three experience
points, for example, the infantry unit falls
back ro a neighboring depor with equivalent
experience and repairs itself from a strength
of one to six. Returning to the line with
experience intact, the infantry unit proceeds
to destroy the remnants of the elite infancry
over two turns., Reduced to a strength of two
now, because the elite infantry was still capa-
ble of inflicting 4 to 3 losses, the infantry unit
returns to the depot a second time for repair.
It will emerge a very pnwcrf"ul unit, however,
because it has gained maximum experience at
this point. Experience ratings not only in-
crease a unit’s ability to inflict damage on a
given target, which varies by type, it also
reduces the amount of damage which may be
inflicted on the unir by all orher unir types.

Taking Command

Each scenario is designed to reflect actions
over a two month period. Benween scenarios,
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a historical breakdown of the actual events of

the same period is presented. These cur se-
quences are not influenced by success or fail-
ure on the board, and exist solely as
background material for interested playt.rq.
References in the manual o a L.nnp,u&,n
Phase” with variable victory conditions are in
error. There is no provision for a campaign or
any form of linkage between scenarios. As
such, one who seeks to alter the course of the
entire war will be disappointed.

A scenario is played in a series of turns, with
each side alternating berween arrack and
movement phases. When one side is planning
movement, the other is plotring arracks, but
neither action occurs until both players have
input their commands and elected to proceed
t the next turn. When chis happens, units
will attempt to execute their orders, bur may
be precluded from doing so. Units that were
ordered to retreat to a nearby depot may be
destroyed before they can leave the line, for
example, or assaults may be wasted on posi-
tions that have already been eliminated.

Artacks are resolved via animated cut
screens or, if desired, quick graphic displays.
The later significantdy speed up the game.
The real time resolution of both player ac-
tions forces one to plan moves in advance,
much as in chess, and makes for a more
interesting play dynamic. At the end of the
given turn, players proceed to the next order
inpur phase, albeir with their roles reversed.

The interface for the inpur of these orders
is well chosen. All commands are controlled
via the mouse. The player positions the cursor
over the unit to be manipulated, then holds
down the left mouse burton. With the burton
still depressed, the player drags the mouse in
one of the cardinal directions and the icon
changes on screen to reflect different com-
mand options. 1t’s smooth, slick and may be
mastered in justa few minutes without having
to crack the manual ar all.

Many of the maps may be viewed as puzzles,
where success lies in discerning the best stra-
tegic approach to the terrain and opposing
forces. Winning is possible through capture
of the opposing HQ, where one receives a
greater number of points the more enemy

units are left on the board, or through de-
struction of all opposing forces in a prolonged
war of atrition. The computer General is
very adept at precluding, or at least making
very difficult, early capture of their HQ. It is
less successful ar combating a war of attrition,
however.

The reason for this shortfall is readily appar-
ent. The computer has a tendency to favor the
construction of new units over the repair of
existing, combar hardened veterans. It will
attempt to do the latter at dmes, bur fre-
quently fails to pull these units off the line in
time to avoid destruction by a human Gen-
eral who recognizes their potential danger. As
such, later in the game, savvy human players
with full strength, full experience units will
walk all over inexperienced computer rein-
forcements striving to bolster failing lines and
halc an unrelenting advance.

This has a definite impact on replay value
because even though new scenarios present
different challenges, the basic formula for
success remains the same, Rotate units to the
rear for repair, which is cheaper than replace-
ment, and one will not only have more pow-
erful units, bur also more reserve build points
for construction when necessary.

Lifting The Barrage

As we all know, the First World War did
not turn out to be the “War to end all Wars.”
Likewise, 7he Great Warcould not be consid-
ered the game to end all games. More signifi-
cant achievements lay just beyond the next
trench, bur as always the problem is getting
across “No Man's Land.”

When the smoke clears, however, players of
The Grear Warwill find thar they have stum-
bled on a much more playable game than any
historical recreation of events could hope to
be. Even with a slightly inadequate computer
opponent, a great deal of time must be in-
vested to obrain consistent mastery, and play-
ers will cerrainly obrain their money’s worth
in thar period. If one is blessed with another
human opponent, then the replay value of the
product is exrended immensely. cew
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atriot was initially reviewed in Com-

puter Gaming World#105 (April 1993)

to a less than resounding acclamation.
In fact, Patriot received virtually unanimous
condemnation by the media and in the con-
sumer marker. While the Patrior design was
boldly innovative, it was dreadfully unplay-
able. Difficult to boot and prone to crashes,
these programming oversights were nothing
compared to the aloofness and unplayability
of the game system itself. Parriorassumed the
mantle of “The Canine of Combar.”

Thus, it was with some trepidation that |
examined the updated program, version 1.10.
Could it have fixed what was so wrong before?
Could an abject failure be rendered a success
with one patch?

Manual Override

The documentation has now been supple-
mented with a 54-page manual chat walks the
user through three separate scenarios at the
brigade, division and corps levels. While
there are occasional discrepancies berween
whar is printed and what is on the screen, the
tutorials can, unlike the flow of the original
game, actually be followed!

Also, certain previous errors have been cor-
rected (local times are now correctly noted
and the Bartle of Khafji occurs on the correct
date), and each scenario is summarized as to
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REVIEW

Let’s Do The
Gulf War Again

A Veteran Revisits Three-Sixty’s Patriof

Re-Review by M. Evan Brooks

the general situation. The ner effect of the
supplement is to allow the user to gain access
to the simulation. Granted, the innovation of
the system requires much thought, and cer-
tain concepts remain somewhat ambiguous
(e.g. actual combat positioning), bur at least
one can now use the program.

A Farewell to Crashes

Unlike the initial release, the parch was easy
to install and casy to run. No separate boot
disk was required, and everything ran
smoothly — no lock-ups, no crashes. By ir-
self; this is a major improvement.

A map scale indicator is now available as an
option, and this allows one to conceptualize
the distances involved. The maps have re-
mained the same, and the problem with shift-
ing fields of vision remains. The map shifting
function is not sensitive enough to allow the
player to center his area of interest. The zoom
function could have been simplified, but it is
workable,

The sounds are stll limited to opening
music and sparse battle sounds in the pro-
gram itself, but at least now my Pro-Audio
Spectrum 16 was easily recognized by rthe
program.

Mechanics

The game mechanics are
equivalent ro the initial release,
except one can now under-
stand what is going on. The
organization tree and force tai-
loring is a concept easily
grasped, and it gives a quick
rendition of the Order of Bat-
tle. Indeed, it is so accurate that
a military intelligence officer
who happened to see the pro-
gram wondered if it contained
security violations.

Using boundary lines as a game mechanism
is pure militarese. The initial release seemed
to be a wargame of Harvard Graphics—great
presentation, no input. To some degree this
remains true of the revised program, in that
the user has little ro do ence conract is made.
Nevertheless, what impressed me most was
that this was a wargame straight out of Com-
mand & General Staff College or the War
College.

In fact, this remains Patriors greatest
strength and failure — i is simply too mili-
tary. There is no feeling of action or vicarious
thrill/terror. Instead, Patriot should be mar-
keted to the defense establishmenr as a serious
tool for decision-making. This would involve
some adjustment (e.g. area of world, data-
base, etc.), but it would see the product being
used ro its greatest advantage.

Patriot Version 1.10

NAME: Patriot Version 1,10
PRICE: §649.95
SYSTEM: 1BM

REQUIREMENTS: - 386 or better, dMB of RAM, Super VGA
graphics, 3.2MB hard drive space,
DOS 5.0 or @5/2 2.0, mouse; Ad Lib and

SoundBlaster sound cards supported

PROTECTION: None
DESIGMER: ARTECH Digital Entertainment
PUBLISHER: Three Sixty Pacific

Campbell, CA

(408) 879-9144
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Patriot is really a series of games rolled inro
one. Depending on the command level cho-
sen (brigade, division, corps, army), one will
have certain choices. However, the user
should be carctul to maintain his proper sta-
tion. A division commander should not in-
himself in  company operations.
Remember, generals plan the bartle, colonels
implement the decision-making, and cap-
tains fight the battle. While the program will
allow one to drop below his level of com-
mand, such actions often causc one o lose
track of the greater bacde.

volve

The battle reports often stream in fast and
furiously once contact is made. Often, the
sheer multitude of incoming informarion ob-
scures the main screen and overloads the user,
forcing him to evenrually change to a higher

command level o reduce the plethora of
messages. | am still unsure as to the proper
solution, but this definitely needs some addi-
tional work.

I regret not being able to claim mastery of
the system. Even with much thought, time
and perseverance, | am somewhat lacking in
confidence with regard to my expertise with
the system. Still, 23 years of military experi-
ence (of which all bur four were involved in
operations and planning) give me a sense of
assurance that [ can figure it out. One won-
ders about the casual wargamer, however.

Fixed wing air support and amphibious
assaults have now been added and determin-
ing air missions has become a mere mouse
stroke. Finally, the vulnerability of the M1
tank to enemy fire has been drastically re-
duced.

Designer Sid Meier has said on numerous
occasions that if it isn't fun, he doesn’r do ir.
And that is Parrior§ failing—ic often is not
fun. It may be accurate, it may be the most
direct link to actual military planning that the
civilian user will ever see, bur there is little
sense of fun.

Milspec Wargame

atriot always appeared to be innovative.
Patriotal peared to b It

has now begun to realize some of its potential.
In all candor, I would not recommend it to a
casual gamer. However, for the user who is
familiar with Army planning rechniques, the
Program appears to possess merit.

For those users who xullelcd through tlu.
initial release, I would strongly urge et to
secure this latest update. For those who have
an insatiable interest in the Gulf War (all
three of you), the new version should prove
to be beneficial. Finally, for those users who
want to know the intricacies of military plan-
ning, or for those with actual experience, | can
now note that Patriot is accessible. Juse be
prepared to work at it. Finally, for those users
enrolled in Army Command & General Staft
or War (Ullt.y.,, Patriot may well assist in
their coursework, cew

<[
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Another five major play-by-mail games have joined our unique offer: Cluster Lords (rules and 10 free turns in this deep
space opera), Death and Sorrow (rules and 10 free turns in this introductory fast-moving wargame), Perseus Arm (the
170-page rulebook and 3 turns in a massive new space opera), St Valentine’s Day Massacre (rules and five turns in
PBM’s most challenging crime game), World Conquest (rules and 4 turns in this clean strategic wargame). And now all
subscriptions are processed by first class mail, ensuring you get the hottest news in the hobby.

Play by mail is America’s most exciting form of gaming, pitting you against crack players across the country and abroad.
(Call (216) 673-2117 for news of the big national PBM convention.) Our offer gives you the chance to sample itand decide
if it's for you.

For those who haven’t seen our guaranteed offer before, here it is:

Take a $20 (4-issue) subscription to FLAGSHIP, the leading international play-by-mail magazine, and let our reviews,
features and player comments help you pick the best of the latest games. We think you'll enjoy our frank, irreverent style.
With your first issue we'll send you a $20 coupon for any of the above games and 19 others, with a description of each
s0 you can decide which of these intriguing designs to try. The only condition: that you've not played with the chosen
moderator before.

But what if you don'tlike FLAGSHIP? What if you're notintrigued by the game you write for? Haven't you wasted $20?

No! Write us within a month of getting your first FLAGSHIP to tell us you were disappointed, and we'll refund you the
entire $20. (You can still use the coupaon.)

So: either you've enhanced your gaming with an exciting new dimension for $20. Or you’ve explored it and
decided it’s not for you - at a cost of zero!

Why not try it? Send $19.99 to FLAGSHIP, CGW offer, PO Box 454, Fair Lawn, NJ 07401-0454.

[European readers: Send £9.99 to FLAGSHIP, CGW offer, PO Box 1733, Handsworth, Birmingham B20 2PP for the

equivalent European offer!] ) )
Circle Reader Service #68




My son and I love this game!!!

Robert Strauss, Burbank

s AN

SRR

addicts. We cannot wait o begin exploring the many
other levels. Thanks for creating such an excellent prod-
ucl. R 5., Germantown

This s, without question, the most impressive game |
have ever seen. | am amazed at the audio, visual and
action. George L. Tanty, Arlinglon Heights

Outstanding program!!!!" John Bernaver, Los Gatos

Wow! That's all | can say about Oxyd. What an incredible
game! Hurry! | can’t wait fo play!!

This game is highly addicfive. Stuert Ritchie, Conada
One of the nicest games | have seen in a long fime.

Thanks for creating such a challenging piece of soffware.
Steve Brannan, Canada

I'm completely hooked! paricia . Smith, Ni

The game is a blast! Excellent graphics, extremely well
done. Interesting challenges in each landscape also. |
look forward fo the next 90 landscapes. David Mangini, T

The game is really slick, well designed. Those first 10
levels alone were warth paying for!

One of the most elegant games I've played. Thanks a lot
for a great game. Jeffrey Jondah, San Diego

0K so we got hooked!

My n‘ﬂugh.fer ( I I years uM} and ." have bawme ”Oxya'”

! enjoy fh;s game ngrea! o‘am’ and so do my children and

their friends. It s just what | have been looking for !!
Jerome Wescolf, Minneapolis

My whole family enjoyed your game a greof deal
Michael C Maore, Columbia

Oxyd has to be the most artistically superb piece of
programming that | have seen. from my posifion of
having completed about one third of the single-player
levels, the landscapes have been continuously varied
with « marvelous affenfion fo graphic and audible defoil
that makes each new one a confinuing delight. | espe-
cially appreciate how the marble inferacts in seemingly
realistic but different ways when rolling over or bouncing
against different “natural” (or unnatural) substances
like stone, wood, swamp, freefall efc. At this point, I'm
already worrying that I'll run out of levels (assuming |
keep solving the puzzles). Jeffrey f. Harrow

Even our 3yr old enjoys the game.

| just had to wrife fo tell you how.much fun I've had
playing Oxyd. The attention fo defail - the sounds, the
textures of the surfuces - really adds to the fun of the
game. It invites the imagination for a ride.

Thanks also for making all of the landscapes challeng-
ing butnotimpossible. At first | thought that landscape 76
was unfairly difficulf, but when | found the way through
it, I really admired the ingenuity. Tom Phoeni, Portland

Itis rare to find such a visually appealing, addictive and
playable game. Kathryn Wilson, Australia

I'm really fmpressed with your game, Ox[d (ongratula-
tions on a unique and fun produd, and best luck to you
all. John M. Dodd, Thousand Daks

Circle Reader Service #59

Oxyd ‘magnum!
for PC, Mac,

A500 - A2000, ST, TT or Falcon Computers.

Sequel of the award winning
Oxyd, now shipping!
Mac: 1MB RAM, color ar menochrome!

PC: 384 or above, 2.5MB RAM, EGA
or VGA itor, Saundbla. or Adl. opti

Oxyd Credits:
Game of the Year
Computar & Podogoglt 04,/53
The variety of play is
literally, incredible.

Score this game a solid 10
: Coment Nates 04,73 -2
"A" rating - Wow! Exquisife.
A must for your games library.
Amigaliodd 06,93

Game of the Month.

Maclel 02753
Top of the Charts

o easer Cotegory, PC Games Gesrnon ecion

Call 617-497-1130 for the
Oxyd magnum! retailer nearest you

Get a free oppetizer for Mac, PC, Amig. or ST:
Send $ 4,00 for shipping & handling for
10 challengin |oncrscc:pes of Oxyd to
Dongleware Pul‘ﬁlshmg, 35 Howard Street,
Combridge, MA 021 39-2909
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4824 George Washington Hwy., Suite 103
Yorktown, VA 23692
(800) 545-9009

THE COMIC COLLECTOR: Anyone in
the hobby/business of comic book collecting
should consider this versatile inventory pro-
gram. Not only does The Comic Collector
feature numerous ways to access data, but it
offers several different ways to make it casier
to enter your custom data. Best of all, it allows
you to display (on screen), print or file (on
disk) information based on price, individual
ritle, artists, writers, demand, active tides, in-
active titles, or even the total value of your
collection.  Additionally, the database in-
cludes the entire Querstreet Comic Data &
Prices Guide, and you can purchase a quarterly
or monthly update in disk format by subscrip-
tion (824 for four issues, $60 for 12 issues).
[BM ($49.95). Circle Reader Service #1.

Action Software

P.O. Box 1448

Ponca City, OK 74602
(405) 762-1622

WORD CONNECTION: Funny how the
tasks we used to do for homework have be-
come leisure time enterrainment. In Word
Connection, the object is to string conncered
letters together, going back and forth or
around and around a grid in order to form
words. The player determines the size of the
grid of connected geometric shapes (cither
squares, triangles or hexagons), and races
against a clock. Itis very easy to play. What is
surprising is the size of its dictionary, which
incﬁldcs many slang and irregular word us-
ages. Wordsmiths will welcome this pleasant
little gaming diversion. Macintosh ($59.95).
Circle Reader Service #2.

American Training International, Inc.
12638 Beatrice Street
Los Angeles, CA 90066
(800) 955-5284

THE GREAT COMPUTER ADVEN-
TURE: Children ages 7 to 12 now have a fun
way to learn how a computer really works.
What components make up a computer?
What's the purpose of a microprocessor?
What about this thing called memory? All
these questions and more are explained in the
process of completing The Grear Computer
Adventure, a point-and-click, puzzle-based
graphic adventure. The story is a simple one:
a family has been rurned into jewels by a
mischievous gremlin. To restore these indi-
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Axis, The Gamecheater

Super Maze Wars

Chanat My Kedio

viduals to their former selves, the plnrcr muist
find hidden pieces of a special “charmed”
computer that can do the transformation.
Seven puzzles of varying difficulty and style
must be solved, including picture matching,
word deciphering, letter transposing, cross-
word puzzfin r, maze solving and others. Since
clues are randomized, multiple levels of play
are |)mvidcd as one moves from site to site in
the game world. A built-in Personal Digital
Assistant provides the player with descriptions
of each computer component, while a
notepad offers clues as necessary. Though
playing time can be rather shorr, a modest
degree of replayability offers young minds a
good value and a fun experience. IBM
($39.95). Circle Reader Service #3.

Baseline Publishing, Inc.

1760 Moriah Woods Blvd., Suite 5
Memphis, TN 38117

(800) 926-9677

AXIS, THE GAMECHEATER: Invinci-
bility has its benefits. This is especially truc
when it comes to some of the more demand-
ing action games on the marker. While many
“chears” have been available in the shareware
and freeware realms, a commercial program
of this type has yer ro be seen. A significant
new product designed specifically for this pur-
pose is Axis, The GameCheater by Bascrine.
Available for PC compatibles and Macs, Axis
allows the gamer to manipulate his or her
game files to override predefined game func-
tions with assignable hot keys, add time, lives,
money, extra fuel, and even jump to different
levels. Baseline’s modular design allows peri-
odic updates to the program to support new
game releases. These modules are available at
no charge through many on-line services. At
present, over 40 games are supported in the
PC version (S.W.O.T.L., Lemimings 2, Ultima
VI, X-wing, Castles I1), and over 50 in the Mac
version. But one can only cheat so much: each
game has limits in the degree of game control
manipulation it will allow. If you're stuck
midway through a game, you might be able
to get by with a little help from this friend.
IBM, Macintosh ($69.95, $59.95). Circle

Reader Service #4.

Callisto Corporation
182 West Central St.
Natick, MA 01760-9582
(508) 655-0707

SUPER MAZE WARS: The Macintosh’s
dominarion of the network game marker con-
tinues with Super Maze Wars. This arcade-
style, 3D action maze game pits players
against tenacious robot enemies, networked
human opponents, or both. Presented in a
first-person, 3D perspective, Super Maze Wars
challenges the player o enter their Maze-
Cruiser and roam the complex hallways of a
foreign world in an effort to reign victorious
over up to seven human- and/or robot-con-
trolled opponents. In the process of this
scarch-and-destroy mission, the player must
balance the cost of gathering vafuablc gems

Computer Gaming World
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with the chance of incurred damage. Games
can be played against the clock or for a set
number of points or rounds. Six scenarios are
included, ranging in emphasis from pure ad-
renaline pumping action to strategic object
collection. As expected, a game like this in-
volves more than just a quick trigger finger:
strategic thinking is a must for onc to succeed
and become King of the Maze. Macintosh
($64.95 single, $99.95 nerwork). Circle
Reader Service #5.

SUPER MINES: “A Srrategic Game of
Logic and Daring,” that’s how Callisto de-
scribes their new offering for the Mac, a vari-
ant of the Bombergames that have proliferated
on many computer platforms for some time.
Actually, Super Minesincludes two game vari-
ations: Super Mines proper and Mini Mines.
Super Mines challenges the player to safely
mark all the mines on each given playfield
without setting any off. The ngtr:r one com-
pletes a mine field, the higher the score. Field
“promotions” also increase one’s scoring po-
tential. Mini Mines is a shorter version of the
former game with a focus on playing against
the clock for high scores. Both games offer
varying dilficulty levels and a built-in, on-line
help system. What sets Super Minesapart from
other Bomber titles is the military theme the
game is presented in, and the use of increasing
ranks that affect one’s score. The player’s re-
ward, beyond a high score, is to work his or
her way from Private to General of the Army.

A guaranteed blast for Mac gamers, Swper

Mineswill keep the player guessing for a good
while to come. Macintosh ($49.95). Circle
Reader Service #6.

Capstone Software

Airport Corporate Center

7200 Corporate Center Dr., Suite 500
Miami, FL. 33126

(800) 468-7226

HOMEY D. CLOWN: That surly bozo
from “In Living Color” is in town, and he's in
no mood to entertain. He's got an appoint-
ment with a major studio for a six figure deal,
and anybody that gets in his way is gonna get
socked. Homey be hiwin’ the streets to pick
up items and figure out how to get to the
studio, Bad guys and muggers be tryin’ to ke
his wallet, but do Homey lose hope? [ don't
think so. Homey don 't play like thar! Homey be
smackin’ those bad men with his sock, so he
doesn’t wake up in the hospital and have to
startall overagain. Justlead this clown around
with a mouse, cause Homey don’t type. He's
a cute character to put in a game, and may
appeal to the pre-adolescent crowd for a few
minutes, Buc is Homey up ro enrertaining a
real gamer out in compurerland? 1 don't think
0. “Hmm:}r"dmz y: pﬂ}jv }."»(’r that!/IBM ($34.95).

Circle Reader Service #7.

SURF NINJAS: You've seen the movie and
you're now obligated to purchase every picce
of merchandise associated with it Surf Ninjas
Pajamas, the Surf Ninjas lunch box, and Cap-
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Surf Ninjas

The Mystic Tarot

stone’s latest sofoware license, Surf Ninjas the
computer game fearuring side-scrolling karate
action. The player steps into the shoes of
Johnny McQuinn, heir to the throne of Patu-
San, destined to rid his island of the evil
Colonel Chi. Character movement is limired
to flying kicks, regular kicks and punches.
However, punching or kicking seems to make
little difference when acrually pummeling
one’s foes. There is no interface per se except
for a means of picking up and dropping ob-
jects, Graphics are not bad, but the keyboard
combinations for the characters’ moves are
perhaps this game's best puzzle. Documenta-
tion is adequate, but typically sparse. You're
probably better off with the pajamas. IBM
($34.95). Circle Reader Service #8.

Davidson & Associares, Inc.
19840 Pioneer Ave.
Torrance, CA 90503
(800) 556-6141

WORD ATTACK 3: A major upgrade to
their Word Attack Plus, Davidson’s Word Ar-
tack 3isastrong educational title for usersages
10 to adult. However, it only has a lukewarm
feel compared to similar titles when it comes
1o the snap and sizzle that keeps kids glued to
the computer monitor. Consisting of five dis-
tinct modules, Word Attack 3 stresses develop-
ing a strong vocabulary, Lh".l\\’illg from over
3200 words grouped into categories and word
lists based upon difficulty level and subject
areas. Presentation Activity introduces users
to words, definitions and sentences in a Serab-
ble-like format. Tile Game allows one w
match words with their definitions while try-
ing to beat the clock. Those who enjoy cross-
words  will  find  Crossword  Puzzle
challenging, Maze Game, as the name im-
plics, sends the user through a platform-based
maze secking words to march the appropriate
definitions. Finally, Har Game, the most en-
tertaining offering in Word Attack 3, features
arcade-style interaction as one’s character tosses
hats at the correct words in a column of banners.
Progress is tracked for each user. A handy built-
in editorallows one to add their own customized
lists, and a print function turns crossword puz-
zles, word search puzzles, sentence completion
tests and flash cards into hardcopy. If the kids
don’t mind the “low impact” presentation
Word Artack 3 offers, there i1s much value o be
gleaned from this product. IBM ($49.95). Cir-
cle Reader Service #9.

Empire Graphics
P.O. Box 964
Union, NJ 07083
(908) 964-7864

THE MYSTIC TAROT: Originally re-
leased at The Taror Master for the Amiga, this
program concentrates clearly and directly on
all aspects of Tarot fortune lc]Iins. Users can
get an animated examination of every card,
both in its right side up and upside down
aspects, and have their fortunes wld in both
the 3-card and 10-card patterns. A handy
print feature allows those who have had their

Compnter Gaming World



Give Your Joystick
a Thrill.

"n the early 21st century, staged fight-
ing has become a lucrative profession for
female hardbodies, with dozens of legal
arenas in the city. But for the leanest,
meanest warriors, the real money comes
from the illegal bouts held outside
the city. I's the hottest day of the
summer and you're baking inside
a dilapidated warehouse. You —
and your opponent — wear the latest
in MECHA armor. The best fighting
armor in the world.

[
{ THE BATTLE OF THE ROBO BABES
i Y/  This won’t be any picnic. With the
intense heat and action, you'll both end
up in less than full body dress.
It’s dream babes in heavy armor battling for
prize money — action packed, arcade style
- fun for your PC. But be warned — with its
intense violence and voluptuous women,
Metal & Lace: Battle Of The Robo Babes is for
mature audiences only. And not for the faint
hearted. Available now at your nearest dealer or
call 1-800-258-MEGA. Or write Megatech,
P.O, Box 11333, Torrance, CA 90510. Visa,
Mastercard, checks accepted.

System requirements: 286-20 or faster machine
(386 recommendad) with 640K RAM, hard disk,
joystick recommended. Operating Sys.: MS DOS
3.3 or ohove, Windows 3.1. Graphics compatible
with VGA: Sound support: Sound Bloster, Sound
Blaster Pro, Thunder Board, Pro Audio Spectum ,
Adlib Gold and Speed Master.

:- : N TPis gﬁn'h; is not Ior1hr=f]n‘|n!-hanrled_ (fantnins [ Dok ) yA R/ ]
‘_ dhririry o o minas. L g L S a0
| lence ond some maerilinoppropiae for minors. JESE ngﬁﬂ m:ﬂmﬂﬁnl“d 310-539-7739. (8N1) MEEH

NOT RECOMMENDED FOR PLAYERS UNDER 13. e i

| All companies and product names mentioned are frodemarks or registeged tadematk < of

e respacive owners: Circle Reader Service #89



forrunes told to save them for furure refer-
ence. IBM (529.95), Amiga ($24.95). Circle
Reader Service #10.

Hi Tech Expressions
584 Broadway
New York, NY 10012
(800) 447-6543

STREET FIGHTER II: The “bad boys”
have come to town in Capecom’s Street Fighter
11, “The Baddest Brawl Of Them AlL” In this
action title straight our of America’s video
arcades, players are pitted against cight of the
world’s toughest and wildest streer fighters.
Use martial arts kicks and punches, flesh-
singeing flame spells and ear-picrcing sonic
hooms to kick the silicon snot out uFlhem.
Street Fighter 11 features one and two-player
modes, multiple difficulty levels, adjustable
time limits, and stereo sound effects with
major sound card support. Large, smoothly-
animated graphics bring the action to life, but
only for ﬁwsc with 386 or better systems.
Expect the full arcade equivalent in this de-
structive,  no-holds-barred  dtle.  IBM
($59.99). Circle Reader Service #11,

Impressions Software, Inc.
222 Third Street, Suite 0234
Cambridge, MA 02142
(203) 676-9002

EDWARD GRABOWSKI'S THE BLUE
& THE GRAY: We thought the American
Civil War was a bloody disaster until we saw
the string of recent strategic wargames on the
subject. In an effort to reverse this trend of
games that have, generally, disappointed war-
gamers, The Blue & The Graygives players two
games in one. Strategically, it is a turn-based,
division level game of low-to-moderate com-
plexity with weekly turns played out on a grid
of 20 mile squares. The feel is akin to the
popular imro(c\ucmr)' board wargame A House
Divided. When units meet for batte, the
game telescopes down o a grand ractical level
where battles are fought in real time using
Impressions” “micro miniatures” system. As
the brigades maneuver around the randomly
generated battle maps, one definitely gets the
feel of animated lead figures. While the inclu-
sion of massive, cogent documentation (in-
cluding a custom written history book and,
for some, a VHS video tape on the Civil War),
the red flag for “historians” and “simulation”
junkies wiﬁ be the game’s many compromises
away from these aspects (for instance, there
are no leadership rules). Promised expansion
disks will provide modem play and addirional
pre-generated historical bactles. IBM, Amiga
(569.95). Circle Reader Service #12.

MicroLeague Interactive Software
University Office Plaza, Bellevue Bldg.,
Suite 201, 262 Chapman Road
Newark, DE 19702

(800) 334-6572

BRIX: Grab "em, slide "em, drop "em, match
"em, stack 'em and zap ‘em! Right out of the

Page 262

Microsoft Flight Simulator 5

Tetris-style mold, Brix, produced by Epic
Megagames and released chrough  Mi-
croLeague, offers the player an addictive game
of over 200 levels of play with a devious array
of mind bending puzzles ro solve. Play, ac-
cordingly, is fast paced, being timed and re-
quiring one to complere each level before the
clock reaches zero. This puzzler’s goal? To
remove all the Brix (colored and patterned
blocks) from play by eliminating them in
pairs, or by removing individual Brix with the
aid of laser cannons, acid pools, boiling lava
and more. Though initial levels are quire easy,
play difficulty escalates quickly as the puzzles
increase in complexity. Colorful VGA graph-
ics and an original music score add to Brix's
enjoyment. However, it's the brain teasers
that make this game a real time stealer. IBM
(834.95). Circle Reader Service #13.

THE PRO PAK: Sports fans who can't
decide whether to slide into home with a
computer baseball sim or go deep for a foot-
ball title can now have both in MicroLeague’s
The Pro Pack, a combo pack featuring Mi-
croLeague Baseball 4 and MicroLeague Football
2. The baseball game places the player in
charge of historical major league teams, fea-
turing direct connection to USA Today stats,
manager profile editing, righty and lefty
breakdowns, seasonal and stadium factors,
and an expanded 30-man roster. The football
game offers fast-paced, hard-hitting pigskin
action with the player as head C():lCE. calling
the offense, setting the defense, making sub-
stitutions and even controlling the weather,
Both titles offer digitized film footage and
digitized sound with crowd noise, 256-color
VGA graphics, close-up action zoom views,
season play, league and exhibition play, game
box scores :m& summaries, programmable
customization of opponents and detailed
stazs. IBM ($49.95). Circle Reader Service
#14.

Microsoft Corporation

One Microsoft Way
Redmond, WA 98052-6399
(206) 882-8080

MICROSOFT FLIGHT SIMULATOR 5:
The wild blue yonder over Redmond, WA has
never been as wild or as blue as it is now with
the release of Microsoft Flight Simulator 5.
This long anticipated update of Microsoft's
best-selling sim provides digital pilots with a
long list of new features to enhance their
ﬂigﬁrs of fancy. Among the new features are:
a new latitude and longitude system to help
users locate destinations and current location;
a “Land Me” feature that enables inexperi-
enced pilots to complete their flights withour
landing nose-first; and more realistic sound
effects and scenery (which expands in detail as
approached by the aircraft). Additionally, the
weather system has been replaced with a more
user-friendly and controllable version. Basi-
cally, the whole shebang has been spruced up
to provide a more realistic and atcractive flight
environment. Photo-realistic instrument pan-
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els (digitized from actual aircraft instrument
sanels) and realistic time-of-day effects have
Lccn added, as well. From flying the [riendly
skies in a Cessna Skylane to a Learjet to a
sailplane, Flight Simulator 5 offers something
for most airborne gamers. IBM ($64.95). Cir-
cle Reader Service #15.

Mindcraft
2291 205th St., Suite 201
Torrance, CA 90501
(310) 320-5215

STRIKE SQUAD: Walking into a bar in
the year 2208 with four heavily armed and
armored mercenaries is sure to liven things up.
Instantly the mercs under the player’s control
open fire at everything thar moves with laser
l'-lastcrs, rockets and a few well-lobbed gre-
nades. Assassins, drunks and space villains the
likes of which haven't been seen since rhe
spaceport at Mos Eisely return fire, bur soon
lie in crumpled piles with bloody pools about
their midst. The meres search the bodies and
room for guns and goodies, then move on in
their quest to combar the evil insecroids that
have zapped the home planer (presumably as
revenge for the bug zapper). There are 30
unique meres under one’s command in this
arcade/role-playing/space  quest  advenrure
which unfolds in many missions on a number
of worlds. Strike Squad uses the same engine,
interface and 3-D scrolling perspective as
Tegel's Mercenaries, bur players may choose
|'c:ﬁ-rime or rurn-based combar. Two-player
game play, digitized sounds and humorous
quips berween mercenaries help draw com-
manders into the fray. [BM ($59.95). Circle
Reader Service #16.

Novastar Game Company
P.O. Box 1813
Rocklin, CA 95677
(916) 624-7113

BATTLES OF NAPOLEON SCENARIO
PACK: Although SSI's classic wargame Battles
of Napoleon is long out of print, players keep
returning to it like Napoleon from Elba. The
game combined a grand tactical miniatures bac-
tle engine with scenario building tools, so it’s no
wonder that more and more of Napoleon's bat-
tles found their way into computer code. There
are five scenario disks available to supplement

this lost classic: Disk 1 features the battles of

Austerlitz, Marengo, Dedoubt, Utitsa and
Maida; Disk 2 hasa Bridge Battle, New Orleans,
Medellin, Albuera and Santon; Disk 3 presents
Camden, Hobkirk, Guilford, Cowpens, Eutaw
Springs and King's Mountain; while Disk 4 has
a Hill batule, Eylau, Wagram, Leipzig I,
Smolensk, Plancenoit, Waterloo I and
Bladensburg; and, finally, Disk 5 has Ligny,
Vimiero, Village, Retreat, Leipzig 11, Podubno,
Quatre Bras 11 and Aspern-Essling. All disks are
available for [TBM, while disks 1-3 are also avail-
able for Apple IT and C-64 machines (remember
those?). Each disk is $10 when sold separately or
$45 for the complete set of five. Circle Reader
Service #17.
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Crosswords Plus for Windows

F-15 Strike Eagle 111
The Ofiicial Strategy Guide

Fractools Il

Parsons Technology

One Parsons Drive
Hiawatha, IA 52233-0100
(800) 223-6925

CROSSWORDS PLUS FOR  WIN-
DOWS: Hmm... let’s see, “11 Across.
Whole...” It has eight letters and starts with a
“C." [Answer: “complete”] And that’s the
perfect word for Crosswords Plus for Windows.
Not only does it include 100 pre-fab puzzles,
it also provides wols for creating one’s own!
The included puzzles are broken down into
categories by size and difficulty, and features
include sound clues, incorrect leter place-
ment highlighting, and optional font and
color choices. Using a passable Windows in-
terface, scores are earned and partially com-
plete puzzles can be saved for later. The beauty
of this package lies in putting the power in the
user’s ﬁands. Creating crossword puzzles is
even more challenging than solving them, and
instructors will love making themes of their
own to stress vocabulary and spelling. An
excellent value! [BM for Windows ($19.00).
Circle Reader Service #18.

Prima Publishing
PO Box 1260BK
Rocklin, CA 95677
(916) 786-0426

F-15 STRIKE EAGLE III: THE OFFI-
CIAL STRATEGY GUIDE: The newesr ad-
dirion to Prima Publishing’s Seerets of the
Ganies Series, F-15 Strike Eagle 111: The Offi-
ctal Strategy Guide by Lawrence T. Russell
(former intelligence analyst for the U.S.
Army) has just raxied onto the runway. The
book offers assistance in basic flight training,
air-to-air and air-to-ground combat, mulri-
player missions and individual campaign mis-
sions. Special rtactics are also provided for
dealing with the enemy and for career pro-
gression. In addition, this strategy guiu.lu is
amply illustrated with game screen shots,
ﬂigLr model illustrations and actual photo-
graphs. Pilots desiring assistance in gaining
the most power and speed from their F-15,
increasing their weapons accuracy, and learn-
ing how to maneuver with the best should
check our this official strategy guide. It even
includes a bonus disk with the latest update
files for F-15 Strike &}fgff 11 and all new
historical missions based on the U.S, air strike
on Iraqin 1993. IBM disk included ($24.95).
Circle Reader Service #19.

Quanta Press, Inc.
1313 Fifth Streer SE, Suite 223A
Minneapolis, MN 55414
(612) 379-3956

FRACTOOLS III: ‘The latest iteration of
Bourbaki’s fractal graphics system comes on a
CD-ROM laden wit;l 590 fractal images for
use with slide shows, screen savers, kaleido-
scopes and miscellaneous graphical mayhem.
Beyond the CD-ROM additions, the new
version of the software supports several new
graphics modes (up to 1024 x 768 x 256),

Computer CGaming World
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VESA drivers, and S3 Windows accelerator
cards. IBM with CD-ROM ($79.95). Circle
Reader Service #20.

Sanctuary Woods
1875 South Grant St.
San Mateo, CA 94402
(415) 578-6340

SHELLEY DUVALL'S IT'S A BIRD’S
LIFE: The first in a new edurainment series
from Sanctuary Woods called [-tales is Shelley
Duvall’s It’s a Bird’s Life, an interacrive “story”
for children ages 3 and up. Written and nar-
rated by Shelly Duvall, this title fearures a cast
of lovable parrots on a journey from Los
Angeles to the rain forests of the Amazon and
bac?\'. Children are involved in the adventure
through a variety of interacrive situations as
they accompany their parrot friends, Pearlie,
Humpty, Mowgli, Scarletr, Austin, Connie,
Gorby and George. Subjects include geogra-
phy, ecology, meteorology and ornithology.
An easy-to-use, mouse-driven interface takes
explarers through this 60 page digital “book.”
Click on flowers to warch them bloom, on
berries to do a jigsaw puzzle, on butterflies to
see them fly, a mﬁm red words for pronuncia-
tion and definirions. In addirion, one will find
11 original songs, 400 word definitions and
19 acriviries such as a shell game, a coloring
book, connect-the-dots an(’f jigsaw puzeles.
IBM wicth Windows and CD-ROM, Macin-
tosh with CD-ROM ($59.95). Circle Reader

Service #21.

Swfte International, Ltd.
Stone Mill Office Park
724 Yorklyn Rd.
Hockessin, DE 19707-8701
(302) 234-1740

BICYCLE LIMITED EDITION: The bat-
tle of the Windows card games continues, and
Swite brings in the big guns with the most
well-known name in ptxying cards. The Soli-
taire game that comes with Windows is no
march for Bicyeles collection of 52 popular
Soliraire variants. The Bicycle system also has
a handy Help system and a statistical database
thar rracks your Solitaire success over time.
Gambling types might sit down at the wble
with the Bicycle 5-card draw and stud poler
eame. While not the savviest poker dealer, it
does allow the user o customize the game by
determining wild-cards, betting limits, and by
choosing among seven computer-opponent
pcrsmmlﬁtics‘ T'he Cribbage and Bridge games
are decent, no-frill programs that will serve for
a rainy day. While each of the four games has
been done better by other companies, you'd
have to do some creative shuffling to beat the
excellent price-to-quality ratio offered in this
collection. IBM with Windows ($49.95).
Circle Reader Service #22.

WHAC-A-MOLE: Windows users looking
for a quick and dirty way to blow off steam
may find the answer to their need by sense-
lessly pounding some defenseless rodents in
Whae-A-Mole, a lictle game of malevolent,
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Bicycle Limited Edition

Wriac s A Male

Curse of Enchantia CD

maniacal and meaningless mole mashing. The
goal is simple: pick up an enormous hammer
and slam it down on the skulls of tiny moles.
Not as gruesome as might be expected, Whac-
A-Mole brings a carnival classic from amuse-
ment parks across the country to the Windouws
desktop in a cartoonish presentation. No
blood, no guts. Just flattened heads, bulgin
eyes and a medley of Oooffs!, Ouches! :msl
Thuds! Whack enough moles and one ad-
vances to the next level. Sound effects and
music are audibly polished, employing real-
time sound mixing. Though Whac-A-Mole
will be appreciated most by younger players,
it can provide some welcome rclicfJ at the
office, too, Now, if we could only replace the
moles with digitized photos of the CGW
staff.... IBM with Windows ($39.95). Circle
Reader Service #23.

Villa Crespo Software, Inc.
1725 McGovern Street
Highland Park, IL 60035
(708) 433-0500

ROSEMARY WEST'S HOUSE OF FOR-
TUNES: This is the latest in Villa Crespa’s
“Celebrity” software line. Rosemary West,
L.A.’s fortune teller to the stars, is recognized
as an expert on computerization of fortune
telling. The program she helped creare uses
five different ways to prognosticate one’s fu-
ture. Featured are such fortune telling meth-
odsas Astrology, Numerology, | Ching, Tarot
Cards and a lecinating Crystal Ball. After
typing in one’s name and birthday, the com-
puter keeps track of past sessions, sends special
date reminders, and allows for mystical inter-
pretations of the pastand future. Entertaining
(and less vague than most fortunes one reads),
Rosemary West s House of Fortunes, we predict,
will have a long lifeline. IBM ($49.95). Circle
Reader Service #24.

Virgin Interactive Entertainment
18061 Fitch Avenue

Irvine, CA 92714-9841

(800) VRGINO7

CURSE OF ENCHANTIA CD: Devel-
oped by Core Design Limited for Virgin,
Curse of Enchantia offers the gamer a Sierra-
like adventure puzzler that is acrually more of
a multi-screen puzzle game than a traditional
animarted advenrure. Featuring an icon-based
interface similar to Sierra’s, this tidle, distrib-
uted on CD-ROM, draws the player’s char-
acter (a young lad named Brad from the
mortal world) into a land cursed by a powerful
and malevolent witch who is intent upon
employing him as an ingredient in a special
restorative potion. Thus, the player’s quest is
to escape from this perilous land and return
home safely without becoming an elixir of
youth in the process. Though ti[zn: interface is
a bit clumsy, gamers with a strong penchant
for puzzles should find it entertaining. IBM
with CD-ROM (842.99). Circle Reader Serv-
ice #25.
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DUNE CD: Based upon the original PC
release, Dune CD takes rLc computerized ver-
sion of Frank Herbert's epic novel and David
Lynch’s cult film of sand, spice, and expanded
consciousness to new heights. The music and
digitized sounds employed in this enhanced
product have been remastered to take full
advantage of the CD-ROM format, adding to
the surreal atmosphere emanating from the
computer adaptation. Full-screen video foor-
age from the film has also been incorporated
into Dune allowing live actors to visually and
audibly move the storyline along. The result
is a greater suspension of disbelief and a more
enjoyable playing experience. Those who en-
joy games of straregy and inrrigue, and who
have not yer played Dune, would do well o
consider this “spiced up” version of Virgin's
tactical advenwre. IBM  with CD-ROM
($99.99). Circle Reader Service #26.

THE LEGEND OF KYRANDIA CD: For
many centuries, all was peaceful in Kyrandia.
The pact made berween the residents of
Kyrandia and the Natural kingdom provided
for the mutual care and protection of both
parties. Then the evil, maniacal Malcom,
once court jester and friend to the king, seized
control of the Kyragem, a source of great
magical power, and killed the king and queen.
Though Kallac, Chief of the Royal Mystics,
overpowered Malcolm and magically sealed
him within the walls of the roy:ﬁ castle, rime
and weakening magic has resulred in the fail-
ure of that seal and Malcolm's escape. The
goal, then, for the player in Westwood Stu-
dio’s latest conversion to CD-ROM is to
defeat Malcolm and restore peace 1o
Kyrandia. The addition of di i[izcvaniccs in
The Legend of Kyrandia CD helps bring the
world of Kyrandia to life for the player. Al-
though this animated advenrure is nfrﬁc light
duty variety, it is still an enjoyable, p|a)r:|zrnlc
and highly entertaining game, and a graphical
and musical delight. IBM with CD-ROM
($74.99). Circle Reader Service #27.

Waite Group Press

200 Tamal Plaza

Corte Madera, CA 94925
(800) 368-9369

VIRTUAL REALITY CREATIONS: The
Waite Group Press has begun to make a name
for itself with its book series covering the
conceptual and technological fringes of com-
puter culture. The latest in their line of “boolks
with disks” covers the topic of Virtual Reality,
and does so more thoroughly and accessibly
than any other book we've seen. The boo
stares off with a comprehensive listing of cur-
rent hardware and software available to the
common reality hacker. It continues by intro-
ducing VR-heads to two heavyweight world
building tools, VREAM and Superscape
VRT, and then a more complete tutorial of
REND386, a freeware version of which is
included with the book. With REND386 and

a mouse, keyboard or joystick, users can get

Page 268

Virtual Reality Creations

Walkthroughs And Flybys CD

Bible Adventures

intimate with several pre-created worlds. Also
included is a “Fresnel viewer”— a pair of
cardboard goggles with Fresnel lenses. The
viewer is placed against the screen and the user
peers through it to get a decent stereoscopic
(3D vision) effect. Serious hacks will delight
in the appendices that cover refitting Nin-
tendo PowerGlove and SEGA goggles for PC
use, an introduction to linear algebra and
other mathematics with specific application
to 3D computer graphics, and a detailed dis-
cussion of stereoscopics. If you're a VR dilet-
tante who wants to get serious with the hobby,
here’s the next step. IBM ($34.95). Circle
Reader Service #28.

WALKTHROUGHS AND FLYBYS CD:
Containing over 500 megabytes of animated
presentations and accompanied by a 148-page
manual, this book/CDD combination intro-
duces multimedia hopefuls and those inter-
ested in computer graphics to a wide array of
ray-traced images, virtual rr:allirtv demos and a
vast assortment of special effects. Also in-
cluded are the tips and tricks employed by
many of the creators of these graphic demon-
strations to assist those just entering the mul-
timedia waters. In fact, 40 of the world’s best
computer animators guide one through a 3D
sight and Sound Blaster audio tour of virtual
homes and buildings, animated brochures,
interactive educational flicks, missile and
chopper rides, electrified chess matches, and
even a digital spinal exam. Designed as an
instructional tool and idea resource, Walk-
throughs and Flybys CD provides an interesting
look at the world of compurer :mimnrcﬁ
eraphics. IBM with CD-ROM ($29.95). Cir-

cle Reader Service #29,

Wisdom Tree

2700 E. Imperial Hwy., Bldg. A
Brea, CA 92621

(800) 772-4253

BIBLE ADVENTURES: Biblical heroes
are fearured characters in Wisdom Tree’s lat-
est Bible-based game, Bible Adventures. The
first of three games in this package is Noah’s
Ark, the object being to gather two of each
animal and deposit them safely in the Ark.
Numerous woads, forests, caverns and moun-
rains must be searched in order to fulfill che
needed quota of wildlife. Save Baby Moses
requires the player to protect the young He-
brew toddler from Pharoal’s soldiers and nu-
merous obstacles blocking the way to safety.
Third on the list is David and Goliath. As a
young shepherd, David must round up scat-
tered sheep and defend the family’s flock.
Once David has proved his abilities againsr
wild beasts, Goliath and his shield bearer must
be faced. All three titles look and play like
straight Nintendo conversions. However, the
stress is as much upon teaching biblical
knowledge as it is on providing entertain-
ment. Designed for ages 4 and up. IBM
($39.95). Circle Reader Service #30. cew

Computer Gaming World



readers over time. They have been rated for their impact on the computer gamir
during their peak period of influence and acceprance by our readership. Note tha

Specific formats listed are those which CGW has in its possession.

The Bard's Tale (Electronic Ares, 1985)
Many Formats

Chessmaster (The Software Toolworks, 1986)
Many Formats

Civilization (MicroProse, Inc., 1991)
Amiga, IBM, Macintosh

Dungeon Master (FTL Software, 1987)
Amiga, Atari ST, IBM

Earl Weaver Baseball (Electronic Arts, 1986)
Amiga, IBM, Magcintosh

Empire (Interstel, 1978)
Amiga, Atari ST, C-64, IBM

F-19 Stealth Fighter (MicroProse, Inc., 1988)
IBM

Gettysburg: The Turning Point (Strategic Simulations, Im: 1)86)
Amiga, Apple, C-64, IBM

Gnm‘fu’p (MicroProse, Inc., 1989)
Amiga, C-64, IBM

Harpoon (Three-Sixty Pacific, 1989)
Amiga, I1BM, Macintosh

Kampfaruppe (Strategic Simulations, Inc., 1985)
Many Formats

King's Quest V (Sierra On-Line, Inc., 1990)
Amiga, |IBM, Macintosh

M-1 Tank Platoon (MicroProse, Inc., 1989)
Amiga, |BM

Mech Brigade (Strategic Simulations, Ine., 1985)
Many Formats

Might & Magic (New World Computing, 1986)
Amiga, Apple, C-64, IBM, Macintosh

M.U.L.E. (Electronic Arts, 1983)
Atari 8-bit, C-64

Pirates (MicvoProse, Inc., 1987)
Many Formats

Railroad Tycoon (MicroProse, Inc,, 1990)
Amiga, IBM, Macintosh

Red Baron (Dynamix 1990)
Amiga, I1BM, Macintosh

StmCity (Maxis, 1987)
Many Formats

Starflight (Electronic Arts, 1986)
Amiga, C-64, IBM, Mac, Sega

Their Finest Hour (LucasArts Entertainment C‘ampm{‘j!, 1989)
Amiga, Atari ST, IBM

Ultima I1 (Origin Systems, Inc., 1983)
Amiga, Apple, Atari ST, C-64, IBM

Ultima 1V (Origin Systems, Ine., 1985)
Amiga, Apple, Atari ST, IBM

Ultima VI (Origin Systems, Ine., 1990)

C64, IBM
War in Russia (Strategic Simulations, Inc., 1984)
Apple

Wasteland (Interplay Productions, Inc., 1986)
Apple, C-64, IBM

Wing Commander (i Origin Systems, Inc., 1991 )
Amiga, IBM, Sega

Wizardry (Sir-Tech Software, 1981)
Many Formals

Zork (Infocom, 1981)
Many Formats

December 1993

The games in Computer Gaming World's Hall of Fame have been h:ghly rated by'out v

nic'd

listed for each game are the copyright dates and may prt.cch’ the actual rc.leasc dal:c!‘

by

-

Induction
Ceremony!

The Secret of
Monkey Island
LucasArts, 1990

Many Formats

The real secret to The Secrer of
Monkey Island is humor. There is
humor in the text, humor in the ani-
mation, humor in the music and
humor in the plm. Wha can ever for-

get the hilarious wordplay used in the
S\V()I'dl"iglﬂillg St'LIU.UHLU:\, Llll.' non-sex-

ist nature of the game’s conclusion, the
conrroversial instrucrion to insert Disk
Number 256 (too many
believed that there really was such a
disk), and the hilarious animarion for

[“"“1']‘:

the grog machine sequence? Further,
the play balance in the game is pertect.
Designer Ron Gilbert has a marvelous
way of letting the player know what
has to be accomplished in order to
move to the next story segment and
prodding the player along with clues
that function as cues. In a very real
sense, the Monkey Island series
SCUMM

(LucasArts’ proprietary software tools

!IlLiJ.'IiL'{I lI‘lL‘ .N'_\";[L'I'ﬂl.'-

for graphic adventures) coming of age.
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Plaglng Latelg

onth o rn-ﬂlbmf bulgu wsrh hundreds of Reader Input Cards

| from our most Joyal and ougspoken teaders, Over the years we've found
thcsc (:u'd.s 1o be an invaluable source of feedback. Within 10 days of

ity [awsr issue we ean expect to see cards pouring in with sug-

ades and 'many good laughs, in addition o

: . 100 poll. Through' your cfforss, we know exactly

- where we stand wntr aur readers (you don’t mince words!), and we are

T eutr:d © well-articulated opinions on anything and everything related
. This column is a forum for these responses and for the

7 our “Playing Lately?” query on the Reader Input € 'lrci
Timnks for ti ilking the time o fill dwm our., ku:-p em coming!

- Xewing (LucasArts Entertainment)
Berrayal at Krondor (Dynamix)

-~ Warlords 11 (Strategic Studies Group)

. Lands of Lore (Westwood Studios)_.

~ Civilization (MicroProse, Inc.)

me: Page Spnrrs Football Pro (Dynamix)

% Mlgh: & Magic: D-;rksndu:l\}(lorid of Xeen

| .S} ndu:me (Elcu ronic Ans)
Links 386 Pro (Access LEntertainment)

; ¢ ﬁrsr wmputer gamc I ulcﬂuntcr(.d was ‘Lunar Lander” on
an I'ﬂ’ pragrammable Ca.lcuhtm about 1976. You entered the

. ey Vcrnon Lee, Fremont, CA
' .'"My first ¢ game was Wasr.ehnd, and Im still trying to find a

2 G i

RP 52 '00 ' — Mlh.s Goosens, Nashville, TN

"“F'L‘st compul:cr game? \anpu»' Remember hunting the wum-
pus? Us d' to. phy it on a mainframe (IBM 360) through a
¢ : - O qcrecn) Gee, I'm not that old!

'—'T Maddm, St. Louis, MO

Advcnpure was my first g:lme. lthsas on/anIBM 370. That
e created a whole world in your mind in a way that che lat-
~ estin graphics dnn t alwavs do. It's nor just the clock speed or

the dor P“Lh - — Dayid Martin, Albany, CA

a .Sl‘arﬂight I snuck dowm.tmrs ‘ohe motning
it 4:00 2 am to look at my dad’s new compurer. | saw a direc-
 tory, STARELIGHT, and ryp(.d the first name on the list. I

'Ihm& _bl.‘r:-_n___hqu_cd f:'f.;._r.sx_ncc. ~— Andrew Halkes, Mt. Morris

“In college 1. spcm most of a T h:mksgwmg holiday playing the
: Daflas game on my toommute’s PC, It took three of us several
ap kibbitzing to finish it. Also, being brash
Wi Id-drink beer and p|1y anair traffic con-
an you blame me for getting hooked (on games,

th‘lt '5) RIS — T. Mesarch, Washington, D.C.
s PRI : ; CCompder Gaming World




mputer game programs have grown so massive and the
mber of possible configurations has become so huge that
incompatibilities and glitches seem to be breeding ac an
ential rate. Until the golden age of standardized platforms
ig-free programs, Computer Gaming World publishes this list
atest updates of which we are aware.
atches can usually be downloaded from most major net-
CompuServe or GEnie), but can also be obtained from
= idual software publisher’s own BBSs or direct from the pub-
__.”.LI]S].IB._I with proof o_l'P urchase. We continue to urge publishers o
ipdated on the latest versions/patches to their games.
icates new files)
\ ersion 1.21: Corrects lock-up and mouse compatibility prob-
at Sorinor Version 1.02: Adds a speed control option for fast
iines, replaces several bad mission descriptions, and fixes the Al for
d escorts. 6/17/93
Destiny VI.1 Patch: Enhancements and bug fixes include:
yde, Map Editor, and two player modem enhancements. 5/06/93
drin Race Into Space Version 1.0b: Fixes a lock-up bug and allows
ioval of some files from the hard drive. 7/06/93
atch: Allows players to use Impressions” game with disk compres-
lities, and corrects the “culture” problem. 5/19/93
- War Construction Kit Patch: Fixes the “CAP” bug and a few
1 blems. 7/13/93
sion 1.32A Upgrade: Makes changes to the Harpoon game
/18193
Pursuit Fix: In the original version, it can be difficult to lock-on
rgec with missiles under cerrain system configurations. This parch
d correct this prablem. 7/08/93
es/Adantis 486 Patch: Allows one to play the game on a 486
;-.'cn_lb_i‘: p_l:-qbll'c;r_:s or errars. 5/26/93
: ordan in Elight SVGA Patch: Allows owners of Diamond Stealth,
~ Diamond Stealth 24 and Orchid Fahrenheit 1280 Plus video cards to run
' ne in SVGA. 5/21/93
) Jet Update: Corrects the joystick problems some players are report-
some other compatibility prablems. 5/18/93
est VI GD-ROM Patch: Fixes the problem with the disappear-
1 the Endless Desere Temple Stone Wall wrap. 8/24/93
f Lore Version 1.11A Patch: Fixes a number of small bugs
the inabilicy to retrieve Dawn's second key. 9/08/93
ore Sound Card Patch; Allows multiple sound cards to be used
ime. Now includes Waveblaster/SBI6 support. You need this patch
u use more than one sound card. 8/16/93
386 Complete V1.11 Update: Contains both the Link 386 Pro
EX ton I.11 and a collection of new VESA drivers for various video
cards. 9/03/93
mar Sharif on Bridge Upgrade (IBM/Windows): The latest version of
ridge gamie for %(/indows. 9/03/93
sion 1.1z The long-awaited patch to Three-Sixty’s Gulf War
n. 7127193
old Patch: Corrects the “evil person in the city” crash, the “mis-
m the governor” crash, and rthe V1 switch should now function as
he README file. 7/19/93
* Arkania Disk 3 Fix: The first print run of this game was miss-
dara from disk 3. You only need this file if your BLADE directo-
ﬁ]cs and 3,030,380 bytes in it. 6/23/93
f}ﬂ}rgkaania Update #1: Corrects the “Skeletarius” problem, among
1/9:
ky Av Morning V1.33: The latest version of SimCan’s new
9[18/93
£ E'ﬂga’gtmcnt 2 Version 1.05: Larest version of the
d/Impressions’ space war simulation. 8/01/93
"Engagement 2 V1.05 to 1.06 Update: Parch for those having
problems running the game with a Viper graphics cards. 10/09/93

The Patch File

@@fi@ﬂﬂ@g

Rules of E:lgagemum 2 Camp:ti n Disk Updal{:: Upd:ltus C:lﬂ‘.lp;ii :n Disk
I to version 1.01, This update adds 9 new Breach 2 IGS links to rhc cam-
paign “Operation Hammer.” This update is only useful if you're playing
the game in conjuction with Breach 2. 8/30/93

Shanghai II Version 1.04 Update (Mac): Resolves incompatibilities with
After Dark and SuperClock, and fixes a 32-bit addressing problem. If you
are getting random crashes or freezes, this updare is for you. 8/20/93

The Seventh Guest Fix: Updated sound cards drivers, installation program
and player program (requiring only 450K memory). 7/28/93

** Strike Commander/Tactical Operations 1 Fix: Converts old Strike
Commander save games to the Tactical Operations format. Only needed if
you wish to run Strike Commander saves created prior to Tactical
Operations installation. 9/30/93

Tony LaRussa IT Patch: Fixes bugs in SSI's bascball simulation. 5/21/93
Unlimited Adventures Version 1.1 Patch: In addition to new files for the
software, this patch contains a supplement to the game's manual. 5/21/93
V For Victory 3.1 Upgrade (IBM): Upgrades Utah Beach, Velikiye Luki,
and Market Garden Versions 2.0 to version 3.1, 8/19/93

V For Victory: Velikiye Luki Version 3.1 (Mac): Upgrades the Macintosh
version 2.0 to 3.1. 7/09/93

V For Victory: Market Garden Version 3.1 (Mac): Upgrades the
Macintosh version 3.0 to 3.1. 7/08/93

V For Victory: Gold Juno Sword Version 4.01 (Mac): Upgrades the
Macintosh version 4.0 o 4.01. 8/28/93

** War In Russia 1.1 Upgrade: Fixes three bugs and adds an enhance-
ment. 10/04/93

** Warlords Version 1.1.5 Update (Macintosh): Updates any version of
Warlords Mac to V1.1.5. 10/09/93

“* WW2: Battles of the South Pacific; Corrects a problem with the rank-
ing system. 9/21/93

The PRODIGY Weekly Top Ten

Computer Gaming Werld is Prodigy's on-linc games expert. Look for
us in their Game Ceneer, a forum where users read articles posted on-
line by CGW and exchange messages on the bulletin boards (we can
be reached there at EXPT40B). The Prodigy Game Poll is run by
Prodigy based on a list of games provided by CGW and is updated
weekly. Note that it is not a cumularive rating over time (like the
CGW Top 100 Poll). Instead, the Prodigy Game Poll is a weekly
"Snapshot” of game popularity with gamers rating their favorites on a
| - 10 scale. The highest total point earners make their Top 10. We
provide this dara o our readers as another baromerer of "what's hot"
in compurer gaming,

leek of September 38 1o October?

SCORE TITLE RANR  SCORE TITLE
ol fenstein-30
Civilizalion
K-Wing
Kings Ques

Each day, PRODIGY has more neuws
lhan a newspaper..uwiihout the ink smudges.
Another PRODIGY member waluel [Look |

Meny Xref 'Juw;%- '?_-e-:ﬁ- ) Copy Tools Help Exi i HEH
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y source—since I never reveal one,

let’s call her ‘D’ for short—didn’c

want to meet at “Buck House” (the
edifice you Yanks refer to as Buckingham
Palace). She said she was afraid of the tabloids
and [ assured her that she had unnecessary
anxiety on that score. “After all,” I reassured
her, “I'm not THAT famous.” Nonetheless,
she said she had some information about a
computer game and, since she muttered
something about a “prince” and she wanted
to meet beside the Elgin Marbles in the Brit-
ish Museum, I assumed she was going to tell
me something about QQP’s Merchant Prince
game.

So, I found myself in the Underground,
taking the tube to my rendezvous with D.
Actually, I love the Underground, especially
since so many stations are very different from
each other. Some of the older stations have
tiled, arched corridors that end in well-worn
stairs; others are musty dungeons with esca-
larors thar are so old that the steps are made
of wood; and still others have ultra-modern
escalators or use ordinary elevators to move
passengers to street level, In the States, the
subway stations all seem to be the same age
and tend to have the same look. In jolly olde
London, it's more like SimCity 2000 with
new stations added according to the popula-
tion’s needs. Of course, SC 2000should have
shipped by the time you read this column, bur
like London, there’s a lot of life in the old city,
yet. It seems that Dux, the Unix publisher,
has created a multi-player SimCity that runs
on workstations for Unix-based nerworks. 1
personally can’t wait until there is also a
multi-player SimCity available on a commer-
cial network for those of us who are still
PC-based. Some talks were apparently going
on with The Imagination Network (nee’ The
Sierra Network), but appear to have broken
down, just like the train 1 was awaiting at
King’s Cross Station.

It’s rather eerie, actually. The only station
I've ever had to non-stop (pass through with-
out stopping because of a security alert) is
King’s Cross. It has a plaque reminding pas-
sengers abour those who died in a fire some
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Rumors To
i For

by Alec Reginald Forsythe II1

years back, and it is onc of the stations where
I ger particularly nervous if the train is late.
My mind wandered from imagined emergen-
cies in the London underground to a rumor
[ had heard at the European Computer Trade
Show. Folks were talking there about a Resce
911 license that had just been signed by Cap-
stone. Now, as much as I like being in on a
game design, | certainly hoped that no rescue
was going to be needed. I'll keep my emer-
gencies in games, thank you.

Fortunately, my train arrived before my
ill-placed anxiety could bring on cardiac ar-
rest. The doors opened with a pneumatic
Bronx cheer that sounded vaguely like some
of the sound effects in The Journeyman Pro-
ject. 1 mentioned it to the old man seated next
to me and reading (or at least, looking at) The
Sporting Life. He merely said, “Sorry, 'm
waiting until it comes out in MPC format.
Gametek, you know.” Actually, 1 didn’t
know, but now that [ did, I couldn’t wair to
pass it on.

I managed to reach my goal and wandered
through the tunnel toward the “Way Out.”
You Yanks hang onto the anachronist Lat-
inism, “Exit,” but we believe in posting signs
in our OWN language, as opposed to appro-
priating and diminishing someone else’s
(ahem!). If most of you Yanks saw a “Way
Out” sign, you'd think it was somerthing
weird, an adverrisement for a bizarre concept
of some kind. The only way out product |
could think of that was coming down the pike
was Humongous Entertainment’s upcoming
graphic adventure, tentatively titled Bobo and
Fletcher Go Deep Into The Congo. 1t’s Tarzan
and King Kong meet Space Ghost and Speed
Racer. Ron Gilbert, the wry wit behind the
Montey Island and Putr-Putt series of games,
has opted to bring back talking simians and
Saturday morning-style animation for his lat-
est humorous romp through the world of
graphic adventures. Now, that’s “way out.”

As I perambulated through the tunnel to-
ward the Way Out, I read the graffiti on the
wall. Imagine my surprise when I read a
scrawl thar said, “Welcome to Menzobarran-
zan—City of the Drau.” I hadn’t realized that

The Legacy, the OTHER Times bestseller
about Dark Elves in the Forgotten Realms,
had made such an impact on merrie olde
England. | couldn’t resist. I penned an adden-
dum, “Coming soon from SSI—To Be Dis-
tributed By U.S. Gold.” [ wasn’t sure the deal
had actually been signed, but I figured anyone
who read graffiti in underground rtunncls
would attempr to ascerrain its veracity before
placing an order.

Arriving at the British Museum, [ must
have stunned the crowd with my insensitivity
to the treasures around me. Hurrying past
monuments like a shrine o Apollo, the
winged lions and bulls from Ashurbanipal,
and the Rosetta Stone itself, I finally reached
D’s side. I could see her distinctive profile,
even behind the veil, so I whispered, “And
where’s your husband, today?” She glared at
me. How was I supposed to know that she
was on the offs with him? It’s nor like their
marital troubles would be front page news, is
it? How paranoid could she ger? Anyway, she
said he was off inspecting some naval vessel,
and then he was going to talk ro some com-
puter game designer. The compurer game
designer was Matthew Stibb, a good chap for
an Oxford graduate. Somewhat eccentric,
though, having majored in History.

Still, D managed to inform me that Stibb
was working on a naval simulation with role-
playing clements. The game would use de-
tailed 3-D models with a smooth-scrolling
capacity, due to the fact that the whole sim
was running in protected mode, and the live
graphics would be interlaced with film from
the U.S. Department of Defense’s film ar-
chives. According to D, it’s an extremely rich
CD-ROM product that’s due out in the first
quarter of 1994.

[ asked D about Merchant Prince, but she
gave me another one of those looks. Really,
you'd swear I'd said a dirty word or some-
thing. Or, maybe it was all those flashbulbs
going off in our faces. Maybe, since | was
wearing my Beefeater uniform as a disguise,
it would have made more sense to have met
at Buckingham Palace in the first place. cew
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with skewed perspectives and grotesque
‘scharacters that could have been lifted from
~ vintage Warner Brothers cartoons.
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AVATAR ', YOURE NOT IN
BRITANNIA ANYMORE!

Foiled by your defense of Britannia, the evil Guardian
transports you to a world already under his dominion.
Now you must confront alien realms and powerful new
enemies in a battle without allies. But wait! Perhaps
more has changed than just the battlefield . . . ?

 Incredibly smooth and lifelike animation — 400 frames
of art per character (1200 frames for the Avatar) and

10 times the art of any previous Ultima!
* A new, more natural perspective.

e Compatibility with EMS, XMS and all other common

mecmory managcnwul SYSI.CIIIS.

® Twice as many frames per second, producing a richer,

faster story in this luxuriously detailed world!

Look for the new Pagan Clue Book! An Electronic Arts® Company
P.0. BOX 161750 AUSTIN, TX 78716

Pagan and Avatar are trademarks of ORIGIN Systems, Inc. Ultima, Origin, and We create worlds are registered trademarks of ORIGIN Systems, Inc.
Copyright © 1993 ORIGIN Systems, Inc. Electronic Arts is a registered trademark of Electronic Arts. For IBM PC and 100% compatible systems.

Available at a software retailer near you, or call 1-800-245-4525 for MC/Visa/Discover orders.
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