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onely af the top? Don't believe it. You're top rated, and
there's a crowd of cyberpunks just waiting to fake
you down.

But you're up for it. You and your stable of 10 Herculans.
Pure fighting machines, in riveting 3Space graphics,
arficulated perfectly to prowl the drome—fo seek and destroy,
f:lglﬂ toe-to-toe—and battle with cunning, power and skill.

0, getting on top wasn't easy. But you're smart and you set
: Ihe perfect battle conditions. You chose the weagonry, the
r|ght Herc, even the right music. And you bet smart. Building
uismsh to buy new weapons, new Hercs and enough cold
- tlush to back up your boasts.
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With real time modem play, you can be challenged by
anyone, anywhere, anytime. Nice touch—reach out and blast
someone. Of course they've challenged you before. And
they've lost. So far.

Yeah, someone out there wanis you. So let ‘em come and
place their bet. Then let's see if they've got the ballistics to
go up against number one.

Battledrome—blast into the MetalTech era.

HIGH-STAKES ROBOTIC COMBAT

MODEM READY

_—— e Available at retail for
Dyp arrix 1BM/compatibles or call

1-800.757-7707 Circle Reader Service #109
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oom. Earth is destroyed by a
B catastrophic event, and you're
responsible for rebuilding civilization on
another planet. Lucky you. Where you go
and if you survivelis up to
you = there’s a galaxy of
possibilities.

Based on NASA research
in planetary science,

robotics, terraforming, and interstellar

spacecraft design, Outpost places you in
control of the most comprehensive strategy
simulation ever developed for the PC. No

kidding. From the colonization starship to

3R A0 T

the robominers and monorail systems you'll

use on the planet surface, Oufpost's photo-

realism and 3-D rendered animation are
unprecedented.

Develop agriculture,
mining and manu-
facturing to survive, and
then invest in research
and recreation facilities
to make life more comfortable for your
colonists ~ hopefully they’ll be around long
enough to enjoy it. Because, in the end, the
decisions you make will determine the

destiny of mankind.

BuiLp MANKIND’S FUTURE IN SPACE

SIERRA
See your local retailer or call 1-800-757-7707
Circle Reader Service #111
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GAMINE WURLD 14 Cover Story: Baiilecruiser:3000 A.D.

Mission Products Brings Derek Smart's Dream Galaxy To Life
by Mike Weksler

18 Gametek Launches Fronfier: Elite Il
Jeff James' Transformation Into A Galactic Capitalist

22 Nomad Journeys Back In Space-Time
Wander Where You Will Through Gametek Galactica

26 Righteous Fire In The Belly
Bernie Yee Burns Through This Privateer Sequel

28 Specire VR Appears
Martin Cirulis Gazes Upon The Apparition

32 Arctic Baron Puts Cornelius Vanderbilt On Ice
Trains, Coal and Mammoths In Readysoft’s Frigid Future
by H.E. Dille and John P. Withers

36 Star Trek Speaks!
Shatner, Nimoy And Crew Give Voice
To Star Trek: 25th Anniversary CD-ROM
by Charles Ardai

Battlecruiser:3000 A.D. - pg. 14

42 We Came, We Played, We Surveyed
Science Fiction Games from 2000 To Infinity
by M. Evan Brooks

60 Special Feature: State Of Sound
Where To Go When The Sound Chips Are Down
by Donald S. Griffin

42

66 SimCity 2000 Strategy Guide
Making The Maxis Of Your Mayorship, Part 2
by Robert L. Hayes, Jr.

72 Damon Slye Specks!
CGW Interviews The Red Baron Himself

88 Puzzling Out Oxyd Magnum!
Ken Hill Goes For All Of Dongleware’s Marbles

92 Do-It-Yourseif Flight Sims, Part 2
Flight Sim Blueprint For Domark’s Flight Sim Toolkit

108 How Now Butchered Cow?
Cows, Chivalry, And Chaos In Crystal Dynamics’ The Horde
by Chris Lombardi

118 On The Mound With Pursue The Pennant 5.0
Jim Gindin Comes Out Of The Bullpen

About The Cover—Robert P. Whitney of Mission Studios created the cover arton a
Pentium using 3D Studio, Aldus Photostyler and John Wagner's Improces. Inspired by the
Baitlecruiser story, the scene depicts an attack on Galcom Headquarters by enemy forces.
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Jack into the Fight Back!

Real time combats lets you
actively control characters
as the actions heats up.

Virtual World
of the Matrix and get ready
for intense cybercombat!
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THIS OPPONENT IS PROGRAMMED
TO BE CHALLENGING.

Hhise Wars o I'ip Your
[Ungg ovt.

If you think you’re good at games, then let’s have some
real fun. When you’re online with GEnie® Multi-Player
Games, you're playing real people, in real time. Some of
the best players around the world. 0 Splash a bandit in Air
Warrior®, and you've just taken out eight other guys, who'll
be back gunning for you. Blast a MechWarrior” in MultiPlayer
BattleTech™, and who knows? Could be that jerk from the
coast. Could be a mercenary who’s looking for a few good

friends. 0 With GEnie, the possibilities are endless, the people

s om 2]

AlIR WARR!DR'I 1 i MULTIPLAYER BATTLETECH™
'rnrpr/nmlinn'

STELLAR EMPEROR™

are terrific, and even the prices are competitive. So put
some new life into your joystick, and sign on. We’'ll see just
how good you are. 0 Sign up now: |. Set your modem for
half duplex (local echo) at 300, 1200 or 2400 baud. 2. Dial
toll free — 1-800-638-8369. Upon connection, enter HHH
3. At the U # = prompt, enter JOINGENIE then press RETURN
4. At the key code prompt enter AKE423 5. Have a major
credit card or your checking account number ready. © For
more information in the U.S. or Canada, call 1-800-638-9636.

GEnie.

multi-player games

100% ORGANIC OPPONENTS

Air Warrior is a registered trademark and Stellar Emperor is a trademark of Kesmai Corporation, MultiPlayer BattleTech is a trademark and MeciWarrior and BattleTech are registered trademarks of FASA Corporation.
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THEY JUST
DON'T GET IT!

urned off by those neologisms de-
signed to describe the current state of
computer gaming? Does “cross-plat-
form compatibility” sound more like seating
considerations for a polirical convention than
a technological concern? Do you find yourself
wondering who put the “multi-" in mulrime-
dia, especially when the currenr generation of
products seems so one-dimensional? Even
though it’s still under construction, do you
find yourself looking for the nearest off-ramp
from the “information superhighway?”
Then, cheer up, we have a new phrase for you.
The new buzz phrase for 1994 is, “T'hey just
don’t get id”

Look at Hollywood. The film industry has
discovered the long-range potential of inter-
active entertainment and decided thar it has
revenue potential ro cclipse their current
business. Yer, “They just don’t get it!” Most
of the projects seem to be based on grabbing
some outtakes from an upcoming film; slap-
ping in a few arcade sequences; and adding a
little dialogue. Or, some would-be multime-
dia directors simply want the viewer to choose
between different perspectives when viewing
the action in an “interacrive” movie, rather
than truly affecting the action. They don't
seem ro understand that in order o be inter-
active, the player has to feel like his or her
involvement means something and changes
the story, not just the perspective,

Many of the planners for the cable televi-
sion providers and telephone companies
think they can easily translate the success of
video game platforms into an instant cash
cow. Lots of people play video games, right?
They'll pay money ro download video games.
Or, if we have to, we'll create multi-player
video games. They just don’t get it! There is
no guarantee that even dichard video game
addicts will want to download games more
than once. It is highly unlikely that channels
can succeed as merely a “try before you buy”
service, unless the business plan has changed
significantly. Further, making multiplayer
video games that function over cable systems
or fiber optic networks is going to be rough.
There is a latency factor whenever daca is
processed remotely. Action gamers are not
going to put up with muliiplayer games
where they input a sword thrust and can’t be

Page 10

by Johnny L. Wilson

sure the host computer is going to process
that command before it processes the simul-
taneous command of an opponent. Timing is
everything in the “twitch and flex” games that
dominate the video game market and those
gamers are not going to accepr delays.

Strategy gamers wouldn't notice the delays
as much, but we don't see the television/rele-
phone providers looking o strategy games as
a viable strategy. Srat-based sports gamers
wouldn’r notice, but the interactive televi-
sion/telephone market segment hasn’t dis-
covered the fantasy leagues and star-based
simulations thar would appeal to mature, cas-
ual gamers. They just don’t get it!

Book and magazine publishers are also en-
tering the competitive arena of compurer
publishing. Most execurives think thar they
can pour their “content” (a very important
buzz word meaning “the stuff we've already
done for which we think we can get more
money”) into CD-ROM malds. The trouble
is thar most of these products look like elec-
tronic coffee table books. You can access their
data in new ways, but the only way to really
use the data is to play the rrivia games which
seem to have been jammed onto the same CD
in order to claim that they include a “game.”
They just don’t getid!

Even software developers, those who have
been in this industry longest and should
know how to get around the technical limi-
tations, don’t get it. Too many of them want
to be able to use the same techniques ro creare
on-line nerwork games as they have used in
stand-alone games. They haven’t bothered to
try to understand the challenge of keeping
hundreds or thousands of players entertained
via constant design tweaks or the business
model that requires “retention” (a marketing
term meaning “a quality that makes gamers
keep coming back again and again”).

In a related vein, most software publishers
don’t want to invest the funds and energy to
develop on-line games because they don’t pay
enough according to today’s profic model.
Little do they realize thar today’s successful
on-line games may well serve as the model for
tomorrow's massive “cyburbs” (a CGWism
meaning “the imaginary playground where
we all hang out on-line”) on the information
superhighway. They just don’t get it!

Some computer journalists may be as bad
as the rest. While they complain that no one
will want to watch 500 channels of junk on
the information superhighway, they also
overlook the obvious. It's not about 500
channels. It’s about ene channel with you as
program director. You can program informa-
tion, games, television, video conferencing or
movies, butit's yourchannel. As pundits, they
question the model of having people comput-
ing in the living room, because they know
that gamers/users won’t be able to get the
large screen television away from their kids.
Too many of them just don't get it! Any
society that is wealthy enough to wire a neigh-
borhood is wealthy enough to wire a house.
Information, television, video, movies, com-
puter games, etc. may all enter the house
through the same node, but the bandwidth is
likely o be such that several downstream
rransmissions can be received simultancously
and sent to various rooms in the house.

Frankly, I think the software industry needs
to focus on integrating new technologies and
new content into quality games. The game is
the thing. Publishers need to consider
whether that extra musical track or video clip
enhances the game experience, not whether
it's cool technology and everybody's doing it.
They particularly need to concentrate on
solid game design, careful play balancing, and
rich game world development. If they can do
that, they’ll find a way to reach new markets,
whether those markets are delivered by tele-
phone, television or the next big thing,

Asture readers (and since you've bothered
to wade through my rherorical rhumba to this
point, you are obviously astute) will realize
that there is always a risk of overgeneraliza-
tion whenever you use the third person com-
mon plural (“they” for those of you who
skipped to the end), There are perceptive
individuals in all six categories of “they” that
actually do get it on these issues. Sdll, the
point is that all six categories are full of people
looking for easy answers in order to address a
very complicared furure situation. [fwe don’t
learn to focus on quality now, we may never
get thar chance to exploit the potential of that
future. Either that, or /just don’t get it. cew

Computer Gaming World



“EPIC PINBALL RINGS UP A HIGH SCORE" i
“UP THERE WITH THE BEST OF THE COMMERCIAL RELEASES', RATED 91%

IMPUTER (

- PC FORMAT

“PERFECTED TO THE PEAK OF PLAYABILITY... EPIC PINBALL IS VITAL TO HAVE.. BUY, BUY, BUYY', RATED 5/5 - FC |

Play Epic Pinball, OlI‘ Latest

PC Masterpiece

Epic MegaGames redefines the art of PC Pinball with
Epic Pinball by James Schmalz. It offers realistically
fluid ball movement, a high-quality sound track and
ultra-smooth scrolling graphics. It’s all here: ramps,
sink holes, kickbacks, drop targets, multiple-ball play,
jackpots, skill shots and scoring rules just like real
pinball tables.

Epic Pinball packs offer a variety of pinball styles
from the nostalgic Excalibur to the futuristic Enigma
with targets and other surprises emerging [rom an
oozing plasma [ield.

Epic Pinball is shareware which PC Zone says is
“easily as good as commercial offerings™. See (he side-
bar to find out how to try it today.

Gold

Android

POING)

: uj#;"‘- ;

2

'-\\ z’f‘/

TO ORDER CALL EPIC MEGAGAMES 1-800-972-7434

55
' Epic Pinball
- pack 1or 2

 for $29%

Epic Pinball
packs for
only $45®

PLUS $4 SHIFPING
AND HANDLING

VISA, MasterCard and Checks accepted. MD residents please add 5% sales tax. Each order includes a
bonus shareware game. In the U.K. or Europe please call Epic MegaGames UK at 0767 260903.

Epic MegaGames - 20 Courthouse Square, Rockville MD, 20850 « Phone (301) 983-9771 « Fax (301) 299-3841 « CompuServe: 70007,1631

Epic Pinball is shareware
from Epic MegaGames.

What Do We Mean by the
Term “Shareware"?

It means you can fry it
before you buy it and it
means you won't pay an
arm and a leg for a quali-
ty PC game. The share-
ware version contains the
Android table.

The “registered” versions

are the Epic Pinball Packs
shown here which contain
four pinball tables each

Where Can You Find the
Shareware Version to Try?

If you have a modem Iry
one of these two great
places (or your local BBS);

On CompuServe, GO EPIC.
You can download a spe-
cially priced Game of the
Month and visit our forum
where you'll find more
Epic shareware games,
hints, tips and support. To
try CompuServe for free,
call (800) 524-3388, ask
for representative #536.

EXEC-PG is the world's
largest BBS with over 280
lines. On your very first
call you can download
Epic shareware games
hassle-free. Just call
(414) 789-4360 (V.32bis)
or (414) 789-4210 (2,400
baud). Call today!

If you don't have access
to a modem but you have
a VISA or MasterCard you
can order the shareware
version through our toll-
free line for only $5.

Where Can You Get the
Registered Versions?

Call 1-B00-972-7434.
Have your credit card
ready. Or, you can also
purchase our games on
CompuServe for download
directly to your computer.
GO EPIC for details.

EPIC PINBALL REQUIRES A
386 OR BETTER, 640 KB OF
RAM AND VGA.

SUPPORTS MAJOR SOUND
GARDS INCLUDING GRAVIS
ULTRASOUND
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THE LATEST NEWS FROM THE GAMING WORLD]

Software Publishers Association
Picks Codie Winners

Macintosh Titles Lead The Pack Again

ﬁ n annual highlight of the Software Publishers Association’s Spring Symposium is

the Codie Awards Banquer. This year, as usual, the Macintosh platform showed a

greater strength in the award categories than it does in the actual marketplace.
Three out of five award winners in the entertainment software categories debuted on the
Macintosh. Best Adventure/Fantasy Role-Playing Game honors went to Broderbund’s
MYST. The eerie adventure developed by Cyan (Robin and Rand Miller) fearures beauti-
fully rendered 3-D environments and diabolically diffi-
cult puzzles. The Codie for Best Simulation went o b
Maxis for the fifth year in a row. This year, SimCity
2000 won the nod and the award was presented by
CGW Publisher, Russell Sipe. In accepring the award,
Will Wright made his first Codie appearance and
thanked co-author Fred Haslam, as well as Maxis
Chairman Jeff Braun. Drew Pictures’ fron Helix, dis-
tributed by Spectrum HoloByte, won Best Straregy

Game honors.

The Codie for Best Sports Program was presented
to Papyrus Software for IndyCar Racing. Designer
Dave Kaemmer was present to receive the award for
the program which surpassed Papyrus™ previous

watershed simulation, Indianapolis 500: The
Simulation (published by Electronic Arts). Finally, L:*mmmg;

» The Tribes won the award
for Best Action/Arcade game. This marked the second victory for Psygnosis and their British
developer, DMA Design, since the original Lemmings also won the award in chis category.

:-Software Publishers Association
Unveils New Data

_ 2‘7% Of U.S. Households Have One
. Or More Personal Computers

c 'Sprlng Symposium of the Software Publishers Association, Research
ector David Tremblay revealed that 27% of U.S. households (roughly 24
ion: homes) have at least one personal computer. Of these, 1pprm|m arely
red their prlmary computer during the 1993 calendar year or early in 1994.

ews for gamers is that these machines are loaded. 40% are 486- -processor-

higher; 60% have modems; 35% have CD-ROM drives (usually replacing the
floppy drives); 35% offer FAX capability; and 20% have a sound card. Most
yrtantly for the growth of the computer gaming hobby, 48% of those surveyed play
on their computer. The only sad staristic in the recent survey is thar only 7% of
pondents reported any kind of on-line usage. Tremblay admitted that the percentages
puter ownership may be slightly conservative, but he assured the press that these
were useful numbers.

Page 12

Free CD From
Logitech Offers
Gamers
‘Sound Advice’

ith all the cryptic jargon for
sound boards and digitized
audio, it's no wonder a lor of

gamers are still listening to bleeping PC
speakers.

If the ads and hype sound like one
cacophanous din, you should hear
Logitech’s free “Sound Advice” CD that
explains the different technologies and
uses audio demos to illustrate the differ-
ences.

Hosted by a technology commenta-
tor, an electronic musician, and a
Logitech product manager, the Logitech
CD does a grear job of explaining the
basics. The discussion covers 8-bit and
16-bit audio, FM synthesis, and wave
table synthesis, with musical accompani-
ment by Wayne Gabricl.

As Logitech’s product manager Dave
Pelton points out, the game community
is now moving towards wave table and
General Midi standards. Pelton advises
gamers to buy a sound card that sup-
ports both, to enjoy games such as The
Seventh Guest, X-Wing and Return to
Zork.

Leo Laporte, host of the nationwide
talk show “On Computers,” keeps the
20-minute discussion lively. The CD
then features original, full length com-
positions by Gabriel, who received Gold
and Platinum records with John Lennon
and has performed or recorded witch
Mick Jagger, Stevie Wonder, John Lee
Hooker, Muddy Warers and others.

Sound Advice, which can be played
on any CD player, is available at no
charge by calling (800) 889-0046. The
package includes a $10 rebate coupon
for any Logitech sound product.

Compuuter Gaming World



Creative Labs Rides The Wave
With New AWE32 Sound Card

ot content to rest on their unoffi-
cial “industry-standard” laurels,
Creative Labs has launched their

latest and most advanced sound card ro
date, the AWE32. Incorporating the Sound
Blaster 16’s Advanced
Signal Processing tech-
nology  (real-time
audio compression
and decompression),
the AWE32 fearures
the Advanced Wav-
Effects digital sample
playback synthesis
capabilities of E-mu
Systems” EMUS000
integrated audio DSP.
Real instrument sounds are provided in CD
quality audio through wave table technolo-
gy, along with multiple channel audio and
downloadable sounds (through E-mu’s
SoundFont collections).

The AWE32 maintains the compatibili-
ty of Crearive’s 16-bir audio boards, as well
as supporting General MIDI, Sound
Canvas and MT-32 specifications. In addi-
tion, the audio card supports CD-ROM
drives from Sony, Mitsumi and Creative. A

UL AGTET (AWEIZ

4 megabit DRAM chip handles samples
downloaded to the AWLE32, and can be
expanded to 28 megabytes of RAM.
Bundled with th new card are Creative
VoiceAssist speech recognition and Creative
TextAssist  text-to-speech  software,
WaveStudio,
Creative Ensemble
(software resembling
an on-screen “hi-fi’”
system}, a micro-
phone and several
other applications.
Available for a
suggested retail of
$399.95, the
AWE32 offers all

the mpal:ulltlcs of the Sound Blaster

16/Wave Blaster duo, and heyond, ar a
competitive price. There is, however, a
notable drawback— loading all of the
AWE32's required T'SRs consumes a signif-
icant chunk of RAM (initial tests indicate a
loss of 30-50K of conventional memory,
depending on other TSRs loaded, while
employing a memory manager). This,
unfortunately, leaves precious little RAM
available for today's memory-hungry games.

— On War —

The Best Wargaming Minds Will Meet
To Discuss The Hobby’s Future

ome of the greatest wargame designers
Sin the country are drawing up battle-

plans to invade Montgomery, Alabama
in late May for the mother of all wargaming
conferences. The Second Air University
Airpower Education & Commercial
Wargaming Conference (how's that for a
title?) is designed as a brainmerge for the
largest gathering of civilian wargame
designers and military authorities.

Those in uniform will include all ser-
vices (Army, Navy, Marine Corps, Air
Force) plus a number of foreign military
experts, HQ for this TacOp will be the Air
War College at Maxwell Air Force Base,
May 25-27.

Last year's attendees (who are expected
again) included: Dr. Ed Bever (No Greater
Glory), Larry Bond (Harpoon), M. Evan
Brooks (Computer Gaming World
Conrributing Editor-Wargaming), Maj.
Maue Caffrey (The Gulf War Fact Book),
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Frank Chadwick (Third World War), Jim
Dunnigan (Hundred Years War), Trevor
Dupuy, (Encyclopedia of Military History),
Don Gilman (Sub Battle Simulator), Gary
Grigsby (War In Russia), Mark Herman
(Gulf  Strike), Joseph Miranda,

(Afghanistan), LTC Gary Morgan (TAC

Air), Dr. Al Nofi (Ymperium Romanum),
Dr. Peter Perla (The Art of Wargaming),
Ezra Sidran (U.M.S.), S. Craig Taylor (Air
Force), Dave Walker (Tigers In The Snow),
Lou Zocchi (Battle of Britain).

The program is composed of several lec-
tures on the various aspects of gaming as
well as “break-out” groups which discuss
the nature of the market and directions it is
moving in. Topics will cover land, naval,
air, geo-political and economic facrors.

Wargame designers wishing to join in on
the assault should contact Maj. Mart
Caffrey ar (205) 953-5499.

Open MPEG
Group Means
Good News
For Gamers

amers tired of incompatibility
problems with peripheral cards
will be pleased to know thar the

manufacturers of MPEG video cards
(hardware devices which allow comput-
ers to play back video according to com-
pression standards set by the Motion
Picture Expert Group) are meeting to
avoid such hassles. During March of
1994, more than 80 people from
approximately 60 companies mer at
intermedia to form the OM/1 (Open
MPEG-1) Group. With digital heavy-
weights like GTE, Sigma Design, and
Diamond Computer supporting the
drive for a common APl (Application
Programming Interface) in order for all
Windows and DOS programs to call
MPEG files and establish basic settings,
the group expected a new industry stan-
dard to emerge prior to this summer.

Several industry leaders served as
spokespersons for the effort. Jim
Anderson, one of the founders of the
VESA and MPC standards, observed in
announcing his support of the OM/1
approach, “Withour a standard, there
isn’t a market.” Glenn Kaufmann from
Diamond Computer (the leader in the
graphics accelerator market for
Windows) qug"c‘:red thar it will become
|11Lrt.‘:amgl) important in the near future
for entertainment and educational prod-
ucts to be able to shift video functions
(scaling, color shifting, et. al.) to boards
themselves. He asserted thar there needs
to be a standard API to assist this devel-
opment. Dave McComb, one of the
developers of the ReelMagic board, said
that the group's goal is to ensure thac
every hardware manufacturer that wants
to use MPEG can have the same driver
and funcrion calls for their hardware.

This means that gamers shouldn't
have to face many of the incomparibility
problems berween games and peripherals
that we faced in the sound card driver
wars. Technical specifications have not
yet been finalized, bur the group expects
to agree upon specs by mid-year. cew
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SNEAK PREVIEW

artlestar Galacrica it’s not! Of course,

to those of us of a certain age, that’s

exactly what we're going to imagine
when we hear of huge intergalacric battle-
ships equipped with fighter interceprors.
Fortunately, the only similarity between
Battlecruiser: 3000 AD and the weak science
fiction of the television series is that you
scramble fighters to interdice the waves of
alien assaults against civilization as you
know it.

The Battlecruiser: 3000 AD space

epic allows the player to experience
such old time favorires as faster-
than-light speeds, transporters,
wormholes, jump-points, flux
ficlds and, of course, a nasty
alien race with a yen to rule the
stars. Still, it is perhaps the most
ambitious space game to date. It
has the scope of the genre-busting
Star Saga classics; the dynamic world of
an adventure game in the tradition of the
Starflight and Star Contrel 1I games; the
depth and simulation aspects of Faleon 3.0,
Flight of the Intruder, Megafortress and 688
Artack Sub; combined with the adrenaline-
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by Mike Welsler

pumping space action and adventure of the
Wing Commander series. Quite a celestial
cockrail!

Derek Smart, Battlecruiser: 3000 AD's
designer, explained it this way: “This is
more extensive than just going into space
and blowing things up. I want to get the
player involved, to know the feeling of
commanding the game, #ot the game com-
manding the player. The player has control
over every facet of the game combining fan-

tasy role playing, with space flight
simulation and planctary fHight
simulation using advanced
technology to accomplish
this.”
Where the product differs
from its predecessors is in its
tremendous depth, multi-
tasking story, and its advanced
use of physics in its modeling of
the game universe. By the time che
player has mastered the systems and the
intricacies of command, it’s time to com-
mand mission after mission in thwarting
the Gammulans, the nasty aliens who want
to rule with a titanium fist.

Interceptors of the Lost Art

Some missions may only require the use
of the battlecruiser iwself. In other missions
you may need to switch back and forth
(Flight of the Intruder style), into one of
four Intercepror cockpits. Ochers still
demand that you enter the armosphere of a
planet and conducting planectary raids.
Interceptors are used for both dogfighting
in atmosphere and in space, and can be
armed to the teeth,

Atmospheric missions can turn into
heated high-tech furballs. Not only must
you take on enemy craft in dogfights, but
you have to warch our for surface-ro-air
lasers (SALs) or missiles (SAMs). You can’t
fly too low because of SALs, nor can you fly
too high the SAMs.
Interestingly, interceptors which become
damaged in armosphere may have to be left
on ll]L' plill]‘-'l lllllil you can manage o l)l.'iﬂ]:"
down a shuttle full of parts and engineers to
repair ir.

because of

Tonkas in Space

Battlecruisers have a point defense called

Compurer Gaming World



Passive Targer
Acquisition  (PAT)
which will automatically
acquire and destroy a target which comes
into a specified range. In addirion, battle-
cruisers have a variety of laser and guided
missile weapons. However, most enemy
ships will be able to use some type of elec-
fronic countermeasures to jam your
atrempts to rarget them effecrively.

Additionally, for those times when the
Supreme Commander is commanding four
interceptors in combat, or just relaxing with
a beer, there’s a Fast Target Acquisition and
Lock (FATAL) system, which can assign
unlimited weapons to given wargets. Thus,
you can assign 20 missiles to a Gammulan
storm carrier—the only ship in the Galaxy
which packs more of a wallop than your
own barttlecruiser—and the weapons com-
puter will handle firing automatically when
the storm carrier comes into range.

To manage tactical information from
the battlecruiser, each crew member wears a
VR monocle that projects pertinent HUD
(head up display) information onto various
scrolling views, providing the Supreme
Commander with a panorama view of a
bartle. If manually locking on using the
TACSCAN computer is too much for the

Ok/DW/3000 1916
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Deep within the Credian Sector, the battlecruiser

establishes orbit around a planet.
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player, he can move his “virtual head”
around and rarger enemies and acquire rar-
gets in this manner. This locks the ship’s

N lasers onto a given target. The VR monocle
. is also used in the Interceptors as well. In

the bardecruiser, everyone has access to
different computers via the VR monocle.
The Navitron, Engineering, and Tactical
computers are all accessed from within che
bridge locarion via the VR monocle.

There’s nothing quite like a battlecruiser
with four interceptors flying in formation
off its stern; the program allows you to
enjoy this scene by using outside views with
the ability to slew the view around. The
outside view of a battlecruiser in high orbit
around some of these texture mapped plan-
ets could make other space operas envious.

The Supreme Commander

As Supreme Commander, you are the
micro-manager extraordinaire. You must
keep track of your crew and let the fatigued
ones rest. After intercepror flights,
they must be pre-flighted again, and
any repairs made. This takes a certain
amount of real-time/game
time in which you may not
use the parricular craft
because it will be rendered
off-line until ready for flight.
Repairs that are made to
either the battlecruiser or the
interceprors will be accomplished
\VI‘U[]UVUT }’(}u Hﬁsigl] :ldf-'qll:llu
engineers to the appropriate
tasks. Nacurally, the effectiveness
of repair assignments (as with all assign-
ments) will be modified by whether the
crew members assigned are green, fatigued,
have low intelligence, or rate with more
positive evaluations. When repairs are made
in a battlecruiser, it takes real game time.
However, when repairs are made in a star
station (which costs
money as opposed to the
“free” work done by the
crew), time is suitably
accelerated. All this time,
you may be flying inter-
ceprors on missions,
deploying marines and
supplies via shurtles,
launching probes, or
managing your intelli-
gence, resources, and
information, while tar-
geting your lasers on a
pirate vessel.

AUTORILY
noaus

J6989
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The Probes used in
the game fly out to star

systems and then relay information back to
the network of other probes and star sta-
tions. If information is being relayed from a
probe and the probe gets destroyed, the
same information may or may not be sent
from another probe. It depends on your
range, but there is built-in redundancy.

Cockpir instrumentation is fairly simple
to grasp after a brief learning period. Both
the battlecruiser and the interceptors use a
flight pach computer, a Wing Commander-
esque radar, and a computer to sort targets
and select weapons. Interceprors have a
back seat position and, should your front
seat get shor up, you can heroically atcempe
to fly it back from the “pit.”

A Star To Steer Her By

Navigating in a space game may be as
important as the magic system in a fantasy
role-playing game. It is the device which
provides for the most suspension of disbe-
lief as you chart courses across the far reach-

es of the galaxy—assuming it is well done.
Battlecruiser: 3000 AD uses the Navitron,
which is available both in your battlecruiser,
as well as most friendly star stations (which
can be handy in case the Navitron on board
ship becomes damaged). From the
Navitron, you can view a map of a given
star system. From here, the virtuoso com-
mander can compose a concerto of way-
points for the battlecruiser, its four inter-
ceptor craft, and any shuttles, probes, mines
and marine units. Waypoints may be
“anchored” in one star system, and subse-
quent star system maps may be invoked for
creation of addirional our-system way-
points. The assignment of waypoints and
tasks is done to a level the likes of which 1
haven’t seen since Faleon 3.0. The window-
ing interface is very slick (it’s good enough
to give MS Windows and OS/2 a real run
for their money). You can have a window
for each craft and unit in your command,
and each can be moved and minimized to
suit your preference.
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Trading Spaces

The TRADECOM is where you partici-
pate in the second oldest Terran profes-
sion—commerce. The dynamic world
incorporates inflation into the economic
model. Prices in parts of the galaxy may
change due to the political climate, so the
best plan is to opportunistically buy goods
in a non-war zone, then sell goods in a war
ravaged area where goods are scarce and
prices are whatever the marker will bear.
The trading is used as a device for one to
have extra money instantly without having
to rob ships (you are a military pilot and
not a mercenary in this game). Items are
fairly diverse for a space game, including
miscellaneous irems like magazines, sporrs-
wear and livestock, in addition to more
mundane items like spare parts, weapons
and minerals.

Additionally, star stations give all the
dirt on a given star system, including the
presence of flux fields (ala Starflight) or

"'l have a plug of tobacco, some leather underwear,
and a bag of fentilizer...to go."

jump-ports. They also serve as a clearing
house for missions via the MISCON
(Mission Control) computer, providing
information on intelligence, scenarios, mis-
sions and training. These star stations are
like the self-service rest stop/gas stations on
strands of highway in the middle of
nowhere.

When In Doubt, Jump, Flux,
Or Take A Wormhole

Battlecruiser does not offer interstellar
flight as in the Swarflight series. Traveling
from one system to another is accomplished
via the story device of flux fields (naturally
occurring fields which “warp” the player
from one coordinate to anorher). These
flux fields are, once discovered, known con-
stants throughout the game. Jump points
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are man-made flux fields that
were deliberately placed in a
given star system. Wormholes
are bad news; they damage your
ship due to intense gravitational
ficlds and end up spitting your
ship out to some unknown loca-
tion. As for black holes, well, if
you want to end the game in a
Ill“’l—}" stecr )"Olll' Ship r()\‘-’i]r(l.‘i
one of these cosmic toiler bowls.

Star Thirst

Star systems are a real mind
blower. If you haven’t partaken
of a space game since the Starflight days,
you are in for a treat. | would have done
anything to take control in a first person
perspective in Starflight and fly to all the
plancts in a given system. | might have
done more to be able to man a smaller craft
and actually enter the planet’s atmosphere
and descend down to the surface, all in first
person perspective. This is where
Battlecruiser: 3000 AD really
shines. It not only presents planets
in texture-mapped detail, but
n'l(}df..'l,‘i l‘ht_'ir gr:l\*il'}f ill'ld Armaos-
phere, as well. You can approach a
planet and use its gravity to sling
your battlecruiser around the
planet to another part of the star
system, manually perform a
“Hoffman ellips¢” mancuver from
high arbit to low orbit, or have
the autopilot perform the task for
you. If you approach the planer ar
an improper angle or speed, you
can expect to burn up in the
atmosphere. In addition to plan-
ets, there are nicely rendered aster-
oids, comets, meteors, and alien
craft, all with their special effects.

It's The Glory, Stupid!

In playing space games over the lase
decade, 1 believe T can safely say
that Battlecruiser: 3000 AD
won't be a game where the aver-
:lg,t.’ PI:lyL’I' can bUUl l.lp HI]LI
immediately proceed to kick
Gammulan burr. Mosr of us
will have to scrutinize the man-
ual thoroughly before doing
anything described in this pre-
view. Battlecruiser: 3000 AD is
based upon a complex Al run-
ning on a neural net (an artifi-
cial intelligence structure in
which the software learns and
I'n.HI{L'.‘: new (T(?“nﬂcriﬂnﬁ a8 II'II..'
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During a break in a dogfight, an idle interceptor scans

a star system for hazards.

player discovers new information) that
operates subordinate crew members, allies
and enemies throughour the entire game.
The gamer will be able to control as much
or as little as desired. Derek Smart
explained to me that even if you just sat
and watched the events transpire, several
hundred hours would pass before the game
events played themselves out! Add player
interaction and its actendant new variables
to that equation and, according to Derek,
you can literally have a game that goes on
for well over a year!

Whar remains to be seen is how well
developer, publisher, and diseriburor can
work together to bring this product to
fruition. Play-balancing this magnwm opus
will be crucial. Will the gameplay subtly
change as you become more experienced in
various portions of the game, or will game-
play become repetitious as you advance
through the game? That remains to be seen.
As for myself, I'll be the first in line at the
GALCOM Academy, for Battlecruiser:
3000 AD has the most potential of any
space epic I've seen. GALCOM should be
aggressively recruiting sralwart star pilots
this summer. cew

The hunt begins: An interceptor in atmaspheric flight
has locked onto a largel.
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Since its release, WolfPack™ has set a new standard
for submarine simulations. Winner of Tilt Magazine's
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REVIEW

Gametek’s Frontier: Elite Il

esigners David Braben and lan Bell

burst onto the computer gaming

scene almost 10 years ago with Fire-
bird’s Elite, bringing revolutionary 31 poly-
gon technology and an addicting milieu of
star-hopping capitalism to 8-bit computers.
With Elite, a new gaming genre was born,
soon pnpnl wed with plmlucts atrempting to
caprure its mystique and “cult” success. Over
the years, gamers have been treated to func-
tionally equivalent products, including Light-

speed and Hyperspeed from MicmPrme. Star-
flight from Electronic Arts, and Origin’s
Space Rogue and Privateer. Into this crowded

market comes the long awaited sequel to
Elite, Frontier: Elite 11,

Buy Low, Sell High, Shoot Often

True rto the money-grubbing nature of the
original, Frontier is first and foremost an ex-
ercise in cut-throat capitalism. To make
money, you must heed the motto of Wall
Streer: Btl) low, sell high. Buying goods on
one planet and then reselling them l..ISL'\VIlL‘I'L’
for a higher price is the essence of this game.
Profits gained can be used to buy weapons,
ship upgrades, and more goods. The tableau
for Frontier is the 33rd Century, where hu-

})IT,Q'(' I8

by Jeff James

manity has spread across most of the galaxy,

colonizing thousands of worlds. The h.l]ancc
of power is held by two powerful interstellar
kingdoms, imaginatively called the “Federa-
tion” and the “Empire.” Filling in the cosmic
cracks berween these two diamerrically op-
posed forces are an innumerable amount of
non-aligned and unexplored worlds, provid-
ing a colorful environment for exploration. In
addirion to peaceful rraders and merchants,
the space lanes are filled with the flotsam of
space: pirates, rogues, mercenaries,
bounty hunters and criminals.

Unlike the original £fite which
offered players only one starting
point, Frontierprovides three start-
ing positions. The recommended
starting position is on the planet
Merlin in the Ross 154 system,
with the player in possession of a
tiny spacecraft cquipped with
scanner, atmospheric  shielding
(for atmospheric flight), a class-1
hyperdrive, a single laser cannon
and an auropilot. Elite veterans
looking for a challenge should look to the
other two starting locations, Mars and Lave,
since they provide much less starting equip-
ment.

T'o earn money for more equip-
ment, you have a number of op-
tions. In addition to the profit
generating staple of interstellar
trade, you may also choose from a
varicty of missions. Available via a
BBS link ar most starbases, mis-
sions range from ferrying passen-
gers from
another, to carrying out covert
military missions for the powers
that be. None of the missions are

one  star Hy}irt_']'l'l o
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interconnected; Frontier shirks the plotine
found in such products as Privateer for pure,
unrestricted playing freedom. You are free to
live life as you choose, whether it be as a
bounty hunter, interstellar merchant or
bloodthirsty pirate. Of course, smuggling
guns, slaves and drugs won't endear you to
the already touchy authorities, who will be
much maore likely to blast you into atoms if
you live a life of crime.

However you decide to make your living in
the space lanes, Frontier offers many ways to
spend your hard-earned credits. As opposed
to the limited number of ship types available
in the original Elite, you can now choose from
nearly three dozen shlpa of varying capabili-
ties. Bounty hunters and pirates may opt for
the Boa-class starship, while commercially-
minded players might prefer the wallowing
Panther trader, which can hold a whopping
2100 tons of cargo. Large ships such as the
Panther also require that you hire and pay a
staff of crew members. Fach ship can be
upgraded with a wide variety of missiles,
guns, mines and other weaponry. Items of a
less milicaristic nature abound as well, includ-
ing an auto-piloting module, escape capsule,
extra passenger cabins, fuel scoops and even
self-contained mining machines used to proc-
ess and refine minerals from rocky planets

Frontiero Elite 1 and asteroids.

PRICE:
SYSTEMS:
REQUIREMENTS:

59,95

Amipa (reviewed), Atari ST, IBM
Amipa: TMB RAM, mouse
1BM: 386 or belter, 2MB RAM,
6MB hard drive space,
VOAMUGA graphics, mouse:;
suppons most sound boards
Documentation look up
David Braben

Gametek, Inc

North Miami Beach, FI

(3005) 935-3995

PROTECTION;
DESIGNER:
PUBLISHER:
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Spaceflight 101

In terms of flight controls, Frontier shares
several elements with its progenitor. The fa-
miliar radar scope uses a system of dots and
lines to indicate the location and direction of
any spacecraft nearby, and is placed squarely
at the bottom of the viewscreen. Flanking the
radar scope are ten icons: the five on the left
control display features (maps, viewing posi-
tions, etc.), while the five on the rightarc used
to perform ship funcrions (jumping ro hyper-
space, raising landing gear, engaging aurtopi-
lot, etc.).

Navigating across the galaxy is facilitated by
a wealth of on-line mapping features. At the
highest level of magnification, a Galactic Map
option offers a top-down view of the galaxy.
Frontier features an incredible amount of
magnification, allowing players to zoom in to
see individual star systems. For an even closer
vanrage point, the system map provides a
view of planets orbiting their sun. For astron-
omy buffs, a novel bank of VCR controls on
the system map is used to see planets and
moons zip around the sun in their orbits. This
same VCR button metaphor is
successfully used in Frontier's time
compression utility. Replete with
pause, stop, play and a number of
fast-forward buttons, the “Star-
dreamer” time control can com-
press the passage of time from 10
to 10,000 times normal. If you're
arracked while time is compressed,
the system will automatically re-
turn to real time.
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In FElite, docking a spacecraft without the
aid of an autopilot was a challenging task,
bordering on the impossible. Thankfully, one
of the starting positions in Frontier (Ross-
154) supplies the player with a funcrional
autopilot. While the autopilot does make
navigating through vast tracts of space a
point-and-click operation, it is better in the-
ory than in practice. Using the autopilort to
land on a planer with an atmosphere, for
example, is usually a recipe for disaster. On
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my frequent attempts at doing so, my craft
was either burnr ro a crisp upon entering rhe
atmosphere or smashed o flinders when
striking the ground at high speed. Roughly
half of the docking attempts I made using the
auropilot resulted in my eraft being smashed
into bits by colliding with the outside surface
of the station. The autopilot also has a both-
ersome tendency to bounce a ship around the
edges of a docking bay before entering.
Strangely, one of the best uses of the autopilot
is as a targeting tool. Selecting an enemy ship
will cause the autopilot to doggedly pursue
the craft, artempring to smack the two vessels

together. While rhis makes lining
up shots incredibly easy, it also
simplifies the process for enemy
ships.

Polygons and Parsecs

Gamers accustomed to gouraud-
shaded, texture-mapped objects in
their gaming products will be in for
somewhat of a disap-
pointment with  Fron-
tiers graphics. The Amiga version
appears o use not much more than
16 colors, with no support for
AGA, and the IBM palette is only
slightly more colorful with 256
shades. It may not be exceptionally
pretty, but Frentier more than
compensates for this lack with a
surprising amount of graphic de-
tail. Starbases are covered with tiny
advertisements and other placards,

Ceanner

Automatic Pilot
Atmuospheric Shielding

Frant Gun Motnting:

while ships sport 1D numbers, ro-
tating radar dishes and flashing
navigational lights. This detail ex-
tends to the portrayal of other ob-
jects in the Frontier universe,
including planets, moons and
other objects. Taking a low-alti-
tude flight over many of the plan-
ets will reveal tiny buildings,
bridges, towers, mountains, rivers
and other strucrures. Sereen up-
dates are slow on an unexpanded

B8 Amiga 500, but owners of acceler-
ated Amigas sporting speedy 68030/68040
processors will be treated to silky smooth
scrolling and animation.

The Frontier package includes a robust set
of instructional documentation, including a
hefty 106-page reference manual, an inter-
planetary travel guide and a booklet of short
science fiction based in the Frontier game-
world. A large, colorful map of the galaxy is
quite helpful, as is a quick reference sheer for
quickly locating play options. The documen-
tation should serve any aspiring interstellar
tradesman well.

To Go Where No Capitalist
Has Gone Before

A blurb on the box claims that Frontier
contains nearly 100 billion planets and
moons! While it may be next to impossible to
verify thar figure, even in a lifetime of game-
play, the world of Frentier does seem incred-
ibly immense. From a practical standpoint,
your limits are dictated by the amount of fuel
you can carry, the strength of your hull, and
the limits of your desire. Gamers who want a
guiding force in their gaming products which
gently (but insistently) nudges them in a cer-
tain direction are apt to be disappointed by
the unfettered nature of Frontier. lts large
universe is a tabula rasa in which the player
becomes the actor, director and scriprwriter
in a science fiction opera. If you've the imagi-
nation to fill those roles and compensate for
the game’s lack of a plot, Frentiershould offer
months, or even years, of galaxy-trekking fun.
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FLEET

DEFENDER

The F-14 Tomcat Simulation!

Actual screens may vary,

It's all up to you! The skies are swarming with bandits.

Only you stand between the threat and your carrier
battle group.

Lock on your radar and launch the Navy's advanced
weapons to destroy the most sophisticated enemy
targets ever developed for a MicroProse simulation.
Roll, turn, climb, and dive to out-maneuver enemy
aircraft using an artificial intelligence developed right
out of Soviet and Third World military doctrine.

© 1993 MicroProse Software, Inc. ALL RIGHTS RESERVED.
For IBM-PC/Compatibles.
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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
and E-2C Hawkeye AWACS.

Featuring the latest in 3-D terrain technology
derived from digitized information taken from
LANDSAT geological surveys, you'll pilot your
F-14 through actual locations.

Fleet Defender from MicroProse. We brought you
the F-15 Strike Eagle, now try the F-14 Tomcat
featuring the most authentically modeled F-14
systems available anywhere outside of the Navy.

-
lo get our free catalog. call 1-800-879-PLAY Mon.-Fri., 8:30 om - 5:00 pm EST
of fill out the coupon and mail it to: MicroProse Software, Inc.,
180 Laketront Drive = Dept, D10 « Hunt Valley, MD 21030-2245
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Nomad Explores The Lighter Side Of Galactic G€

by Douglas Seacal

new space exploration epic can evoke

a number of emotions from gamers,

among them fear. It seems that few
gamers these days have the time or energy to
explore the thousands of stars, planets, and
alien empires such games boast. While ic’s
amazing to see games attempt to capture the
scope of space itself, most players can be
overwhelmed by the cosmic scale. Into this
precarious niche comes Nomad, a space epic
aimed at those who enjoy hurtding
through space and interacting with
alien races, but would racher not
make a career of it.

In the tme-worn wadition of
space games, Nomad begins with a
close encounter of an alien kind. In
this case, it is a starship from an
advanced civilization that craps out
near Earth and crash-lands, no
doubr in a Kansas wheat field. Af-
ter determining thar the ship can
be repaired, the Earthling authori-
ties select you to take command of
an ambitious project to explore the universe.
Your unbridled enthusiasm at becoming the
first interstellar human traveler is tempered
only by the fact that, once you leave, no help
can be expected from Earth.

What A Korok!
Once in space, it becomes clear how iso-
lated Earth has been from current gzll;wL]C
events. While humanity has been myopically

focused on its own petty concerns, the rest of

the galaxy has been moving steadily toward

war. At the heart of the melee is a race of

machines known as the Korok. Originally
designed to serve a now-forgotten civiliza-
tion, they have since been reprogrammed for
death and destruction. Controlled by a single
malevolent mechanistic entity, the Korok
plan to exterminate all that is soft and gooey
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and organic. Opposing the Korok are almost
a dozen alien races, all coming from various
civilizations and technology levels. These be-
ings are not completely unified, as petty racial
prejudice and hartreds divide them in ways
all-too familiar to humans.

Of course, humanity isn’t likely to remain
uninvolved; this conflict is too serious to
ignore and will eventually make its way to
Earth. However, this doesn’t mean Nomad is

necessarily a violent game. You can ty ro
solve the crisis through exploradion, trading,
and conversation, as well as combart. A mix of
strategies is recommended, even though it is
theorerically possible to solve the game with-

out fighting.
From Dark Mess To Light Play

In spite of the dark and ominous plot, the
game’s mood is actually quite
light. While the wacky alien per-
sonalities (almost a bald rip-off of
those in Starflight I&11) have a lot
to do with this, the game’s quick
and easy menu-driven interface
adds to this airy feel. At five pages,
the game’s manual is more of a
pamphlet, but this is actually all
you need to play. All of the game’s
commands are displayed in a

small menu box in a corner of the screen and
can be activated by pressing the appropriate
highlighted letter, or by using the mouse.

The primary ship functions are: Naviga-
tion, Communication, Scanning, Combat
and Engineering. While these features are
common to many space exploration games,
Nomad's use of them is particularly simplistic.
To scan a ship, for example, you simply select
a ship by rtracking through all the eligible
ships nearby, then activate the scanner. The
other commands are slightly more involved,
but equally painless.

Once a ship or planctary representative has
been hailed, a portrait of the targeted alien is
displayed with a box containing the “trans-
lated” dialogue. Through another series of
menus, aliens can be questioned on any sub-
ject with which the player is familiar, divided
into the categories: People, Places, Objects
and Races. Trading may be initiated with an
alien at any time and is the best method o
upgrade equipment. Since all trading is han-
dled by bartering, there is no worry about
alien currency; an item'’s worth can be deter-
mined by comparing it to other items.

Navigation can be handled in two conven-
ient ways. You can access a map which can be
zoomed between three levels: Galaxy, Sector
and System. This is useful for finding planets
based on limited information or when blindly
exploring the galaxy. The other method in-
volves a list of known planets which can
be indexed, allowing you to focus on

SYSTEM: 1BM
PRICE: $39.99
REQUIREMENTS:  IMB EMS memory (1.5 MB

recommended), VGA graphics,
AMB hard drive space, mouse;
supports Sound Blaster and
Sound Source

Papyrus

Gametek, Inc,

North Miami Beach, FL

(305) 935-3995

DEVELOPERS:
PUBLISHER:

Computer Gaming World



exactly where you want to go. As soon as the
appropriate planert is selected, the ship leaps
into hyperspace and arrives at the planer auto-
matically. There’s no navigational fuss, no
need for a pilot’s license, and only a minimal
wai.

Combat is almost childishly simple com-
pared to other games in this genre. Nomad
does not pretend to be a space combat simu-
lator. The only weapons are missiles, which
automatically track a target once they have
been “locked on.” The only other considera-
tion during battle is activaring the ship’s jam-
mer to prevent enemics from calling in
reinforcements.

Engineering serves the dual purposes of re-
pairing the ship and choosing which devices
to activate. Graphic bars demonstrate the
relative usefulness of each piece of equipment,
50 the most powerful or effective technology
is obvious, This frees you to trade lesser pieces
of equipment for more important goods.

Can We Twalk?

This simple command structure allows the
player to concentrate on the story line that
unfolds through conversations with aliens.
These alien encounters are where Nomad re-
ally shines. Each race has a distinct appear-
ance, from the nebulous Altec Hocker to the
sensuously feline Phelonese, and each has its
own personality and mode of speech. The
pitiful Pahrump are almost always complain-
ing about imagined illness, while the Chanti-

| Pom Dea

cleer are an eminently practical and serious
group of clones. Even within the same race,
individuals have different styles and colors of
clothing and hair, giving each alien a unique
identity. Animation is minimal, but portrays
such a range of emotions that it is readily
apparent if an alien is happy, angry or neucral
to you. The ability to question individuals on
nearly any subject is a nice change from the
general “multiple choice” method found in
most games. It would have been nice if there
was a wider variery, as mosr of the responses
are exactly the same from person to person
within the same race. Srill, T found myself
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seeking out certain aliens just to shoor the
breeze.

Nomad is well balanced berween allowing
freedom of choice and imparting a feeling of
progression toward the conclusion. The game
can be approached from a variety of angles
and solved at your own pace. Many
players will find a mission ap-
proach to be easiest, since various
important missions, usually com-
bar related, are posted ar mose civ-
ilized worlds. Taking this direct
approach works well for people not
inclined roward random explora-
tion or dialogue. Alternatively, the
plot can be pieced together solely
from conversation. These options
aren’t murtually exclusive; most
players will use a mixture, taking
missions for excitement, with some

exploring between adventures, As
missions are accomplished, the cri-
sis escalates, and new opportunities
become available. In this way, the
gamer is pushed gently but firmly
toward the Endgame.

A Small Galaxy After All

Although Nemadhas been nicely
designed and is easy to use, there
are a few technical problems. Mis-
sions are not always erased after
they are solved, nor are all missions
solvable. Also the Ship’s Log is less
useful than it should be. The text
editor was supposed to eliminate
the hassle of raking notes, butsince
the log doesn’t record conversa-
tions, it is of minimal use. The
game saving feature is primitive,
with only a single save slot per
player without resorting to some
DOS manipulations (copying and
renaming files). The game also
lacks a Load Game option, requir-
ing you to restart the game when-
ever you want to restore.

My greatest concerns involve

larger and more abstract issues. For one thing,
Nomad is decidedly unoriginal. Playing it in-
voked tremendous nostalgia for Starflight,
perhaps the first and best great space explora-
tion game. The resemblances are glaring and
cannot be considered accidenral. Paying re-

spect to a classic is well and good,
but there is an important line be-
tween homage and imication,
which Nemad comes dangerously
close to crossing,

Given Nomad's presentation, it is
reasonable to expect a broader,
deeper and altogether more involv-
ing game. But in comparison to
other Space Exploration games,
most notably Frontier and Priva-
teer, Nomad comes up short. lesim-
ply isn’t as large, doesn’t pay off in
as many hours of play, and doesn’t
have the same detailed armosphere and scope.
So Noemad is clearly not a game for veterans
of the Space Epic, though it does have a lot
to offer the casual gamer. Its play mechanics
are well designed and casy to use, it doesn’t
require practiced flight simulator skills, nor
an inordinate time investment. It’s a game
with an old but reliable plot, interesting char-
acrers, and a good deal of charm. Those who
look to long-term commitments from their
space epics should set a course for another star
system, but those who actually work for a
living and game “on the side” may find No-
mad a fulfilling affair. cew

Page 23
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BOSS AROUND. AND A COW.
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amers tired of playing the blue-

haired good guy in Origin's Wing

Conmander universe got a nice
break with Privateer. Playing the pirate,
smuggler, mercenary or merchant of their
choice, Privateer allowed space combat fans
the chance to stray ofl that scraight and nar-
row path that galactic saviors must tread.
Instead of fighting the good fight against all
thar is wrong in the universe, the player's
quest was one of greed: make the fortune,
carn the money, and upgrade the rickery old
space craft into a top of the line Centurion,
bristling with weapons, for the sole purpose
of making another buck.

Of course, there was a story too, Eventually,
all that star-hopping got the player to the
game’s plot line which involved the recovery
of a mysterious alien map, a derelict alien
starship, a salvaged alien weapon, and finally
contact with the Stelrek, an ancient and tech-
nologically advanced alien race. Pilots also
became acquainted with the flora and fauna
of the seamier side of the Wing Commander
universe: pirates, bounty hunters and Retros.

= £ it
”

The Retros were the worst of the lot, a fanari-
cal religious organization dedicared to wiping
out technology. They always flew directly at
you, making an casy target. If you purchased
Privateers optional speech pack, you could
hear them yell “Die by the very weapons you
adore!” or the catchy battle cry, “Taste right-
eous fire!”

These space zealots get their own spin offin
Origin's Privateeradd on, Righteous Fire. The
story takes place one year after the player
successfully defeated the green egg shaped
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Profits Of
Damnation

Feel The Wrath Of Origin’s Righteous Fire

Steltek drone in Privateer. While enjoying the
fruits of his labor on the Jolson Pleasure Base,
our privateer is robbed of his brand new
Steleek cannon that he worked so hard to
get—and he’s mad! As you once again jump
into his boots, it is your job ta keep
your ears open and find people
who might know something about
what's going on, and use your skills
to persuade them to help you re-
cover your weapon.

Mo’ Money
Righteous Fireis as open-ended as
Privateer. You can immediately
start accepting missions from Jol-
son to build up your bank account,
which is a good idea, as you'll need
the extra cash despire the fact that

you can import your hero from Privateer with
his ship and credits intact. Righteous Fire in-
troduces new technology, including a new
cannon, stronger shields and engines, and
speed and weapon enhancers that all cost big
bucks.

The game’s continuity with Pri-
vateer is maintained nicely. Veter-
ans of Privateer will remember
thar the last series of missions to
stop the Stelick drone were as-
signed by the Confederation Ad-
miral at the Perry Naval Base. Now
thar the Steltek cannon has been
stolen, my first instinet was to head
back to Perry for an audience with
the military. Sure enough, some
military official was waiting ar the
bar for me, and he assigned a series
of missions. Over the course of
these missions [ began o get a
picture of the nasty political go-
ings-on that took place while the
“hero” was |m|nging around some
brothel on Jolson. As Ox ford was
instrumental in learning about
the Stelwek in Privateer, so is the
university planer again useful in
learning abour who might have
stolen your artifact in Righteons
Fire.

PRIVATEER

by Bernie Yee

Gameplay is, of course, identical o Priva-
reer, which itsell was an improvement over
the Wing Commander II engine. Still a step
below what is planned for Wing Commander
11, and lacking the smoothness of a pure

= § et
polygon graphics engine like X Wingand 77e
Fighter, Righteous Fire is nonetheless very en-
joyable to wacch. Sound and music are well
implemented too, with Origin’s General
MIDI support for the next generation of
music cards like the Creative Labs WaveBlas-
ter.

My only gripe about this game is its lack of
challenge for the experienced privatcer. A
combinarion of stronger shiclds and engine
made my Centurion feel almost unstoppable,
s0 that some of the missions scemed like
trivial exercises that got in the way of the
advancing storyline. Still, the new storyline is
fun, and the new ship elements breathed a bit
of fresh cosmic wind into the game, ensuring
that Privateer will avoid wrath of the “DEL”
command for some time. It is certainly rec-
ommended for privateers who just can’t ger
enough of life on the edge of the Wing Com-

wmander universe. cew

Righteous Fire

PRICE: $29.95

SYSTEM: 1BM

REQUIREMENTS:  Original Privateer game, 386-33,
4MB RAM, VOA graphics; 4MB
hard drive space; recommented:
Af6-25, joysticks supports most
major sound cards

DESICNER: Tom Kassebaum,
Phil Wattenbarger
PUBLISHER: Origin Systems

Austin, TX
1512) 335-5200
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YOUR BELLY TANK IS ON FIRE.
YOUR RADIO IS GONE.
YOUR AIR FIELD IS 135 MILES AWAY.
GODSPEED.
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FREE
Limited Collectors Edition
Discovery Channel
“WINGS OF THE
LUFTWAFFE:
FIGHTER ATTACK”

Video Offer

FREE with Aces Over Europe™
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COCKPIT OF YOUR SUPERMARINE SPITFIRE. P-51 GROUND MISSIONS,
MUSTANG. FOCKE-WULFE
190. OR ONE OF 13
OTHER AIRCRAFT FROM
THE INFAMOUS SECOND
WORLD WAR,
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THE EUROPEAN
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WINGS VIDEO OFFER. FOR A LIMITED
TIME, YOU'LL RECEIVE FREE
THE DISCOVERY CHANNEL'S®
“WINGS OF THE LUFTWAFFE:
FIGHTER ATTACK"” ON VHS
TAPE WITH YOUR PURCHASE OF
ACES OVER EUROPE." THIS SPECIAL OFFER
BRINGS ALIVE GERMANY'S DEADLIEST W.W.Il FIGHTERS IN
GRIPPING HISTORICAL FOOTAGE. SEE THEM BUILT. SEE THEM
FIGHT. THEN FLY THEM YOURSELF IN ACES OVER EUROPE"!

SEE YOUR RETAILER, OR CALL NOW AND MENTION OFFER D818,

1-800-757-7707

ACES OVER EUROPE" Dynarrix
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he original Spectre ran like a Bartle-

Zoneour of hell, enabling you and up

o seven of your caffeine-fevered
friends to face off in real time on the same
battlefield, blasting each other’s polygon
graphic tanks to twirling shards. Tiring of
mindless destruction, you could collect flags
while fighting, or divide into teams and try ro
breach each other’s home base. Spectre be-
came a Mac sensation, and later was trans-
lated into the realm of DOS and Windows.
Unwilling to abandon this hyperkineric
arena, Velocity has gone back to the shop and
overhauled Spectre for all it was worth. The
result: SpectreVR...and probably a
whole new batch of strained wrists
and friendships.

Virtually Meaningless

Despite the extremely liberal use
of the rerm “Virrual Reality” and
the pretensions of  cyberspace
spread throughout the documen-
tation, players should make no
mistakes abour the narure of this
product. Spectre VR is distilled es-
sence of video game, especially in

REVIEW

what by running over special riles thar repair
damage and reload ammunition. Unfortu-
nately, this was all there was to Speetre; when
you had defeated a level of opponents, you
were faced with another level filled with more
of them. Not exactly a feast of variery.

[n the realm of SpectreVR, this limitation
has been addressed with gusto. Now a player
is nor only faced with enemy tanks, but
hunter-killers that can fly, tanks that are in-
visible to radar and sight, mines resembling
Bouncing Betties, automatic gun rurrers, and
slicers that cruise across the landscape like

shark fins, peeling open any tank unlucky

single player mode. It is ro Battle-
Zone as fine Scotch is to juniper berries. The
action is pure and uncluttered by anything
like plot, depth or even realism. Instead we
are treated to a form based on 15 odd years
of arcade tradition, embodying all the mind-
less, addicrive action thar has swallowed so
many quarters.

The player controls a single battlerank in
the depths of cyberspace and fights hordes of
computerized enemies in tanks both weaker
and stronger than his own. Ammunition is
limited, as is the amount of damage a tank
can receive before being “de-rezzed.” These
limitations can be compensated for some-
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enough to bump into them. Even the terrain
itsell has become decidedly un-
{‘['in_‘nl‘”)' with rhe addition of acid
pools thar will melr you to slag in
a few seconds, intelligenc walls
that crowd and corral unwary
players, and last, but far from
least, the deadly CyberMud, an
intelligent form of acid pool that
tries to be on you like hype on
game boxes.

And if things in the arena gec
too hot for you, you can always

UR Corral

by Martin E. Cirulis

Velocity’s Multiplayer Game of Virtual [[lei% =l s B el=Tea ({AWX

warp to safety or even a gateway into Negative
Cyberspace, a strange realm beneath the sur-
face of the arena. SpectreVR has managed to
turn a usually overlooked and passive aspect
of most arcade games—the playfield—into a
dynamic and troublesome enemy that has ro
be actively dealt with.

Suicide Machines

But the pesky computer is not the only one
sporting improvements. Spectre VR has gra-
ciously given its players a few added options
to even the score, or at least to help run up
the score. In addition to the familiar cannon
and grenade launcher, you can now fire smart
missiles, hear-secking cannon rounds, arc-fir-
ing scattershot, proximity mines that can be
dropped in front of pesky pursuers, and spin-
ners that can turn a deadly enemy into an
amusing top until you are more prepared to
deal with them. What's more, there are now
CyberBlasts which can be dropped from the
air like bombs and PulseBursts that funcrion
like air-ro-ground missiles.

Why the need for chese last two weapons?
The maniacal designers at Velocity have
added a third dimension to this adrenaline-
fest: your cybervehicle is now capable of lim-
ited flight. Cerrain riles in rhe
floor of the arena send your ve-

PRICE:
SYSTEM:
REQUIREMENTS:

$59.95

1BA, Macintosh

1BM: 286-16 or better (386486
recommended), VGA graphics,
IMB hard drive space

Mac: Classic or better (Mac 1l
nmended), System 6.0.7 or
higher, 2MB RAM (4MB
System 7), 2MB hard drive space
MNone

1-8 (network)

163M: Pierre Maloka,

Mac: Green Dragon Creations
Velocity

San Francisco, CA

(800) VLOCITY

i

PROTECTION:
PLAYERS:
DESIGNERS:

PLIBLISHICR:

spot a teleportation diamond to
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hicle aloft for a short while. Al-
though it's not Falcon, it is more
than enough to open up a whole
new realm of tactics. Flight resem-
bles helicopter movement more
than anything else. Idle, your vehi-
cle rises to maximum altitude,
moving forward accelerates it bur
lowers your altitude untl you
reach 2 maximum speed just above
the surface of the arena. You are
incapable of loops and stalls, but
strafing runs become an art form in
and of themselves.

| =TT (=0

A player’s tank is rated in three atrribures:
Speed, Armor and Ammo capacity. The game
offers three standard vehicles representing the
philosophy of the fast, the well protected, and
the Jack-of-all trades. Experienced players
have a fourth choice, customizing their own
vehicle, changing the three values to suit their
own tastes. In my modest experience I have
found that ammo capacity should generally
be traded for speed and armor in single-player
games. Of course, all bets are off when faced
with opponents of the human kind.

Net Yourself Some Friends!

The original Spectre shone its brightest
when hooked up to a network environment,
and SpectreVR has lost none of that. There is
still room for eight computers to link together
and form an electronic gladiator’s den where
victory is to the swift and sneaky. Once there

were only three games you could play in the
land of Spectre: a no-friends free-for-all in
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which the person with the most
kills won; a form of flag rally where
the same open warfare existed, but
the victor was the first one ro col-
lect a series of flags scatrered across
the arena; and a team game where
the first side to touch the other’s
home base won the point. The first
scenario was by far the most popu-
lar and intense (I have the wrist
damage to prove it), while the last
was the weakest, as the designers

scemed ro have neglected to con-
sider the durability and speed of
most vehicles.

SpectreVR retains these basic sce-
narios and adds anorher ser with
the introduction of the flight
model. There is a free-for-all level
where players have access to most
of the weapons available in the sin-
gle-player game. These are the logi-
cal improvements to be found in a
sequel, and most companies would
stop there, but not these guys. They
also added scenarios like Tag, Keep-Away,
Bumper tanks and a form of full combat
tic-tac-toe for the violent inner child. People
of a more team-minded spirit can find manic
pleasure in games like Bitball, a kind of cyber-
rugby with a single goal in the middle of the
arena where the final word in defense is to
blow up the ball, and Cyber Soccer, which is
very much like the rraditional sport except
that goalies come equipped with land mines
invisible to the opposing team.

The addition of these new sce-

this product by at least three-fold.

The Fly In My Cyber Soup

For all the improvements, en-
hancements and care put into this
sequel, SpectreVR still has one glar-
ing flaw that I find hard to ig-
nore—it’s not finished. SpectreVR
was released too soon, the first hint

narios increases the longevity of

of which is that the product is missing the
terrain editor promised on the outside of the
box and the ser of protocols that will allow
the game to run on an IPX network (an
omission that cuts the compatibility of the
product in half). The note states that Velocity
will be glad to ship the aforementioned to
registered users free of charge, but it is a
disappointing revelation after purchasing a
new $60 toy.

If this were all, it would simply be an incon-
venience, bur there are more drawbacks the
longer you stay in this virtual new world. The
terrain lacks the snappy graphic kick of the
original and is completely devoid of the fea-
tures shown on the box. One can hope this
will come with the terrain editor. Though the
documentation gives a cautious green lighr to
operations under Windows, even ro the ex-
tent of providing an icon for the game, itis in
fact severely unstable on all but the most
muscular computers and often violates sys-
tem integrity. Other small glitches and omis-
sions mar an otherwise beautiful piece of
software. Hopefully by the time you read this,

editors, protocols and patches will have been
sent to loyal consumers. To their credit, Ve-

locity seems eager to deliver on this as soon as
possible.

“It’s Cyber-riffic!”

Despite the poor decision to release the
game too soon, [ cannot help but be more
enamored of this game every time | play it.
Spectre VR seems to represent a true step for-
ward in a genre drowned in endless street-
fighting and slide-n-shoors, an intelligent
video game where you are free to act and react
while the game twists and turns to keep you
enterrained. With the promise of add-on
disks giving new features and scenarios, this
product could have a solid future with a
hard-drive life measured in years instead of
the usual weeks.

The author would like to thank Craig Reece
and his networking wizardry. cew
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Frigid Heirs Of The
Robber Barons

Train-to-Train Warfare in ReadySoft’s Arctic Baron

he year is 2714, and the brave new
world has gone horribly awry. In the
early years of the 21st Century, scien-
tists atcempting to reverse the greenhouse
effect make a terrible miscaleulation, plung-
ing the world into a perperual winter. Before
they can repair the damage, society
falls into chaos. Over the chilled
centuries, a new society emerges,
dominated by the Viking Union, a
federation concrolling the only
working global transportation sys-
tem—the rail system. The Unions’
giant trains form the only trade
connecrion berween the world’s
frozen nations, giving the Union a
monopoly that makes them de
facto rulers of the planer.
Is the planer doomed to become
a frigid hunk of permafrost, lorded
over by an ice age railroad tycoon? Perhaps
not, Rumor says that there might be a chance
of activaring an old project that would bring
the world back into the light and break the
spell of winter that encircles the globe. The
Viking Union, seeing a threar to its power,
does everything it can to suppress any knowl-
edge of this project, going as far as eradicating
all references to the sun. The last hope of
sunbathers the world over is the Arctic Baron,
leader of the faction trying to save the planet,
who steals one of the Unions giant trains.
Guided by the player, the Baron sets off into
the frozen wasteland in search of the secret
that will doom the Viking Union to a frost-
bitten footnote in history.

I've Been Freezin’
On The Railroad

The most important element of Aretic
Baron is the Transarctica, the train the Baron
has stolen from the Viking Union. At the
outset, the Transarctica is a small train with a

Page 32

by H.E. Dille and John P. Withers

couple of trading cars and 10 troops for de-
fense. But up to 100 cars can be attached to
the engine, and onc of the player’s first prior-
ies IS to get more cars (o make the train more
formidable, both as a trader and a weapon of
war.

Over 20 different types of train cars are
available, and their mulriplicity is one of the
more interesting elements of Arctic Baron.
Different types of cars, from tankers, to ani-
mal haulers, to cargo wagons are available ro
haul a variety of trade goods from town to
town. Unforrunately, the Viking Union isn’t
taking the theft of their train and threar to
their power lying down, so there are also cars
designed for train-to-train combat. Weapons
range from machine guns to medium range
missile launchers that can smite an enemy
train over 500 kilomerers away.

While the cars are interesting, the actual
operation of the train leaves some-
thing to be desired. The only con-
trols are forward/reverse and the
speed control. With such asimple
set of controls, it would seem im-
possible to make them hard to
use, but the Transarctica’s control
panel seems to be designed to be
intentionally annoying. In order
to see where the train is going, the

player must look at a map screen, but to add
coal to the boiler the player must be in the
engine control section, which overlays the
map. To change the speed, yet another layer
of display must be accessed, which only con-
tains the speed control and some warning
lights. The whole process is cumbersome and
could have been easily avoided by adding
speed and coal controls to the map screen.
To determine the destination of the Tran-
sarctica, track switches must be set on the
map display. This is a simple process, but in
many situations the Transarctica is sitting
right on a switch that must be changed.
When the switch is obscured by the train,
figuring out its position is a marter of squint-
ing ar the screen, trying to see the edge of the
position indicator around the train icon.

Paying The Bills

The most important commodity in Aretic
Baren is coal, and it comes in two varieries:
Lignite which is used for money, and anthra-
cite, which is used exclusively for fueling
trains. In an emergency situation, the Tran-
sarctica can be run on lignite. This gives Aretic
Baron the amusing distinction of being the
only game on the market where money can
be burned as fuel. Lignite is most useful, as it
can be used to buy additional cars and troops.
Though very simplistic, the trading aspect of
Aretic Baron is the game’s strongest point.

The map features many dif-

Arctic Baro“ ferent rown types; some supply

PRICE: $49.95

SYSTEM: Amiga, Atari ST, IBM (reviewed)

REQUIREMENTS:  IBM: 386 or better, VGA
praphics, 2MB hard drive
spice, mouse; supports Sound
Blaster and AdLib sound cards

PROTECTION:  Documentation look up

PUBLISHER: ReadySoft, Inc.

Ontario, Canada
(905) 731-4175
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troops, others hold informarion, a
few produce train cars, but the vast
majority are trading centers. Atany
given trading center there will be a
few products produced there, and
others that are in demand. One of
the tricks of the game is finding out
what products are in demand ar
cach town. In most places, for ex-
ample, fishing rods will be worth 5
to 10 Baks (a unit of lignite coal
measure), but in Alexandria they
are worth 50 Baks. Unless you stop
in a trading town with the right
there is no way of knowing ahead of time
what any particular city will want.

pmducl.

There are very few actual market forces
operating in Aretic Baron. 1f a town will buy
50 units of mammoth dung for 40 Baks at
one time, they will continue to do so as the
game progresses. However, towns only pro-
duce so much in the way of goods to sell, and
restocking takes quite some time. As such,
after a product line is traded out, there is a
long lull before you are able to round up
enough of that same commodity to make
another trading circuit profitable.

Anorher complication in the trading proc-
ess is car type. Certain goods can only be
carried with certain types of cars. Deciding
the proper proportion of livestock cars, liquid
cars, greenhouse cars, and standard cargo cars
1o add to the Transarctica is a major decision,
particularly when balanced with the defensive
and offensive cars required to survive train-
to-train combat.

Then there is the matter of slaves. In Areric
Baron, slave trading is an important part of

the game. Slaves are used to dig mines and
build bridges—small bur necessary tasks.
While a cheap allusion is made in the docu-
mentation to these slaves being of some kind
of inferior race, it becomes apparent during

play that captured enemy soldiers are the stuff

of which slaves are made.

Training For War

Combat occurs whenever the Transarcrica
meets a train of the Viking Union

_"_;.Ji-.“'ﬁ:,".:-‘&a
aediaiTatedn

ing with a single blast the entire car and any
troops left on ic. Friendly troops tha discover
a bomb on their own train have a chance to
disarm it before explosion. Thus, it behooves
the smart player to not only send out troops
to the opposing train, bur to keep some back
for defense.

Weapan cars come in two major varieties:
machine gun and cannon. The machine guns
kill enemy troops within their fire pattern,

COMM1T SVU1IL1DE
PRESS THE LEFT BAUTTOH

le. _OR THE R1GAT BUTTON TO CANCEL _

while cannons destroy cars on the opposing
train, As this requires multiple shots, and
since guns are fixed so that they can fire in
only one direction, the placement of weapons
cars in the string of the train is critical. A
group of weapon cars, when purchased, will
all be hooked together in a clump at the end
of the Transarcrica, making them minimally
effective. Going to a station and spreading
our the guns is a good idea that pays off
handsomely, After combart is concluded, the
remaining cars from the opposing train and

on the tracks. Victory is achieved
by destroying all the weapon and
troop cars on the opposing train.
There are two attack options for
train combat: troops and weapon
cars, with troops as the most versa-
tile option. Disgorged from troop
cars either as a whole or in smaller

squads, troops can plant bombs on

opposing trains and attack enemy
troops directly. A bomb seton a car
goes offafter a small delay, destroy-
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their cargoes become a part of the Tran-
sarctica.

The train combat is not, in and of iwelf,
badly designed, bur it is painfully slow. A
simple combat on a 386-33 can take over 15
minutes to resolve, despite the facr thar rthe
actual combat routines are rather simplistic,
and no great graphic or sound effects are in
evidence. To the game designer’s credit, there
is an option that allows the player ro skip
combat all together.

Quest For Fire

The quest, frecing the world from perpetual
winter, isn’t particularly nowble in either a
positive or negative sense. [tisa rypical martter
of showing up at the right places and gacher-
ing the parts to make Operation Sun work.
Of course, there are the requisite battles with
the Viking Union to secure the day and save
the world. Most players will probably not be
that enthralled with the quest, bur the game
doesn’t lose replay value because of
it. The quest really contributes lit-
tle to the overall design other than
some added motivation.

While a solid game in general,
Aretic Baron has a number of an-
noying rough edges. The main
conrtrol icons are far too dark to be
casily seen. When saving or retriev-
ing a file there is no direcrory op-
tion, so a player just has rto
remember their save names. The
opening and closing music of the
game is FM-generated and sounds
tinny and weak. However, the sound effects
are superb and, to a degree, make up for the
poor music. The sounds of the train on the
track are very well done and lend a real rail-
road feel to this game.

If this game were flawlessly constructed, a
player might easily be sucked into the reality
of the background world, but the small, yet
annoying, quirks make one start to question
the whole premise. If the world still has the
technology for missiles, why isn’t air trans-
port a bigger factor? Why is there plenty of
light on many of the outdoor scenes when
there is supposed to be no sunlight? Since
gasoline is a trading commodity, why aren’t
there gas-powered vehicles competing with
the Viking Union’s trains?

At the end of the line, the heat of our
enthusiasm for the originality of the game
concept met with a small cold front of disap-
pointment, resulting in this rather lukewarm
review. Arctic Baron can stll provide some
fun play on a fast machine, but its small
blemishes derail an otherwise original and
delightful premise. cew
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r's a lirdle like getting a phone call from

an old friend: the voice out of nowhere,

the moment of startled recognirion, the
swarm of memories rushing in, the smile that
spreads slowly across one’s face. There’s an
instant of dislocation, then the wonderful
plunge into a familiariry that is parr nostalgia
and part curiosity—so much to remember, so
much more to discover!

The catalyst that produces this effect when
the CD-ROM cdition of Interplay’s Srar
Trek: 25th Anniversary opens is William Shat-
ner’s voice, intoning Gene Roddenberry’s fa-
mous  prologue  (“Space...the  final
frontier...”). When the first edition of the
game was released, players praised its fidelity
to the look and sound of the TV series, and
rightly so; but the original, as good as it was,
can’t hold a candle o the new version. On
CD-ROM, with not only Shatner returning
to the role that made him famous but
Leonard Nimoy, DeForest Kelley, Nichelle
Nichols, Walter Koenig, George Takei, and
Jimmy Doohan stepping up to the mike as
well, the game is much more than it was
before.

In its original form, Star Trek: 25thwas just
a game like any of the countless others that
have surfaced regularly since the series first
appeared, though it was quite possibly the
best of the lot. Now that the banter berween
Spock and McCoy or berween Kirk and the
Klingons is not just typed out on the screen
but performed by our old friends (close your
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CD-ROM REVIEW

by Charles Ardai

eyes and...yes, it really is them!), Star Trek
25th becomes a piece of the myth.

Kirk’s Pergs

In most ways, the CD-ROM edition is the
same as the original game. The player climbs
into the vinyl boots of the one and only
“James T Kirk of the Starship...Enterprise”
(as Shatner introduces himself to any alien in
earshor), direcring his crew and his ship on a
half dozen missions that correspond roughly,
in scope and theme, to a half dozen typical
episodes of the original series. There isalso an
introductory starship battle and a concluding
encounter which, though basically just an-
other battle in the original version of the
game, here is fleshed our ro full-episode

length.

While in space, the player runs the show
from the bridge, getting assistance from vari-
ous crew members by clicking on them.
When the Enterprise reaches the site of its
mission, the interface switches to
a more traditional adventure
game scheme with commands
such as “Take”, “Use”, “Look At”,
and “Talk To” execurable with a
click or rwo of the mouse.

Though a landing party always
consists of four people (Kirk,
Spock, McCoy, and a generic se-
curity officer), Kirk is the conduit
for all of the player’s commands.
The other characters do what

Kirk tells them ro, dogging his heels like so
many loyal puppies. (Such are the perqs of
heing rhe best-known caprain in Srarfleet.)

Most episodes start with a dogfight between
the Enterprise and one or more alien craft.
These bactles, though true enough in spirit to
the so often pyrotechnic TV series, are a
fruscrating lot. The Romulans are surpris-
ingly easy to defear (especially considering
that their craft is invisible for much of the
time) and the Klingons can be talked our of
fighting, bur the ubiquirous Elasi Pirates arc
as annoying and hard to hit as mosquitoes.
Unfortunarely, there is no way ro proceed in
the game without bearing them in space com-
bat; adventurers with no particular arcade
skills just have to hope their hand-eye coor-
dination improves before their patience ex-
pires.

Once past the combat hurdles, the stories
offer a rich and varied pastiche of Star Trek
bits. There’s the one abour the machine thar

PRICE:
SYSTEM:
REQUIREMENTS:

$64.95

IBM with CD-ROM

3865X, 2MB RAM, CD-ROM
drive; supports Sound Blaster
and Pro Audio Spectrum
sound cards

PROTECTICHN: Documentation look up

DESIGNERS: E. Danforth, ). Patel,
y B, Schlickhernd, M. Stackpole,
5. Bennie
PLIBLISHER: Interplay
Irvine, CA

(714) 553-6670
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primitive aliens think is a god; there’s the one
about the ancient god who turns out to have
been an alien all along; there’s the one abour
the virus that quick-thinking McCoy has ro
cure; there’s the one about Harry Mudd get-
ting in over his head while trying to turn a
profit from some alien salvage; and so on.
Misunderstandings explode into bloodshed
and are then cleared up while characters so-
liloquize abour honor and compassion, just
like on TV. Everything is slightly abbrevi-
ated, with most episodes taking place in only
four or five rooms and containing only a
handful of puzzles, and the soliloquies are
shortened to a couple of lines apiece, bur the
feel is Star Trek chrough and through.

McCoy’s Poise

Part of this authenticity comes from the set
design, full of red meral burtresses, bulky
desktop computers, square panels covered
with blinking lights, and sliding doors that
whoosh open at a touch. More of it, however,
comes from the soundtrack, which now con-
tains layer upon layer of digitized bloops,
whirrs, hisses, and clicks taken seraight off the
TV. Phaser fire sounds like phaser fire. Com-
municators trill the way communicators
ought to. The Enterprise computer emirs
those weird, mechanical ratchering sounds
that no computer except the one on Star Trek
has ever made. Supplcmcntlng the sound ef-
fects are snatches of music 1mported From
several episodes of the serie
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ander Courage’s theme music, but samples of

various battle, suspense, and

“comic relief” themes as well.

The heart of the matter,
though, is the voice acting. Even
if poor Chekov has little to say
other than “Weapons armed, cap-
tain” and Scotty spends most of
the time interrupting bartles in
mid-phaser blast to announce
“Engines repaired, sir!”, the voices
are the voices of our beloved com-
rades and therefore a delight.

Spock, Kirk, and McCoy each
have plenty to say, particularly Kirk, who
occasionally lands in situations in which the
player gets to select from a menu of two or
three dialogue choices. Almost all the dia-
logue rings true: the scientific doubletalk, the
sarcastic asides, the idealistic speeches, the
intense brainstorming to get out of a crisis,
and the rest.

My only regret is that all three actors sound
oddly sedate, plodding through the delivery
of lines that call for more vigor
than they seem able to muster, A
cynic might suggest that the years
have taken their toll on our he-
roes; I'd prefer to think that Shat-
ner and crew were just
unaccustomed to drumming up
the appropriate tone of urgency
and passion without props, sets,
and costumes around to ignite
their performances.

Under the circumstances, the
always cool Spock naturally
comes off the best. Shatner’s turn
as an uncharacteristically contemplative Kirk
is somewhat odd but not unpalatable. The
disappointment of the bunch is DeForest
Kelley, who recires lines thar call for McCoy
to be irked or enraged as though calm and
poise were acceptable substitutes. Once in a
while McCoy manages to kindle some of the
old fire for a jab ar Spock (“Why, you pointy-
cared...”), but to often he is just a shell of his
former feisty self.

The game’s other voices include an un-
credited actress sounding regret-
tably Canadian as Kirk’s old
flame, Carol Marcus; Tom
Wyner doing a creditable Roger
Carmel Harry
Mudd; and various essentially in-
terchangeable voice actors filling
in the blanks as Licutenant This
and Ensign That. Joyce Kurez,
whose voice is not nearly as agree-
able as Majel Barrett’s, sounds in
need of a tune-up as the Enter-
prise computer; furthermore, she

imitation as

reads the entry for “Daystrom, Richard”
when you look up “Chekov, Pavel” in the
ship’s library. Other glitches turn up here and
there—the computer only reads the first of
three sentences in a library entry on tribbles,
Kirk calls an object a “trans-MAH-grifier”
while Spock calls ita “trans-MOW-grifier"—
but these are minor and excusable.

Even given the above complaints, the per-
formances, by and large, are solid. Trekkers
may wish they were stronger burt in the end
will be rapturously grateful to have them at
all. Non-Trekkers may not be hurled into
comparable ccstasies, but why would a non-
Trekker play this game in the first place? No,
this game is for true believers only—and for
them it’s a satisfying climax to years of fanta-
sizing abour the ideal Star Trek game.

Trek’s Next

Of course, the recently released sequel to
Star Trek: 25th, Star Trek: Judgment Rites, is
a better game in any number of ways. There

is less ship combat and you can bypass what
there is; there are more episodes and more
locations in each; there is a unifying plot
thread running through the stories; and the
supporting players have larger roles in the
goings-on. Logic, as Mr. Spock would rell us,
might suggest that even true believers would
want to wait for that one to come out on CD,
especially since the actors are already in the
recording studio as of this writing.

Still, logic only goes so far. I can’t imagine
the Star Trek fan who will want to miss the
CD version of Star Trek: 25th. For all that it
could be better, it’s still a heck of a good
game; and with the orlgmal cast unlikely ro
regroup for another movie, it may be one of
the last chances we'll have to see the old crew
work rogether again.

And if they're a little creakier than they used
to be, a lirtle slower and a litdle more wound
down, what of it? It is in the nature of the
universe for stars to decay. Call me soft-
hearred, bur in this fan’s eyes, these particular
stars still shine brightly enough to light the
way back home. cew
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1at exactly constitutes a futuristic

straregy or wargame has proven ro

be most difficult to define, be-
cause so many science fiction simulations in-
corporate elements of role-playing games or
arcade sequences. | have tried to cover those
simulations that emphasize the strategy as-
pects and rely less on quick reflexes or inten-
sive role-playing. While some games fall in
the inevitable gray area, you won't find any
pure “shoot-em’™up” or adventure games
listed. Even though space simulators are not
strategy or wargames, | have included games
such as X-Wing, mainly because of their sig-
nificant combar elements, as well as the im-
mense popularity the majority of these games
enjoy. More traditional flight sims were for-
merly covered here, but I have decided to
place them in their historical milieu. The rare
fantasy simulation, such as DragonStrike, is
included simply because it does not fit into
another period and is more akin ro science-
fiction than anything clse.

Futuristic strategy games have a tendency to
blend into one another. After all, what is the
hasic difference in a game based on desrroying
Krellans or Kzinti or whatever race happens
to be the villain? Futuristic simulations must
create their own environments. While a his-
torical product has an underlying reality
which assists in creating the mood, the furur-
istic product must do so by itself without an
external reference. An attractive game today
can grow obsolete faster than a historical
simulation simply because it lacks the intrin-
sic linchpin of reality. Of course, this also
allows the designer a great deal of latitude;
how he handles his created world will deter-
mine how long-lived a product he develops.
Certain views of the future, such as Star Trek,
Star Wars or Dune, have their own reality due
to their literary roots. While this can make the
gaming universe easier to recognize, it simul-
tancously runs the risk of not living up to the
fan’s expectations.

The computer market is quick-changing,
unforgiving, and the state-of-the-art changes
rapidly. Fururistic simulations secem to be
among the most short-lived of all games.
Simultaneously, they are also those that are
often used for graphic innovations. It should
be noted that the ratings given here are an
individual preference. Also, please note the
platform availability; a five-star game on an
Atari 800 thar is several years old is not of the
same sophistication as a new product de-
signed fora PC 486/66. However, it has been
given its rating for whar it did and, to a lesser
extent, what it still does. Of course, the de-
signers look askance at these ratings, and
often deluge the magazine with voluminous
complaints. But again, these are intrinsically
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subjective, and a discriminating reader should
be able to temper the rarings with this writer’s
normal reviews in order to ascertain the in-
herent biases.

If any readers have additions/correc-
tions/modifications, please send them to me
in care of this magazine or via modem on
GEnie(address: M.E. Brooks) or Prodigy (ad-
dress: HFTN43A).

LEGEND:
LINE 1: Tide/Rating
Ratings:
3 The Black Hole Of Gaming
ed = Avoid
e o = Marginal
Ve e = Good
AAA* = Very Good
o Beo Heo Teo e

Highly Recommended

i £
ERENAINCCRALT

LINE 2: (Machine Formar [(A)rari/(C)om-
modore/(Ap)ple 1I/(T)RS-80/11(GS)/(Am)iga/
(ST)/(M)acintosh/(I)BM/(Sega)-Genesis;
Issue of CGW in which that game was men-
tioned; bold prine refers to major arricle.
Company/Designer/Date  of  Publication/
Price;O/P (if out of princ)

LINE 3: Difficulty: (Beg)inner/(Int)ermedi-
are/(Adv)anced

Environment: (Tac)ucal/(Op)erational/(Str)
ategic]

# of Players (M = modem option)

No wable of unit sizes has been presented
because the scope of futuristic simulations
ranges from man-to-man to galactic empires.
Generally, a rtactical simularion will range
from a man-to-man to ship-to-ship; opera-
tional simulations cover squadrons to fleets;
strategic simularions cover enrire planers ro
complete universes.

AIDE DE CAMP (B35 2)

(I; #108,112) HPS; Scorr Hamilron;
$79.95

1993;

Int/Tac-Op-Sur/1

Not a game as much as a gamer’s aid, this
utility program will assist in the conversion of
any board wargame to computer output, al-
beit without the A7 Once files are created,
games can be played casily by e-mail. A library
0} conversions by dedicated users is dlrc‘ldv
under way. Copyright laws make it difficult
to publicly disttribute such conversions, but
the product is gaining supporr from
boardgame publishers. With chis product,
you might, for example, actually find oppo-
nents for a few scenarios of Starship Troopers.

ARMADA 2525 (B2

(1; #87) Interstel; R.T. Smith; 1991; $49.95
Adv/Su/1-6

Space colonization, R&D, production and
galacric battles—it’s all here in an ambitious
package, Both multi-layered and detailed.

ARMOUR-GEDDON (#7)

(Am/ST/I; #85,87) Psygnosis; Paul Hunter
and Ed Scio; 1991; $49.99

Int/Tac/1-2

A simulation of aircraft, tanks and hovercraft
in an attempt to destroy the “mad scientists”
who will otherwise destroy the planet. In
addition to combart elements, you must deter-
mine research and  production  priorities.
With a heavier emphasis on tactical battles
rather than cerebral considerations, ir can be
fun, bur resembles a Chinese meal: A half-
hour later and you're hungry for something
with more substance.

AUTODUEL (™)

(Ap/C/IMIAmM/T; #26,28,29) Origin; Chuck
Bueche; 1985; O/P

Int/Tac/1-2

A computer rendition loosely based on Steve
Jackson’s classic Car Wars board game, this
simulation panders to the harried commuter
in us all. Arm your vehicle and destroy the
opposition—carjacking before the term en-
rered the language. The graphics and game
play now appear very dated.

BATTLE ISLE (B?+)

(Am/I) UbiSoft; Blue Byte; 19915 $49.95
Int/Op/1-2

A more traditional wargame with a hex-based
map in a futuristic conflict. Detailed air,
ground and sea units compel you to adopr a
comprehensive combined-arms strategy for
victory. Lnjoyable for the seasoned gamer
looking for new worlds to conquer, the sys-
rem was later used for Grear War 1914-1918.
Easy to learn and play, yet there is stll a
blandness in the final result,

BATTLES OF DESTINY (B»2)

(I; #104) QQP; Several Dudes Holistic
Gaming; 1992; $59.95
Int/Land/Tac-Op/1-6; M
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Empirein a form truer to the sci-fi background,
the technology is contemporary bur the sce-
nario is futuristic. Smooth playing, although the
frustration of airborne assaults (with the ran-
dom dropping of assault troops into the ocean)
virtually “killed” the game for me.

BATTLE TECH, MULTI-PLAYER
(AR
(I/M;  #95) GEnie; Kesmai; 1993

$4.00/hour

Int/Tac/1-Many; M

An on-line version of BattleTech, with the
excitement of a simulation plus the depth of
a role-playing game. The latency perspective
problem found in many on-line sims is
mimimized by the lower frame rate, due w
the movement occuring on land instead of sea
or air. The licensed Bartle Tech universe is put
to good use here, complete with upward
movement through the various houses or by
joining elite mercernary groups. MPBT offers
the long-term satisfaction of role-playing
combined with the quick-playing thrill of a
simulation.

BATTLETECH: THE  CRESCENT
HAWK’S REVENGE (P2 4)

(I; #76,79) Infocom; Barry Green and Tony
Van; 1990; $49.95

Int/Tac/1

Setin the Battle Tech universe, this has strong
role-playing elements, but still rerains the
tactical flavor of mechwarrior combat.

BREACH (7))

(Am/ST/M/I; #41,45) Omnitrend; Thomas
R. Carbone and William Leslie [II; 1988;
orp

Int/Tac/1

Tactical man-to-man space marines simula-
tion; superseded by later releases.

BREACH 2 (™ ™)

(Am/ST/I; 65,68,70) Mindcralt; Thomas R.
Carbone; 1991; $49.95

Int/Tac/1

A newer revision, and one which fits into
Rules of Engagement as a tactical subset
thereof. Easy to learn and fun to play, it is
reminiscent of SSI's Siv-Gun Shootont, but
moved from the Old West to Outer Space. A
design-your-own scenario option and on-line
availability of scenarios makes this a continu-
ally fresh product.

CARRIER COMMAND (#7¥)
(C/STIM/I; #52) MicroPlay; Clare Edgely;
1988; $39.95

Int/Op/1

Carrier warfare in the 22nd century, this
British import included air and sea options
plus provisions for the production and manu-
facturing of armaments. Although it com-
bines arcade and strategy elements, it just
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Extra-Terrestrial Intelligence
SF Games for 94

ALIEN LEGACY: A potential Civiliza-
tion-in-Space, this simulation emphasizes
colonization and development of a faster-
than-light drive in a strategic contest.
Whether Joe Ybarra's creation will macch
the addictiveness of a Sid Meier game re-
mains to be seen. IBM, Dynamix.

BATTLE CRUISER: 3000 AD: Combin-
ing both strategic and flight simulation as-
pects, this release has been delayed by a year
and a change of publisher. Over SMB of
data in the gaming universe offers the ex-
plorer plenty of discoveries. The neural-net-
worked Al allows both the computer players
and members of the player’s crew o im-
prove according to his actions as captain.
See the cover story for more info. IBM,
Mission Studios/Interplay.

BATTLEDROME: From Captain Mid-
night to the present, robots have had their
own special appeal. Players will go mech-a-
mech against computer or other human
players, making wagers on the outcome.
IBM, Dynamix.

BREACH 3: The latest rendition of the
popular space marine saga has a campaign
builder, as designer Thomas R. Carbone
tries to offer a sense of continuity to the
product. The scenario designer, one of the
strengths of Breach 2, has been retained, and
the game mates with Rules of Engagement 2
for boarding actions. Real-time combat may
scare away some gamers, but with che addi-
tion of contemporary graphics, the pros-
pects for a winning product look bright.
IBM, Impressions.

COMMAND AND CONQUER: Fol-
lowing on the success of Dune I1, this strat-
egy game will utilize its predecessor’s game
engine. The background for the game will
nort include the Dune universe, however, so
fans of the novels may be disappointed.
IBM, Westwood/Virgin.

DELTA V: In this forthcoming action-
packed specracular, you portray a “runner”
in the cyberspace world of corporate espio-
nage and destruction. Mirrors within mir-
rors...like any plotline associated with this
genre. The inirial release will contain 40
missions, and additional mission disks are
planned. IBM, Bethesda Softworks.

FREELANCER 2120: Although very
carly on in the projecr, this game appears to
be a first person “search & destroy” mission
in space. Hot graphics, and the gameplay

evidently will offer more than just arcade
action. IBM, Imagitec.

G-NOME: Welcome to the life of a 22nd-
century lawman. Not only do you have to
chase down a villain who can modify his
DNA, and thus his shape, but you also have
to deal with local crimes as well. Unruly
space aliens may pay an untimely visitas well,
just to keep you hopping. IBM, Mallard.

MECHWARRIOR 2: The Clans: 1t's
somerimes hard to explain, bur even gamers
who generally don’t like action games find
themselves enraptured by robotic warriors.
This entry should have even better anima-
tions and graphics than the first Mechwar-
rior, if only because the technology is more
refined. Sixteen new mechs and new cam-
paign scenarios look to create a surefire hit.
IBM, Acrivision.

METALTECH: EARTH SIEGE: An ex-
panded Battledrome, but more strategic in
nature. The player fields teams of robots,
rather than a single metallic beast. The game
will possibly be released as an on-line ver-
sion as well, which may delay its release until

1995. IBM, Dynamix.
OUTPOST: A sober and realistic view of

galactic colonization. Based on hard scien-
tific information, you must develop galactic
outposts economically, maximizing re-
search potential while keeping a close eye on
morale. Bruce Balfour’s design is remark-
ably thorough, with the details of the ships
and colonies brought stunningly to life with
3D Studio and Softimage graphics. Hard SF
aficionados can only hope that che final
package is unified and coherent, and fun to
play. IBM, Sierra.

RISE OF THE ROBOTS: In order for
this game to stand out versus the opposi-
tion, it will have to avoid the sound and
graphics bugs which have recently plagued
Accolade. At least the 3D models of the
robots are impressive. Even so, it faces a stiff
challenge from Mechwarrior II, which its
horizontal scrolling may be too limited to
overcome. IBM, Accolade.

TIE FIGHTER: Just to show it isn’t bi-
ased, LucasArts offers you an opportunity to
be seduced by the Dark Side of the Force.
A fine follow-up w0 X-Wing, wherein you
learn how fragile the unshielded Imperial
mainstay fighter is. Luckily, you are offered
other craft to fly in a variety of missions
against those pesky Rebels. See CGW #115
for a Sneak Preview. IBM, LucasArts.

Compuiter Gaming Warld
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itless small-scale
tactical armored
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to tank heaven!
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random scenario
generator allows
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custom map,
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created according
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WARPOINT: Cosmic war in the year
2049, from the point of view of either a
single ship ora task force. The hook would
seem to be development of combat tech-
nologies in real-time, perhaps reminiscent
of Haldeman’s Forever War. Tim Jacobs
of Harpoon fame has designed a game
which offers both different weapons plat-
forms and an emphasis on strategy. The
main question now is how long the 32-bit
graphics will take. IBM, Mallard.

WING COMMANDER IHI: Chris
Roberts could hardly have imagined that
Wing Commander would become such a
phenomena that it would have, among
other things, its own line of paperback
books. The biggest problem is in keeping
up with the tremendous expectations. If
the Strike Commander engine can be suc-
cessfully adapted to the plot and charac-
terizations of the WC universe, then we'll
have an early candidate for hit of the year.
Still, don’t even dream abour this one
until at least aucumn. IBM, Origin.
ZEPHYR: An action-oriented game
where you try to outwit your opponents
in the world of mega-corporations. Tech-
nology is the key—should you fall behind,
your battle ranks will quickly meet their
demise. What sets this game apart is the
capacity for multi-player involvement via
hot-seating and perhaps nerwork play.
IBM, New World.

never seemed to stand out from the crowd.
The user interface is quite unfriendly.

COMBOTS (?)

(C; #74) Avalon Hill; John Huff; 1990;
$19.95; O/P

Int/Tac/1

Robotfox without élan. Players design their
own robots and scenarios, but the whole is
less than the sum of its parts, and the genre is
more suited to a first person perspective as in
MechWarrior or Multi-Player Battle Tech.

COMMAND ADVENTURES: STAR-
SHIP (?+)

(I; #115) Merit; Tom Lima; 1994; $69.95
Int/Tac-Op/1

A graphic and sound delight, this galactic
conquest game is flawed by weak gameplay.
It's a shame there isn’t a game to go along
with all of the bells and whistles.

CONQUERING WORLDS (+)

(Ap; #4.2) Datamost; Walt Hochbrueckner;
1984

Beg/Str/1-3

Destroy the enemy civilization. Hardly origi-
nal when released, and time has done nothing
to make it more attractive.
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CYBER EMPIRES (»7%+)

(Am/I) Strategic Simulations, Inc.; Silicon
Knights (Dennis Dyack and Rick Goerrs);
1992; $59.95

Int/Tac-Op/1

RISK with robots. Build teams of mechanoid
fighters in the far future and resolve conflicrs
in an arena-style barte formar. A quick fade,
itsimply did not stand out in the marketplace.

CYBERSTRIKE (B2 )

(I; #106) GEnie; David Whatley; 1993;
$6.00/hour

Int/Tac/1-Many; M

Game play is similar to that of a primitive
on-line Ultrabots. Gamers pilor 'mechs and
radio in for energy tower drops. The more
towers added to one’s network, the more
likely the player is going to be able to en-
croach on a neighbor’s territory. CGW’s On-
line Game of the Year for 1993, the game is
very competitive in a multi-player environ-
ment but lacks the long-term rationale of
Multiplayer Battle Tech.

A Game of Strategy and Exploration by Dan Bunten

DRAGONSTRIKE (B2 )

(C/Am/L; #71,77) Strategic Simulations,
Inc.; Westwood Associates; 1990; $39.95
Int/Tac/1

Although this product is set in a D&D world,
it appears to be an Anne McCaffrey clone of
the Dragonriders of Pern genre. Jousting atop
a dragon with different weapons systems
(fireballs, gas, etc.) often resembles a World
War fighter duel. Sadly, this product did not
receive the attention or play that it deserved.

DUNE I (B2 7%)

(I; #105,106) Virgin; Westwood Studios;
1992; $59.99

Int/Tac-Op/1

A darkhorse, as its prequel was strictly a role-
playing game. However, this simulation is a
wargame par excellance; superb graphics and
sound make an enjoyable gaming experience

as you take a ruling House in the Dune uni-
verse and attempt to achieve dominance.
While some of the latrer scenarios rend to
approach attritional warfare, the overall style
and flair of this program cry out for a sequel
(see Command & Conquerin ET sidebar).

ELITE (P™7)

(C/Ap; #25) Firebird; lan Bell and David
Braben; 1986; O/P

Int/Tac/1

Interstellar trade and combar with two thou-
sand planets in cight galaxies. Using wire frame
graphics for space flight, it was one of the first
space games with a large universe to explore.

ELITE PLUS (#»?+)

(I; #86) MicroPlay; Chris Sawyer; 1991;
$49.95

Int/Tac/1

An update of the original with better graphics
and sound (although they were still not up to
state-of-the-art). More detailed and complex,
it was also more tedious than the original. See
the review of Frontier in this issuc for a look
at the newest version,

E.OS. (B?4)

(C/Ap; #40) Electronic Arts; Karl Buiter;
1987; O/P

Int/Tac/1-4

An interesting failure, Earth Orbit Stationisa
game of logistical space station building. Yes,
amateurs think tactics and professionals think
logistics. The problem is that, even consider-
ing the clunky interface, the logistics are just
not that much fun.

FEDERATION (#7)

(Am/ST; #70) CinemaWare; Paul Blythe;
1990; O/P

Int/Tac/1

A space ship flight simulator with good
graphics and decent gameplay, but it just
didn’t stand out from the crowd.

FEDERATION II (»#7%)

(I; #97) GEnie; Alan Lenron and Ken
Farnen; $6.00/hour

Beg/Tac/1-Many; M

An on-line economic and role playing simula-
tion in the far future. Players determine the
economic viability of trading, bounty hunting,
tactical ship-to-ship battles and commaodity ar-
bitrage while increasing the wealth, power and
influence of their personal character.

FIRE AND FORGET (+)

(Am/ST/1; #52) Titus; 1988; O/P
Int/Tac/2

A furturistic tank simularion. At least the title
was half-right.

FIRETEAM 2200 (B?2)
(I; #81,82,99) SimSystems; Dave Nielsen;
$49.95; 1991

Compurer Gaming World
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Adv/Tac/1-2; M

Tactical ground combat in the 23rd century.
A detailed and complex wargame, bur one
which could have benefirred from a mouse
interface and a scenario builder.

FIRST EXPEDITION (-~)

(I; #53) Interstel; Steven Englestad; 1988;
$49.95

Int/Tac/1

A slow-moving simulation of planetary ex-
ploration. Elements of navigation, manage-
ment and role-playing struggle for attention,
and the overall program simply cannor decide
which facet to emphasize, subsequently suc-
ceeding at none.

FULL METAL PLANET (#22)

(Am/1; #80) DataEast; Hitech Productions;
1991; $49.95

[nt/Op/1-4

A tradiritional hex-based military simulation
occurring on a mining planet. Based on a
popular European board game, FMP is well-
balanced and fun to play, but seems to lack
that essential spark.

GALACTIC FRONTIERS (#»2)

(M; #99) Soft Stream; Russel Lowke; 1992;
$59.95

ARIUGL TNEDOLE ©
LQUFRED™

easy interface and a simple economic model,
bur absolutely nothing original.

The Building of A Dynasty

GLOBAL CONQUEST (B2 4)

(I; #93,97,99) MicroPlay; Dani Bunten;
1992; $59.95

Adv/Op/1-2; M

The futuristic element is limited to combat
operations on another planet, but this prod-
uet’s main strength is modem play coupled
with detailed military operations.

GLOBAL EFFECT ()

(Am/I; #99) Electronic Arts/Millenium;
Toby Simpson; 1992; $49.95

Int/Str/1-2;M

A simulation of economic and ecological war-
fare in the near future, with poor documen-
tation and a clumsy interface. The modem
ability of the program is questionable, but it
hardly matters, since the planet freezes over
sooner or later anyway. Poor beta testing
yields an ecological and game design disaster.

HYPERSPEED (>7)

(I; #92) MicroProse; Sandy Peterson and
Andy Hollis; 19915 $59.95

Adv/Tacl1

An expanded Lightspeed, its strategic aspects
are often overshadowed by role-playing cle-
ments. Emphasizes trade and diplomacy
more than combat operations,

IMPERIUM (P32 4)

(Am/ST/1; #71,75,80) Electronic Arts; Mat-
thew Stibbs and Nick Wilson; 1990; $49.95
Adv/Str/1

A very detailed simulation with military, eco-
nomic and diplomartic aspects. Sadly, its
graphics were mediocre and it seemed to
quickly disappear from the marker, yetitsrich
texture and gameplay deserve a second look.




IMPERIUM GALACTUM ()

(A/CIAp; #5.3) Strategic Simulations, Inc.;
Paul Murray; 1984

Adv/Ser/1-4

A successor to Cosmic Balance IT, this detailed
strategic simulation of space empires simply
lacked sulficient “chrome” to make it an en-
during product.

INFILTRATOR (#)

(A/Ap/CIL; #29) Mindscape; Chris Gray;
1986

Beg/Air/Tac/|

A tuturistic helicopter simulation with em-
phasis on arcade aspects. Tongue-in-check
documentation quickly grows tiresome, as
does the program itself. James Bond-like air-
craft in an arcade mode,

INFILTRATORII (-7)

(C/Ap/1; #41,44) Mindscape; Chris Gray;
1987; O/P

Beg/Air/Tac/1

A sequel o Infiltrator—more of the same.
Even worse than the original.

IRON HELIX (™2 4)

(I/M CD; #104,112) Spectrum Holobyre;
Drew Huffman; 1993; $79.95

Int/Tac/1

A cinemaric exrravaganza, this simulation in-
volves the collection of clues and the destruc-

tion of a renegade starship. An aggressive Al
and quick CD-ROM access times help to
enhance the game environment. Still, the
game would have been more enjoyable if it
had more replay value.

Build an empire to span the galaxy:

MASTER
OF

JUST ANOTHER WAR IN SPACE (™ +)
(ST; #82) Azeroth; Roberr Parkins; 1991
Int/Tac/1

A tactical level space combat game whose title
describes it all.

LIGHTSPEED ()

(I; #74,76,82) MicroProse; Sandy Peterson
and Andy Hollis; 1991; $54.95

Adv/Tac/1

The lamentable predecessor to Hyperspeed, its
utility and game play have been more than
superseded by its successor.

LUNAR COMMAND (B32?)

(I; #110) Mallard Software; Wesson Interna-
tional; 1993; $34.95

Int/Op/Op-Str/1

A re-release of Moonbase, its economic mod-
elling is excellent. Overall excitement is on a
somewhat lower plane.

MAELSTROM (»7)

(I; #108) Merit; Andy Blau; 1993; $69.95
Int/Str-Tac/1

This planetary combat/resource management
game fearured real-time combar. Its decent
premise was marred by poor execution.

MANTIS: XF-5700 EXPERIMENTAL
FIGHTER (»7)

(I /CD) MicroPlay; Glen Dill, Mark Sere-
met, Paul Conklin; 1992; $69.95

Int/Tac/1

A ship-to-ship flight combar simulator, it ac-
complished its mission adequately, but with-
out style. The CD version is much more

The only thing it
doesn't simulate is

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
ear popplng' instrument panel created digitally
from actual photographs. There are
storm clouds and sunsets to fly
into. Crashes are scarily real. And
you can fly to airports anywhere

in the world. It} just one of the real-
istic simulations we have waiting for
you to take control. Everything is at

your reseller. So, take off.
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Artifacts Of The Ancients

he universe may be infinitely large,
but we must still publish in a finite

space. That being so, we had to put
our ACME disintegrating editor’s pens to
the games published before 1984. Bur there
were a few of those ancient games rthar,
because of their historical interest or popu-
larity, we just couldn’t zap. Here then are a
few ancient alien artifacts from the early
days of computer gaming.
CRUSH, CRUMBLE & CHOMP
(A/Ap; #1.1) Epyx; 1982;
An early release which put the player in the
role of the traditional “Hollywood mon-
ster” (or should chat be “Tokyo Monsrer”?).
At any rate, an enjoyable time could be had
by destroying New York, Washington,
D.C., or other cities. Obsolete by any stand-
ard, but I still remember stomping our ma-
jor cities with pleasure.
CYTRON MASTERS
(A/Ap; #2.5,2.6) Strategic Simulations,
Inc.; Dan Bunten; 1982
Combined arms tactics in a futuristic milien
with robot warriors. Players control robor
warriors in real-time combat in the attempt
to control foreign planets. The last game
Dan Bunten programmed while working as
an engineer for the City Hall of Little Rock,
AK. Dan would quit his job and program
his classic M. U.L.E. for the newly founded
Electronic Arts.
DELTA SQUADRON
(Ap; #3.5) Nexa; Gilman Louie; 1983
A racrical simulation in which the player
must duplicate the Star Wars destruction of
the Death Star. The names and premise
were changed to avoid copyright infringe-
ment, bur there was an obvious resem-
blance. There were nine different scenarios,
but the objective was the same in every case.
Note the designer’s name; he wenr on ro
design Falcon and co-found Spectrum
HoloByte.

GALACTIC ATTACK

(Ap; #3.3) Sir-Tech; Roberr J. Woodhead;
1983

An early real-time space war, with your ship
and men freeing the galaxy from the invad-
ing Kzinti fleets. One of Sir-Tech and
Woodhead's first forays outside of the realm
of Wizardyy.

GALACTIC GLADIATORS

(Ap; #2.5) SSI; Tom Reamy; 1982
Tactical combat between individuals and
aliens, this versatile product allowed gamers
to produce their own scenarios from SF
literature (CGW ran some unauthorized

Pape 50

scenarios for this game in the carly years). It
played fast and casy.

GALAXY

(A/Ap/1; #2.1) Avalon Hill; Tom Cleaver;
1982

Beg/Str/1-20

A simpler predecessor of Reach for the Stars,
wherin you must conquer the galaxy. Vic-
tory goes to the empire with the most plan-
ets at the end of either a preser or random
number of turns.

M.U.L.E.

(AICIAp/L; #3.4,4.1) Electronic Arts; Dan
Bunten; 1983

An all-time computer classic, this was one
of the only games ever devised that was
playable and entertaining for four humans.
Economics made fun! A semi-space game of
real estate and production, it still holds up
well after all these years, and by itself pro-
vides justification for holding onto the 8-bit
Atari. Talk of a new version of M.ULL.E. has
gone on for many years, bur definite plans
have ver ro crystallize. Rumor has it that a
SEGA Genesis has been completed, but EA
is debating over its release.

ROBOTWAR

(Ap; #1.1,2.2,2.4,2.5) Muse; Silas Warner;
1981

An early game of user-programmed robot
war, similar to Omega. Touted when re-
leased, it is now relegared ro slow disintegra-
tion on the shelf of “lost games”. Still, it
holds a place in the hearts of the CGW staff,
as it was the second review in our very first
issue, and we supported a series of Robotwar
rournaments for several years.

STARFLEET ORION

(P) Automated Simulations; Jon Freeman
and Jim Connelley; 1978

A tactical space combat game published for
the Commodore PET on cassette tape, it
launched Automated Simulations as a soft-
ware publisher, which later became Epyx.
STAR RAIDERS

(A) Arari; 1981

The game that started it all. Some strategic
maneuvering, but primarily an arcade prod-
uct thar tried to caprure the feel of a Star
Wars space battle and did quite well consid-
ering the hardware limitations.

STARSHIP COMMANDER

(Ap; #2.5) Voyager; Gilman Louie; 1982
A starship simulator with individual crew
rankings and a more derailed playing envi-
ronment. [t was the first design by Gilman
Louie, president of Spectrum HoloByte.

challenging, although even here, the chal-
lenge seems to be more of the same.

MASTERS OF ORION (&2 )

(I; #110) MicroProse; Stephen Barcia; 1993;
$59.95

Int/Op-Ser/1

Civilization in Space! A surprise (and unher-
alded) hit from MicroProse, this simulation
of galactic exploration, development and
warfare is a richly-textured product. Graphics
coupled with high play value yield a high
recommendation,

MECHWARRIOR (»?2)

(1; #65,66) Activision; 1989; $59.95
Int/Tac/1

Dynamix developed this robotic combat
simulator in 3-Space. The game featured
simulation-style acrion and allowed the
gamer to use limited role-playing to explore
a mystery set in the BattleTech universe.

MEGA LO MANIA (P?4)
(Am/l; #107) UbiSoft; Sensible;
$49.95

Int/Op-Str/1

A Populous-clone, this offers a shorr diversion
into strategic whimsy before degenerating
into an also-ran.

MIDWINTER (B*?)

(I; #87) MicroPlay; Mike Singleton; 1989;
$49.95

Int/Tac/1

Be a “Freedom Fighter” and restore democ-
racy to the planet. Role-playing aspects are
included, bur the strategist will enjoy the
variety of ways to get at the enemy. A detailed
and extensive world can be traversed by skis,
cable cars, snow buggies, or hang-gliders.
MIDWINTER II:
(P?4)

(Am/l; #82) MicroPlay; Mike Singleton;
1991; $49.95

Int/Tac/1

More role-playing with strategy and conflicr,
but in a more temperate environment. As a
result, less interesting than its predecessor.

MODEM WARS (P2 4)

(C/; #56) Electronic Arts; Dani Bunten;
1988; O/

Int/Tac/2; M

War as “Capture The Flag,” this game re-
quired gamers to use quasi-football tactics in
fast-playing attemprs to annihilate enemy
communicarions modules. Even strong mo-
dem capabilities could not save it from a rapid
demise, but it may have been ahead of its time.
MOONBASE: The Lunar Colony Simula-
tor (B

(I; #80,83) Wesson International; Rabert
Green; 19915 $49.95

1993;

Flames of Freedom
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Hot on the heels of the industry’s
first “Game of the Year” for a :
computer wargame, the team that ¢
brought you the award-winning ~d :

V for Victory scrics has joined forces with The Avalon Hill Game Company for yet
another blockbuster! Atomic Games and Avalon Hill are proud and excited to

present OPERATION CRUSADER, the/first in the new World at War scrics covering great
campaigns of WWIL Set in the expansive reaches of the Libyan and Egyptian deserts,
OPERATION CRUSADER sweeps you into the role of German Field Marshal Erwin
Rommel or British General Sir Claude Auchinleck as they commit their nations’ finest
infantry and tanks in an all-out struggle for the Mediterranean port city of Tobruk.

A series of six historical scenarios will show you first hand what open field tactics
and desert combat are REALLY like. Experience for yourself the cursed Hellfire Pass
and in the end see if you, too, can earn the title, “The Desert Fox™,

Available at Leading Resellers, inc}udiug: * Babbages * Comp USA - Comi)uter City -
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Adv/St/1

Probably the most detailed and realistic space
“construcrion set” ever produced. Not for the
joystick crowd, but recommended for the

user willing to engage his brain. See also Lunar

Command,

OGRE (™)

(A/C ?H'ApfAmfs'llfl\r”I; #36) Origin; Steve
Jackson and Steve Meuse; 1987; O/P
Int/Land/Tac/1-2

Based on the MetaGaming boardgame, this
is a faichful rendition of futuristic tank war-
fare. However, its in.'lhilit}-' o dcsign or mod-
ify the OGRE tank and its graphics in today’s
market condemn this product to a dusty
shelf. Fans of the game will find the Al to be
surprisingly effective and challenging.

OMEGA (»?)
(C/Ap/STIMIL;  #64,65)
Marks; 1989; $49.95
Adv/Tac

Programmers loved this “simulation.” De-

Origin; Stuart

sign-your-own tank and program it in quasi-

computerese to  survive the combar
environment, [ “Androids Dream of Electric
Sheep” and you personally “Dream of Assem-
bly and C,” you'll love it. Otherwise, it’s all

Greek to me.

IF YOU THINK

SHODTING,

OTHER ATROGITIES IS

LREATURES

OVERLORD (?*+)

(C/Am/ST/1; #82,83) Virgin; David Perry
and Nick Bruty; 1991; $49.95

Adv/St/1

A game of strategic conquest with well-done
graphics and a rich and broad texture. How-
ever, the program does not seem to adjust well
to computer clock speeds, and on an interme-
diare or faster machine (16 MHz), the com-
puter opponent is simply too quick. A great
conceprt ruined by technical oversight,

PAX IMPERIA: THE GALACTIC EM-
PIRE SIMULATOR (222)

(M/1; #107,108) Changeling Software; Pete
& Andrew Sispoidis and Jeanine DeSocio;
1993; $69.95

[nt/Op-Sur/1-16; M

A strategic space conquest simulation, currently
only for the Macintosh, which rivals Reach for
the Stars in scope. The game can be played
turn-based or real-time. The larter is prerey
strange fora g;ll;lclic—sc.llcg;m'm, butitdoes offer
some variety. Ship design is so detailed tha it

muakes the specifications for vessels in Master of

Orion look simple by comparison. This com-
prehensive simulation involves the player in
both internal and inter-galactic politics—you
may even deline your homeworld’s racial
characteristics. Rich as the play is, it lacks the

BLOWING

BIG

briskness of Master of Orion or Reach For The
Stars, and a good tutorial is sorely needed.

PLANETMASTER (%)

(Ap; #4.3) Magneric Harvest; 1984
Int/Op/1

An early game of planetary ecology in which
the player must choose to save six endangered
species. A unique simulation, but one which
has grown old ungracefully.

PRIVATEER (2%7% )

(I; #113,114) Origin; Scotr Russo, Erin
Roberts er al.: 1993: $79.95

Int/Tac-Op/1

Commercial mercenary enterprise in the
Wing Commanderuniverse. Alicdle of Pirates!,
a dash of Elire, and the usual Origin plot
elements combine to create a pretty exciting
game. Still, the product was plagued with an
unusual number of incomparabilies with
sound cards and joysticks, even for such a
complex product.

PROTOSTAR (?%)

(I; #109) Tsunami; Vas Nokhoudian; 1993;
$49.95

Like so many of Tsunami’s products, this
game lacks its own idenriry. Excellent graphics
can’t hide the fact thac these ideas have all been
used before. Invading aliens, indestructable
super-ships, trading with different space-far-

WHACKING, SLASHING,
P,

KILLING AND

LRIME AGAINST
MALL EVERYWHERE-




ing races are all classic sci-fi themes. Where is
the panache of Wing Commander, the depth
and variety of Star Control 1I? This game
doesn’t even stand out as an adventure game, so
muddled is it in concept and execution.

PSI-5 TRADING COMPANY (P +)
(C/1; #29) Accolade; 1987; O/P

Int/Tac/1

One of the first “alien trading” games, it was
INICrestng imn 1es rme.

REACH FOR THE STARS (B2 %)
(C/Ap/II/MIT; #3.6,5.4,51,55,81) Strategic
Studies Group; Roger Keating and lan
Trout; 1983; $45.00

Adv/Ser/1-4

One of the best science fiction games ever
released. Galactic conquest through detailed
exploration, economic and production mod-
ules coupled with planctary invasions and
space battles make for a product still worth
playing. Initial reports contend that Pax /m-
peria may well be its successor in rerms of
gameplay. A worthy update would no doubr
raise this game again to 5-star status.

REBEL SPACE (A7)

(I/M) Prodigy

Int/Tac/1

An on-line space simulation. Basically an ex-
tension of a play-by-mail exploration and

|
|
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combar game, wherein you expand, explore
and extinguish your enemies. The GMs keep
the universe quite lively and entertaining,

RENEGADE LEGION INTERCEPTOR
> )

(Am/l; #79) Strategic Simulations, Inc.;
Todd Porter; 1990; $59.95

Int/Tac/1-2

Ship-to-ship combart in space. Sequential
turns coupled with simultancous execurion
make this product reminiscent of early space
simulations, but it can provide an enjoyable
interlude.

ROADWAR 2000 (P 4)

(A/CIAp/T; #32,49) Strategic Simulations,
Inc.; Jeffrey A. Johnson; 1986; O/P
Int/Tac/1

Gang warfare in a post-Holocaust, “Mad
Max" world. Quite entertaining when origi-
nally released, but its primitive graphics have
rendered it obsolete,

ROADWAR EUROPA (B»?4)

(A/CM) Strategic Simulations, Inc.; Jeffrey
A. Johnson; 1987; O/P

Int/Tac/1

European cousin of Roadwar 2000, this was
a hir when inirially released. It is quite dated
today, although it can be fun as a semi-"no
brainer.”

~ K GYBERMAN.
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ROBOSPORT (B33 4)

(M/I) Maxis; Ed Killam; 1991; $59.95
Int/Tac/1-4; M

This game offers a friendly Windows interface
for point-and-click robot battle program-
ming, Sort of paint ball meets cybernetic wars.
The ability to save and play back movies of
victories over your networked friends is a rior.

RULES OF ENGAGEMENT (™ 4)
(Am/l; #84) Mindcraft; Maurice Molyneaux;
1991; $59.95

Adv/Op-Str/1

Strategic starship combat in the Breachworld.
The interface is derailed and takes time to
learn, although it is logical. The gameplay is
exrensive.

RULES OF
(e e e )
(L #110,111) Impressions; Thomas Carbone
and Maurice Molyneaux; 1993; $49.95
Adv/Op-Sur/1

An updated version, featuring a very detailed
simulation of starship command. One of the
best ofits type released. The game’s campaign
builder insures that scenarios will never be-
come repetitive.

SECOND CONFLICT (»22)

(I; #87) jSoft; 1991; $49.99
Int/Ser/1-10

ENGAGEMENT 2

A
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Similar w Reach For The Stars or Armada
2525, it runs in a Windows environment, A
scenario ediror allows for modified vicrory
condirions, alterations to the starting galaxy,
and different opposition.

SPACE HULK (B2 4)

(Am/I; #112) Electronic Arts; 1993; $§49.95
Better than many games of a similar cut,
because it combines real-time combat with a
limited ability to pause the action. The turo-
rial is good, and the product is an excellent
rendition of the popular boardgame. Squad
combat in space versus aliens is old hat, but
this game is as authentic as you'll find, with
great graphics and sound.

SPACE MAX (B»2)

(I; #35) 2FS; T.L. Keller; 1987; O/P
Adv/Tac/1

A very detiled space station construction
simulator. Its main flaw is that it tries too hard
to be very educarional and intellectually
stimulating, losing entertainment value in the
process.

SPACEWARD HO (B322)

(I; #107) New World Computing; Joe Wil-
liams and Peter Commons; 1992; $59.95
Int/Ser/1-4; M

Possibly the worst computer concept ever,
but executed in the best manner possible,
Adapting “space cowboys” to a game of galac-
tic conquest would seem to be pure drivel,
and the cover arr alone almost prevented me
from ever booting this game. Actually, it
turns out to be an entertaining conquest game
that one will return to again and again. Space-
ward Hol, with all of its horse opera cliches,
offers a fine “beer and pretzels” game of eco-
nomic/military space conquest. Better yet, it
supports network play! Grear gameplay and
graphics with a rouch of crass.

STAR COMMAND (#?)

(I; #47) Strategic Simulations, Inc.; Winston
Douglas Wood; 1988; O/P

Int/Tac/1

Science fiction drama with heavy emphasis
on the role-playing aspects. There is some
tactical space combar, but its role is definitely
subordinate to the adventure.

STAR CONTROL (B2

(I/Sega; #76,77) Accolade; Paul Reiche;
1990

Int/Tac/l

Strategy takes a back seat to arcade action in this
graphically intense ship-ro-ship combar simula-
tion. Despite (or maybe because of) its lack of
depth, it remains an enjoyable challenge.

STAR CONTROL II (B33 )
(I) Accolade; Paul Reiche; 1993; $49.95
Int/Tac/l

Page 54

The sequel to Star Control, it combines the
action combar sequences of the original with
the exploration and role-playing aspects of
Starflight I-1I. More deeply textured than the
original, it offers hours of “simple, hot and
deep” play. Winner of CGW’s Best Adven-
ture Game of 1993, and deservedly so.

STAR FLEET I (&P 4)

(I; #5.4,5.5,30,33,37) Interstel;
Sorenson; 1985; O/P

Int/Tac/1

Move from cader to admiral in a superb ren-
dition of the venerable main-frame Star Trek,
with names changed to protect the innocent.
All the bells and whistles one could wish for;
this reviewer still plays it today, even though
the graphics are primitive. A real shame that
this product hasn’t been updated like Empire
Deluxe.

T'revor

STAR FLEET II (=)

(I; #60,65) Interstel; Trevor Sorenson and
Mark Baldwin; 1989;$59.95

Int/Tac/1

This product is the stereorypical sequel—al-
most indescribably awful. As part of an on-
going planned series, the product was
sufficiently underveloped as to destroy the
parent company. Released with major lock-
up bugs and inability to access certain ele-
ments of the program, Interstel promised to
make it good. They sentour revised disks, and
never did get it to run correctly.

STARFLIGHT (B33 %)

(A/C/I/M; #35) Electronic Arts, Greg
Johnson; 1986; O/P

Beg/Tac/1

In addition to the elements of role-playing,
exploration and economic management,
Starflight was the first exploration/adventure
game that required players to use a diplomatic
strategy. The game featured some very alien
races conceived in the very imaginative mind

of Greg Johnson. Such rich NPCs offered

addirional suspension of disbelicf beyond the
fractal-generated planets that, themselves,
provided a depth of reality to exploring the
Starflight universe.

STARFLIGHT II (A2 2)

(AIC/T/M; #66) Electronic Arts, Greg
Johnson; 1989; O/P

Beg/Tac/1

Sequel to the Hall of Fame original. More
wacky aliens, and a larger universe make for
even more exploration, alien communica-
tion, and simplistic ship-to-ship combat. Srill
a good buy if you can find it used or in a
bargain bin,

STAR KING ()

(I; #85) Spaceware; Walker Vanning; 1991;
$39.95

Int/Tac/1-7; M

Battleship in space, only with more problems
and less play value.

STAR LEGIONS (&2 +)

(I; #105) Electronic Arts; MindCraft; 1993;
$59.95

Int/Tac-Op/1

A module of Star Fleet I, it was released years
later as an independent entity. Less cluttered
and confusing than its parent game, it retains
some play value. The game is marred, how-
ever, by an unusual number of bugs and a
numbing sameness to the scenarios.

STELLAR CRUSADE (¥ +)

(Am/ST/1; #48,50) Strategic Simulations,
Inc.; Norman C. Koger, Jr.; 1988; O/P
Adv/Str/1-2

Mr. Koger’s first professional design effort
was severely marred by a manual which de-
leted 11 pages of necessary informarion and
made the game an effort to play. Even with
the documentation, playing “Space Ayatol-
lah” in this game of religious, intergalactic
jihad was simply not fun.

STRATEGIC CONQUEST
(A2

(M; #35) PBI; Peter Merrill; 1987; O/P
Int/Str/1

A RISK-like game of conquest, with many
Mac gamers preferring it to Empire.

STRIKE SQUAD (%)

(I; #114,115) Electronic Arts; Mindcraft;
1993; $59.95

Int/Tac/1-2

Space Marines strike once again. Is there any
originality left to Space Leathernecks?

TEGEL’S MERCENARIES (?)

(I; #106,115) Electronic Arts; Mindcraft;
1992; $59.95

Int/Tac/1

Space Marines yer again! Fairly well-done as

PLUS
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far as it goes, but there are better games of this
type out there.

TRUST & BETRAYAL (»7%)

(M; #47) Mindscape; Chris Crawford; 1988;
o/

Int/Tac/1

A Chris Crawford design which emphasized
personal interrelationships and verbal dis-
course between aliens. Innovative conceprs
were marred by slow and obruse game play.

UFO (*2)

(I) SubLogic; Bruce Artwick and Hugo
Feugen; 1989; O/P

Adv/Tac/1

Tired of Flight Simulator? Then try UFO—

same mechanics, but a very different type of

aircraft. Personally, I found flying around
looking for fuel to have the same appeal as
waiting in a gas line during the Oil Embargo

of the 1970’s.

ULTRABOTS (™ +)

(I; #108) Electronic Arts; John Butrovich,
David Secholzer and John Garcia; 19935
$59.95

Int/Tac/1

Any similarity to Mechwarrior is superficial.
The game requires network building « la

Cyberstrike and only features three types of

robots.

COf
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UNIVERSE (P22 4)

(A; #4.3) Omnitrend; Thomas R. Carbone;
1984

Adv/Tac/1

A detailed simulation of space exploration
and rrading. Multi-faceted and very deep, its
playability suffered from documentation
which was hard to interpret, as well as an
unforgiving game system. Build your own
ship to specifications, bur a wrong move can
waste hours of previous play. Still one of the

Introducing...

early near-classics, albeit flawed. It spawned
two sequels, both strictly role-playing games.

UNNATURAL SELECTION (P27 4)
(M/T) Maxis; Jim Simmons, Peter Fokos and
Nick Corea; 1993; $49.95

Adv/Tac-Op/1

Gene splicing for the combat pool, this gives
new meaning to the term “Survival of the
Fittest.” A different concept, almost carvied
off with success.

VGA PLANETS 3.0 (B33 7)

(I; #111) Tim Wisseman; Tim Wisseman;
1993; §15.00

Int/Op-Ser/2-11; M

Shareware, but one with a growing number
of fans, this will probably become commer-
cial shortly. An excellent exploration and ga-
lactic combat game for up to 11 players. Itis
easy to learn, tough ro master.

UTOPIA (322 4)
(A/1; #98) Konami;
1992; $49.95
Int/T'ac-Op/1
A cross berween Moonbase, SimCityand Pow-
ermonger, Utopiaallows players to creare ciries

Gremlin Graphics;

on several different planetary types and to
face three or four different alien opponents in
defending those cities.

THE UNIVERSAL COCKPITTM

& FLIGHT SIMS

Wl Stick/Rudder/Throttle

(not shown , yoke configuration)

AUTO RACING SIMS
Steering/Brake[Throttle
Push Button Shifting

ThL’ UNIVERSAL COCKPIT
Allows You to Take Command of
Your System Three Ways (stick,
yoke or steering). Now You can
have Complete Control whether on
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54“-“. " ‘f 4 - _-
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WAR OF THE WORLDS (?+)

(At) Task Force; Joseph Delinski; 1984
Int/Op/1

H.G. Wells" Martian invader novel brought
to the computer. Do yourselfa favor and curl
up with the book instead.

WHEN TWO WORLDS WAR (2)

(I #107,111,115) Impressions; Ed
Grabowski; 1993; $59.95

Int/Ser/1-2

Aside from the tongue-twisting title, rhis is a
derailed strategic simulation of planetary con-
quest with emphasis on economics, R&D and
production. The problem is that the world
and its combar units are so bland that one
quickly loses interest in the clash of planets.

WING COMMANDER (22 )

(1; #77) Origin; Chris Roberts; $24.95; 1990
Int/Tac/1

This program set new standards in graphics
and gameplay. Graphically intense and luxu-
rious, it places the player in the role of a space
combat pilot in an intergalactic war. Al-
though the plot follows a “branching tree,”
the richness of the entire package makes this
a must-have. Be aware of machine speed
problems: a fast 486 is simply too much for
this game.

]
Rewnnnce Dnllene

i difhs

WING COMMANDER II (B2 +)
(I/CD; #88) Origin; Chris Roberts; 1992;
$59.95

Adv/Tac/1

Origin followed up irs classic with a sequel
worthy of the name. The graphics are even
betrer, but the main improvement has been
the richness of the plot and gameplay. Again,
machine speed is critical, and a 486/66 may
be too quick. Probably the game responsible
for putting the Sound Blaster on the map as
the de facto standard for sound cards.

WING COMMANDER
e Zee)

(I; #112) Origin; Thomas Blom; 1993;
$49.95

Int/Tac/1

A space combat simulation set in the WC
universe. Interesting, but lacks the deprh of

ACADEMY

. : ]
its parent games. For those who don’t need a
plot.

WORLDS AT WAR (P 7)

(T; #70,94) RAW; John Almberg; $39.95
Adv/Str

1-2

A newer and more competitive version of
Reach For The Stars, but ultimately less suc-
cessful than its ancestor, primarily due to its
lack of scope.

X-WING (322 )
(I; #99,107,108) LucasArts; Lawrence Hol-
land and Edward Kilham; 1993; $69.95
Int/Tac/1

Use the Force! A superb rendition of the
StarWars universe, albeit victory conditions
in the scenarios are a bit too structured and
rigid. Newer technology than Wing Com-
mander II means you get digitized speech
without the purchase of an additional speech
pack.caw

Live-Action Players Entertain And Teach All At Once!

Sit down at the Cowboy Casino. And play high-stakes poker
against five wise-ciacking card sharps. Your opponents are tough.
A mean Cowboy. Cunning Riverboat Gambler. Sneaky Bandito. Sorcastic
Dude. A crazy Prospector and his mule. They insult you. Show no mercy.
Make you lough ot your mistokes. But Ace the bartender’s your

edge. He teaches you the odds. When to open, raise, check,

Published by Inselimadin Sports, Inc., Two Predmont Center, Sute 300, Atlenta, 64 30305,
Fhone (404) 2620000, Fox (404) 2612287, Inteliicy b o registered tmdemork of katelimed Spurts, Inc.
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fold or bluff. Plus winning strategies for Five-
Card Drow...Five and Seven-Cord Stud...Texos

Hold ‘Em...and more. Hundreds of action scenes,
.:Q:PC % gr.jant graphics and sound make
Multmedia PC  this game a sure bet. Call
1-800-886-4956 now for the &
location of your nearest dealer,
ond get Cowboy Cosino | @
in your choice g

TEL

of Multimedio |
PC or 300 for just $59.95.
And start playing to win.

Inte?iﬂla y*

Tha Muttiredi PC loga i 0 certéfication mark of the Muimedia T Morhating Counel, bt
300 ord the 300 ko ore boderrarhs of The 300 Compary,
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* Medieval England ¢

A time of castles and conquest. The throne is
empty. The serfs are restless. Rebellion is in the air.

The Lords of the Realm invite you to join their
ranks. Build your castles. Cultivate your lands.
Marshal your resources. Take the risk.
~ Go for the Crown.

Coming soon

Impressions
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The Sound Card
and The Fury

Making Sound Choices
In Sound Cards

by Donald S. Griffin, Computer Music Consulting

ren | tell people what I do for a
living, the first thing they often
ask is “what’s the best sound
card?” You would think I'd have a quick
answer handy, but my usual reply is “It de-
pends.” What do you want it for? Games?
Multimedia presentations? Making your own
music? Playing with sound cffects? All of the
above?
Since this is CG Wyou're reading, I suppose
[ could assume that you want the best quality
game music that you can ger at a reasonable
price. But even with this simplification,
things can be complicated. There are ease of
installation issues, concerns about compati-
bility, expectations for future expandability,
anxietics about backward compatibility, and
special sound card features to consider. So, to
simplify things even further, I'll assume that
sound quality is your number one concern.
Besides, there are plenty of articles which just
list features, but I'm a composer, so I'll rake
that perspective in looking at the different
qualities of sound chips in today’s sound
cards.
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The Sound Card And The Jury

Sound quality varies from card to card, and
the differences are certainly discernible (if
they weren’t, we'd all be using the same card),
but in any comparison, there is room for
personal bias. So, rather than telling you what
I think sounds the best, [ worked with CGW
to devise a “blind taste test,” if you will, of
music synthesis quality. I selecred a collection
of original General MIDI music, not pro-
vided by the manufacturers, to play through
each card and record onto a quality cassette
tape with no noise reduction. [ also recorded
examples of OPL-2 emulation from those
cards thar provided it. A group of listeners
from the gaming community and the CGW
staff were then asked to compare the music
from each card and decide which was of
higher quality. This data was used to rank the
cards in order of preference. The results can
be seen in the table that accompanies this
article. Keep in mind that this data does not
represent “God's truth,” but can be used as a

rough, relative comparison of the cards’ qual-
ity.

A Tone By Any Other Name

Before we get into the informarion on cach
individual card, I should explain a few things
about sound cards in general. For any one
sound rtechnology, there are often several
companies which sell it under different brand
names with slight variations for cach card.
This is further complicated because each
brand often has a number of models to choose
from. If you were to look closely at every one
of these models, however, you would soon
realize that they all use a few sets of sound
chips. 1f you listen to music played on the
Yamaha OPL-2 synthesizer chips of two com-
peting sound cards, the only difference you
will hear will be a bit less background noise
from the card with the cleaner circuit board
design. When a game box says it is AdLib or
Sound Blaster compatible, it is saying that
the music will play the same on any card with

an OPL-2 chip.

So it would seem rthar all we have to look at
are the chips used on a sound card to deter-
mine whether it is the same as, or better than,
another sound card. This is only partially
true. Some sound chips can be repro-
grammed by software run on your PC from
a simple upgrade disk; some require software
to be run every time you boot your PC for the
card to work properly; some require software
to be run only when you want to make some
advanced feature available (like extra instru-
ment sounds); and others require almost
nothing but to plug them in. Before you say
that the last one sounds the best, you should
consider that cach strategy has its own
strengths and weaknesses.

All of these sound chips are generically
called DSPs (Digital Signal Processors).
Sometimes a sound card manufacturer will
buy a DSP from a chip manufacturer and
program it to do their bidding. These general
purpose chips tend to work more slowly than
“custom” DSPs designed by rthe manufac-
turer for a very specific purpose. Both general
purpose and custom DSPs can come in repro-
grammable and non-reprogrammable varie-
ties. Once you learn about a few DSPs, you
will be able to better judge which card is up
to your standards.

Donald S. Griffin is the owner of Com-
puter Music Consulting in San Francisco.
He has compesed music for over 20
‘games and multimedia products, includ-
ing Aladdin for the Genesis and Mario's
Time Machine. Griffin is a registered de-
veloper with nearly every sound card
maker.
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A Note About MIDI

MIDI (Musical Instruments Digital Incer-
face) is a system for cross comparibility be-
tween unlike  makes and models  of
synthesizers. MIDI data is 0t a recording of
the music itself; rather it consists of simple
instructions for playingmusic. When you play
a MIDI file you are sending a stream of MID]
messages that “play” your synthesizer chip
much like the paper roll in a player piano.
MIDI files are much, much smaller than
digital sound recordings, and MIDI darta can
be altered in meaningful ways on the fly.
MIDI is a powerful tool for providing inter-
active music in computer games, because
there usually isn’t space for digitally recorded
music on the game disks or in memory, and
because it allows the music to be modified as
you play the game.

General MIDI (GM) is a set of guidelines
for synthesizer design thar allows one GM
music file to play reasonably well on different
models of synthesizers. GM was designed ro
allow friends to share MIDI music files witch-
out requiring all manufacrurers to make their
synthesizers sound exactly the same. Roland
larer designed an enhancement of GM called
GS which is essentially “GM with some extra
stuff.” Any synthesizer which is GS compat-
ible is, by definition, also GM comparible. All
of the cards reviewed in this article have GM
sound sets with the exception of the OPL-2
and OPL-3, which can be programmed by
your software to imitate General MIDI to a
cerrain extent,

The MPU-401 MIDI interface designed by
Roland is the most commonly supported
MIDI input/output format. The MPU-401
is supporred in nearly every new sound card
as a means of getting MIDI dara from your
software to the synthesizer on your sound
card.

Meet The Players

With these considerations in mind, it's time
to consider the various families of sound cards
and how they may or may nor meet your
gaming nceds.

The Roland Sound Canvas is a line of syn-
thesizer products which includes the SCC-1,
RAP-10 (Roland Audio Producer) sound
cards and many external synthesizers like the
SC-55, SC-155 external sound modules and
the JW-50 workstation. They all have in com-
mon the Sound Canvas chips and sounds. The
Sound Canvas cards all have excellent quality
instrument sounds and effects like chorus and
reverb. The SCC-1 comes with the full GS
sound set. The RAP-10 is similar to the SCC-
I excepr that it has only the GM sound ser,
not GS, and ir adds two channels of high
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Sound Card Comparison

Chip Set Card Brand Card Model MSRP  Rank Order Average FM Emul
Rank Rank

Sound Canvas Roland SCC-1 499.00 1st 1.1 NA
RAP-10 599.00

Kurzweil MASS AVM Summit 389.00 2nd Tie 4.3 NA

Wave Blaster Creative Labs Wave Blaster 249.95 2nd Tie 4.3 NA
(Req. SB16) (+199.95)

Yamaha OPL-4 Logitech SoundMan Wave  349.00 3rd 4.4 2nd

Aria 1 Meg, Viva Maestro NA 4th 59 3rd Tie

Ultrasound Advanced Gravis Ultrasound 199.00 5th 6.0 Bth

Ensonig Reveal Sound Fx Wave 289.00 6th 6.1 7th

Aria 512 K. Diamond Sonic Sound 299.00 7th 6.4 5th

Analog Devices Orchid GameWave 32 179.00 8th 8.3 3rd Tie

+ Invision Upgrade + Invision Upgrade  (+39.95)

Analog Devices Orchid GameWave 32 179.00 9th 9.0 4th

Standard ROMs

OPL-3 Yamaha {many) NA 10th 10.1 1st

The sound quality of 11 popular- sound cards was compared by a "blind" group of listeners and ranked

in order of preference. The first rank refers to wavetable synthesis; the second, to FM-emulation.

quality digital audio which can be synchro-
nized to the MIDI portion of the card. The
digital audio can also be fed through the
on-board reverb and chorus processors to add
a lifelike ambiance to the recordings.

Since the RAP-10’s digital audio playback
was not designed with Sound Blaster com-
patibility in mind, it will nor automatically
work with your game’s sound effects, bur its
music synthesizer will work in your game if it
supports GM. The real power of the RAP-10
comes [rom its software which makes full use
of the card’s potential to allow you ro com-
bine MIDI music with recorded, edited, or-
ganized and re-mixed digital audio with your
MIDI music. As a result you can use the
RAP-10 alone to make commercial quality
music including singing, live instruments and
sound effects! In the right hands the RAP-10
can be a powerful musical weapon which
certainly sounds much beteer than the mulei-
track casserte decks being used in most ama-
teur home studios.

Protean Blast

The Wawve Bluster is a synthesizer based on
E-MU Systems' Proteus Technology. The
Weve Blaster is a small “daughter card” that
plugs into the Sound Blaster 16. While it lacks
reverb and chorus, the instrument sounds are
very good. By the time you read this you may
be able to buy Creative Labs’ new AWE32
sound card, which is sort of a Sound Blaster
16 ASP plus the new E-MU 8000 synthesizer
chip with integrated reverb and chorus. Trwill
have one megabyte of ROM samples and

512K of sample RAM (upgradeable to 28
megabytes) which can be used for additional
instrument sounds or sound effects, whatever
the task requires.

MASS Appeal

The Kurzweil MASS (Multimedia Audio
Sample-Playback System) is a set of chips and
a reference designed to guide other manufac-
turers in use of the MASS rechnology. MASS
has arguably the biggest guns in this race with
six megabytes (compressed) of sound samples
on ROM chips compared to three for the
Sound Canvas and two for the Wave Blaster.
Orher cards in this survey have as little as a
half megabyre of samples. Since each card has
to build the full GM list of instrument sounds
from these samples, the more ROM space you
have for samples the easier it is to make each
instrument sound realistic. The MASS also
has a special chip juse for effects like reverb
and chorus, and there are 48 different effects
algorithms available by setting a controller to
different values. The MASS also has three full
sound sets including GM, MT-32 and Kur-
zweil's own Super Orchestra mode which
favors orchestral instruments. The MASS also
has the full complimenr of drum sets found
on the Sound Cunvas. The real kicker for you
audiophiles out there are the 18-bit DACs
which give professional synthesizer quality
reproduction of the digital data as analog
sound.

The MASSis designed as a daughter card to
plug into the Sound Blaster 16, The MASS
implementation we used for this comparison
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was the unique Summit Daughter Box by
AVM Technology, which puts the MASS
card into a simple bur elegant black box that
connects to the joystick port of any sound
card with MPU-401 implementartion and a
Sound Blaster format joystick port. The
daughter box also reccives power from this
connection so no additional electrical sockers
are required. In spite of this configuration, I
found the Summit to be extremely noise free.
The Summitalso has a joystick extension port
and an additional joystick port-type connec-
tor for plugging in a MIDI cable, which
comes with each unit, with IN, OUT and
THRU connectors for connecting external
MIDI devices. A simple connector may be
available later which will allow the Summit o
be powered from an electrical socket and
function as a stand-alone MIDI module. I
was very impressed with this unic both in
sound and design.

OPL And Other Gems

Yamaha's new OPL-4 chip, which is back-
ward comparible with the OPL-2 and OPL-
3, is being used by the Logirech SoundMan
Wave. The OPL-4 adds whar is essentially a
Yamaha TG-100 synthesizer to the chip.
Having all this on one chip helps to keep costs
down. Logitech did a wonderful job with
both the hardware implementation of this
technology and the installation software. The
SoundMan Wave seems to me to be the most
reliable, stable, and easy to install sound card
of the bunch, and usually works fine even
with other cards in the system, There are no
jumpers at all on the card, and all configura-
tion is done through simple and easy to use
software. Many hardware manufacturers are
taking this jumperless approach.

The Advanced Gravis Ultrasound doesn’t
have an actual OPL-2 or OPL-3 chip on the
board, so it is not compatible with older
games. This is unfortunare, as it would have
only added abour $20 to the price tag and
would have made it a sort of Sound Blaster
with lots of real neat new stuff. Instead Gravis
provides software like SBOS to emulate the
Sound Blaster. SBOS doesn’t sound very
much like an OPL-2 arall bur, to be fair, none
of the other OPL-2 emulation schemes we
tested sounded very good either. The differ-
ence is that the others were all in hardware on
the board and didn’t require loading a driver
first. The new Mega-Em software allows the
Ultrasound w emulate Sound Blaster PCM
sound effects and either M7-32 or Sound
Canvas GM. Mega-Em works only in DOS
and not with 32-bit software.

The Ultrasoundis really a one MB sampling
synthesizer which sells at a tiny fraction of the
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price of the equivalent stand alone model
(usually rerailing for ca. $2,000-$4,000). A
few games are starting to supporr the Ultra-
sound in its native mode, which is where it
really shines. Gravis now offers a 16-bit re-
cording module which comes with patch edi-
tor software for editing your Ultrasound
instruments. By the time you read this, the
new Ultrasound cards like the Ultrasound
cD? and the Ultrasound Max (with 48khz
recording!) will have 16-bit recording ability
buile in. Advanced Gravis has recently an-
nounced a deal with Advanced Micro De-
vices to incorporate Ultrasound technology
into a new AMD chip set, which will be on
many motherboards in the furure, so it looks
like the Ultrasound will continue to be with
us for some time.

The Orchid SoundWave 32 and Game-
Wave 32 incorporate the Analog Devices
chip set. Orchid has joined with Invision
Interactive, designers of sound for many pro-
fessional synthesizers, ro make a $39.95
ROM upgrade available to Game Wave 32
and Sound Wave 32 owners. | already had a
card with the old ROMs, so Orchid sent me
another card with the new ROMs. We
thought the comparison might help people
with the old ROMS decide whether ro up-
grade. Interested parties should contact Invi-
sion Interactive (nor Orchid) at (800)
468-5530.

The Ensoniq chip set is represented by
Reveal’s Sound FX Wave 32. Ensoniq is well
known for their professional synthesis prod-
ucts.

Sierra Semiconductor’s Ariachip set comes
in 512K and 1024K versions, and we listened
to both. The 1024k version was on the Viva
Moaestro 16VR and the 512k version was on
the Diamond Sonic sound card.

For comparison the Yamaha OPL-3 was
included in the test, since most sound cards
today have the OPL-3, and most of you have
heard it. Since eight of the eleven cards in the
comparison have true OPL-2 support or
OPL-2 emulation, 1 decided to include a
separate comparison to see how effective each
card’s OPL-2 emulation was. Since all of
these comparisons were blind, there was a fair
opportunity for any of the OPL-2 emulations
to be rated higher than the OPL-2 itself, but
as you can see, that didn’c happen. Also, note
thar the quality of a card’s waverable synthesis
has no relationship to the quality of its FM-
synthesis, or vice-versa; some companies may
go all out for high quality wavetable hardware
and skimp on the FM-synth chip.

Missed It By That Much

Several new sound cards worthy of inclu-

sion in this comparison are not present be-
cause, well...they are not present! As men-
rioned, Creative Labs’ new AWFE32 will be
out very shortly. Turtle Beach, makers of the
Multisound PC card have a new product
called Maui. Mani is a wave synthesizer
meant to sit in a 16-bit slot next to your
present sound card so you can add wave
synthesis for $199. MediaVision just an-
nounced that they expect to introduce a 16-
bit sound card in the first half of 1994 which
will include wavetable synthesis and effects
like reverb and chorus. This is the result of a
joint marketing and development agreement
with Korg, and the card will use the “identi-
cal” chips found in Korg’s linc of professional
synthesizers.  MediaVision's Waveguide-
based sound card, discussed last month, is still
in the works.

This test yiclded some surprising and some
not so surprising results. The Aria 1MB chip
set scored higher than the 572K chip set, as
one might expect. Orchid’s /nwvision upgrade
ROM:s show an improvement over the stock
ROMs. Not surprisingly the OPL-3 and
OPL-4 do a nicer job of sounding like an
OPL-2 than any emulation scheme. Roland
is still the king of GM as the more than 3
point gap between the Sound Canvas and any
other card clearly shows. Bur number two
came out of the blue. There was a tie between
MASS and Wave Blaster, but when 1 dropped
the high and low scores for each, the MASS
inched ahead. Ifyou want great music ata low
price and already have Sound Blaster com-
paribility covered by your current card, the
AVM Summitseems to be the way to go unless
you already have a Wave Blaster-ready card.
The EMU 8000 based A WE32is an improve-
ment on the Wave Blaster, so Roland may yet
see some competition in the music marker.
Logitech’s very compatible OPL-4 based
SoundMan Wave, which has everything at a
moderate price, was very close behind the top
three. Below thar you will want to balance
price versus performance.

There are lots of other considerations when
buying a sound card, and other CGWarticles
will attempt to address those, but keep in
mind why you are paying the extra money for
one of these cards when older, cheaper ones
will do a decent job with your current stack
of games: If you want to dance, you have to
pay the piper.

Special Thanks to Tony Farmer, Sherry Huss,
Melissa Lean, Joe Szuecs and the CGW Staff.

cGw
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“if you want to go all out for games, the Falcon is the best bet for your money.”
-Computer Gaming World |

If you need the fastest computer
performance for your gaming,
personal, or business software,
you need to fly a Falcon!

" The MACH V
Is Complete For
Only $2,495

To Order Call:
1-800-258-6778

VISA & MasterCard Accepted
Financing Available On Approved Credit.

Standard features:

ntel™ 486 DX/2-66 Processor, P24T Pentium Upgradable Mini-Tower Case with 250 Watt Power Supply {
00% Compatible with All IBM™ PG Software Two Cooling Fans with Temperature Sensing
. " I -try- - =il
alcon VESA Local Bus Motherboard, 256K Caghe, AMI BIOS bl é’;‘e;?:rzdwsl&pg;;f; Morlion estosPooe o Edaaploy eieen
/ESA Lacal Bus Graphics Board with 1 Megabyte - 16.8 Milion Colors! NS DOGER
o Ve e ot St ous i v
, One Year Parls & Labor Warranty
.2 & 1.44 Floppy Drives One Year On-Site Service Policy - NEW!
50 Megabyte 12 ms Hard Drive with 128K Cache

APC™ Level 2 Compliant 250 ms Double- Speeqi CD-ROM Drive - NEW!
oundBlaster PRO™ wilh Multimedia Encyclopedia on CD-ROM - NEW!
hielded Multimedia Speakers

-H Products FlightStick PRO™ 4 Button Joyslick with Viewing Control
*H Products Automatic Speed Sensitive Dual Gz meport

Upgrades for Memory, Hard Drives, Monitors and many other components
are available - each MACH V is custom tailored to fit your gamel!

FALCON NORTHWEST -

COMPUTER SYSTEMS

AT M T Ly ALl AR e e, 263 Soulh Bayshorﬂ Dr. Coos Bay. OH 97420
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Hot on the heels of "Humans' comes ‘Evolution Lost in Time' In Lost in Time you control a Caveman
who is kidnapped by Aliens to be added to their freeze-dried collection of famous historical figures.
Fortunately the Caveman turns the tables on the Aliens by virtue of his wit, skill and a big club, and
the ship crash-lands on the moon where the Aliens secret base is located. There he discovers and frecs
various other historical figures [such as Confucius, Robin Hood and Brian the Viking]

Your mission, should you choose to accept it is to guide these charceters through seven different time
zones collecting pieces of a time machine so that they can all go home to their own fime. before the
Aliens cotton on and throw them all back in the icebox.

Each character has a special ability, and you must use these in conjunction with each other to solve the
puzzles that stand between you and your trip home. In addition, you can find wonderful bits of useful,
dangerous and amusing Alien technology scattered around the various fime zones to help you in your
task.

A simple yet powerful point and click interface makes the game a joy to play. and Liost in Time is so
packed with puzzles and laughss itll keep you glued to the screen for the rest of your natural life (well,
maybe not that long, but for a really long timel.

Hilarious spot-animations and animated cartoon sequences, combine with more additional features than
you could shake a stick at, making Evolution-Liost in Time a game so good you should buy it even if
you don't own a computer!

ble From Your Local Dealer Now!

o Mumars § A Trodemeh Of Gameth 1as
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Under The Hood Of

ast month we looked ar the basic infra-

structure of a city in SimCity 2000: its

transportation  system, power and
water works. This month we'll get our hands
dirty in the guts of the program, even going
so far as to rip outa few formulac and examine
them in detail. We'll examine the key fac-
tors—city growth, city services, basic ciry lay-
out, pollution—that can mean the difference
between a struggling burb and a thriving
metropolis.

Conventions and Terms

First, a few conventions need to be cx-
plained for greater clarity. SimCity2K uses a
0-255 point system to rank most of the im-
portant variables within the game. Land val-
ues range from 0 to $255,000/acre, pollution
levels from 0 (nonexistenr) to 255 (highly
toxic), etc. These 0-255 rankings are also used
for the characreristics of a given square on the
map. Thus, a square may have a population
density of 255 (an arcology), a land value of

Corrections and Clarifications

Water pumps can produce less than
12,000 gallons of warer if they are above
sea level; last month’s article assumed the
pumps were built at sea level. Larger cities
do require additional wastewater treat-
ment facilities. To determine if your city
nceds an additional wastewarer plant,
watch your pollution graph for a sudden
unexplained rise,
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133 ($133,000/acre), and a pollution level of
21 (mild pollution). With a few exceptions,
these variables are not available to the player,
bur they can be generally determi ned by using
the map overlay function. On an overlaid
map (the crime rate map, for example), no
coloring indicates a very low value (perhaps
less than 20), while near-black indicates an
extreme value of possibly 225 or more.

An important concepr in the SimCity2K
model is that of the rent-bid gradient (and
here you thoughr this was just a computer
game). The rent-bid gradient (RBG) encap-
sulates the economic model of a business and
the psychology of a building’s owner. Basi-
cally, the closer to a city’s center a building is,
the larger the number of customers it fecls it
-an reach (or, for residential scructures, the
more goods and services available to dwell-
ers). The city center in Sim City2Kis weighted
by land value; you can see your city center on
the land value grid in the map section (it’s the
red crosshair). However, as you get closer 1o
the city center, it is more expensive to build
or rent a building; thus, a business owner
must decide how much access to customers
or services is worth how much rent. Some
businesses (office buildings, for example) will
bid very high for access to customers and thus
tend to be located at the city center, while
others (widget manufacturers) could care less,
as their customers ecither have to come
them or don’t deal directly with the building,
In SimCity2K this is somewhat simplified
(thankfully). All zone types want to be at the

SimCity 2000, Part Two

by Robert L. Hayes, |r.

city center, but it is more important to some
than to others. Commercial zones have a high
predilection for being ar the city center, resi-
dential zones have a moderate preference, and
industrial zones have the lowest preference.
In SimCity2K terms, the closer a zone is to the
center, the higher its basic land value will be.

Police And Fire Departments

Your police and fire departments have a
fixed range of effecriveness, with the exact
effectiveness level diminishing with distance
from the stadon. Stations are not effecrive
further than 12 squares orthogonally, 8
squares diagonally. Stations do combine their
effects arithmerically, however; if a square is
receiving 24 points of police protection from
one station and 40 from another, its total
protection level will be 64.

Fire stations help prevent fires in their pro-
tection areas, In general, their locarion is not
a major consideration as fires are easy to put
out and cven the largest cities won’t have
enough fire departments to cover most of
cheir city in their protective envelope, so there
is no real harm in simply placing them wher-
ever convenient. The locations of your police
stations, on the other hand, are very impor-
tant. The crime level of a tile has profound
effects on its land value, and you must site
YOUr SLations so as o maximize their effective
Cﬂ\'(_'rﬂgc.

Exactly where to put your stations depends
in large part on the type of zones in the area
in question (industry tends to be somewhat
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less sensitive to crime, so you won't need quite
so many stations to keep people happy), the
population density of the arca, and budgerary
considerations. The multiplicity of factors
makes general advice difficult to give. | gen-
erally place a station every 12 squares or so,
giving a strong overall level of protection. In
high value areas, you can scatter your stations
more thinly, as high land values deter crime.
The basic crime level of a given tile is calcu-
lated using the formula:

Crime Level = Population Density - (Police
Protection / 2) - (Land Value / 4)

If there is a legalized gambling ordinance in
force, it adds 12 to the crime value of each
square. A neighborhood watch decreases
crime by 12 in residential square.

Thus, a square with a population density of
100 (a 2x2 apartment complex, for example),
enjoying no police protection ar all, wirh a
land value of $80,000/acre in a city with
legalized gambling and a neighborhood
watch will have a basic crime value of (100 -
0-20+12-12) = 80, a moderate level. A
commercial square with a density of 160 (per-
haps a 3x3 office building) with 140 points of

good, bur bhe sure you need it before you
implement ig; if your residenrial areas are all
no-crime or low-crime, then it is a complete
waste of funds. If needed, however, it will
greatly reduce the expense of building police
stations in residential areas if all modest crime
is taken care of by vigilant citizens.

The Educational System

The educational system is the beast that can
bring down a city; either (a) build an expen-
sive one and watch your finances crumble
under the assault of weacher’s unions, or (b)
build an inadequate one and watch your city
crumble into a vast wasteland inhabited by
people who think Gilligan’s Island represents
the pinnacle of Western civilization and who
work at jobs suiting their talents. Not a pretty
choice, bur hopefully these guidelines will
make it casier. In general, you wane the best
school system you can afford, and you want
to make improving it your first priority if it is
inadequare.

Your ciry can get by without any educa-
tional services for the first 20 years or so, but
after that point you are courting disaster if

police protecrion and a land
value of $240,000/acre in the
same city will have a basic
crime level of (160 - 70 - 60 +
12) = 42, a much lower level.

These basic levels are further
modified by an averaging proc-
ess that takes place across the
entire. SimCity2K map. Each
square is compared with its
neighbors, and the values be-
tween them are smoothed.
Thus, a high-crime building
can corrupt its pristine m:igh-
bors (and be irself somewhar
elevated).

Once your city reaches a cer-
tain size, you will need to build
a prison. I generally build one
when the city reaches about
50,000 population, but your experience will
vary with the amount of crime you are willing
to tolerate in the city. Stamping out all crime
is possible, bur is very expensive and con-
sumes a lot of real estate for police stations. In
general, it is beteer to ser a goal of a low crime
rate, and to tolerate occasional pockets of
high erime in your industrial slums, rather
than licter the landscape with police stations.
Fire coverage is casicer o allocate; ignore the
first request for a fire station for a while (or
build it and set its funding to 0%—your sims
don’t care) and after that build a new fire
department only when your sims request it.

The neighborhood warch ordinance is
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Grrotesque Fruit Of An Obsession: One of the author’s prized
cities boasts a population of 9 million sims ancl 150 arcologies.

you don’t make up for the lost time. Build a
school or college whenever the rating of your
existing facilities falls below a B. As a personal
preference, [ keep them all ar A+ and enjoy
EQs topping 135-140 as a result. When you
build education facilities, generally place
them in residential areas as they provide a
modest boost to land values around them.
However, their physical location is irrelevant
to their educational effectiveness, so place
them on mounaintops if you like,

In general, 5% of your populace will use
libraries and museums. [Fattendance at those
facilities is less than that, you don’t have
enough of them and the existing facilities are

overloaded. Libraries are casier to gauge than
museums, in that you get a grade rating for
the system. Keep the ratings high (they aren’t
expensive and you won’t need more than 12
even for an enormous city).

The educarional ordinances are all good
buys. Enact them all as soon as your city is
making a healthy profit.

The Health Care System

Luckily for you, in the health care depart-
ment S7mCity2Kis considerably more forgiv-
ing than the real world (Bill and Hillary
would find ira piece of cake). Hospitals aren’t
very expensive and you don’t need hundreds
of them, so you may as well build one when-
ever the existing facilities fall below tip-top
condition unless money is tight. For some
odd reason, however, sims like to live in places
where the life expectancy tops 90 years, so
bear in mind thar keeping your health system
going provides a large boost to your residen-
tial desirability. The health care ordinances,
like their educational brethren, are all good
buys.

Sims Just Wanna Have Fun

When it's time for relaxation, your sims
have an array of options: they can go to the
park, take in a ball game, go ro the zoo, or race
sailboats. All of the recreational items in the
game are good things. They boost tourism,
increase residential desirability, and raise land
values. Build them when you can afford them
or when your sims request them. Just bear in
mind that few cities of 100,000 people boast
seven stadiums, cight zoos and docking space

for 1,000 yachrs.

City Layout and Block Design

The design of your basic city block is very
important. While it is possible to mix and
match block designs, this makes it hard tw
implement a coherent zoning mix and diffi-
cult to tell exactly what is going on in the city.
Furthermore, such patcchwork ciries often end
up with massive waffic problems (see last
month’s article for an explanation of waffic
mechanics) due to the labyrinthine layour of
intersections  and  oddly-shaped  blocks.
Through extensive play, I've come to find
several basic block types to be useful. All of
the zones discussed here are of regular (i.c.,
square or rectangular) shape; oddball zone
types are certainly possible bur won't be as
efficient given the basically orthogonal nature
of the SimCity2K universe.

The 3x3 block (Figure 1) is the simplest
possible block design. It has the advantage of
permitting the zone within to develop a 3x3
building, but maximizes traffic problems by
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ZONE legend
! = commercial
m = industrial
' = residential
lp| = parks

-- = roads

l...| = etc.

City Block Configurations

Figure 2 '
4 X 4 Block |

‘

Figure 5
6 X infinity Block

Figure 6
6 X infinity

Block

ensuring that each and every trip must be
made by car. Additionally, a large portion of
your city will be roadway, thus increasing
your investment in transportation infrastruc-
ture.

The 4x4 block (Figure 2) has room fora 3x3
building, a couple of parks, and most impor-
tantly, a few tiles of another zone type. Why
put in a few tiles of another zone type? Be-
cause of an important hole in the way trans-
portation is handled. Any number of sims can
generate a successful trip terminating in the
same, lonely 1x1 square of another zone type.
Five million Angelenos can all be considered
to be commuting to work in the same indus-
wrial warehouse. As long as your overall bal-
ance of zone types is acceptable, your sims will
happily develop their zones despite being un-
reachable distances from their real places of
work, play or residence. This allows you to
build more realistic cities, ironically, as you
can have large-scale industrial zones without
having to break them up with housing and
commercial areas, and thar in turn allows you
to keep your pollution and crime areas away
from the expensive real estate where people
actually live. The 4x4 zone is the smallest
zone capable of permitting this kind of cheat-
ing. These 4x4s can halve your traffic prob-
lems (and obviate the need for any mass
transic ac all) since fully half your trips will
never set foot on a roadway; the residents will
do much of their business within their own
block. An additional bonus of the 4x4 is that
the larger city buildings (stadiums, zoos, cal-
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leges, arcologics) all fit neatly within rthe
block, removing the need to break up your
city’s pattern when you need to rezone for a
necessary building.

The 6x6 block (Figure 3) is the most effi-
cient zone design in terms of maximizing
density. All four 3x3 zones can develop into
3x3 buildings (remember thar you must have
an intersection nearby for a 3x3 building to
develop). 1f you mix your zone types within
the block, you can cut down on traffic prob-
lems; unfortunately you will srill have some
since you don’t have much road for all of that
zoned land. Also on the downside, larger
buildings don’t fit comfortably into the 6x6
zone; you'll have to demolish four 3x3 build-
ings to pur a college or arcology into an
already-developed zone (rather than one as in
the 4x4). In general, the 6x6 block is not a
winning proposition due to these downsides.

The notched 6x7 block (Figure 4) com-
bines the efficiency of the 6x6 with the zone-
mixing of the 4x4. It has many of the same
problems as the 6x6 but can be a good zone
design if space is tight, since less room is
wasted on roads than for 4x4s.

The 6 x “infinity” block (Figure 5) is an
open-ended block that is unfortunately not
very efficient, as only your endpoints can
develop into 3x3 buildings. Additionally, lat-
eral traffic is completely impossible. The
notched version of this block (Figure 6) is
fairly cfficient, allows easy zone mixing, but
still has traffic and large-building placement
prablems.

On balance, I favor the 4x4 block for almost
all city building. Its compactness makes for
cheap incremental additions to your city, it is
extremely convenient for larer upgrades to
arcologics, and its traffic-killing properties
don’t hurt.

The Big Picture

Every city designer will have his or her own
preference for what the “ideal city” should
look like. T'o some people, maximizing land
values and quality of life will be most impor-
tant, others will want to get as many people
in their city as possible, while still others will
simply want to concentrate on accruing as
much money as they can.

Like real city planners, SimCiry2K mayors
have a limited land area to work with. If you
aren’t trying to get a lot of people in your city,
this is not generally a problem, bur most
people do have at least some desire to build a
big city and end up filling the map. Here is
where some foresight can pay enormous divi-
dends. To reach maximum city size (around
10 million in the current version), it is neces-
sary to build arcologies. Before arcologies be-
come available, your city must first reach a
population of 120,000, which is possible, but
requires a bit of planning. These massive
structures take up quire a bit of room, and the
budding Ed Koch may have a tough time
finding space to fit enough of them to reach
his or her lofty goals.

Due to the RBG mechanics described
above, it is important to place your zones in
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what will eventually be the right part of the
city. Using zone mixing, there is no problem
with isolating parts of your city from one
another; as long as the necessary zone diver-
sity is available locally it doesn’t marter that
your industrial zone is five miles from the
residents who work there. For optimal land
prices, with their concomitant effect on land
development, it is best to follow the RBG
concept fairly closely. The very center of your
city should be an almost entirely commercial
core, with only enough zone mixing to allow
buildings to develop. Surrounding the core
should be your residential zones, and on the
outskirts of your city, industrial zones should
be turning the air black (and nor incidentally,
sharing some of their pollution with the non-
existent spaces off the map, rather than only
with your city). Figure 7 shows a small city
that roughly follows this principal.

The Pollution Solution

Pollution is nasty stuff. It has negative im-
pact on land values and reduces life expec-
tancy in your city. Keeping it minimized is
always a good idea. There are five things you
can do to keep the pollution levels low. Firsr,
and easiest, is to implement the pollution
controls ordinance. Second, make sure you
have adequate wastewater trearment faciliries.
Third, change your industrial tax rates so thar
polluting industries (steel, textiles, petro-

TABLE 1
Pollution Output of Buildings
Stadium 4
Prison 10
Water pump 2
Runway 10
Pier 10
Crane 5
Port building 5
Hangars 10
Subway slation 5
Bus depot 5
Train depot 4
Port parking lot 2
Port warehouse 2
Coal plant 50
Qil Plant 25
Gas Planl 10
Nuclear Plant 2
Fusion Plant 2
Water treatment 10
Plymouth Arco 25
Forest Arco 10
Darco Arco 12
Launch Arco 15
1x1 Industrial B
Small 2x2 Industrial 12
Large 2x2 Industrial 18
3x3 Industrial 24
Buildings or facilities not mentioned on this

table have a pollution output of 0.
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chemical, crc.) have a higher
rate than nonpolluting indus-
tries (finance, media, etc.).
Fourth, isolate your heavy in-
dustry far from your city core,
putting as much of it as possi-
ble at the very edges of the
map. This means that at least
part of your pollurion will dis-
appear from the stadistics of
your city. Finally, keep traffic
levels low by intelligent street
planning and/or mass transit
use.

The exact pollution level
il

W Flle Speed Opllons Disost L)
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generated by a given square
can be generated, though the
procedure is complex. An in-
terim pollution value is gener-
ated for each square on the
map, according to the formula:

Pollution Value = ((Previous Pollution
Value + Traffic / 5) + Square Pollution Out-
put) * 2

Add 200 to the result if there is radioactive
waste nearby (found only after a fission plant
meltdown). The traffic term in the equation
relates to the traffic level of the road nearest
the building; heavy traffic pollution adds to
the building’s pollution output. Table 1 con-
tains the pollution outpur for rthe various
buildings and facilities. Note that each square
of a polluting building generates the pollu-
tion value shown in Table 15 a 3x3 industrial
building gencrates a grear deal of pollution

indeed.

This interim value is then smoothed with
the interim values of the adjacent squares,
“spreading” the pollution a bit. The
smoothed value is then divided by the overall
city pollution divisor, another involved for-
mula.

Pollution Divisor = 4 - Pollution Bonus +
Sewer Bonus

Add 1 ro the divisor if a pollution control
ordinance is in effect. The pollution bonus
term relates to the mix of industries in your
cities; it ranges from +2 (a very heavy level of
polluting industry) to -1 (a very clean level of
polluting industry). For purposes of the pol-
lution bonus (only), the only industries which
factor into this are steel, rextiles, petrochemi-
cal and automotdive. If these industries are
entirely absent from your city (a difficult, but
attainable goal), then you will have a -1; if
those industries are all you have, then you will
have a +2. Most of the time, you will be
somewhere in berween. If you have adequate
wastewater treatment, your sewer bonus will
be 1; if you have no plants or inadequate ones,
your bonus will be 0. Thus, the possible

Fig. 7: This city is zoned for maximum land value and growth.
Dense commercial has been placed at the center of the city with
residential to the immediate north and south, and industrial

reaching out to the east and west.
divisor can be as high as 6 for a very clean city
to as low as 2 for a very filchy one.
The interim value, divided by your city’s
pollution divisor, becomes the new value for
that square.

An example: let us assume thata brand new
coal plant has just been built in an otherwise
empty city which has added wastewarer treat-
ment, has a pollution control ordinance, and
has a pollution divisor of:

0 (there was nothing here before, so no
prior pollution) + 0 (no traffic) + 0 (no radio-
activity) + 50 (it’s a coal plant), times two, for
a total interim value of 100. Our ciry’s divisor
is:

4 -0 + 1, for a roral value of 5. We're
working with a central square of the plant, so
the smoothing won’t affect the calculation;
this leaves us with a total pollution value of
20. Had our city had a more polluting indus-
trial mix, no ordinance, and no wastewarter
treatment, the total value would have been
50—quite a difference! Note also that we're
getting a break duc to their being no prior
pollution; over time (abour three iterations of
the pollution cycle) the pollution will increase
to abour 63 in the case of our foul city.

Land Value And
Zone Development

Whether a given zone will develop, and
how far it will develop, is decided by only two
factors. The first factor is the zone’s accessi-
bility to other types of zones. High density
commercial zones need to be accessible to
either high density residential or high densicy
industrial; low density commercial needs low
density residential or industrial. Similarly,
residential and industrial zones need either of
the other two zone types. Only one type of
zone type is needed; it isn’t necessary to have
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access to both of the other types. If a zone
misses making a connection (see trip-genera-
tion discussion in previous issue), the conse-
quences depend on the zone’s density; small
buildings will not become abandoned until
they miss several connections, while 3x3
buildings will shrink if they miss even one
connection.

If a building is adequately connected, then
the determining factor becomes the land
value of the square(s) it is on. Land value is
relatively easy ro determine; each zone has its
own formula, and there are a few special cases.

The basic land value is raken directly from
the RBG; the closer to the center of the city,
the higher the value, as modified by zone
type. Industry reccives a small additional
boost to its RBG value if it is close to
water. The value of each tile is then
modified by environmental considera-
rions. For industrial zones, the toral
value is:

Industry Value = Basic Value - (Pol-
lution / 16) - (Crime / 4)

Addirionally, dense industrial zones
have an inherent bonus of +21.

For commercial zones, the total is:

Commercial Value = Basic Value -
(Pollution / 4) - (Crime / 3) + (Popu-
lation Density / 3) +
Trees/Parks/Water

Trees/Parks/Water is a difficult to
quantify variable which has to do with how
many trees, parks and water tiles are found
within three squares of the commercial build-
ing. This bonus can vary from 0 ro +30.

For residential zones, the total is:

Residential Value = Basic Value - (Pollurion
!/ 5) - (Crime /3) + Trees/Parks/Water

Residential zones get an inherent bonus of
+21 if population density is below 64 (pretty
much single family dwellings). Residential
zones also get a small bonus from the presence
of educational institutions.

For example, a dense industrial zone with a
pollution level of 160, a crime level of 40, and
a basic value of 90 would have a roral land
value of (90 - 16 - 40 + 21) = 56, or $56,000.
A commercial zone with a pollution of 10,
crime of 21, basic level of 140 and a popula-
tion density of 100 would have a value of (140
- 25 -7 + 33) = 163.5, rounded up to
$164,000.

The higher the land value, the more likely
the building is to develop further, from a 1x1
residence or office to (if zoned properly and
at an intersection) a 3x3 monolith.

Ports And Connections

Your airport and seaport, and your connec-
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tions to neighboring cities, give a powerful
boost to your commercial and industrial de-
velopment. The total boost for commercial
development is:

# of Runway Tiles + # of Runway Intersec-
tions + Commercial Connections

where a commercial connection is a road
connection to a neighboring city. Note that
it does not matter how big your neighbor is
or how many connections you have to that
neighbor; a road connection is a road connec-
tion. (Similar openhandedness is granted to
indusrrial connections).

For industrial development, the total boost
is:

# of Seaport Cranes + Industrial Connec-
tions

where an industrial connection is a railroad
or highway connection to a neighboring city.
Again, duplication and neighbor size are not
important.

The total boost you can get is limired by the
size of your city and the size of the global
economy; if your commercial or industrial
development starts to sag, lay another road or
expand your seaport. If the demand picks up,
you needed another conncction and if it
doesn’t, either you didn’t or something else
(like high taxes or a zone imbalance) is caus-
ing the problem.

Captain Hero vs. Nessie

—Film At 11

Players who hate o be deprived of the
chance to find cute things or tricks in the
program on their own should skip the follow-
ing paragraph.

When you are offered the chance at a mili-
tary base, don’t take it if you have disasters
turned on. Caprain Hero, the man enigmati-
cally mentioned in your early newspapers, is
apparently a conscientious objecror and
won’t help out your city in times of need. If
you forego the base, when a disaster strikes
there is about a 1 in 3 chance thar a brightly-
clad flying man will appear, driving back

flood waters, quelling rioters, and exploding
alien space monsters. He doesn’t seem to
want to fight Nessie, however. Quick-witred
mayors can get a look at the old girl anytime
after they build a marina or seaport. Just wait
until you hear the distinctive bellow of a sea
monster in lust, and you can zoom over to
your lake or river and see the familiar coils of
the Loch Ness Monster sinking beneath the
surface, leaving behind the wreckage of some
poor boater’s pleasure craft.

Macintosh SimCity2K users report that
there are several financial “cheats” in the pro-
gram. The only one we were able to verify was
the “PORNTIPSGUZZARDQO” cheat.
Type this phrase (?) at anytime and you will
be granted a half million dollars. Be warned,
though: as in the original game, it is
rumored thar abuse of such chearts
can have disastrous side-effects. IBM
users have been so far stymied in the
search for such gems. Anyone finding
such a thing should definirely drop
M mc a note at my e-mail address (be-
| low).

Now Leaving
SimCity Limits

The best advice I can give a new
mayor is to take things slowly at first.
Rather than blowing your entire in-
itial wad on laying out your dream
city, zone a few areas with minimal
services, if any, and slowly build your city
block by block, maintaining profitability at
all rimes. Generally speaking, don’t start
funding your services (it’s all right to go ahead
and build them to keep your citizens happy)
until you are showing a balance of about
$500/year in profits. Keep that $500 figure
in mind, and only increase funding to the
point where you will still be lefc with $500 in
income for the year. Handling growth slowly
like this, your city will remain manageable
and you won't go broke.

Finally, when you're debating a new addi-
tion to your city, ask the simple question:
Would T wanr ro live there? Using that as a
touchstone, you can often abort an unfortu-
nate decision and keep making your city a
better place to live.

Special thanks to SimCity2K designer Will
Wright for help with the technical issues on
this article, and for explaining rent-bid gradi-
ents 18 or 19 times until I got it. Any errors
are mine, however. Anyone wishing to discuss
the game or to point out colossal blunders in
my thinking should feel free to send e-mail to
70314,2302  on  CompuServe  and
70314.2302@compuserve.com on the In-
ternet. cew
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Past the studio gate with your name on it lies your personal dream factory.

Go for it: Grab it all:
¢ Buy original scripts and blockbuster bestsellers or % Sit back and watch the grosses roll in.
steal ideas for yourself. % Snag that Beverly Hills mansion, Malibu beach house,
< Setvastly padded production budgets. 40,000:acres in Montana or your own Greek island.
% Choose enough special effects to hide the ]ack of plot, % Collect the most overpriced art on earth,
< Play God with producers and directors. % Tind you can't live without that 4th studio jet.
Make and break &upel Stars’ careers, or enslave stars % Keep the biggest names in Hollywood waiting outside
‘of tomorrow. your studio gate.
Shoot on Sound Stage. ll}, in wmlun orontheslopes
of the Himalayas. Or Gamble it all!
Have marketing and distr lhuhml grovel at your feel. #  Sell your shirt just to stay alive.
Attend your world premieres.

If you've got what it takes to make it in Hollywood...
Carey DeVuono’s Hollywood Mogul is gonna take everything you've got.

. Circle Reader Service #60
To purchase, visit your local software retailer, or call 1-800-350-5550. DeVieno D vions

Available For IBM And Compatibles, MS-DOS and Microsoft Windows versions available, . A M [ S
600K required, mouse suggested, 3 meg hard disk space required, EGA screens. G

Carey DeVuono's Hollywood Mogul is a trademark of DeVuono Deuono Games, all rights reserved. Other brands and product names are trademarks of their respective holders.



is name is synonymous with "3-

Space.” "Simulation™ is his middle

name. He has been pushing 3-D
images across computer screens since the
wireframe days of the early 8-bits, and he
has worked for Dynamix ever since its
inception as a computer game developer.
So, when Damon Slye recently took a leave
of absence from Dynamix in order to finish
his degree and catch up on some long-
delayed chess matches, we decided ro inter-
view him and create our own personality
bitmap for the successful programmer.

CGW: So, how'd you get into the flight

sim world?

Damon Slye: Let’s see, we had been
doing products for, probably, 5 years before
doing A-10 Tank Killer. Something like
that. Maybe even 7 years. I always wanted
to do flight sims because they seemed cool.
They seemed challenging to do, because
you have to have a good frame rate, and
you have to develop a good flight model
and stuff like that. Up to thar point we'd
only heen a developer, making games for
other companies, but decided to do 4-10
under our own label because that’s really
the only way you could survive. 1t’s hard to
make money as a developer. So, we decided
to do a flight sim and didn’t want to get
caught up in doing a modern, fancy jet like
everyone else at the time.

CGW: Red Baron was your next flight
sim, and the start of the Grear Warplanes
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Ace
Over The PC

Dynamix’s Damon Slye Speaks

An interview by Tom "KC" Basham

Series. Why did you pick the World War 1
eras

DS: Well, there were a few reasons. One
was that no onc had done a good WWI
game up to that point, an air combat game,
so the market was wide open. Another rea-
son was that I knew thar it would make for
interesting interaction because it has
machine guns, and it is just more suspense-
ful to get into a dogfight where you're so
close to the other plane. It’s more challeng-
ing than learning to operate the electronics
on a modern-day jet. And, it just scemed
like a really cool era, too, with all those vin-
rage aircraft. [r had a cool look and feel
about it.

CGW: Flight itself was a mystery in those
days, no one knew how to fly, let alone fight,
in the air.

DS: Yeah, right! All the evolution of tac-
tics took place during that era. That’s kind
of a cool backdrop to the whole thing.
Learning the history was interesting too—
about Oswald Boelcke, and how his basic
principles that he worked out in World
War I are sull in use
today.

CGW: Red Baron is
still on shelves, and it's
been really popular. It’s a really
great place to start learning ACM. How
successfitl has it been from your point of view?

DS: It did well. Pacific outsold it, and
Europe will probably outsell it too, but not

by a lot. Tt did real well. It also established
our repurtation because, up to that pointg, no
one really thought of us as a simulation
company. Even after A-10 they said, “Oh,
they did a cool sim there, but you know...”
MicroProse was coming out with Kwuights of
the Sky at the same time as Red Baron so
there was a lot of press about this battle,
“the battle of WWI” where MicroProse is
doing one, Dynamix is doing one, and
Three-Sixty is doing one, and they were all
supposed to release about the same time.
So, because we came out with a real high
quality product that compared pretry well
with its competitors, I think it established
our reputation and gave us prestige.

CGW: Now when someaone hears
“Dynamix” they imme-
M diately think “flight
: simudator.”
DS: Yeah, up to
that point we'd been
sorta all over the

board with differ-

ent  products,
Some arcade
games, some

advenrture
games, stuff like
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that, but I think the success of the Grear
Warplanes really identified us in the cus-
tomer’s minds with flight sims.

CGW: When did Dynamix join with
Sierra and how did the purchase affect you?

DS: I think it was actually during the
development of Red Baron. We were proba-
bly six months from completion when the
deal went through, so Red Baron went out
through the Sierra deal. A-70 had been
released under our own label and discrib-
uted by Mediagenic and then Red Baron
was the first GWP flight sim out under
Sierra. There wasn’t a lot of impact. The
biggest thing was they had more capital.
We didn’t have any capital at the time. We
were able to put out a higher quality prod-
uct in Red Baron, because we would’ve had
to cut development short if we hadn’t had
that funding. Creatively, we've maintained
our autonomy. We were an organization
that was creatively doing well, and they
respected that—that was the reason for the
acquisition. I think the creative thing is the
hard thing. That’s the part of the equarion
you can’t just go out and buy. You can’t
just manufacture it, so when you find it you:
let it go and you fund ir. They didit't mess
around with us ar ali, whicli was cool.

CGW: Moving on up te Aces Over the
Pacific. Although you used the same basic
interface, how does it differ “under the hood?”

DS: Let’s see. We stuck with the original
user inrerface and basic framework because
we thought it was successful. We rtried to
make the interface easier but with enough
layered complexity that the user could
decide how much they wanted. I guess the
biggest difference, really, was just what we
were modeling. WWII air combat is a lot
more complex than WWI, and more so
than we originally anricipated. [t went over
schedule a fair amount.

CGW: What doesn't these days?
DS: [laughs] Yeah, I know. It seems like

products are taking more and more time.
But, there’s torpedoes and bombs and
ground attacks and multiple mission guns
on the aircraft and more complex instru-
mentation and carrier takeoffs and landings.
[laughing] Stuff like that we said, “Yeah it
would be easy to add” and then it turned
out to be a ton of work! Mainly the differ-
ence was whar we were modeling and the
tactics. They had more tactics in WWII,
and we wanted to model that. We wanted
to model the way the Japanese used the
“angles” fight and just turned, and the
Americans had to use the “hit and run” tac-
tics because they had high energy fighters
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instead of mancuverable fighters. So we
wanted to get that asymmertry into the
game which wasn’t present in WWI, |
think everyone then just used...

CGW: Whatever warked.
DS: Yeah, whatever worked.

CGW: How does the flight modeling differ
in Pacific over Red Baron?

DS: We used the same basic flight
model, bur we enhanced it quite a bir.
[laughing] I can’t remember exactly what
we did because it’s been so long ago and
two products since then. I know we worked
on thar thing quite a bit! For one thing,
there were more control surfaces. We mod-
eled more control surfaces, dive brakes and
compressibility—things
we didn’t have to

worry about
with WWI
aircraft.

And flaps. We

added flaps.

Landing gear up and

down, things like that.

There’s probably more. It was

the same basic bir of code, bur it had been
reworked quite a bit.

CGW: What ever /mppem'd to the RAF in
the Pacific add-on?

DS: It was an opportunity/cost issue,
you know? Finite development resources
and what are we gonna do with them? And
we decided to do the 19467 instead. We
thoughr that, as a stand alone, it had more
market potential than RAF in the Pacific.
We were going to have a modem option in
RAF in the Pacific. That plus the RAF ser-
vice would be enough ro warrant an expan-
sion disk. But the modem oprion turned
out to be a lot of work when we really
looked at it. Our original code wasn’t writ-
ten with multiple players in mind and to
retrofit something like that is just a lot of
work to put into a dara disk.

CGW: Let’s head on to Aces over Europe,
then. How did the feedback from Pacific affect
Europe’s design?

DS: It did quite a bit. I mean we really
poured over the Pacific comments on
CompuServe and GEnie and tried to make
up a list of the really important features that
people were asking for that we could do.
Some things we couldn’t do because of the

cost involved, like modem play. There’s a
couple that we muffed on, and [laughs] our
customers let us know about those! But we
really did. If we went back and compiled a
list, they'd see we hit about 90% of the
stuff they ralked about. Bur that missed
10% seems to really sticks out in people’s
minds.

CGW: The sume question as before: how
does AOE differ from AOTP underneath the
hood?

DS: Underneath the hood? Well, for one
thing, it's a lor cleaner. That was sort of the
emphasis: to put out a really bug-free prod-
uct, because our initial version of Pacific
had a fair number of bugs in it, and ro
refine the concepts in Pacific, then adapt
them to Europe. We had more play testing
on Enrope, by a lot, so I think the product
just plays a lot better. The dogfighting has
really been [ine tuned, and just the inherent
differences that we had to model between
the Pacific and European theaters. The tac-
tics were a little bir different. Ir wasn’t as
asymmetrical in Europe as it was in the
Pacific. Then, there were the feature things
we did, like 320x400 [video resolution].
Thar was one of the additions thar wasn't
that much work, but it stood out real well,
so players appreciated it. It's the features
thar are visual that people really appreciate.

CGW: Why did you pick the end of the
war for Europe?

DS: Let’s see. Well, the tactical cam-
paign scemed interesting and different
because it hadn’t been touched as much by
other products. SWOT'L focused on the
strategic campaign, and we wanted to get
more of the rtacrical stuff in there. Also, we
still want to do a Batde of Brirain product
at some point and we didn’t want o
include everything in one product. I don’t
know what the time frame is, bur we will
do a Battle of Britain product at some
point.

CGW: That kind of leads into the next
question. Ave there going to be any add-ons to
Aces over Enrope?

DS: 1 don't think so. I'm sort of our of
the loop now that I'm on sabbatical, but I
don’t think they're going to do them. I'm
not actively part of the decision process
right now.

CGW: So, the Battle of Britain product

will be standalone?

DS: Yeah, ic'll be a standalone. There's
enough good stuff there to warrant doing a
full product with it.
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CGW: Are there any plans to port new
AOE designs and fearures into a revised
AOTP?

DS: No, it’s pretty hard to rewrofit that
stuff onto an older version, then retro-mar-
ket it. It costs a lot of money to do some-
thing like that, and usually your returns
aren’t that great. If we had our system
down, if the software was more malleable
than ir is, that migjhr be possible. But, we
will do another version of Pacific at some
point. Each product will probably get done
once every three or four years, you know,
revisited. We'll jusr re-release it as a full
blown pl(ldll(.l, like that.

CGW: When a new sim comes out, theres
always a host of questions about, “why did
you do this..” or “why didn’t you do that...”
Conld you go into a little more detail about
the factors that influence design decisions?

DS: You have to weigh a whole bunch
of different facrors to make your decision.
It’s not like you have a simple set of criteria
to use. But, the main trade off is how diffi-
cult will it be to implement a feature—how
much is it going to cost—versus how valu-
able you subjecrively think thar feature is.
How valuable you think it is is based on
feedback from your customers and your
own personal sense of how it fits into the
product design. Some features really add a
lot, Some things sound good when you talk
about them, but when you actually put
them into the game they're not really per-
ceived by people at all. So you have weigh
this. Everything you do is cost. So, if you
do feature A you probably have to leave out
feature B. That kind of thing. So, cost,
schedule, every feature impacts all these
things. We're working with a finite devel-
opment budget, so you have to make these
tradeoffs.

CGW: Red Baron, and both Aces games
have been prery well "hacked” by players.
There are tons of patches that change airerafi
colors, weapons, pilots, etc. How do you view
these after-market “products”?

DS: I think it’s pretty cool! It’s great
that people like the games enough that they
want to do that. [ think a lot of these guys
enjoy, or at least it seems that way, tailoring
the game to their own needs. | think it’s
pretty cool,

CGW: Have you ever considered releasing
your own internal editing tools, like Domark
did with Flight Sim Toolkit?

DS: No, [ think it’s an opportunity/cost
thing again. The effort going into that
wouldn’t be as good as just purring out
another product. Plus our tools, I dunno,

Page 76

they weren’t really designed with an end
user in mind. It'd take a lor of work. |
think the closest thing would be like the
mission builder for Red Baron, where you
could build your own missions, but not a
sim from the ground up.

CGW: Are we going to see any mission
builders for the Aces?

DS: Yeah, maybe. It’s still one of the
ideas floating around.

The .‘)ynamr\’ team as they appeared on the
Articfox in 1985. Left to right: Kevin Ryan, Jeff Tunnell,
Damon Slye and Richard Hicks.

CGW: Where is the Great Warplanes
Series going from here?

DS: They're still talking about what the
next product in the line they wanna do.

They're still talking about Red Baron I, or

Pacific 1I, or Aces Over Korea, then Battle
of Britain, too.

CGW: How far into the modern day is
the Warplanes series going?

DS: Probably through Korea, and
Dynamix will probably get into modern
jets, too, but not the scuff I'll be working
on. I like historical stuff. It's more interest-
ing to me.

CGW: How does the proliferation of flight

sim gear, like the Thrustmaster gear, impact

your design work?

DS: It rakes a litdle bit of work, bur 1
think it’s really worth it. I think it’s cool
that all chis stuff is coming out. It really
enhances the marker and the quality of
experience for the user. Thrustmaster has
]'L‘ﬂ”y ClCIﬂC i g]'C‘:l[ jOl] \Vith ﬂ“ l'l]l;'i]' Stl_lf‘E
They’ve really taken care of their cus-
tomers, which means they’re taking care of
our customers too. We talk with those guys
quite a bit. And there’re other companies
that are doing similar kinds of things. It’s a
little bit of work, but it’s worth it. It just
helps everybody out. As long as you can

enhance the quality of the simulation expe-
rience, that’s the key to the longevity of
what we're doing.

The one peripheral 'm still waiting for
is the helmet. Once we have thac [ think
we'll be set!

CGW: On that note, what do you think
fight sims will be like in five or ten years?
Will virtual reality devices play a role?

DS: To me, “virtual
reality” just applies to a
picce of hardware, to get-
ting a helmer with a dis-
play inside so you can
move your head around.
When we ger thar piece of
hardware, it’s going to be
great. You know, I flew in
an air combar school
where you actually fly
around in a real airplane
and do air combat. You
don’t have time to find a
key on a keyboard or any-
thing like that. When we
have something that cap-
tures that feeling, ir'll real-
ly enhance the experience
a lot. When’s it going to
happen? I dunno. Five
years, ten years maybe? When it’s cheap
enough. To me, that’s the one thing that’s
missing--the one peripheral we really need a
lot. The first one was a joystick. Now those
are out there in large quantities. The next
step is the helmer.

album ;ackc-.r" of

CGW: So, you say you're going on a sab-
batical. You going to do anything interesting?

DS: Well, let’s see. I'm going back to
school, but my studies don’t starr for a
while, so I'm going to be playing chess, and
skiing, and playing basketball, and doing a
lot of reading. That’s got me pretty excited,
actually, just taking some time off to do
things I've always wanted to do. Then,
when [ go back to school in a couple of
months I'll be studying math and physics.
Physics is something thar interests me a lor,
and it applies to what we do with flight
models. I think it’s imporrant to do a
renewal every so often. I've been doing this
for 10 years. You need to recharge the bat-
teries and get a new perspective on every-
thing, then come back. In a year T'll build-
ing products again, and they’ll be a loc bet-
ter because of the time off.

CGW: Thanks, Damon, for taking the

time to do this!
DS: Thanks a lot, Tom, that was fun!

cew

Computer Gaming World



LAEELCON

For the Perceptive

Perception is everything. [t can
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Thrustmstr Weapons UP $19
Video Blaster $349
Virtual Pilot 561
Voice Blaster 548

Voiceblaster Bundle §52

IBM ADVENTUH#

7th Guest CD 548
7th Guest 2:11th Hr CD  $54
Advent Will Beam VGA 524
Advenl Will Beam CD 524
Alone in the Dark $33
Alone in the Dark CD 348
Alone in the Dark 2 $36
Alone in the Dark 2 CD 348
Alone in the Dark 3 CD 348

Altered Destiny 529
Amazon Trail $29
Animation Classics 339

Awiful Thngs frm Outrspc 336
Beneath a Steel Sky CD $39

Beverly Hillbillies 319
Biofarge 848
Bioforge CD §62
Bloodnet 339
Bloodnet CD §43

Blue Force: Next of Kin 342
Blue Fre: Next of Kin CD $39
Blues Brothers $25
Buccaneers CD 548
Castle Wolfenstein CD  $42
Castle Wollstn-Spr Dest $29
Chaos Continuum CD ~ $46
City 2000 CD 534
Companions of Xanth  $32
Compans of Xanth CD  $36
ConanCD 526
Conqusts Robin Hd VGAS24
Conquests of Camelot $15
Conspiracy CD L
Critical Path WINCD S48
Cruise for a Corpse 519
Curse of Enchantia CD  $23

Daemonsgate 532
Daemonsgate CD 532
Dark Seed $36
Dark Seed CD $39
Darkseed 2 342

Day of the Tentacle 535
Day of the Tentacle CD 542

Deja Vu 1&2 WIN 534
Doom 545
Doom Episode 1 512
Dracula $34
Dracula CD $35
Dracula Unleashed CD  $47
Dragon Knight 3 5486

Dragon Knight 3 CD $46
Dragon’s Lair 2 Tm Wrp 334

Dragonsphere $42
Dragonsphere CD $39
Dreamweb $36
Dune CD 554

Earth Invasion WIN 524
El Grito DJagur CD WIN $46

Elf 524
Epic $32
Eric the Unready $21

Eric The Unready CD 536
Escape Dead Zone CD  $48

Evolution 538
Evolution CD $39
Fascination CD 539
Flashback $32
Fourplay WIN 19

2T,

‘BIOFORGE' Alter breaking free of your security cell, you
enter the ruins of an ancient civilization. There is a hostile
alian on the prowl & an emergency situation to get under
control. 3-D synthetic actors & rendered backgrounds. $48

IBM ADVENTURE

Fred Phrks Frontr Phrm 524

Freelancer 2120 $42
Freelancer 2120 CD $42
G-force £19
Gabriel Knight $39
Gabrigl Knight CD $45
Gateway $13
Gateway 2:Homeworld  $32
Gateway 2 CD $29
Gateway Collct 1&2 CD $36
Gobliiins CD §19
Gobliiins 2 CD 519
Goblins 3 CD 819
Guy Spy CD 5§29
Hand of Fate 529
Hard Day's Night CD §25
Harvester CD 552

Heart of China EGA $34
Heart of China VGA $19

Heaven and Earth $32
Heimdall $7
Hell Cab CD ROM $52
Hired Guns 536
Hook $32
Horde 542
Horde CD 549
Inca $19
Inca CD $19
Inca 2 §19
Inca 2 CD 519

Indy Jones Fate Atlantis $38
Indy Jones Ft Atlants CD$42

Inherit the Earth S45
Innocent Until Caught 534
Inspector Gadget 534
Iron Helix CD 556

Island of Dr Quandry  $26

‘KINGMAKER'
Step back in history
to the time of the
War of the Roses.
In England, racked
by civil war, the
crown hangs by a
thread and the
throne is there far
the taking. Fea-
tures high quality
digital graphics, in-
luitive icon-based
user interface, infi-
nite replayability
and adjustable dif-
ficulty levels. $39

‘MYST', The surre-
! alislic adventure
that will become
your world. Joumey
to an island world
tinged with surreal-
istic mystery, where
only your wits and
imagination will
unlock an ancient
. betrayal of the
past. Features 3D
photorealistic
graphics, original
soundtrack and
non-linear game-
play. CD 548

'‘AMAZON' recap-
tures the fun & ex-
citement of the
1950's  drive-in
movies. Travel to
unexplored regions
of the Amazon, fight
10 foot ants and
find emeralds sto-
len by Cortez.
Amazing cinematic
effects such as
multiple camera
angles,flashbacks,
pans & fades. Fully
digitized voices &
sound effects. $9

IBMADVENTURE IBMADVENTURE IBMADVENTURE

Isle of the Dead 538
Jack the Ripper $39
Jagged Alliance 548

Journeyman Project CD $48
Journeyman Projct 2 CD §52
Jurassic Park $39
KGB $17
King's Quest 5§ VGA ~ §32
King's Quest 5 WIN CD  $41
King's Quest 6 CD $39

King's Quest € Upgd CD $24
King's Quest & VGA 845
King's Ransom $36

King's Ransom CD 538
Kronolog : Nazi Paradox $36
Labyrinth of Time CD S48
Laura Bow 2 524
Laura Bow 2 CD §24
Leather Goddesses 2 $39
Legend of Kyrandia 832
Legend of Kyrandia CD $39
Leisure Suit Larry 1 EGAS16
Leisure Suit Larry 1 VGAS19
Leisure Suit Larry 5 VGAS24
Leisure Suit Larry 6 542
Leisure Suit Larry 6 CD 546
Loom $19
Loom CD $39
Lost Files Sherlck Hims  $28
Lost Treasures Infocom $38

Lost in Time 819
Lost in Time CD $19
Magic Death CD 526
Magic Pockets 318
Man Encugh CD 539
Manhole §27

Maniac Mansion $18

Mario is Missing CD 544
Martian Memorandum 524
Microcosm CD $49
Mixd Up Faery Tale EGAS14
Mixd Up Faery Tale VGA $29
Mixd-Up Mother Goose $29
Morph Man CD 532
Myst CD S48
No Mouth&l Must Screm $44
No Mth&l Must Scrm CD $44

Noctropolis 548
Moctropolis CD §52
Nomad £39
Out of this World 536

Out of this World 2 CD  $45
Pepprs Adv in Time VGA$29
Phantasmagoria CD 559
Police Quest 1 VGA $19
Police Quest 3 VGA $24
Police Quest 4 DOS/WINS39

Police Quest 4 CD 345
Prince of Persia 525
Prince of Persia 2 542
Quantum Gate WIN CD $45
Quest for Glory 1 518
Quest Glory 1 VGACD $39
Quest for Glory 3 524
Quest for Glory 4 s42

Return of the Phantom  $34
Return of Phantom CD $38
Retumn to Zork S42
Returmn to Zork CD 548
Rex Nebular Master Edit $32
Riftwar Legacy VGA $39
Ringworld §35
Ringworld CD 538
Robinson's Requiem S42

Robinson's Requiem CD $42

Robocop 3 $32
Sam & Max Hit Road  $36
Sam & Max Hit Road CD 845

Screen Antics WIN s18
Secrel Monkey Island 2 $21
Secrel Monkey Isind CD $39
Secret Monkey Isl VGA $25
Secrel of 7th Labyrinth  $42

Shadow Caster 534
Shadow of Comet CD  $48
Sid Meier Trilogy §34

Simon the Sorcerer §32
Space Quest 1 VGA 516
Space Quest 4 VGA 528
Space Quest 4 CD 837
Space Quest 5 VGA 536

Spelicasting 101 $19
Spirit of Excalibur CD $22
Star Reach 336

Star Trek 25 Anniversary $32
Star Trek 25 Anniver CD 555
Slar Trek: Judgmnt Rits 533
Star Trek: Sir Fleet Acad 536
Star Trk: Str Flt Acad CD 552

Starship 529
Stellar 7 21
Stellar 7 CD %24

Superheros of Hoboken $38
Sprheroes of Hobokn CD$38

System Shock $54
System Shock CD 554
Terminator 2029 837

Terminator 2028 Opr Scr 318
Terminator Rampage — S42
Terror of the Deep 536
Terror of the Deep CD S36



FREE GAME OFFER

*See Last Page For Details

‘FLIGHT siM
TOOLKIT' gives
you the power to
design every as-
pect of your sim
world down to the
finest detail - from
cockpit instrumen-
tation and aircraft
aerodynamics to
trees, trucks, moun-
tains and skyscrap-
ers. Features hun-
dreds of clip-arl
planes and terrain
and sophisticated
3D editors.  S58

‘THRUSTMASTER'S FORMULA T1’ is the most realistic
control for all of today's driving simulators. Features fully
functional steering wheel, brake and gas pedals and urbo

boost gauge used in supporting games.

$129

IBMADVENTURE

The Dig S40
The Prophecy $19
Treasure Huntrs, Inc CD $48
Tuneland CD 536
Under a Killing Moon CD $55
Voyeur CD 548
Walker s3z2

Warriors of Legend 518
Where in Spac Crmn Dix 44
Where in Time Carmen  $32
Where in USA Crmn Dix $45
Where in USA is Crmen $29
Where in World Carmen $29
Where in Wrid Crmn Dix $44
Where in World Dix CD  §54
Who Killd Sam Ruprt CD $21
Wing Comm Ultm 6 CD  §24
Wing Commdr U UW CD $55
Wrath of the Gods CD 539
Yserbius 526
Zombie Dino CD 548

IBMADULT

101 Sex Positions CD  $36
101 Sex Positions 2 CD 534
94-95 CDX Calender CD 29
Adull Movie Almanac CD$52
Adull Palate CD 822
Adult Palate 2 CD 329
Adull Reference CD 524
Advent Brad Stallion CD 539
After Dark Trilogy CD $34
All Beaulles CD s24
Amateur Models CD $19
American Girls CD £29

‘THE GRANDEST
FLEET' Experi-
ence the grueling
campaigns, the
agony of defeal &
the exhilaration of
victoryl Allocate
natural resources
to build missile
sites, radar sta-
tions, shipbuilding
facllities and super-
ships. Itis up to you
to destroy your
nemesis. Modem
play and random
maps. $36

'WARLORDS' is a
huge eight player
strategy game of
empires, castles,
armies, heroes,
monsters and drag-
ons. In the fabled
land of llluria, an
unconvincing
peace lrealy has
just expired. Now,
eight mighty em-
pires contend in &
ruthless struggle
for supreme power.
And only one will
prevail. §12

IBMADULT IBM ADULT IBM ADULT

Amorous Asian Girls CD §32
Animated Fanlasies CD §34
Animald Fanlasies 2 CD 534

Bare Assels CD 532
Best of Inferno CD 830
Best of Vivid CD 532
Best Barlow Alfairs CD  $39
Betrayal CD 529
Busting Oul CD $36
Busly Babes CD $32
Buttmn's Euro Vactn CD $29
CD Brothel CD $36
Cale Flesh CD $32

California Daydrmer CD $29
Camp Double D CD $29
Cal and Mouse CD 842
Centerfold Squares s21
Come Play With Me CD $36
Condo Cuties CD $34
Creme de la Creme CD  $29
Debby Does Dallas CD  $38
Deceptions CD 529
Deep Throat CD 536
Devil In Miss Jones CO' $34
Digital Dancing CD 536
Digital Dreams 2 CD S22
Digital Seduction CD 534
Double Play Vol 1 CD  $36
Double Play Vol2CD 536

Dream Girl CD 532
Dream Machine CD 539
Ecstacy CD 529
ErotiCate CD 548
Erotica CD $34
Exolic Girls 3in 1 CD  $19
Expose CD $24

Extreme Delight CD 524

Femme Fatale $26
Femme Fatale Dt Disk 1 $18
Femme Fatale Dt Disk 2 $18
Femme Fatale Dt Disk 3 $18
Femme Fatale Dt Disk 4 S18
Femme Fatale DI Disk 5 $18
Femme Fatale DI Disk 6 518
Femme Falale WIN $29

Flame CD 325
Gilty Gold CD £28
Gifls That Keep Givg CD$25
Girlfriend Suzie $36
Girlinend Ten s42

Girls Steven J Hicks CD $29
Girls of Mardi Gras CD  $32
Girls of Risque CD 332
Girls, Girls, Girls CD 229
Glamr Girls of 1943 CD 536
Heavenly Bodies 2CD  $45
Hidden Obsessions CD  $32
High Volume Nudes CD $26
Hooter Heavens CD $36
House of Dreams GO §24
Hse Sleepy Beaulies CD$29

Insatiable CD 832
Intractv Ad Sernr Bts CD $39
Jigsaw Pinups $19
Kama Sutra CD 534
L.A. Strippers CD $32
Legends of Porn2 CD  $29
Loads of Fun CD 532
Lovely Ladies Il CD §39
Mark of Zara CD 538
Massive Mellons CD 829
My First Time CD $29

Mystique of Qrient CD - $29
New Wave Hookes 1 CD 832

New Wave Hookrs 2 CD §32
Nightwatch Intractv CD  $36
Nova Collection V. 1 CD $26
Nava Collection V. 2 CD §29
Othr Side of Chelsea CD$29

Overexposed CD 539
Pandor... AARAH'SCD 827
Paradise Club CD 536

Penthouse Intractiv CD $69
Penthouse Jigsaw PG $21
Phone Sex CD Audio  $15
Physical Therapy CD  $19
Playboy Electrnc Datebk $34
Porkware V. 2CD 529
Princess of Persia CD 529
Racquelle Released CD 534
Rimfire Pacific Video CD 532
Scissors N' Stones CD $44

Secrets CD 534
Sex Olympics $19
Sexiest Womenon CD 524
Sinfully Yours CD $29
Sizzle CD s29
Southern Beauties CD - 826
Strip Poker 3 519

Strip Poker 3 Dt Disk 1 $16
Strip Poker 3Dt Disk 2  $16
Strip Poker 3 Dt Disk 3 $16
Strip Poker 3 Dt Disk 4  $16
Strip Poker 3 Dt Disk 5 $16
Strip Poker 3 Dt Disk 6 $16
Strip Poker Professional $34
Strip Poker Pro DI Disk 1516
Strip Poker Pro Dt Disk 2516
Strip Poker Pro Dt Disk 3518
Strip Poker Pro DI Disk 4516
Stiip Poker Pro Dt Disk 5816

IBM ADULT IBM BUNDLES

Strip Poker Pro Dt Disk 6516
Super Smulware CD 819

Sweel Dreams CD s29
Tracy | Lave You CD 532
Tropical Girls CD 526

Wickd Q-Time Movie CD $42
Wicked Whispers CD 529
Womn Who Lov Men CD $26
Women of Venus CD $22
X-Rated Bloopers CD 827

IBM BUNDLES

Air Combat Classics 539
Their Finest Hour
Battle Hawks
Secret Weap of Luftwatfe
Allied Forces 59
M1 Tank Platoon, Gunship
Award Bundle 544
Kings Quest 5, Red Baron,
Rise of the Dragon
Combat Classics $19
F15 Strike Eagle
680 Attack Sub
Team Yankee
Dynamix Bundle 1 $24
A-10 Tank Killer
Heart of China
Stellar 7
Eye of Beholder Collctn 552
Eye of Beholdr Trilgy CD $51
Falcon 3 wThrstmst FCS $99
Gateway Collectn 1 & 2 $36
Land Sea Air 2 519
Command HQ
Red Storm Rising
F15 Strike Eagle
Lost Treasurs Infocom  $39
Infidel, Lurking Horror,
Deadline, Witness,
Suspecl, Ballyhoo,
HitchHiker's Guide/Galxy,
Suspended, SlarCross,
MoonMist, PlanetFall,
StationFall, Enchanler,
Sorcerer, SpellBreaker,
Zork 1-3, Beyond Zork,
Zork Zero
Losl Treasurs Infocm CDS$39
Losl Treaswrs Infocom 2 $29
Border Zone, Plundered
Hearts, Bureaucracy,
Culthroats, A Mind For
Voyaging, Hollywood Hi
Jinx, Seastalker, Sherlock
Heolmes: Riddle of Crown
Jewels, Wishbringer, Nord
and Bert , Trinity
Lost Treasrs Infem 2 CD $29
Lucas Classic Advent  $36
Indiana Jones, Secret
Monkey Island 1, Maniac
Mansion
Magnetic Scrolls Bundle 516
Fish, Carruption, Guild of
Thigves

Max Pac S16
Star Control, Hoverforce,
Test Drive 3

Maximum Overkill wDisk $45

Megalortress Mega-Pak $38
Megalortress
Meagafortress Mis Disk 1
Megatortress 3-D Editor

Perfect General Trilogy $36

Perfect General
Greales!t Battles of 20th C
WW2 Ballles
Power Hits: Ballletech 832
Baltlelech 1, Batlletech 2,
Mech Warrior
Power Hits: Movies 817
Hocketeer, Hare Raising
Havoc, Die Hard,
Ghostbusters 2
Power Hits: Sai Fi 519
Prophecy, Tongue of
Fatman, Circuit's Edge,
Mines of Titan, Death
Track
Power Hits: Sports 519
Face OH, Pro Tennis Tour,
MotoCross, Powerdrift
Secret Weap Luftwil CD $39
DO 335 Pleil
P-80 Shooting Star
P-38 Lighting
HE 162 Volksjager
Space Quest Bndle 1-4 $42
Spelicasting Bundle $34
Spellcsig 101, 201, 301
Spellcasting Bundle CD $32
Task Frc 1942 wRSR CD$35
The Victory Pack $34
Turning Point 529
Geltysburg, Spanish
Armada, Waterloo
Ultima Bundle 1-6 CD 8§50

Ultima Trilogy 539
Ultima 1-3

Ultima Trilogy 2 548
Ulrima 4-8

Wing Commander 1 Dix S48
Wing Commander
Secret Missions 1 & 2
Wing Commndr 1 Dix CDS29

Wizardry Trilogy 832
Wizardry 1-3
Wizardry Tnlogy 2 533

Wizardry 4-8

500 CC Race Bike $29

Alien Breed 319
Aliens Ale My Babysitter 527
Crazy Cars $25
Crespers $34
Dragon's Lair 3 834
Dragon's Lair CD 839
Dragn's Lr Esc Sngs Cst $34
Eight Ball Deluxe 538
Fast Action Pagq $24
Fire & Forget $24

Galactic Congqueror 531
Geekwd Gms of Galaxy $19
Geckwd Gms Galaxy CDS21

Gobliiins VGA 518
Gaobliiins 3 819
Guy Spy s24
Highway Patrol 2 s29

Incredible Machine 2 s28
Incredible Mach 2 WIN 529

Incredible Toons $29
Innocent S38
Jurassic Park CD 544
Kye Deluxe WIN 533

Mad Dog Mcree CD K v
Mad Dog Macree 2 CD $3%
Metal & Lace 20
Metal & Lace Upgd 35

CEW MA




CHIPS&BITS
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IBM ARCADE IBM HINT BOOKS

Microsolt Arcade WIN ~ $29

Mirage Thunder 839
Mortal Kombal $39
Paper Boy 2 s18
Prehistarik s29
Raiden s32
Rebel Assault CD S44
Rise of the Robots $39
Silverball $29
Space Ace 532
Space Ace 2 534
Street Fighter 2 534
Super Cauldron 525
T2:Arcade Game 529
Take-A-Brk Pinball WIN $19
Telris Gold CD $32
Titan $29
Titus Fox §25
Tristan Pinball $19
Who Shot John Rock COD$36
Wild Streets $24
Winball WIN 528
Zool 534
7ih Guest 2:11th Hour 854
Al-Qadim 549
Alone in the Dark 2 $48
Companions of Xanlh ~ $36
Darklegions $39
Dragonspherc 539
Falcon Gold 855
Fantasy Fieldom 848
Interno 839
Interplay’s 10 Yr Anthol S48
Iran Angel s39
Links Pro 486 342
Lords of Midnight 555
Mechamander 542
Mechwarrior 2 346
Myst $48
Outpost 539
Privateer 358
Ravenloft 852
Rebel Assault 344
Robinsan's Requiem 842
Sam and Max Hit Road 845
Sea Woll 852
System Shock 354
Tetris Gold 832
Under a Killing Moon 3585

Who Shot Johnny Rock $36
Wild Blue Yander $49
World of Xeen 340

IBM HINT BOOKS

A-Train $16
Advenl Willie Beamish  $10
Altered Destiny S10
Bard's Tale 1 510
Bard's Tale 2 310
Bard's Tale 3 10
Bargon Attack 510
Blue Force: Next of Kin 510
Castle Wollenslein 3D 510
Caslle of Dr Brain 510

Champions of Krynn S10

Civilization 516
Codename lceman 510
Colonel's Bequest 510

Comptr Advt Gm Secrts $16
Conquests Robin Hood  $10
Conguests ol Camelot  $10
CGW MAY 3

Curse of Azure Bonds ~ $10
Dark Queen ol Krynn - $10
Darklands 814

Death Knights of Krynn  $10
Dracula Unleashed strat $16
Dragons of Flame 58
Dungeon Master B10
Dynamix Greal War Plns 516
EcoQuest Search Cetus $10
Eivira 2 Jaws Cerberus $10
Elvira Mistress Dark 310
Eye of the Behalder 310
Eye of the Beholder2  $12
Eye of the Beholder3  $10
Fascination 510
Fred Pharks Fron Pharm 58
Gabriel Knight 510
Galeway Savage Fronlr $10
Global Conquest widisk $21

Gaobliiins 510
Gold Rush 56
Gunship 2000 $16
Hand of Fate 510
Harpoon 5186

Harpoon 2 Stralgy Guide$16

Heart of China s10
Hillsfar 58
Immortal 10
Indi Jones 4 Ft Atlantis  $10
Indy Jones Grix Adv $10
Inherit the Earth $16
Island Of Dr Brain 510
Jetfighter 2.0 516
King's Quest 1 510
King's Quesl 2 §10
King's Quest 3 $10
King's Quest 4 310
King's Quest 5 §10
King's Quest 8 310
Laura Bow 2 HintBook  $10
Leisure Suit Larry 1 310
Leisure Suit Larry 2 $10
Leisure Suil Larry 3 510

Laisure Suit Larry 5 59

Leisure Suit Larry 6 §10
Lemmings /disk §18
Loom $10
Lord of the Rings V1 310

Lord of the Rings V2 SB
Lost Files Sherlck Hims $10
LucasArs Adventure Bk 316
LucsArts Air Combt Strat 316

Magic Candle 2 310
Magic Candle 3 310
Manhunter New York 310

Manhunter San Francsc $10
Martian Dreams $13
Master of Orion Slrategy 516
Matrix Cubed 310
MS Flight Sim 5 Stratgy $16

Might & Magic 1 & 2 310
Might & Magic 3 $16
Might & Magic 4 $16
Might & Magic 5 $16

Might & Magic Compndm$16
O Bk Leisr St Lary 2nd $14
Off Bk of Ullima 2nd Ed $16
Off Gde Wilcs Spac Adv $14
Off Gde King's Quest 3rd$16
Off bk of Paolice Quest  $12
Pacific Strike Playtestrs 512
Patriot 516
Pepper's Adventure Time S8

Phantasy Star 3 516
Planet's Edge 516
Police Quest 1 $10
Paolice Quest 2 $10

COURSE

T i
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‘PEBBLE BEACH
GOLF LINKS' is
the first in a series
of LINKS CLASSIC
EDITION courses
made for the LINKS
386 PRO with VGA
graphics. Design-
ers and program-
mers spent more
than a year repro-
ducing avery nu-
ance of Pebble
Beach. Users will
feal like they've ac-
tually played the
course! 524

‘UNDER A KILL-
ING MOON' Trans-
ports you to the
virtual world of the
feisty detective
Tex Murphy. New
feature allows you
to save and splice
scenes logether.
Digitized voices &
sound effects and
an amazing level
of detail & free-
dom of movement
make this game vi-
sually & aurally
stunning. CD $55

'ACROSS THE RHINE' Contral history's famous tanks or
entire companies & experience the fierce combat & lough
decisions that gripped WWII tank commanders. Blast your
way through enemy units across war-torn Europe. S48

‘MECHWARRIOR
2' Climb into one of
18 Ballle Mechs
and prepare to set
your imagination
on fire. You're
strapped into a
100-ton machine
that can annihilate
a squadron of
F-15s in a heart-
beat. And you're
about to battle your
way across the
planetary terrain.
From ice 1o deser
to urban land. S46

IBM HINT BOOKS IBM ROLE PLAYING

Police Quest 3 310
Pool of Radiance 310
Pools of Darkness 312

Populous 1 & 2 Qff Strat $16
Power Monger Strateqy $16
Powermonger 10
Privateer Playlesirs Gde S18

Protostar 58
Quest For Clues 2 521
Quest For Clues 3 521
Quest for Clues 4 521
Quest for Clues 5 316
Quest for Clues & 316
Quest for Glory 3 310
Quesl for Glory 4 310

Quesl for Glory Strategy 518
Queslbustrs Bk of Clues 518

Railroad Tycoon 512
Realms of Arkania 514
Return to Zork 59

Return to Zork Advt Gde $16
Rex Mebular Cs Gn Ben $§14
Rise of the Dragon S10
Sea Wall Strateqy Gde $16
Secret Monkey Island ~ $10
Secret Monkey Island 2 $10

Secret Silver Blades 510
Sentinel Warlds 1 510
Shadow Caster 518
Shadow Sorcerer 510

Simcity 2000 Strat Gde $16
Simcity/Simearth Book  $20
Simearth 516
Simfarm Strategy Guide $16
Simlile Official Strategy $16
Simon Sorcerer Hint Gde$10
Sonic Stralegy Guide 516

Space Quest 1 HimBk 10

Space Quest 2 510
Space Quest 3 810
Space Quest 4 S10

Spellcasting 101 Official $14

Spellcasting 201 BK s10
Star Trek 25th Aniv 29
Starllight 1 $10
Startlight 2 s10
Strike Commdr Off Book $14
Stunt Island 816
Summoning $16

Tales Magic:Prophc Shd $12
Time Quest 10
Treasures Savage Frantr$10

Tunnels & Trolls 316
Ultima 4 s10
Ultima 5 sS10
Ultima 6 510
Ultima 7 s12

Ultima 7 & Uworld Book $16
Ultima 7.5 Balancg Scls $16
Ultima Avatar Advt Book $16
Ullima U Stygian Abyss $12
Ultima Uwrld Wrld of Lab §12

V Viclory 518
Wizardry 8 Cosme Forqe$12
Wizardry 7 318

X-Wing OIf Stral Guide  $18
Yeager Air Combat Hdbk $16
Ysarbius 512

IBMROLE PLAYING

All Character Editors ~ $16
ADD Collectors Editn 3 $19

Access Super Bundle

Al-Qadim CD 349
Al-Qadim:Genie’s Curse $45
Amberstar 519
Arborea Journy Inr Snct 534
Arena: Elder Scrolls S44
Bard's Tale Construction $29

Black Crypt 532
Blackmoaore CD S48
Bloodstone 827
Cellic Legends 532

Challenge of 5 Realms 539

Champions 837
Cobra Mission 534
Curse of Azure Bonds ~ $15
Cyber Empire §16
Cyber Space $39
Cyber Space CD $38
Dark Queen of Krynn 532
Dark Sun 847
Dark Sun Grey 15| Ex Pk $34
Dark Sun CD 549
Darklands $29

Darklands Mastr Ed wbk $51
Daughter of Serpents  $19
Death Knights of Krynn - §21

Demon Hunler §42
Disciples of Steel 535
Dragon Knight 3 CD 546
Dragon Tales CD 538

Dragonsphere CD 538

Dungeon Hack $38
Dungeon Hack CD 534
Dungeon Master 529
Dungeon Master 2 $36
Elvira 2 Jaws Cerberus $19
Eternam $19

IBM ROLE PLAYING

Eye of the Beholder 1 $14

Eye of the Beholder 2 $19
Eye of the Beholder 3 8§42
Eye of Beholder 3CD S48
Fire King 524

Flames of Freedm MWII 524
Forgotlen Caslle 849
Forgotten Caslle CD 855
Four Crystals of Trazere 516
Gateway Savage Fronir $32
Gods 516
Hero's Might & Magic  $45
Hera's Might &Magic CD §45

Hunters of Ralk CD 854
Interaclive Movie 1 §52
Intrplay’s 10 Yr Anth CD $48
Jorune 545
Jorune CD 548
Lands of Lore 534

Legacy of Mecromancer $17
Legacy: Realm Of Terror $39

Legend 522
Lord of the Rings V1~ $32
Lord of the Rings V2~ §37
Lord of the Rings V1&2 $35
Lord of the Rings GO $45
Lords of Midnight 548
Lords of Midnight CD  §55
Loremaster $29
Lure of the Templress  S16
Megatraveller S18
Might & Magic 3 $19
Might & Magic 4 $37
Might & Magic 5 536
Pirates Gold 539
Planet's Edge 522
Pool of Radiance §15



FREE GAME OFFER

*See Last Page For Detalls

‘Tth GUEST: 11th
HOUR' Sequel to
7th Guest except
the stakes are
higher, the puzzles
more clever and the
return visit even
more  unseltling.
Solve puzzles and
investigate clues
that take you
through Stautf's
haunted house with
maovie-like  plot
lwists, special ef-
fects and music
soundirack. CDS54

'STAR LEGIONS’
From the crealors
of the Star Fleet
series, You com-
mand a mighty Im-
perial invasion fleet
assigned to detroy
the hated Alliance
and cure the galaxy
of the plague of
democracy. Only
the strong deserve
lo survive and rule!
Guide your legions
lactics' as they
conquer a crucial
strongpoint.  §12

'‘GENGHIS KHAN
II' There's a new
bully on the block
and it's you! You're
ong  awesome
Mongal by the
name of Genghis
Khan and you're
hungry for con-
quesl. Play one of
lwelve world-class
rulers. Lead knights,
samurai and el-
ephant units into
battle. Play overview
or head to head
battle options. $34

'SYSTEM SHOCK' You receive a neural implant that al-
lows you lo enter cyberspace. Upon awakening, you dis-
cover that a super-intelligent computer has seized control
of the station and is planning to release a deadly vius. S48

IBM ROLE PLAYING IBM ROLE PLAYING IBM EDUCATIONAL IBM SIMULATIONS

Pools of Darkness

Pratostar 539
Ravenloft 548
Ravenioft CD $52
RAealms of Arkania 536
Red Crystal $29

Riftlwar Legacy CD $25
Rome: Pathway to Powr $29
Secret Silver Blades 515
Shadow Caster CD 545
Sherlek Hims CnDt 1 CD $36
Sherick Hims CnDt 2 CD 536
Sherlck Hims CnDt 3 CD 5§51
Spacewrecked $19
SpellJammr:Pirates Rim $16
Spellcraft:Aspect Valor $19

Star Saga 2 519
Star Trek Next Gen CD - $46
Stlonekeep #82
Stonekeep CD 348
Stronghold 536
Summaoning 516
Sword of China 542
Syndicate CD S48

Tales Magic:Prophc Shd 516
Twilight 2000 VGA 532
Ultima 4 Quest of Avatar $35
Ultima 5 Warriors Desin $38
Ultima 6 False Prophet $19
Ultima 7 Black Gate 547
Ultima 7 Forge of Virtue $18
Ultima 7 Series CD 542
Ultima 7.5 Serpent Isle S48
Ultima 7.5 P 2 Silvr Seed320
Ultima 8: Pagan 548
Ultima 8 Speech Pack  $17
Ultima Uworld 1 &2 CD 559

Ultima Uwrld 2 Labyrinth $48
Ultima Uwrld Stygn Abys $21

Uncharted Waters $42
Unlimited Adventures  $37
Veil of Darkness 837
Waxworks s19
Wing Comm 2 UUW CD $34
Wizardry 4 519
Wizardry 6 Cosmc Forge$22
Wizardry 7 Crusaders  $29
World of Xeen CD 542
Aesop’s Mmdia Fabls CD$30
Ancient Empire g$25
Annabl's Anenl EgyplCD 852
Auto Map S38
AutoWorks 549
Boom Box 512

Castle of Dr Brain VGA $19
Children's Write/Publish $42

Clock Works 519
Dinopark Tycoon 534
Dinosaurs CD 548
Don Quixote CD s24
Dyno-Quest 29
EcoQusl Srch Celus CD §29
EcoQuest VGA 832

Falty Bear's Bday Surp  $32
Fatty Bear Bday Srp CD 338
Fatty Bear's Funpack CD534
Fatty Bear Wrid Gms CD $44
Island Of Dr. Brain VGA $29
Jack and Beanstalk CD $34
Jungle Book WINCD 519

Last Chnec See WIN CD $38
Mario Teaches Typing  $26
Mario Tches Typing CD 548
Mavis B. Tches Typing  $29
Mavis B, Tehes Typ WIN 534
MS Arl Gall: London CD 545
Microsolt Dinosaurs CD $42
Mmedia: Vivaldi WIN CD 524
Orbits: Voyage Solr Sys $29

Oregon Trail WIN 534
Oregon Trail WIND CD 39
Print Shop Deluxe £49

Print Shop Dix Bus Grph $29
Pult Pult Goes lo Moon $42
Pull Pult Gs to Moon CD$44
Pull Putt Joins Parade  $32
Putt Pult Jns Parade CD $48
Putl Putts Fun Pak 319
Putt Putt's Fun Pack CD $34
Quarky Quays Sci VGA $29
FReader Rabbit 2 WIN 529
Rodney's Funscreen $32
Scooter's Magic Castle $32
Secret lgl Dr. Quandry  $29
Slater & Charlie CD S$42
Slater & Chrl Go Campg $29
Soltware Tlwks Rel CD §79
S8 Gizmos & Gadgels $28
Stickybear Pris of Spch $32
Stickybear Reading $24
Stickybear Spellgrabber $29

IBM SIMULATIONS

ATP20 529
ATPFlight Sim 100 819

ATAC

A10 Avenger 546
A320 Airbus £29
AH-84 B Longbow 854
AM-64 Helicopter 546

Aces Europe Miss Disk 1527
Aces Europe Miss Disk 2827

Aces Over Europe 839
Aces Pacilic Miss Disk  $19
Aces of the Deep 842
Aces ol the Paaific 844
Acrass the Rhing S48
Air Combat Pacific 1942 $48
Air Duel 333
Air Warrior SVGA 534
Air Warrior SVGA 35
Armaored Fist 352
Armour Geddon §32
Art of the Kill g24
Asslgnment Miami s19

B17 Flying Fortress Clsc $19
B17 Fly Fort wSS2 CD 8§37
Backroad Racers CD 529

Batlle of Britain 534
Batllecruiser 2000 845
Chopper Pack CD ROM 537
Coaster 32
Combat Classics 2 329
Cyber Race 529
Cyber Race CD $39
Delta V 42

Design Your Own Railrd $19
Earhquake Simulatr CD 542
Elite Plus 519
European Racers CD $29
Eye of the Storm Fit Sim $29
F117A Stealth Fir VGA 828

IBM SIMULATIONS

F15 Strike Eagle 2 815
F15 Strk Eagle 3 Acs Pk $52
F15 Strike Eagle 3 CD S48
F15 Strike Eagle 1] 542
F19 Stealth Fighter $18
F40 Pursuit Simulator ~ $29

FA 18 Homet 554
FA 18 Hormel CD 554
Falcon 3.0 548

Falcon 3 Sc1 Fling Tgr  $24
Falcon 3 Sc2 MiG 29 $32
Falcon 3 Sc3 FA18 Hint $32

Falcon 4.0 559
Falcon AT 516
Falcon Gold CD 555
Fast attack CD 548
Fire & Forget 2 s29
Fleet Defndr F14 Tomet S48
Flight $52
Flight Adventures 825 539
Flight Planner $24
Flight Sim Flight Shop  $29
Flight Sim ToolKit $58

Flight Sim Toolkit CD  $54
Flight of the Intruder  $16
Fly the Grand Canyon  $32

Flying Circus $39
Formula 1 524
Frontier Elite 2 538

Grand Canyon Scenery 518
Greal Nav Bat Ships All $19
Greal Naval Battles CD  $55
Great Naval Battles 2~ $45
Great Naval Balils 2 CD $42
Great Naval Batt Sc Bld $24
Gunship 2000 Scen Disk$24
Gunship 2000 VGA 837
HAWC. $32
Harrier Assault 832
Harrier Assault SVGA 847
Harrier Assult SVGA CD S44
Heroes of the 357th $18

Hyperspeed $16
Indy Car Racing $39
Inferno 539
Inferno CD 539
Iron Angel $39
Iron Angel CD 839
Jet Fighter 2.0 $39
Jet Pack CD 44
Jump Jet $39
Jump Jet Aces Pack 546
Jutland CD S48
Lawn Mower Man CD ~ §42
Life and Death §19
Life and Death 2 824
Lunar Command £24

M1 Tank Plaloon Classic 519
M4: Sherman Tank Sim  $34
Mantis Exp Speech Pak $19
Mantis Exper Fighter CD $46
Mantis Experim Fir VGA $29
Maximum Ovrkll Bdl CD $59
Maximum Overkill MD 2 §32

Mechwarrior 2 46
Mechwarrior 2 Add-on  $19
Mechwarrior 2 CD 546
Megarace $38

Metal Tech: Ballledrome $29
MiGG 29 (Sland Alone)  $44

Mig 29 Gold CD b2
MigM29 Fulcrum 832
MS Flight Sim 4 Japan 519
MS Flight Sim 5.0 546

MS Flight Sim 5 LsVegs $29
MS Flight Sim 5 Nw Yrk $29
MS Flight Sim 5 Paris ~ $29

IBM SIMULATIONS

MS Flight Sim 5 SnFrc §29
MS Flight Sim 5 Portind $32
MS Flight Sim 5 DG £29
MS Flight Sim Fit Shop $32
MS Space Simulator 1.0 544

Nomad CD 539
Operation Airstorm CD $42
Pacilic Strike $49

Pacilic Strike Spch Pak $17
Power Boal Simulator 839

Praxim 832
Privateer S48
Privateer CD 556

Privateer Special Oprins $22
Privateer Special Oper2 522
Privateer Speech Pack $17

Rally 529
Reach for the Skies 519
Real Weather Pilol 529
Red Baron VGA 536
Red Storm Rising ODCP $14
Road & Track Grnd Prix $24
Salling Simulator 3 H42

Sallng Sim 3 East Coast $32
Sailng Sim 3 Wes! Coast$32
Scenery Enhancmi Edit $21

Sea Woll 548
Sea Wolf CD $52
Seal Team $36

Secrel Weap Exp He162521
Secret Weap Exp P38 S21
Secrel of Dinosaurs CD $44

Shuttle $26
Shuttle CD $29
Silent Service 2 §19
Space Racers CD 844
Spectre Virtual Reality 538
Spectre VR CD 8545
Speed Racer 534
Star Fleet Acadamy CD §45
Storm Troop 554
Storm Troop CD 854

Sirike Commander 534
Strike Commander CD $55
Strike Comm Spec Op 1 522
Strike Commdr Spch Pk $19

Stunt Island 837
Sub War 2050 336
Syndicate $39
Syndcate Sc1 Amer Rvit 522
TFXCD $45
TEX: Taclical Fir Exper  $39
Tank S18
Task Force Admirals Pk 545
Team Yankes 2 $19
Team Yankee 2 CD 529
Test Drive 2 $30
Test Drive 2:Collection  $19
Test Drive 3 $29
Test Drive 3: Passion  $19
Theme Park S42
Tie Fighter 548
Top Gun Danger Zone  $24
Tornado S48
Tornado CD $42
Tower 842
Tracon WIN 528
Ultrahols Sanclion Earth $36
Vette 315

Voice Commder Bundle 518
W C 2 Operation 2 S22
W C 2 Speech Mod $13
W C Secret Mission 520
W C Secret Miss1&2 Bdi 520
W C Secret Missn 2 HD $20
Wild Blue Yonder CD  $49
Wing Commander $21
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‘TIE FIGHTER'

‘WAR GAME CON-

Sequel 1o the ac- "',g-l,', ,|‘.|'.,;l| ;|; :f STRUCTION SET
Wing Commander 2 826  Dominus claimed X-Wing, ' II" A tactical tank-
Wing Commander 2 Bdl $29 Dune 2 534 players fly under ﬁ J based _war game
Wing Commdr 2 DIx CD $29  El Fish 534 the direction of the - J J constrution set. Play-
Wing Commander 3 g52 Empire Builder 538 Dark Lord himself, ers construcll an
Wing Commander 3CD 854  Empire Deluxe $34 Darth Vader. Defy army and participate
Wing Commder Acadmy $32 Empire Deluxe WIN 535 the Rebel Alliance in in small scale con-
Wings of Glory $52  Empire Deluxe Scen1  $21 Iraining, combat mis- frontations using
Woll Pack CD %42  Empire Dix Mastr Ed CD 545 sions & tours of duty tanks and tools of
Warld Circuit $32  Fantasy Empires %39 that strengthen the war from 1918 to
World Circuil CD 834  Fantasy Empires CD  $45 Emperor's hold on 1991._ Fealures au-
X-Wing 842  Fantasy Fiefdom CD S48 the galaxy. Six Im- thentic lank_s. ran-
X-Wing Mission Disk 1 $19 Fields of Glory S34 perial starfighters dom scenario gen-
X-Wing Mission Disk 2 S19  Fifth Fleet 542 to fly under the erator and choose
Zephyr 845 Fort Apache 819 stralegies of the from 12 different time
Gemlfire 537 Empire. S48 periods. s42

Genghis Khan 2 S36

IBM STRATEGY Gettysburg 529

Gettysbrg: Inter Ban 532

18th Air Squadron 536
A Train 534
A Train wConstructn Set $32

Gettysbrg: Inter Bant CD 542
Global Domination 534
Gobliiing 2 Princs Buffn $16

‘MAGIC CANDLE
1" The ancient
lands around the

‘WINNER TAKES
ALL' A fascinaling
interaclive adult

Advanced Civilization  $35  Gold of the Americas ~ $24 Solian Sea have video game ol
Aide de Camp $42  Grandest Fleel $36 been stricken by a chance. You score
Airbucks 1.2 524  Great Nav Bit Admirl Pk 549 mysterious blight! the points and a
Ambush at Sorinor 542 Harpoon 2 $48 Crops are failing, ill- host of vivid mega-
Ancient At of War Sky  $26  Harpoon 2 Battle Set 1 $26 ness is spreading, stars like Racquel,
Archon Ulira 534 Heirs to the Throne §32 and strange beasls Justine Lenay and
Arctic Baron 529  HUMANS $24 lurk in the hills. Can Ashlyn Gere pay off
Arctic Baron CD $20  Humans: Insult to Injury $14 you find the source? in exciling visuals
Armada $22  Humans CD 528 Explore the southem that will leave you
Armada 2525 $34  Kingdoms of France  $34 homelands, unearth breathless! Round
Ashes of Empire $29  Kingdoms of Germany $36 valuable lreasure and round yau go,
Baltle Group Commndr $45  Kingmaker 539 and stop the blight risking it all for a
Baltle Isle $32  Koshan Conspiracy $36 before it consumes host of sizzling
Battle Isle Scenario Disk$22  Koshan Conspiracy CD  $48 the world! $12 beauties. CD $34
Baltle of Chickamagua $38  L'Empereur 837

Battle of Chickmgua CD $42  Lemmings 2: Tribes 529

st il 26 LemmigeDelpdok 219 M STRATEG IBM STRATEG M TRADITIONAL IBM TRADITIONAL
Baitles ol Destiny $34  Lemmings ODCP 519 18 A Y B TRA Y 18| A

Beyond Squad Leader $38  Lemmings wDladisk CD 545

Black Beard S36 Liberty or Death 537 Railread Tyceon Classic $18 Spaceward Ho! Bridge 7 524 Joseki Genius 539
Breach 3 536 Lost Admiral 519 Rampart 817 Spaceward Ho! WIN 336 Bridge Olympiad 836 King's Table 524
Buzz Aldrin Race Space $38  Losl Admiral Enhanced  $44  Reach for the Stars 324 Star Control 2 534 Bridgemaster WIN 529  Lawn Mower Man 55 CDS36
Bzz Aldm Rac Spac CD $54 Lost Admiral Scen Disk  $23 Realms 316 Strike Squad 834 CD-Romix 1 Hardcase 518 Lexicross 524
Caesar $34  Losl Vikings §24  Red Ghost 338 Stronghold CD #36  CD-Romix 2 Prime $18  Lucky's Casino Advent $38
Campaign 2 $368  Maelstrom £36  Red Zone 332  Sub Version 536  CD-Romix 3 Free X CD $18  Monopoly Deluxe 529
Capitalist Pig WIN 318 Master of Orion 8§39 Robo Sport WIN 334 Tac Ops s42 Casino Game Pak WIN 332 Monopoly Deluxe WIN 529
Carriers at War 524 Mechamander 542 Romance 3 Kingdoms 2 $39 Tank 536 Casino Mastr Gold WIN $43 Omar Sharif Bridge WIN 532
Carriers al War 2 539  Mechamander CD S42 Romance 3 Kingdoms 3 $39 Task Force 1942 536 Checkmate WIN $36 Omar Shrt Bridge Dix CDS46
Castle Conquest 5§42 Mega Lo Mania 519 Rules of Engagement 2 $34 Tegel's Mercenaries 2 S44 ChessManiac b Bill & 1§39 Origamo 539
Caslles $18  Merchant Golony §17  Rules Engag2 Cpgn Dk 518  Term 2 Chesswars CD 527  ChessManc 5 Bill&1 CD 534 Oshkosh '82 CD 539
Caslles 2 S38 Merchant Prince 539 Second Conflict WIN ~ $34 The Complete UMS S44 Chessmaster 2000 324 Pinball Dreams S29
Caslles 2 CD 549  Napoleonics 834  Seven Cities Gold 2 519 Theatre of War 516 Chessmaster 3000 529  Pool Shark 515
Celtic Tales: Balr of Evil 842 Mew Waorld Order 538 Sid Meir's Civil War 558  Tigers on the Prowl 5§42  Chessmasler 3000 WIN 535  Positronic Bridge 530
Chssmstr 4000 Trb WIN $36  Mobunaga's Ambilion  $37  Siege With Exp Disk 519 Unnatural Selection $280  Chessmaster 3000 CD 546  Positrn Bridge Cmptit SES60
Civilization 544 Nobunaga's Ambition 2 $37 Sim Anl 529 Utapia 529 Classic 5 332 Risk WIN S26
Civilization WIN $42  Nuclear War $16  SimAnt WIN §34  Viking Conquest 836  Classic 5 WIN $30  Russian Six Pack 526
Clash of Steel $39  Objection 519  SimAntCD 548 Vikings 2 $36  Classic Solitaire WIN ~ $18  Russian Six Pack WIN  $19
Cohort 2 518 Objection Enhanced 519  Sim City $27  Vikings Fields of Congst $19  Clue Master Deteclive $16  Sargon 5 §13
Colanization $45  Operalion Crusader 534 Sim City WIN 534 Walls of Rome $39  Coffee Break Colltn CD $29  Scrabble Deluxe $26
Colonization CD 545  Operalion Europe 542 Sim City CD 548 Warlords 2 537 Cribbage Master $29 Scrabble Deluxe WIN ~ $19
Command HQ Classic $18  Outpost 539  Sim City Classic 526  Warlords 2 Scenario Ed 29 Den Millr: Nws to Me CD $25  Scrabble Deluxe CD 525
Command and Congquer $42  Oulpost CD 539  Sim Cily Classic WIN  $26  When Two Worlds War 534 Dr Floyds Desklop Toys 514 Shanghaii 2 529
Conquer for Windows  $19 Paladin 2 534 Sim City 2000 $39 Worlds at War S19 Dr Thorp's Blackjack §532 Solitaire Royale $19
Conguered Kingdoms ~ $32 Patrician 534 Sim City 2000 WIN S42 Faces Tetris 3 515 Solitaire WIN S26
Conquered Kingdoms 1 $24 Patrician CD 536 Sim City 2000: Disasters§18 Gambit 539 Salitaires Journey 534
Conquered Kingdoms 2 838 Pax Imperia 842 Sim City 2000 CD 345 Game-Maker Ver 2.0 548 Solitaire's Journey WIN 538
Conguest $38  Pedect General 534 Sim Earth 520 Go Master Dix Ve 5 WIN 579 Solitaires Journey 2 536
Conguest of Japan $36  Pedecl General 2 $44  Sim Earth WIN 528  Americans in Space CD $11 Go Master Jrvr SWIN 519 Stan Wongs Video Pokr $19
Crisis in the Kremlin $32  Perlect General 2 20th $23  Sim Earth CD 548 Batlle Chess EGAVGA 518  Go Master Tool Kit $39  Star Wars Chess $38
Cybergo 539  Pedect General WW2 521 Sim Farm 529  Batlle Chess 4000 VGA $24 Go Master Tool Kit WIN $79  Star Wars Chess CD §44
D-Day: Beginning of End$42  Populous 2 532 Sim Lile 529  DBaule Chss 4000 SVGA 536 Go Master Verd WIN 539 Super Jeopardy $19
Darklegions 542 Powermonger 519 Sim Life WIN 529  Batlle Chess CD 545  Hong Kong MJ Pro $32  Super Tetris 529
Darklegions CD 542 Protostar CD 536 Smokin® Gun WIN $28  Batlle Chess WIN 518  Hoyle's Book Games V3 $29 Swap $29
Detroit 534 Purest Wargame 536 Space Hulk 519 Beat the House £29  Hoyle's Bk Games Clssc$29  Tactical Wizard 539
Discovry Stp Columbus 534 Rags to Riches 536 Space Miner $36  Bridge 2: wOmar Sharif $28  It's a Wonderful Life CD $39  Take-A-Brk Crsswd WIN $19
Dominion: King's Lile 541 Railroad Tycoon 2 539 Space Raiders CD 842 Bridge 2: wOmr Shrf CD 882 Jeopardy 25lh Aniversry $14 Terminalr 2 Chess Wars $37
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FREE GAME OFFER

*See Last Page For Detalls

‘LINKS 386 PRO’
offers SUPER VGA
graphics and ad-
vanced fealures
designed for your
386 or 486, Mew
features include
computer oppo-
nent, save game
option that allows
your friends to play
against you in an
existing game.
Play at Harbour
Town or use the
course disks for
extra fun. $32

‘DETROIT' is the
ultimale automobile
simulation that lets
you design and
build the car of your
dreams! Create a
powerful Empire
and amass for-
tunes! But first you'll
have to face strikes,
wars, new laws and
competition from up
to 3 opponents.
Features 9 types of
vehicles. Research
engines, brakes,
saftey & more. $34

“Brian Vodnik's

‘ULTIMA VIII: PA-
GAN' You are im-
prisoned on a dis-
tant world where
the forces ol the
Guardian hold ab-
solute command.
Without allies or
even a familiar
frame of reference,
you must learn to
defeat the ruling El-
emental Titans on
their own terms in
your quest 1o bring
the battle to the
Guardian. S48

‘KINGDOMS OF
GERMANY" is lhe
second in the King-
doms series of me-
dieval conquest
games, Kingdoms
of Germany follows
the addictive, award
winning Vikings
with improved & re-
fined point & click
interface, game-
play & compuler
opponents. Fea-
tures huge map
thal you actually
play on. $36

IBM TRADITIONAL IBMWAR GAMES IBM SPORTS

Terminator Chess 534
Tesserae WIN 316
Tetris $15
Tetris Classic 526
Telrs Classic WIN 526
Trump Caslle 3 529

Trump Casltle 3 CD $29
Trump Cast Collectn CD $14
Vegas Entrinmt Pk WIN $21
Vegas Games Pak WIN $21
Video Cube CD 845
Videogame Solution CD $29
Virtual Reality Studio 2 $64

Welltris 315
Word Tris $27
Wrath of the Demon CD $29
Zig-Zag $34

IBM WAR GAMES

Action North Atlantic £26
Action off River Platte  $26
Awgis: Guardn Fleel CD 554
Air Raid Pearl Harbour  $22
American Civil War V1§24
American Civil War V2§24
American Civil War V3 524

Battle Stations 520
Battle Tank Barbarossa $36
Battle Tank Kursk 536
Bautle of Austerlitz 526
Batlle of Leyte Gull 24

Battle of the Atlantic 536
Baltles of Napoleon 524
Battleship Bisrmark 526
Blitzkrieg Ardennes $19

Blue and the Grey 336
Boradno Napaleon Invds $29
Bravo Romeo Delta 24

Campaign $32
Campaign CD 836
Campaign Mission 1 s18
Carrier Strike $39

Carrier Strike Exp Pak 19
Civil War No Greatr Glry 521
Decision at Gettysburg 518
Dreadnoughts 529
Dreadnoughts Bismark 529
Dreadnoughts Deluxe 559
Dreadnoughts Ironclads $29

Drums of Glory 544
Fall Gelb 536
Fifth Eskadra B36
Fleet Med 527

Gary Grgsby Pacifc War $36
Gary Grgsby War Rssia $45
German Raider Allantis  $26
Gettysburg:Turning Pnt  $36
Gaolan Front 536
Grand Fleet 536
Grey Seas, Grey Skies 336
Halls of Montezuma 524
Harpoon Designer Srs 2 525

High Command 545
Kamplgruppe $59
Kriegsmarine 536
Kursk Campaign $36
Long Lance $39

Main Batt Tank C Grmny $36
Main Ball Tank MidEast $36
Main Ball Tank N Grmny $36
Malta Storm $36
Man of War 36

Mare Nostrum
Marianas Turkey Shoot 512

Midway sz
Moscow Campaign 536
Naorthern Fleet $36

Operation Overlord $36
Pacfc Strm Midwy Cpgn $36
Paclc Strm Solmn Cpgn $36

Panzer Battles 519
Patriot 514
Patton Strikes Back 514
Prelude to Jutland 526
Red Sky Morning 536
Return to Falklands 528
Rising Sun 526

Rd Sumir to Appomallx $45
Romm Batt for M Africa $24
Rommel at El Alamein ~ $36

Rommel at Gazala $36
Second Front £21
Seventh Fleet $38
Squad Leader S48
Stalingrad Campaign S36
The Great War S38
Third Reich 534
To The Rhine 536
UmMs 2 519

V Victory: Gld, Jno, Swd 539
V Victory: Utah Beach  $44
V Victory: Velikye Luki 544

Victory at Sea 41
War in the Falklands 526
Warpaint 36
Warship Changd History $26
Waterloo $19
White Death $19

WW2 Batt of Sth Pacilic $32

APBA Baseball $24
APBA Baseball Innovatr $34
APBA Bsball Staimstr 2 $29
APBA Bowling 514
AFPBA Hockey 534
APBA Micro Manager 532
All Amer College FB '94 342
American Gladiators 521
Barkley: Shut Up & Jam $42

Baseball WIN 546
Blood Bowl $39
Brett Hull Hockey S42

Dave Robnsn NBA Actn $44
Dirk's Baseball Encyc 519
Front Page Football Pro $45
Greens 534
Hardball 3 $34
Hardball 3 Collection  $39
Hardball 3 Players Disk $16
Hardball 3 Stadium Disk S16
Hardball 4 534
Jack Nicklaus Signtr Ed $27
Jack Nicklaus SE Crs 2 $516
Joe Montana Football 2 $42
Links Crs 2 Firestone ~ $17
Links Pro 386 Goll $3z2
Links Pro 486 CD $42
Links Pro Crs1 Mna Kea $19
Links Pro Crs2 Pinehrst $16
Links Pro Crs3 Bnff Spr $19
Links Pro Crsd Bellry  $19
Links Pro Crs5 Innstik $19
Links Pro CrsB Firestne 520
Links Pro Crs7 Peb Beh $24
Links Pro Crss Cast Pns §19
ML 1950s World Series 517
ML 1960s World Series $17

IBM SPORTS IBM BUDGET

ML 1970s World Series $17
ML 1880s World Seres 17
ML BB 4 USAT Fan Man 525
ML BB 4 USAT Gen Man519
ML BB Pro Teams ea.  $20
ML Personal Pro Gall 828
MicroL 82-88 BB Ssn ea §17
MicroL 89 FB Seasan 317
MicroL BB 4 USA Today $28
Microleague Basketball S28
Microsoft Goll WIN S48
Microsoft Golf CD S48
Mike Ditka Power Fball 534
NFL Chall Premium Ed  $59
NFL Coaches Club 534

NFL Cches Club Exp Dk $19
NFL Cches Club FB CD $34
NFL Football $19
NFL Football '94 §29
NFL Video Football 519
NHL Hockey 544
Nascar Challenge 529
PGA Tour Golf 521

PGA Tour Goll Lid Ed 532
PGA Tour Goll WIN 538
Pga Tour Crs 1 WIN $17

Pro Tennis Tour 2 $19
Proleague Football '94  $29
QuarterPole $26

Road to the Final Four 2 $41
Strat-0-Malic Bsball 4 3 529
Summer Challenge 534
The Games Winter Chall $29
Time QOut Sports Bsball $39
Time Out Sports Bball ~ $39
Tom Landry Foolball $29
Tom Landry Football Dix $29
Tony LRussa Baseball 2 535
Tony LRussa BB2 CD S48
Tony LRussa BB2 892 Tm514
Tony LRss BB2 Fan Man$14
Tony LRss BB2 Stadium $18
Tony LaRussa NL Stad  $15
Tony LRssa BB 2 1983 §16
Unnecessary Roughnss $34
Wayne Grelzky Hocky 3 542
Weaver Baseball 2.0 817
Weaver Commsnr Dk 2§16
Wilson Pro Staff Golt  $23

IBM BUDGET

007 James Bond Stih AffS12
3 D Pinball 312
3in 1 Players's Pack 59
A Train Construction Set $9
Acquire 59
Action Stations Scen 1 $3
Air Force Commander 59
AirportFacilities Dir 8512

Allied Forces 59
Amazing Spiderman 812
Amazon 58

Aracnaphobia wSnd Sre 512
Armada Villa Crespo 39

Artura 54
Back to the Future 3 812
Backgmn By George WIN 59
Banzai 59
Baseball Card Caollector $12
Baseball Facts 89
BAT $6
Battle Command S6
Bball Chall 87-89 Tms oa §9
Bermuda Square 59
Big Business 39

Blackjack St
Blue Max Aces Greatl War 5S¢
Badycello CD Bis
Boom Box 18
Breach 2 1z
Captain Blood 3E
Cardinal of the Kremlin $€
Carrier Command 8¢

Carners at War Const Kit §¢
Castles Northin Campgn 8¢
Champions of Krynn $12
Charge of Light Brigade $12

Chess Net WIN S¢
Chess X Colossus Se
Combination Lock ol
Conflict: Korea 51E

Conflict: Middle East  $12
Conqueror Multi Tank SE

Corporation $¢
Covert Action SE
Crash Course ¢
Crime City $1z
Crime Does Not Pay  $1z
Dark Half €
Das Bool Submarine  $12
Dealer's Choice $C
Demon Blue §C
Dognapped 5€
Don't Go Alone SE
Dr Doom's Revenge 8E

Dr Thorp's mini Blackjack S€
Dr Wong's Jk&Vid Pokr 5 SC
Dr Wong Jk&Vd Pkr WINS1Z

Dragon Force 81z
Dragon Lord 55
Dragon Strike 81z
Dragons of Flame puis
Dune Sz
Dusk ol the Gods S1E
E- Malian SE
Earthrise SE
East vs West Berlin 1948 8¢
Electne Jigsaw S1E
F15 Stnke Eagle LT
Face Off §E
Fasl Break SE
Fighting for Rome 317
Finale X
Free DC o
Gamma Force 3E
Gofrs Winkl Adv CD WINS1Z
Gold of the Aztecs 51z
Grandmaster Chess 318
Hearts S1E
Heatwave SE

Hole In One Mini Gall 3E
Hole In 1 Mini Gl Crs Dk $&
Hele in 1 Mini Goll Dix -~ $1%
Intractv Adult Spl win CD&12
Internatnl Ninjn Rabbits $12
Internatnal Sports Chall 8¢
Jack Nicklaus Cr Dk1-3ea S€
Jack Micklaus Cr Disk 5 S€
Jack Nicklaus Clip Art Lk
Jack Nicklaus SE Crs 1 SE
Japan Scenary Disk 51z

Jeopardy 1 or 2 ea $E
Joan of Arc S1z
Killing Cloud SE
L.A. Law 5¢
Laser Squad Sz
Leather Goddesses S1%
Lightspeed 5
Line in the Sand S1:
MacArhur's War 5

Madden Player Stals ‘B9 S
Marianas Turkey Shoot 12
CGW MaY
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IBM BUDGET IBM BUDGET

Aarvel Trilogy
Aagic Candle 2
Aagic Candle 3

g12
s9
812

Aagic Johnson Fast Brk 86

Aatrix Cubed

Aedieval Lords
AegaFortress
AegaTraveller:Zhodani
AegaTraveller 2
Aidway

fillenium

fines of Titan

AL Baseball All Stars
AL Baseball Seattle I3
AL Football 2

1s PacMan

lever Mind

lew Facilities Locator

59
s12
$12

36
$12
s12

86

s9
$12
s12
s12

56

59

$9

IFL Chall Col Alumn Tms $9
IFL Chall Pre Season 91 $9
IFL Chall All Star Team 59
IFL Chall Dream Teams $9
IFL Proleague Fooltball $12

linja Gaiden 2
linja Rabbits
Ibliterator
Migopoly

In Target
Iperation Combat
‘ac Man

512

'enthouse Jigsaw XXX §12

ick'n Pile
ictionary

irales

laymaker Foolball
ower Diome
‘ower Hils: Kids
'ower Politics WIN
'redator 2

roFball Analyst 92 Edt

'unisher
uzzle Gallery 1
1Bl 2

56
s12
s12
812

S8

S8
s12

59

59

lenegde Legion Inlercp $12

lodeo Games

fotox

lules of Engagement
.C. Out

D

avage

icenary Collection Set A
icenery Collection Set B
icenary Collin Califarnia
icenry Coll Great Britain

ientinel Worlds 1
ihadow Sorcerer
iege

leeping Gods Lie
noopy's Fun Pack
orry

ipace Vegelables
porting Triangle

pol

lar Legions

lorm Across Europe
treet Ball

aking of Beverly Hills
eam Yankee

59
59
s9
312
56
S6

s12
s12
$9
s12
$9
$3
56
59
$12
59
56
s12

eenage MNT Man Miss 512
eenage Mut Ninja TurtlsS12

egel's Mercenaries
erran Envoy
est Drive 2:Euro Chall

$9
59
S6

est Drive 2:Muscl Cars $12

‘est Drive 3:Road & Car

he Tinies

hink Cross
“SUAE LA AN T

9
312
§12

Thunderhawk

Tie Break Tenmis SQ
Time Queslt s12
Tony LaRussa Baseball 359
Tony LaRussa BB 1990 512
Tony LaRussa BB 1891 8§12
Teny LRssa Classc Stad 512
Treasures Savge Frontr $12
Trump Cst 2 Casino Bay $6
Trump Cst 2 DD1 or 2 ea. 54

Turm-n-Burn 59
Typhoon of Steel 512
UMS 2 Planet Editor 512
Under Fire s12
Uninvited 56
Vaxine 512

Video Poker Villa Crespo $9
Video Poker by Masque $9
Visions of Aftermath g12

Wacky Funster 59
War in the Gulf s12
War of the Lance 59
Warlords s12
Weaver Tm/Playr Sis 89 53
Wheel of Fortune 56
Wheel ol Fortune 2 S8
Wheel ol Fortune 3 S8
Wild Wheels 512
Wrath of the Demon s12
Xiphos 59

Breach 1 Scenarno Disk 83
Fast Break s3
Heatwave 23
Jack Nicklaus Course 1 S8
Test Dnive2:Muscle Cars 83

MACINTOSH ‘

Bridge 7 8189
Dragon's Lair 2 519
Go Master Deluxe 549

Harpoon Scenario Edilor 314
Jack Nicklaus CrDk 1-3eas6
Jack Micklaus Crs Dk 5 S6

Lexi Cross 519
Omar Sharif Bridge DIx $19
Out of this World 819
Robo Sport 524
Shadowgate 518
Sherlock Holmes CnDt 2318
Sim Ant 519
Spiril of Excalibur 514

Test Drive 2: CA Chaling $6
Test Drive 2: Super Cars S6

WordTris $19
11th Hour 852
300 Gun 539
300 Syslem 5599
Aces ovar Europe 549
Air Warrior 549
Alene in the Dark 549
Battle Chess $46
Conquered Kingdoms 549
Demolition Man £49
Doom 549
Dragon Tales 549

Dragon's Lair 549
Dragons Lair 2:Tm Warp $52

'‘OUTPOST' You
only get one chance
to destroy civiliza-
tion. Players ex-
plore new worlds,
research new lech-
nologies and strive
lo colonize distant
planets. Based on
NASA research,
Qutpost is a realis-
tic simulation of the
complexities  in-
volved in building a
sal-contained colony
on a hostle planetary
surface, CD s39

‘INHERIT THE
EARTH' A fantasy
adventure that will
introduce players to
anew world of breath
taking scenery and
excitement...Earth.
Accompany Rif the
fox as he attempts
to uncover the
mystery surround-
ing an ancient hu-
man arlifact. Fea-
tures intuitive inter-
face, puzzles and
overhead perspec-
tive. 545

‘ARMORED FIST'
plunges you inlo the
modern baltlelield in
command of a com-
pany ol armored
units. Fealures
complete driver's
station simulation of
the American buill
M1A2 Abrams, M3
Bradley IFV, and the
Soviet buill T-80 and
BMP. Remote artil-
lery and air support,
night vision optics
and amazing Voxel
Space terrain. $52

'FIELDS OF
GLORY' An intrigu-
ing action game
with a miniature
feel. Command the
French, British or
Prussian in the
roles of Napoleon,
Wellington,  or
Blucher. Choose
from 4 historical or
2 fictional batlles,
Use a modem for
headtohead compe-
tition, Fight a single
battle or an entire
campaign. $34

Escape Monster Manor $49

Gridders $49
HUMANS 349
Horde 549
Intelliplay Football 549
Jurassic Park 549
Kingdom:Far Reaches 549
Lemmings 549
Lost Files Sherlck Holms 49
Mad Dog McCree 549
Mad Dog McCree 2 549
Madden Football 549
Megarace 544
Microcosm 549
Night Trap §52
Oceans Below Sd4
Orion Off Road 549
Qut of this Warld sS40
PGA Tour 540
Pataank S48
Peter Pan S44
Red Baron 549
Rise of the Robots 549
Road Rash 556
Sewer Shark 5§49
Shadow Caster 549
Shock Wave 556
Shuttle 544
Space Ace 549
Space Pirates 549
Star Control 2 S49
Star Trek Mext Genern 549
Star Wars Chess 349
Stellar 7 S48
Syndicale 549
Theme Park 549
Total Eclipse 552

Troddlers 549
Twisted 551

Way of the Warrior 549
Who Shot Johnny Rock $49

Wing Commander $49
WorldBuilders, Inc $49
JAGUAR
Jaguar System 5249
Jaguar CD System 5299
Jaguar Controller 524
Alien Vs Predator 554
Barkley Basketball 546
Baseball 554
Basketball 554
Ballle Wheels 554
Batlle Zone 2000 554
Brett Hull Hockey 546
Brutal Sports Football  $58
Bubsy $46
Car Wars 549
Checkered Flag 2 554
Club Drive 544
Crescent Galaxy 544
Dungeon Depths 554

European Soccer Chall 556
Evolution:Dino Dudes  $44

Hardball 3 46
Hosenose & Booger 554
Jack Nicklaus Goll S48
Jaguar Formula 1 Racg 854
Kasumi Minja 354
NFL Football 554
Raiden $44
Tempest 2000 $44

Tiny Toon Adventures  S44
Ultimate Brain Games 556
Ultra Vortex 554

TURBO GRAFX

Turbo Duo 5289
TurboGrafx 16 CD Plyr $149
Turbo Duo Adaptor $13
Turbo Duo Intell Lk IBM $99
Turbo Duo Intll Lk MAC  $89

Turbo Duo Pad 518
Turbo Duo Tap 518
Turbo Extension Cable  $9
TurboBooster 516
TurboExpress 5199

TurboExpress AC Adapt 527
TurboExpress Car Adapt S36
TurboExpress Link Cbl $19

TurboPad 516
TurboStick 519
TurboVision 565
A Train 3 CD 547
Addams Family CD 319
Adventure Island 536
Air Zonk 542
Air Zonk CD $44
Ballistix 519

Battle Lode Runner 543
Beyond Shadowgate CD S45
Black Hole Assault CD  S47

Blood Gear CD 547
Bomberman 2 s39
Bonk's Adventure s19

Bonk's Big Adventure 544
Bonk's Big Adventre CD $44

TURBO GRAFX
Boxyboy $9
Bravoman $24
Buster Brothers CD $34
Cadash $19

Camp California CD 534
Camp California Yo Bro 29

Chase HQ 542
Cosmic Phantasy 3 CD 546
Cotton CD 544
Darkwing Duck 534
Dead Moon 514
Dragon Slayer CD 542
Drop Off 512

Dungeon Explorer 2 CD $44
Dungeon Master CD $44
Dynastic Hero CD $44
Exile 2 CD $46
Falcon 519
Fantasy Star Soldier CD $44
Fighting Street CD 534

Final Zone 2 CD 542
Forgotten Worlds CD 534
Gao CD 545
Ghost Manor 529
Godzilla CD 546
Gradius 2 CD 546
Impossamole 529
JB Harold CD $32
JJ & Jelt $19
Jack Micklaus Golf 514

Jack Nicklaus Golf CD  §34
Jek Chan Acln Kung Fu 534
Jim Power Lost Dim CD 847
King of Mansters 2CD S48
Legends of Hero Tomma $33
Loom CD $39
Lords of Thunder CD  §44



FREE GAME OFFER

*See Last Page For Detalls
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'‘ALONE IN THE
DARK 2' Descend

'SIMCITY 2000°
is the long

into the terrilying awaited follow up Burning Fight 5149  Geo Foreman Boxing  S1€

depths of the ulti- to SimCity that Crossed Swords 5129 Global Gladiators 33z

mate 3D virtual takes urban plan- Cyber Lip 3129 HUMANS L

mystery. Become ning into the next Fatal Fury $129 Halley Wars 1€

the detective, Ed- century. SimCity Fatal Fury 2 $199  Hook §2¢

ward Carnby, em- 2000 adds a new Fatal Fury Special §199  Hurricanes $3¢

barking on a sleuth- level of realism & Football Frenzy $129  Incredible Crash Dumies $3z

ing quest to rescue sophisticated Ghost Pilots §129  Incredible Hulk $3c

a kidnapped child. gameplay. New King of the Monsters  $148  lichy & Scratchy $3z

Features frightfully fealures include King of Monsters 2 5179 Jeopardy 53z

eerie soundirack, underground Last Resort $149  Jungle Book X)-

70 characters, 15 water and _Irans- League Bowling $129  Jurassic Park SaE

levels and hun- portation syslems, Magician Lord $149  Klax §1¢

dreds of delailed 3D 3D views & SVGA Mutation Nation $149  Majors:Pro Baseball ~ §3¢4

abjects, 536 graphics. 845 Mam 1975 $129 Marco's Magic Soccer 542

Heroes 2 $569  Mickey Mouse Land lllsnS3z

Ninja Combat $149 Micro Machines 83z

Riding Hero $129 Manster Truck Wars $3¢

‘STORM ACROSS ‘SAM & MAX HIT Robo Army $129 Mol Kombat S36

EUROPE' covers THE ROAD' Sam: Samurai Shodown $199  Mortal Kombat 2 S3¢

every part of the “You know Max, Sengoku $129  Ms Pac Man S2

blitzkrieg that Hitler ever since we've Sengoku 2 $199  NBA Bball Dave Robinsn$a:

unleashed in 1939. been CD-ROMed, | Soccer Brawl $129  NBA Jam Session $3E

You control every feel an urge to say Super B Man $129  NFL Fball Joe Montana $3€

facet of the war in- everything  out Super Sideks Soccer  $179  Off the Wall 2t

cluding amphibious loud!” Max: "Me Super Sideks Soccer 2 $199 Qutrun:Europa 537

landings, u-boat too! Technology is a Super Spy $129  PGA Tour Golf 83z

campaigns and beautiful  thing, Survivor $199  Pac Attack $2¢

sirategic bombing Sam" Now hear Thrash Rally $129  Paper Boy 2 $3z

strikes. While the their wacky banter Top Hunter 5199 Pinball Dreams X}

battle rages,you as they search for Top Players Golf $129  Pinball Wizard $a

must juggle limited a bigfoot on the View Paint $199  Pokr Face Paul's Blckjck 522

resources between lam. Now in CD- World Heroes 2 $199 Poker Face Paul's Pokr $2¢

production and re- ROM Talkle Ver- Pokr Face Paul's Solitre $2¢

512 sion. CD 545 Predator 2 $27

Prince of Persia Sac

Pro Action Replay 54¢

GG System no Software 589  Psychic World S1€

GG System Sonic2 5128 Ren & Stimpy Show 532

Lords of Rising Sun CD $39  World Class Baseball  $19  Full Court Press $36  Scrap Yard Dog $3%  Addams Family $32  Riddick Bowe Boxing  52¢
Madden Foolball CD $44  World Heroes CD 546 Gates of Zendocon $25  Shadow of the Beast  $36  Akira $34  Road Rash ERE
Magical Chase $38 Xak1&2CD 547 Gordo 106 $36 Shanghaii 529 Aladdin $32 RoboCop 3 53:
Might & Magic 3 CD $47  Ys3CD 542 Guardians $44  Space War 8339 Aliens 3 $34  Robocop Vs Terminator $3:
Maonster Lair CD 529  YsBook1&2CD 536 Hard Drivin' 39  Steel Talons 839 Andre Agassi Tennis $29  SeaQuest DSV 53
Mystic Formula CD 845 Heavy Weight Contendr $36 Super Asteroids £36 Arch Rivals $29 Side Pocket $3:
Neutopia 2 542 Hockey $36  Super Off Road $368  Ariel Little Mermaid 532  Simpsons:Krstys Fun Hs $2¢
Mexzar CD 547 LYNX Hydra $36  Super Skweek $39  Astarix & Great Rescue $32 Solitaire Poker 52:
Order of the Griflon 39 HyperDome $39  Swilch Blade 2 $39  Bart Meets Radactv Man$32  Sonic Chaos 53¢
Ordyne 19 Lynx System 589  Ishido 529  Todd Slime World $28  Bart Simpsn Spac Mut  $26  Sonic Hedgehog 2or3 ea$3:
Panza Kickboxing 839  APB. $39  Joust 538 Toki $36  Bart vs the World $32  Space Harrier $1¢
Parasol Stars $14  Alien Vs Predator 44 Klax 525  Tournamenl Cyberball  $39 Battle Toads $32  Spiderman & X-Men 534
Populous CD 348  Awesome Golf $36  Krazy Ace Mini Golf 536  Turbo Sub $39  Caesars Palace 529  Spiderman:Arcds Revng $38
Prince of Persia CD 539  Bad Boy Tennis $39  Kung Food 539  Ultimate Chess $36  Captain Amer & Avengr $29  Spidrmn:Ret Sinister Six $3:
Raiden 546  Baseball Herces 532 Lemmings $39 Viking Child $39 Chakan Forever Man 529 Star Wars $3.
Rayxanber 3 CD S48  Basket Brawl 539  Malibu Volleyball $36  Vindicators $28  Chessmaster $29  Strider 2 $3
Riol Zone CD $36  Batman Returns $44 Ms Pac Man $28  War Birds $36  Choplifter 3 $32  Super Battle Tank $3:
RoboTech 2036 CD S44  Battle Zone 2000 £38 NFL Football $36  World Class Scccer $28  Chuck Rock 827 Super Off Road g
RoboTech Lov Song CD $47  Bill & Ted's Excelint Adv 538 Ninja Gaiden 536  Xenophobe 529  Chuck Rock 2 $32  Surl Ninjas 528
Samurai Ghost $39  Blockout 525 Minja Gaiden 3 44 Xybots 539 Clilthanger $20  Sylvester & Tweety 521
Shadow Beast CD $39  Blood & Guls Hockey  $38 Pac Land 529 Zarlor Mercenary 525 Columns $26 T2:Arcade Game §3:
Sherlock Holmes 2 CD - $42  Blue Lightning $36 Paper Boy $28 Cool SPOT $29 T2:Judgement Day B3
Shockman $43  Cabal 539 Pinball Jam 539 Cosmic Spacehead 32  Talespin $3s
Silent Debuggers $19  Caslle Waollenstein 30 $39  Pit Fighter $44 Dp Dck Trouble Do Duck$29  Terminator $2r
Simearth CD $42  Checkered Flag $36 Power Factor 536 Desert Demolitn Rd Runr$29  Tesserae $3:
Soldier Blade $32  Chip's Challenge §29  Qix $32  Neo Geo Gold System $569  Desert Strike 532 Tom & Jerry $3
Somer Assault $29  Crystal Mines 2 $39  Raiden 536  Neo Geo Control Pad  $46  Davilish S24  Trunski $3:
Splash Lake CD 524 Demons Gate $36 Rampage $36 Neo Geo Demo Vidlape 53 Dolphin 534 Vampire 528
Street Fighter 2 $79  Desert Strike $44  Rampart §32 2020 Super Baseball $119  Donald Duck $32  WWFSW:St Cage Chall $3:
Super Volleyball $21  DinoLympics $36  Reliefl Pilcher 838 3 Counl Boul $189  DrRobtnk's Mn Bn Mach$29  Wayne's World 2 gos
Talespin 29  Diry Larry $39 Road Blaslers 539 Alpha Mission 2 5129 Dracula %29 Wheel of Fortune $3:
Terralorming CD %44  Double Dragon $36  Road Riol 4WD 536  Andros Dunos $199  Dragon £32  Winler Olympics 83
Time Cruise $43  Dracula 44 Robo Squash 525  Artof Fighting 5199 Fantastic Advent of Dizy $32 World Cup Soccer 33
Turbo 6 Bullon Pad $39  Electro Cop 525  Robotron 2084 525  Artof Fighting 2 5198  Formula 1 $32  World Cup USA 53
Turrican $14  European Soccer 536 Ralling Thunder 536 Baseball Stars Pro $129 GP Rider s27 Waorld Series Baseball $3
Vasleal CD 346  Eye of the Beholder 544 Rygar 536 Baseball StarsPro2 5149  Game Genie 530 X Men -
Wizardry 1 & 2 CD 544 Fat Bobby 536 STUN Runner 536  Blues Journey $129  Gear Works 520 Zool 53
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4 Way Play Adaptor 529
& Bulton Arcade Pwr Stk $44
6 Button Control Pad ~ $19
Arcadian Joystk 6Button 554
F-16 Wireless Contrl Pd $42
Game Gun CD §22
Genesis Activator 584
Genesis CD Sys 2 CD §229
Genesis CDX System $399
Genesis Menacer 549
Genesis Syslem 2 core 593
Genesis Systm Sonic 2 $119
Genesis Team Player 526

Mega Mouse $36
Power Plug §34
Pro Aclion Replay 579

Remote Arcade Pad 519
Remote Arcade System 536
SG Program Pad 2 532
Saturn System 32 Bit 5499
Sega Sleering Wheel 539

Turbo Touch 360 524
GENADVENTURE
Addams Family 544
Aladdin 549
Alien Trilogy CD $49
Alien Vs Predator $49

Asterix & Great Rescue $49
Blades of Vengeance  $42
Bubba & Stix CD S44
Bubsy 2 $52
Castlevania Bloodlines  $44
Chakan Forevr Man CD 5§49
Chesler Cheetah 2 546

Chuck Rock 2 CD 544
Cilizen X CD $49
Clithanger CD 549
Demolition Man CD $54
Dolphin CD 539
Dracula or CD 549
Dragons Lair 546

Dragons Lair 1 or2 CD $49
Dune:Batlle for Arrakis  $49

Fido Dido 546
Fire Team Rogue $59
Flintslones $39
Golden Axe 3 549
Gooly $49
Heimdall CD £44
High Seas Havoc 546
Home Alone 2 543
Hook CD 42
Hurricanes $49
Incredible Crash Dumies $43
Incredible Hulk $54
Indy Jones Ft Alints CD $44
Itchy & Scralchy $43
James Pond 3 §42
Joe & Mac 846
Jungle Book 554
Jurassic Park CD 549
Justice League 556
Keeper of the Gates 549
Kings Quest 5 CD 554

Lawnmower Man or CD  §52
Leisure Suit Larry 1 CD §54

Lion King 554
Looney Tunes CD 549
McDonald Land 546
Metal Fang CD 849

Micky & Don Wild lllusn $32
Mickeys Magical Ques! $52
Operation Aliens s49
Out of this World or CD 549

[N AV O

GEN ADVENTURE

Pirates of Dark Water ~ $54
Police Quest 3 CD 554
Prince of Persia CD £39
Puggsy or CD 549
Rebel Asslt:Str Wars CD $46
Ren & Stimpy Show 546
Return to Zork CD 549
Rise of the Dragon CD  $46
Roar of the Beasl 539
RoboCop 3 544
Robocop Vs Terminator  $56
Rocket Knight Advent 539
HRocky & Bullwinkle S48
Secret Monky Island CD 842
Shadow of Beast 2 CD 549
Shinabi 3 544
Socks the Cat 546
Sonic Hedgehog CD 546
Sonic the Hedgehog 3 556
Space Ace CD 549
Space Pirates CD 349
Space Quest 4 CD 554
Spiderman & Venom 554
Star Trek Next Genertn  S49
Star Trek Next Gen CD  §64
Star Trek:Deep Space 9 554

Steven Seagal 554
Stone Protectors 546
Sylvester & Tweety 554
T2:Arcade Game 546

TMNT:Hyperstone Heist 546
Technocop:Final Mission S49

Terminator CD 549
Time Killers 556
Time Trax 852
Tom & Jerry 549
Virtual Bart 549
Whao Sht John Rock CD 549
Woll Child CD 542
X MEN 546

‘Young Indy Jones Chron $43
Zero Kamikaze Squirrel 552
Zombies Ate Neighbors  S44

Zool 549
GEN KICK & PUNCH
Beast Wrestlers 549
Brutal CD 549
Clayfighter §52
Double Dragon 3 539
Dragon 556
Eternal Champions 556
Fatal Fury 2 554
Fighting Master 542

King of the Monsters 2 554
Kung Fu:Legend Contns $56

Mortal Kombat CD 546
Mortal Kombat 2 569
Ninja Warriors CD 549
Power Instinct 852

Rise of the Robots CD 546
Street Fir 2 Champnship 562

Streets of Rage 3 559
TMNT: Tournamnt Fightrs 556
World Heroes 2 556

GEN ROLE PLAYING

Baltle Fantasy CD 542

Battletech 552
Black Crypl S59
Dark Wizard CD 543
Dominus S48

Dungeon Master CD 542

GEN ROLE PLAYING

Eye of the Beholder CD $54

Genghis Khan 2 559
Lord of the Rings 559
Lunar 2 CD 549
Might & Magic 3 $59
Phantasy Star 4 569
Pirates! Gold 548
Powermonger CD 543
Ramses 2 $49
Rings of Power $56
Star Quest 549

Treasures of Isis CD 549
Unchartd Walrs Nw Horz $59
Vampire Killer §52

GEN SHOOTERS

Black Hole Assaull CD  §42

Blaster Master 2 46
Cobra Command CD 339
Crime Patrol CD 549
Death Duel 549
Drug Wars CD 549
Exo Squad 554
Galaxy Force 2 546
Gaunllet 4 546
Gunslar Heroes 544

Lethal Enforcers wigun $66
Lethal Enforcr wigun CD $64
Mad Dog McCree 2 CD §49

Mega Turrican 46
Microcosm CD $49
Predatar 2 $29
Rabo Aleste CD S41
Skeleton Krew 546

Soldeace 349

‘D.R.A.G.O.N.
FORCE’ They're
armed, dangerous
and ready for ac-
tien. They're the
Drastic Response
Assault Group Op-
erations Network
Force - an elite in-
lernational strike
force against terror-
ism, Lead your
team of top-secret
trouble-shooters on
special operations
lo the hottes! hot
spots worldwide. $12

‘BREACH 3’ As
Squad Leader of
an elite corps of
marines waging war
against the UDP
you must direct
your men in mis-
sions from rescue-
and-support  to
seak-and-destroy.
Combines the best
of turn-based and
real-time gaming.
Features tree-struc-
tured campaigns &
individual marine
personalities. S36

'‘CYBERMAN 3D
CONTROLLER’
This revolutionary
input device allows
you to move freely
in 3D. High reso-
lution and absolute
mapping provide
maximum preci-
slon, Tactile feed-
back that lets you
feel all the action,
from a bump
againstawallto the
full impact of being
shot or allacked
Irom behind. S69

'1942: THE PACIFIC AIR WAR' Dodge relentiess gunfire of
Japanese Zeros. Execule gravity twisting dive-bomb attacks.
Altack enemy bombers in a desperate fight to save your car-
rier. Virtual Cockpit allows viewing in all directions. 548

GEN SIMULATIONS GEN SPORTS

Soldier of Fortune $54
Stellar Fire CD S48
Subterrania S49

T2:Arcade Game CD 549
Total Camage or CD 349

View Point 554
GEN SIMULATIONS
6868 Attack Sub 356
Al Unser Jr Racing S46
Battle Corps CD 844
Choplifter 3 S48
F117 Night Starm 552

F19 Stealth Fighter 859
Farmula 1 or GP CD 549
Ground Zero Texas CD 8§54

Harrier Assault CD 549
Indy Heat 544
Jungle Strike $49
Lotus Turbo Challenge 2 544
MIG 29 547
Mario Andretti Racing 554
Megarace CD S44

Monster Truck Wars sS40
Nigel Manscll WCRacyg 549
Pacific Theater Ops 857
Powr Modir:Euro Rer CD §42
Powr Modlrs:Spe Rer CD$42
Road Rash 1or2ea  §42

SeaQuest DSV 56
Sewer Shark CD 546
Skitchin' 544
Speed Racer $56

Super Battletank 2 CD  $44
Super Monaco GP 2 $39

Tomcat Alley CD

Top Gear 2 546
Vinua Racing 579
Wing Commander 2 556
World Champ Rally CD 544

GEN SPORTS

Barkley Basketball 552
Bill Walsh Coll FB or CD 549
Brett Hull Hockey 554
Brutal Football 549

California Games 2 549
College Football 94 $52
Double Dribble $52
ESPN Bsball or FB CD  $49
FIFA Internatnal Soccer $52

Hardball 4 $54
Jamm It 556
Joe Montana Fball CD  $49
Links Pro Golf CD 54
MLEBPA Baseball 852

MLBPA Grnd Slam Bshll $54
Madden Football 94 554
Marco's Magic Soccer  S46
Mutant League Hockey S48
NBA Bsktball or CD S49
NBA Showdown Sa8
NFL Greatest Teams CD $49
NFL SportsTalk FB 94  $49
MHL Hockey 94 CD 552

GA Tour 3:Europe 549
Pebble Beach Golf 544
Pele Soccer 554
RBI 94 §52
Tecmo Hockey $54

Tecmo Super Bowl 548
Tecmo World Cup Soccr 544
Unnecessary Roughnss S56
Vitale Basketball 352
WCW Super Brawl 349
WWFSW:Rag Cage CD $43
Wimbledon Tennis 839
Wrld Champship Soccr 2546
World Cup USACD $46
Wild Series Bsball or CD$49

GEN STRATEGY

Aero Biz Supersonic  $58

Animals CD 544
Caesars Palace 549
Cascade 549
Chessmaster $42
Columns 3 546
Dragens Fury 2 546
Dune CD %49
Fun N Games §49
General Chaos 536
HUMANS 2 549
Jeopardy CD $49
Liberly or Death $59
Maonapaly 544
Operation Europe 359
Risk CD $52
Romanc 3 Kgdm 2or3 ea$59
Shanghaii 2 544
Sonic Spinball 543
Star Wars Chess CD $49
Virtual Pinball $43

Warrior of Rome 3CD  §52
Wheel of Fortune 2 S49
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In Don

atronisers of mid-80s arcades will cer-

tainly remember Marble Madness—the

rrackball game of maneuvering a mar-
ble through a perilous 3-D world. Almost 10
years later, it seems as if a wayward marble has
fallen through a wormhole in space-time and
appeared in a new game. Oxyd magnum!takes
the basic concept of Marble Madnessand puts
its own spin on the spheroid, creating a fine
game sure to please puzzle fans who don’t
mind using their reflexes along with rtheir
minds.

The basic concept of Oxyd is simple. Each
of the 100 levels has target squares called
“oxyds” which, when touched by the player’s
litele black marble, open to reveal a color. To
solve the level, the player simply has to find
all the matching oxyd blocks on each level
and open them in sequence—sort of like a
game of Concentration. Of course, it's never
as easy as a roll in the park.

gleware’s Oxvyd

REVIEW
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by Ken Hill

marble has to team up with a white
counterpart to yin and yang its way
through the puzzles.

There is no shortage of enemies ro
foil your efforts. Death blocks—
dressed in skull and crossbones:
cause our marble friend to shatter on
contact, and hidden pits, spinning
wheels, and other dangerous wraps lie
in wait for an errant marble. While
you are trying to keep the marble in

magnum!

play, you must figure out how to open
the oxyds on each level to continue on;
red herrings and clever distractions are
here in abundance, just to keep you guessing.

We’re Here! We're Sphere!
Be Amused By It!
The levels provide a variety of challenges.
Some levels call for manual dexterity to ma-
neuver objects on the screen, while

others require more inpur from rhe
higher brain centers. There are levels
that test your patience, penalizing
hasty moves and impulsive decisions.
To make things even more interest-
ing, the terrain can change drastically
from one level to another: some
screens have icy surfaces that make the
marble hard to control, while orhers
have swamps and quicksand to swal-
low our ebony pal if he lingers too

mouse, can have a number of special powers.
Spread over the game levels are dozens of
tools that your spherical subject can use to
overcome obstacles. Simply touching the tool
adds it to the marble’s inventory. There are
hammers for smashing blocks, umbrellas for
floating over chasms of endless blackness,
explosives for blowing holes in enemy de-
fenses and many others. Sometimes the black
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long in one spot. All of the levels are
well-designed and have lots of clever
tricks thrown in to keep your brain on
a rolling simmer.

Every tenth level is a deceptively named
“meditation” level. Rather than providing a
meditative break from the rigors of problem
solving, they actually require you to manipu-
late four marbles at once. The objective is to
place the four marbles in four different spots
at the same time. As you can imagine, medi-
tation levels aren’t exactly exercises that will
promote inner serenity and mental clarity.

graphics are clean, and the mouse control is
crisp. Some objects could have been por-
trayed a bit larger, such as seeds, which are so
small that | found my first one entirely by
accident. The quality of the sound support
could have been beteer as well (only Sound
Blaster and AdLib sounds are available), but

it was adequate.

Marble Gladness

In these days of hard-drive-hungry games,
it’s refreshing ro find a product that can be
this much fun and yet take less than one
megabyte on your hard disk. Oxyd magnum!
is a top notch puzzle game that will keep
players up to the early hours of the morning
atrempring to solve “just one more level.”
Puzzle gamers with any marbles left upstairs
would be remiss not to give this one a roll.

cew
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VGA graphics, 1MB hard drive
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DON'T BUY A SOUND BOARD LINTIL
YOU'VE HEARD US TOOT OUR HORN.

{
FM SYNTHESIS
OF SOUND
BLASTER 16

a

SOUNDMAN" WAVE: GENUINELY
BETTER SOUND, FULLY LOADED.

Maybe you've read* how wavelable
synthesis uses aclual recordings of

instruments fo create synthesized sounds

And how fantastic it sounds versus
regular FM synthesis. Well it's true. SoundMan Wave lefs
gamers rock and roll with the real thing for an affordable
price. And it comes loaded with great software like
Recording Session®and MCS MusicRack’.

COMPLETE COMPATIBILITY
GUARANTEE.

SoundMan Wave's Yamaha
OPL4 chip is completely
compatible with the Adlib/Sound Blaster

slandard so it is backed by a 100% money-back

\AIAVE TABLE
TECHNOLOGY OF
SOUNDMAN WAVE

s

B

compatibility guarantee, and to back that up we'll give $500
to the first person that comes across a game with which
SoundMan Wave isn't fully Sound Blaster compatible. Right
now, hot games like Xwing, 7th Guest, Doom and Space
Quest 5 already take full advantage of our wave technology.

Dozens more are expected to hit the market each month.

DON'T BELIEVE US? CALL NOW FOR
OUR FREE SOUND ADVICE AUDIO
€D AND GET A $10 REBATE.

listen to expert advice about adding
sound to PCs, and hear for yourself the incredible difference
between SoundMan Wave and run-of-the-mill 16-bit boards.

Call for our Sound Advice Audio CD before supplies run out,

A
fo:
1 s
LOGHTEGH

The Senseware” Company

and we'll enclose a $10 rebale coupon:
1-800-889-0051, OFFER #5E

“See PU Mogarine, 12/21/93, p 95, ™/@—properties of regittered cwners,

COMPUSA. somoomus
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SURRDUNDED BY ANTI-AIRCRAFT.
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?

A TRUE STORY
Kuwait, May 23, 1991. Captain
Dean “D-Dawg” Pennington dives
. to take out an Iraqi 85mm gun
emplacement helow. “Flares, break
left!” his wingman screams. He
wrenches the stick just as a SAM
explodes 10 feet behind his F-16.
Anti-aireraft batteries now open up
all around, engulfing him. Too low to
avoid the anti-aircraft, too slow to
evade another SAM, hes faced with
a hopeless choice and less than a
quarter of a second to make it.
Lighting afterburners, 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

L,

capabilities of the F-16 Fighting
Falcon. Nothing, aside from a true
F-16, captures the “hair-on-fire” feel-
ing of flying America’s most deadly
fighter like Falcon® 3.0, Spectrum
HoloByte's computer simulation.

A HIGHER LEVEL OF IFLIGHT

Unlike some sims, which more

closely simulate the arcade expe-

rience than the flying one, Fulcon

3.0 features a depth of play

® 4 that almost rivals real
-

life. Like real pilots, you'll fly
with a wingman, allowing you
specTRUM  LO engage in

With Faleon

L aerial tactics
plagrers can

o mano a like bracket
mana. Muay the

HOLOBYTE maneuvers.
Instead of enemies who fly in

best man win.

circles, Fulcon 3.0 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

Faleon 8.0 lets you fight as part
of an entire campaign. The mis-
sions you fly play a crucial role in
your side’s success. But they’re not
hard-wired. Each result affects the
overall war effort—and determines

your next mission. _gr Succeed

ez ﬁ <o

. g -
yelt

- g
For Visa/MasterCard orders call 24 hours a day, 7 days a week: (800) 695-GAME.
For technical questions call (510) 5221164 (M-F: 9aAM-5PM Pacific Time).



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

o 0 v

Mi@29 ys, ooy
- [ |}

Eleetronie Battlefield Series simulations link up.
So you don't just choose your mission, you choose your
atreraft. Care to fly for the other side, comrade?

THE ELECTRONIC
BATTLEFIELD SERIES:
THE ULTIMATE
CYBER-BATTLEFIELD

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

Go head-to-head over a modem or
with up to six players over a net-
work. It’s possible because each
Electronic Battlefield Series
title works with the others, from
MiG-29™ to the upcoming F/A-18
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 3.0.

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

Spectrum HoloByte
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EFALC()"\'
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Vg2
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ELECTRONIC BATTLEFIELD SERIES
The fight of your life.
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Photo by Rafe Tomsett

bound over the Aleutian Islands
heading toward Sovier airspace—
high altirude,” the SAC radar officer said.
“Anything on AWACS?” asked the Colo-
nel.

(4 E ;ir, we've got an unidentified out-

“Data coming in now...SIR! It’s been iden-
tified as a U2!”

“There are no scheduled intelligence gath-
ering missions today. What the hell’s going
on?”

“Sir. Intel confirms a U2 is missing from
Moffett Field NAS. Norad is on the horn.”

Stillness settles over the command center as
the Colonel picks up the phone,"Yessir, righr
away."

“Lieutenant, scramble everything available,
that plane will be in Sovier airspace inside of
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GAME DESIGN

Unleashing the Power of
Flight Simn Toolkit

Second In A Three-Part Series
by Matt Miller of Domark

15 minutes.” The Colonel was nearly scream-
ing now, doing his best to maintain compo-
sure in front of his men.

“Only thing we can get armed and airborne
that quickly is a lone Hornet out of the
Aleutian base.”

“Do it Licutenand!”

“Yes Sir! Sir, radar is picking up several
Soviet Blackjacks inbound! Probably to rake
our our SAMs. I doubt they’d be expecting

an air-to-air engagement.”

“Excellent,” a semi-wave of relief came over
the Colonel, “Launch the Horner!”

No, this isn’t an excerpt from a mid-80s
techno-thriller, but a fictionalization of the
Coldwar flight sim scenario we began build-
ing last month with Flight Sim Toolkit. In the
previous article we showed you the basics of

two editors in our kit, the Color Editor and
the Shape Editor. This month we will con-
tinue to work on our scenario, delving into
the Cockpit and Flight Model editors. We'll
also show you a few sound editing tricks you
can do with the Recorder program that comes
as standard equipment in Windows.

Let’s first explore the Cockpir Editor. Here
we will place instruments over a cockpir im-
age in PCX file format. Keep in mind thar a
flight sim doesn’t necessarily need a cockpir.
In fact, a real-time instrument panel and the
cockpit itself can sap a lot of processing
power, which can slow down your simula-
tion. Of course, without the cockpirt you can-
not evaluate your plane’s vital signs, leaving
your weapon status, fuel capacity, and alri-
tude a mystery, and so grearly reducing your
chances of survival. The best ber is to reach a

Computer Gaming World
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HEADS, IT'S REAL.

It’s your choice. A little more than
50 percent of all business soft-
ware in use today is pirated.

You might save a few bucks on
it—but when phony software
doesn’t work, forget calling for
product support. When it infects
your computer with a deadly
virus, it’ll be your work that gets
lost. The documentation is
nonexistent or inadequate, so
that won’t help. And, of course,
there will never be any ﬁroduct
upgrades.

Selling or copying software
without authorization is against
the law, with severe criminal and
civil penalties including éirnpris—
onment of up to five years, fines
of up to $250,000, or both. If
you suspect the sale or use of
pirated software, call the BSA
Anti-Piracy hotline: |

(800) 688-BSA1 ;(zm)

Business Software Alliance

D 1993 Business Soltware Allianee. Al rights reserved.




Figure A:

The FST cockpit is highly
customizable, offering
choice of cockpit,
resizable displays,
configurable HUD,
variable gauges, and
optional indicatar lights,
This figure shows an
example of an avionics
suite for the Hornet,

ol

happy medium berween display oprions
and simularion speed.

To reach our happy medium we will be
using the supplied “AV8B.PCX” file lo-
cared in the clip art library for our Cold-
war scenario, on which we will paste our
instruments. Remember to draw your
cockpit in the 256-color mode of your
paint program and use only the first 16
colors on the default palette. Also keep in
mind the general shape of your cockpir,
as the larger the cockpit, the smaller your
view on the world. Toolkitenables you to
customize your cockpit/sim world ratio

changing as it is, like the HUD, a pre-
determined gauge. We now need to add
a Horizon Ball to the center of the con-
trol panel, so create another dial and
change its type to Horizon Ball.

You will want to add several other
gauges, as noted in Figure A. Once you
have figured our how to place a gauge
and re-size it, you should be able to
design your own custom instrument
panel. If you would like to fly with warn-
ing lights, simply select the Add Lamp
option on the Edit menu, then select
cither Square Lamp or Round Lamp on

to your personal specifications.

In most modern sims, the computer looks
at the cockpit line by line, beginning ar rthe
bottom of the screen. As soon as there isa line
that has just one pixel of background color,
the sim world will be drawn from that point
up. The higher that first pixel is on the screen,
the faster the sim. Also, lots of curves in the
cockpit edges and on the HUD can slow
down the sim considerably, so try to avoid
them when possible.

Start off by opening the Coldwar project we
started last month. You are going to need to
copy the AV8B.PCX file from the Library
into  your  Coldwar directory  (use
SAV8B.PCX if you are planning on running
an SVGA sim). Now open the Cockpit Editor
and select the Background picture you will be
using, We've already copied the AV8B cock-
pit into our directory, so choose that one
from the list of backgrounds in the Arrribures
section of the Options menu. Once this is
selected, the AV8B cockpit should appear in
the editing window. Since the full cockpir is
not being displayed in the window, we must
select Views from the menu bar, then select
Fit from the menu; this re-sizes the window
around the picture so it’s easicr to edit.

Once A HUD, Always A HUD

The first inscrument we'll tackle is the
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HUD (Heads-Up-Display). The HUD is the
backbone instrument on all modern fighters,
as it puts all viral flight information in the
pilot’s field of view. Start by selecting Add
Dial from the Edit menu on the menu bar.
Grab the new dial and place it in the middle
of the HUD display in the cockpit picture.
Now go to Change Gauge on rhe Edit menu
and select the Gauge Type of HUD. The
HUD isa prc—dctcrmincd instrument so you
don’c need to tell it what the variable is—ir
can only be a HUD.

Now, click on the edges of the HUD gauge
in the window. Strerch the HUD so thart it
fits properly in the section of the cockpir
where it will be placed. We want to be able to
see our Airspeed, Altitude, and whar weapon
we have selected ar a glance. To add these
three dials, use the Add Dial menu item
under Edit, then change two of them to Large
Digits in the Change Gauge option. Place one
of these gauges in the upper left corner of the
HUD (we'll call this “gauge one”), and one
in the upper right (*gauge two”). Change the
variable on gauge one to Airspeed, with a
minimum value of 0 and a maximum of
2000. Change gauge two’s variable to Alti-
rude, with a minimum of 0 and a maximum
of 30,000. The third dial should be changed
to Weapon Select; its variable does not need

the gauge type. You can make any of the
following gauge variables as lamps: Gear Up,
Wheel Brakes On, Air Brakes On, Aircraft
Stalled, Low Fuel, Engine Fail, Hydraulic
Fail or Electric Fail. Place these lamps over
the left and right warning strips on the cock-
pit and you're all finished. Save your work as
HORNET.FGD. You can easily save all files
associated with one aircraft with the same
name (in this case HORNET), because the
file exrensions are all different.

Envelope Pushing 101

Now that we have the cockpit built, we
need to design and instruct our aircraft to fly
to our preference. To illustrate this, we will
be using the F/A-18 Hornet we have been
working with in this article. First, load up the
Model Editor. The opening screen of the
outline of the jet may look a bit imposing at
first sight, bur don’t worry, it’s very simple.
Since you may not know the exact dimen-
sions of the aircraft you want to model, you
may want to look up the characteristics of the
aircraft in a source such as fanes All The
World’s Aircraft. This book gives detailed and
accurate flight information on nearly every
aircraft ever Hlown.

The scale of the squares determines the size
of the aircraft you are building. To change the
scale, selecr Edir, then Blueprine. This will

Computer Gaming World



s =
1-800-

7055079

~N
_..-rl'f

PICK-UP THE |

&

a

N

e

[ N1

FUROPE ©

SIERH

AND PICK TWO
GAMES FREE!

= e

GABRIEL
KNIGHT

SINS O THE FATHERS

R SERRA

Choose Any Two Sierra Games
FREE When You Switch to Sprint!*

Sprint” long-distance service just
became more valuable - up to $159.90**
more! Now, when you switch your
home long-distance service to Sprint,
you can select any Sierra game, free!
After enjoying six months of high- |
quality long-distance, you may qualify
for.a second free Sierra game.***

Only Sprint can offer you a nation- |
wide 100% digital, fiber optic network
that provides the long-distance quality
and reliability you need. Experience for
yourself Sprint’s “fiber-optic” clarity
that makes both your long-distance calls
and PC data transmissions crystal clear
and virtually error free.

Unsurpassed call and data clarity is
just one of the many benefits you will
enjoy as a Sprint customer.

The Most® A Unique Calling Plan
Sprint offers an unprecedented long-
distance calling plan called The Most
available now for all customers. The
Most will save Sprint Customers 20
percent off already low rates on calls
each month to whomever you talk to

the most, including international
calls-even if the called person is with a
competitive long-distance carrier.

The Most will also provide an
automatic 20 percent discount off all
calls to Sprint’s millions of dial 1
customers, anytime and anywhere,

When the person you talk to the
most in a given month is a Sprint
Customer, Sprint will combine both
discounts for an effective overall
savings of 36 percent on calls to that
number,****

Save on Long-Distance When
You're away from home too!

Sprint’s FONCARD™ |ets you continue
to take advantage of long-distance
calling and savings even when you're
away from home. The FONCARD is free,
with cards available for every member
of your family.

The Service You Deserve |

At Sprint, we make no compromises
when it comes to dependable, personal
service - we do it all; operator services,
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directory assistance, customer service,
even instant credit for wrong numbers.
And we do it 24 hours a day!

No Risk Guarantee

Your satisfaction is guaranteed: we'll
pick up the cost of switching your long
distance to Sprint, and will even pay to
switch you back if you are not completely
satisfied. (Some restrictions apply.)

So why not sign up for Sprint and
receive the clarity, savings and service
you want while getting two Sierra
games you enjoy?

* Otier valid only in the U.S, and for new Sprint customers.
Not valid for F ONCARD-only orders. One offer per
household. Certain restrictions apply.

** Retail value of Sierra Games. Offer valld on any current
Sierra product with a retail value of $79.95 or below

To gualify for a second game, the customer must bill $20
per month in 3 of the first 6 months.

THE MOST discounts apply to in-state/intralATA calls
anly where authorized,



=EE| 25,000 pounds of thrust our of upward from a forward view. A high

FST Model - hornet.find

twin engines, so we will give our jet Dihedral will make your aircraft more
the appropriatc numbers. By stable, as it has a natural tendency to
marking the engines as “Jet” we do level itself out, but conversely makes the
away with variables such as prop- plane increasingly difficult to mancuver.
wash, but must now concern our- Aircraft may be designed with Anhedral,
selves with heat-secking missiles or Negative Dihedral, which gives a bet-
launched ar us by enemy fighters; ter shape for maneuvering. Anhedral is
if you give an enemy aircraft a inpur as “-#” and represents the angle
|l flighe model with “Prop,” then he downward that the wings droop. Some
= only has cannons with which to aircraft, such as large jumbo jets, may
. i shoot you down, but if you mark it look like they have Anhedral, but this is
HEREF | as “Jer,” the fighters are armed with only due to the weight of the wings
Top spd = 107 10| || various missiles as well. Tt is possi- when the aircraft is resting on the
Clistatl spd = 1130 HH) ple o create a Sopwith Camel ground. Your aircraft may have up to
LI armed with AIM-9M Sidewinders; 20.0 degrees of Dihedral, or -20.0 An-
i’s just a macter of labeling the hedral.
Figure B: engine as Jet instead of Prop. o Wing Incidence: "[‘his is th-;-'-:)d}cr vari-
Designing the aircrafl’s shape using the Force Model Editor. Notice that the Top Speed and able that affects wing angle. This repre-
The quadrahedron at bottom represents the vertical stabilizer. Sall Spen:cl SPihiaiterat havead: sents the “side view" ;mgk: of thi willg.
allow you to determine the size of the aircraft, justed their values for the new cn- V;.1|ucs herc. range f”’“} "5-0 to 10.0,
and the distance from the right of the grid to gines you have installed. A Hornet has a stall with level flight, at cruising speed, be-
where the Center of Gravity lics. speed of around 130 knots, so fine-tune the fyveen ]:0 ill"-d 3-0-* -
T it of CrvisE s aicf s Force Model until the Stall Speed reaches that ¢ Wing Lfﬁc?ency:‘ This number deter-
. T IT mark. In order to tune the craft down ro rthe mines the aircraft’s stall speed and how
great importance, because if it is in the wrong firest detail W e tovisie the Alrcra much speed s Jost i Hligh-G tuens, It
place, then the aircraft will be inherently un- [:"}csr BRI | l“ &0 w“\'.["r 1“ et s panke oD A e B0, .
stable. Such aireraft are acrually more mancu- | TOPESOEN SGIECh Moo We wiasme | q all}\ gl Tl | .l'- he aircraft
verable than normal aircraft, but the loss in ~ 'MPOSING S¢t of words and values: RERANEE: T CUSARIE HIeR Ok
stability ultimately renders t|:|cm useless. Air- . Ailjcr aft W"light: Howm fl‘:h [h'? a:n‘cmﬂ I_i:ls & ah 1]eve EOITF P tlhu 1:1][’]’]0;\" S
cralt like the F-16, F-117, and the B-2 bomb- weighs wn!mut Fucl‘. The miniaim Y S B e
o : value here is 500, with the maximum e Conrrol Power: This determines how
er are fly-by-wire jets, which means they have being 100,000. sensitive the joystick will be in contral-

i '~ at 18 consty I C = s . . .
a flight computer that is constantly calculat ling the aircraft. A sluggish

ing the sm: rrections needed to make th e !
ng the small co EHPTS m'u%".d X .d - = commercial aireraft will have
aircraft stable during flight. These sophisti- 51 :

Z plalp el - a low Control power, while a
cated aircraft are reproducible in Toolkit, but

; : military fighter will have a
the numbers must be manipulated a bit to M:Weiyﬂl.bs m"'m"""u Ut SEIRER W e

higher one.

make them fit into the program’s parameters. mmu-]oﬂ Rolherﬂa 0.1-100 o Rall 2nd Piech InerdasOne

W brag 02-100 Pﬂdﬂwﬂa 0.1-100 of the unique aspects of

The small rectangle at the bottom of the 02 " Toolkit flight models is that

arid is a cross section of the tail plane, directly Aetrake Brag oo BweRetracts [ Biplane aircraft inertia is taken into

in line with the tail on the fuselage above ir. \mgoiluhi degrees (5o OTairag account when the aircraft at-

This can be very helpful in determining the tempts to manecuver. High
X ) . 5 = Incidence |0.00 285 > = F ‘ fir &

size of the tail, should its exact dimensions be e o5 | Dpitrakes  Eleector values make the aircraft slow

unknown. For our Hornet, we want to shape me 03-30

to start and slow to stop once

the aircraft 1o resemble an F/A-18, and so Stall Angle degrees started. High values will make

adjust the grid accordingly: the aircraft harder to fly, but

o Width: 30 M = 7 o ; can allow for some neat acro-
Ginsas The screen that breathes life into your aircraft and banes Ik L s

¢ Grid Size: 1 M determines its flight dynamics. harics like the MiG-29's fa-

mous “Cobra.”
e Biplane: Checking this box effectively
doubles the wing area.

* Center: 12M | E e Airframe Drag: The Airframe drag re-

I:l!ntv select the pomts u:}lhcr};orc]c MI\EI'ch flects on the drag efficiency of an air-
- - =] r L. - - - e - o -
“In 51]‘19'-1(_’”“‘“;&“'&[’"? an F/A h& oLe craft. The scale is from 0.5 to 10.0, o Thilarspitace Rotegotss Allows sserto
that the Force Model is a rough repre- - ¢ Retracts: Allows user

5 F an aircrafi 5 d P ¥ where 0.0 represents no drag (no fric- s gd' ; ,‘. £ checked. IFlef

sentation of an aircraft, not an exact dupli- recract the landing gear if checked. Ifleft
cate. For instance, in the case of the Hornet blank, then the Airframe Drag and U/C -
where the craft has a large control surface on Drag are added rtogether permanently,

tion) and 10.0 would be a perfectly flac
shape (perpendicular to the airflow).

its wings, you would draw the wing slighdy U"; Drag: These values are the same as with a maximum value of 10.0.

larger than normal. When you are finished, Airframe drag, and areadded toairframe o ) Dragger: This determines where

your screen should look similar to that shown drag when the landing gear is lowered. the wheels in the undercarriage are lo-

in Figure B. e Airbrake: Similar to U/C, this value is cated. If checked, the aircraft will land
The next step is to input the Engine data. added when the airbrake is deployed. easier, but may be more difficult to get

Hornets on afterburners produce around o Wing Dihedral: The angle of the wings off the ground.
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ADVENTURE GAMES.""
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Yuu'rr: one of the last free Earthlings left: your team on
Moonbase Lunicus will have to save the world. Grab

your cybersuir. Strap on the ol’ plasma cannon. Jump in
your shuttle and scream into the fire-fight of your dreams.

This lightspeed arcade movie brings you the hest of
hoth universes: butt-kicking action with CD-ROM intensity,
and all of it with killer attitude! Hyper-real environments.
Skull-crushing music-tracks. Kick droid-butt against tough
odds that keep rising to match your skill. There's no wait-
ing for anything, not even if you need to breathe.

It's a dirty joh but somehody’s got to do it



For our Hornet we will need to modify the
basic flight data to read as follows:

Aircraft Weight: 22,541

Aircraft Drag: 1.7 (experimenting with this
allowed me ro choose a top speed)

U/C Drag: 3.1 (Gear will hinder greatly,
remember to raise it!)

Airbrake Drag: 3.0 (allows for rapid speed
deceleration)

Wing Dihedral: -3.00 (solid maneuverahil-
ity)

Wing Incidence: 0.00

Wing Efficiency: 2.7 (a decent, efficient
wing)

Stall Angle: 300

Control Power: 4.0

Roll Inerria: 4.00

Pitch Inertia: 2,00

U/C Retract? Yes

Flaps? Yes

Airbrakes? Yes

Biplane? No

Taildragger? No

Ejector? Yes

Engine: 24,000

Fuel Weight: 1000 lbs.

# of Engines: 2

Type: Jer

Once finished, save your file as HOR-
NET.FMD. You may want to take your new
Hornert up fora test spin. To do that you need
to first create a world in which to fly. We'll
go into further detail on world creation next
month, but for those who can’t wait, follow
these simple directions:

1) Open the World Ediror.

2) Selecr the “Raise Land” tool.

3) Make a large patch of land in the middle
of the screen.

File Edit Effects Help

Sound Recorder - AFTERBRN.WAY

everytime you fire your cannon,
Sparky will pipe up!

To customize sounds for your

""" sim, you just need to record a

Playing

Posttion:
1,50 sec.

4| sound, then save it wi}h a filename
| that FST can recognize. You also
have to make sure that you save
your sound as Mono and sample it
at 11KHz Some 16-bit sound
cards may give you unusual effects
if you attempt to record in 16-bit
mode, so it’s best to use 8-hit sam-

=

pling. Even better, use an 8-bit

sound card, such as Sound Blaster.

Power Toolkit users can record any sound (e.g., Meg Ryan's
cafe scene in When Harry Met Sally) and program £ST10
play it back, say, when hitting the afterburners.

4) Change the toolbar to “Object” mode.
5) Place an object on the raised land.

6) Change the object to “Runway.FSD”.
7) Zoom in near the bottom of the runway.

8) Place an object at the south end of the
rll]]\\"ﬂ._\'.

9) Edit this object so that it has a Flight

Model of HORNET.FMD and a Cockpir of

HORNET.FGD and the shape A-18.FSD.
Mark the Horner as the Player.

Breaking The Sound Barrier

Toolkitlets you add realism and excirement
to your sim through the clever use of sound.
Rather than create our own sound editor for
Toolkit, we decided to simply use the one
designed by Microsoft for Windows. The
Sound Recorder in Windows isable ro handle
all the Toalkit sounds, and save them as WAV
files for playback. All you have to do is realize
that the computer only looks for a certain
filename whenever it plays a sound. If you
record your dog barking in the Sound Re-
corder, then call this “CANNON.WAV,”
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Before you begin, you need to plug
a microphone into the Inpur jack
on your sound card, load up the
recorder from the Accessories icon, and get
ready to do some recording. Make sure the
room is nice and quiet, then plug a micro-
phone into the Input jack on your sound
card. Click on Record. Now record your
voice saying “Eject! Eject! Eject!”. Save this as
“EJECT.WAV” in the Coldwar direcrory.
Now when vou eject, Toolkit will play back
this sample instead of the default sound. You

can use the editing option to “clean up” your
sound. If there is a long pause ar the begin-
ning, move the bar on the sample until it is
where your voice begins, then choose the
“Delere Before Current Position” in the Edit
menu. [f there is some noise after you fin-
ished, then you can “Delete After Current
Position” after moving the slider to the end
of the sample. You can add some simple
special effects to the sample by choosing “Add
[icho” to the sample. Or you may even want
to mix the sample of the default Eject (with
your voice) giving a more realistic punch o
the sound. Once you've mastered recording
one sound, try recording the following:

“Lject! Eject! Eject!” saved as EJECT. WAV

“IFox One Mike!” saved as FIRE.WAV

“FMV-103 Ready for takeoff” saved as
START.WAV

“Pull Up!” saved as LOWWARN. WAV

Save these files with the names given. Con-
sule the 7oolkit Manual, page 12, for even
more [ile names of sounds.

Next month, we'll finish off our three-part
series with an in-depth look at the World
Editor, the backbone of Twelkiz. You'll svon
be soaring through the air, engaging the en-
emy U2, and sharing your creation with
friends. Polish up your Flight Sim Toolkit
skills, because CGWand Domark are intro-
ducing a design contest along with the final
installment of this series. cew
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VOGABULARY ENHANCEMENT

POLITICAL CORRECTNESS

SPIRITUAL AWARENESS

1] | I

9 ' Grand Prize Winner: The Apple-Japan CD-ROM Award
’ - ~ Chosen over IRON HELIX, HELL CAB, and MYST.

b2 1§ T “Downright outrageous.” [ { { { &7

- Inside MacGames -MacHome Journal

lelcome to the future. blast through an | o The Weapons Lady

|America's on close-out sale. incredibly realistic, P has 24 different
Everything's going to hell on grungy 3-D New York- ; Ribigdy  forms of destruction
afterburners. The Skins and the of-the-future in a il e #  for your selection...if
Neos have stolen the last gene non-stop firefight. SaasEmbem  \ou can handle it
samples of Earth's wildlife. If you Your hand-picked e bl All you've got to do
ever want to hear a bird go co-pilot is screaming ey is stay alive long
tweet again, you'll have to do with attitude. Your am— ———  enough to save the
something fast. custom-chosen soundtrac warld...and make a few bucks

Fire up your hovercraft and turning your brain to plasma. while you're at it.

AWARD-WINNING CD-ROM MACINTOSH ADUENTURE NOw AVAILABLE FOR WINDOWS
Reader Se ¥102

AWARD-\WINNING
CREATORS OF

LUNICUS™

Inquiries please call
415-813-8040

LA
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Yau stumble upon An ancient bet 'a}ral

a hattered old hook = must be unveiled.

and find you rself Secret books concealed
transpr;n'tecl tothe on the island of Myst

island of Myst. lead the way to worlds

Now you have no born of a master
other choice but to s’cor}f‘reuer's imagina-
ex |_1]o|:e. As you do, tion. Yet one 11_\_-' one,
it LIlliC.li’l_\-‘ hecomes leyrrc lming destroyed
apparent that some- th mug‘l; the l.ruac'n;:ry
'|.‘l1i11g‘ has gone wrong. of his sons.

blﬂerril_)l_\_r wrong. But which one?

Broderbund cYan oo

Oy
Hystis 2 trademark of Cyan, Inc. All rights reserved. Hacintosh and ’DLJ}JQ L “7”
Quicklime™ are regastered trademarks of Apple Computer, Inc SOO/521-0203
HPC s a registered trademark of the Hutomedia PC Marketing Counal. =
opyright 1994, Braderbund Software, Inc. and Cyan, lne. 1'.???:.'] l'i?/ erto L-'L'-'L‘,C 354.




nl\r you can untano[
the wela of lies and
deceit that shrouds the
5 wo I‘l{ls (_‘Jf_ M.ys{t. So
stop imagining. And
live the adventure that
tens of tlmu:am_l" of
Macintosh™ users
have alreacly
expericncec].

The g
?Y}q[ “.71{.

. LS i:r‘

C‘ C),m. },

¢ Available on
Macintosh and MPC
CD-ROM

*5 complui‘e worlds

to ex_])l(.\ re
# No inventory or time
constraints
¢ Over 2,500
pllotmcalhlm lmages
¢ Non- lmuu dame plav
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and animation
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n a time when most companies are bring-

ing out shorter and faster-playing role-

playing games, Bethesda has gone against
the grain by creating The Elder Scrolls: Arena,
a game that could almost be a lifetime project
for some players.

Think of itas “ Might ¢ Magic meets Ultima
Underworld”on a very large scale. Those who
have played a Might ¢ Magicgame know they
are designed as a main quest surrounded by
smaller, optional ones thar provide experi-
ence, money, and the occasional neat item.
Arena is much like that, except it has many,
many, many side quests you can do, from
running errands around town, to exploring
the wilderness, to raking on jobs for the local
ruler. You could easily spend as much time
on just these side activities as you would on a
complete game from anyone else. Forru-
nately, these are all oprional, and you can do
as many or as few of them as you care to.

Graphically, the game could almost pass as
a new version of Ultima Underworld, with its
first-person perspective, scrolling, animations
and cursor control. The comparison is not,
however, complete. For instance, you can'’t
look up to the ceiling or down to the floor as
in UW, and the keyboard movement controls
are not fully implemented. Using key com-
mands, you can only move forward, back, or
turn and move. So, there is no way to turn in
place, or “slide” to either side, obviously a
considerable drawback in combar. Fortu-
nately, those who prefer to wicld their mice
will have no such problem.

Arena’s combat is an improvement on the
Ultima model. Blows are controlled by hold-
ing down the right mouse burron, and then
just moving the mouse in the way you want
to swing your weapon. A fast horizonral
movement produces a level slash across the
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body, pulling the mouse from rop ro borrom
gives an overhand shot, while a quick move
from bottom to top makes a thrust. It’s the
most natural way of fighting that I've seen in
a first-person game. It doesn’t move as fast as
the combar in DOOM, bur it’s satisfying
nonetheless.

Arena differs most from Ultima in its plot.
Arena, for all its size, is a typical “treasure
hunt/kill Foozle” expedition. Jagar Tharn,
the emperor’s Bactlemage, turns craitor. He
imprisons the emperor in another dimension,
then uses magic to impersonate the ruler.
Your mission is to travel across the continent,

picking up the cight picces of the Staff of

Chaos, and then use the staff to rescue the
emperor from Tharn's evil clutches.
This is no easy task, as obtaining the
pieces requires you to trek through a
minimum of 16 dungeons. Naturally,

Scorpia Battles In Bethesda’s
The Elder Scrolls: Arena

the informarion needed ro discern the where-
abouts of the staff piece dungeon.

The staff retrieval section is completely lin-
ear. After you have one piece, you receive a
clue to the location of the next, and so on.
There is no way you can do these our of
sequence, nor stumble on a staff
dungeon by accident. Only after
you've tracked down the “helpful
item” and recurned ir to whoever
needs it does the dungeon show up
on your map.

Speaking of maps, there are four
of them in the game. The first is
the town map, which you can call
up any time you're in a city. This
displays the entire town, although
only in layout; you still have to
walk around to find stores, tem-
ples, etc. Then, you can write their
names (and any other notes you
wish) on the map itself. The second map is
the wilderness map, which comes up when
you're outside the city gates looking for small
dungeons or other interesting places to plun-
der. This isn’t quite as detailed, showing only
outlines, and only a small section of the area
ata time. The third map is the dungeon map,
which operates much like that in Ultima Un-
derworld. As you wall around the level, it

The Elder Scrolls: Arena

s PRICE: $69.95

each staff piece is in a dungeon, bur be- | svstes: 1BM

: & 3 REQUIREMENTS:  186-25MHz or betier, $MB RAM, VGA graphics,
fore you can get to rht:l hc]lhr;k in which oKD Hstd e Spacs.mmaliesrecoented
the piece is imprisoned, you have to help 456:33/6F biiter, sUppoits: AfarEnsonin. Rolpnd;

P P 24 F Sound Blaster and Ulirasound sound cards

the people who can tell you where the = protecion:  None

‘ il ; DESIGNER: V] Lakshman
dungeon is. [nvariably, that means enter- = 5 isrir: R
ing a “prequel” dungeon to find the tab- Rockville, MD

{301) 926-8300

let/map/scroll/whatever that contains
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You've got the 16-bit sound card and CD-ROM
drive—now all you need is ReelMagic Lite to
join the MPEG revolution’ ReelMagic Lite is
the world’s first
MPEG video
playback card. It

..f" ‘f/

will change the way

you look at multimedia

forever, at a price you
can afford today.

The MPEG process
" delivers 200:1
monster data compression for
full-screen, full-motion TV-quality
video, along with CD-quality audio playback—

W MPIG  (Dfuslty  ALb DOS  DuclSpeed
|d'|0 loybock  MPEG ovde  gomecompotitle’ (D Ovive  Steres Speckens

ReelMogle Lite ; v |
ReelMagic '. : LV / v

You've got the sound.

You've got the CD-ROM. °B
Now get the picture with ReelMagic Lite!

;349

Suggested Retail Price

all from your standard CD-ROM drive. That’s
what gives your interactive MPEG entertainment
“walk-in" realism and puts your GE}_‘ |0
favorite movies on CD-ROM* .

The MPEG experience sets the new industry
standard in visual excitement—send Top Gun
rocketing across your entire screen or watch
the first lunar landing on Compton’s” interactive
encyclopedia! And many more next-generation
ReelMagic MPEG interactive entertainment and
movie titles are on the way. As an added bonus,
when you get ReelMagic Lite you'll also receive
the MPEG version of a thrill-packed, live-action
adventure game FREE!

Call 1-800-845-8086 ext. 407 for your nearest
ReelMagic dealer—and
blaze into the future now
with MPEQG!

These are just a few of the many exciting ReelMagic titles available now.

*Call Sigma Designs 1o inquire abuul CD ROM drives onmpanble with mavies on CD.

MPEG. the Mation Picture Experts Group, is the industry for data

& 1994 Sigma Designs, Inc. The Sigma Designs logo s a registered rademark,

and ReelMagic is a trademark of Sigma Designs, Inc. All other brand and product udrrlu‘ are property of their respective owners, Specifications subject to change without notice
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slowly fills in, showing what you've uncov-
ered so far, However, neither this one nor the
other two are scrollable through prior maps.
You can only display the map for the area
you're actually in at the time,

The fourth map is the wavel map. This
brings up a display of the entire continent,
showingall the provinces. Clicking on a prov-
ince gives you a close-up of ir, with all the
cities, towns, and villages to which you can
travel. Clicking on a location tells you the
distance and gives an estimate of the time
needed to get there. Clicking on the “travel”
button takes you there, with a minimum of
fuss. While it may take weeks (depending on
how far you're going) of game time, in real
time it’s a matrer of seconds.

Talking About
My Character Generation

Arena offers a nice spread of character
classes based on the standard trio of Fighter,
Mage and Thief. You can create a pure char-
acter of a single class or one with mixed class,
such as a fighter/thief, mage/fighter, or even
mage/thief/fighter. Each has certain advan-
tages and disadvantages. Add in the eighe
races to choose from, and you have a lor o
work with when building your character.

The creation process can be as short or as
long as you desire. The short method is to

simply pick a profession and a race, and go to
the stats screen where you have a random
number of points to distribute among the
character’s abilities. If you don’t like the
numbers, you can reroll as often as you want

naf Gresasly
on
Healse
Leuafi0

until you're pleased with the results.

The long way is to answer a series of ten
questions about your character. These are
drawn from a pool of questions, so the same
ones don’t always come up. Each describes a
situation and gives you three choices as to
your actions. At the end of the “question-
naire,” the game gives its estimate as to the
most suitable profession based on your re-
Sponses.

After creation, all characrers begin in a
sewer/cell area, This is a small dungeon, not

very difficult, meant to provide some experi-
ence and a bit of treasure to get you started.
A magic portal (when you find ir) is the exit,
and sends you to whatever your home prov-
ince happens to be, where the game proper
=21 begins.

At this point, you could begin
asking around for clues to Fang
Lair, the first staff dungeon, or take
out some time to explore and make
money. The later is the better
course, and you won’t have to look
hard or long for opportunities.

Every village, town, and city has
something for you to do, but the
best jobs are handed out by local
rulers. These usually pay the most.
However, this part of the game is
afflicted with problems, so it’s always best to
save before accepting a noble’s quest, just in
case. Essentially, some quests are impossible.
The usual culprit is travel time. All quests
have deadlines, and there are occasions when
you just can’t travel from here to there, or
from here to there and back again, within the
time limit. It doesn’t matter if you're escort-
ing someone to another town, ferching an
item from somewhere ¢lse, or rescuing the
royal heir from a dungeon—the time allotted
is simply too short. In one case, the estimate

This category-creating Interactive Movie ffom/ACCESS
Software goes light years beyond any othergproduct,labeled
“interactive.” Under a Killing Moon takes you to the streets of
post World War 1l San Francisco and casts you into the role of
Tex Murphy, Private Investigator, who first appeared in Mean
Streets, then Martian Memorandum. Under a Killing Moon is a
Virtual World full of people and places so richly detailed, you’ll

feel like you’re actuall

there.

Format:
3 CD-ROMs




for travel was woefully underestimated; what
was supposed to take 70 days actually went
over 90. This one was especially irksome, as |
lost out on almost 20,000 gold. Ouch!

The software isn’t very stable, and even with
three patches so far, problems still exist. The
game is prone to crashing at inopportune
moments, such as when you pick up those

tablets/scrolls/etc. to get the staff dungeons

on your map. I made it a habit carly on of
saving just before T grabbed the irem, and
tha good habir to have. It is also a good
often just on gener:

as the game can lock up or cr
obvious reasons. While this doesn’t happen a

idea to principles,

h for no

lot, it does occur often enough to make regu-

lar saving a necessity to avoid losing prog

Another problem is that some-
times the dungeon auto-map is not
saved properly. Upon restoring a
gamc you may find that most of the
level you umppui is not there any
more. All you s a mostly b lank
p.uthant. ['his happened to me
in the final dungeon, bur fortu-

, you only have to ger
through this dungeon, not out
again. It can happen elsewhere,

rhnnah

It’s Not The Size
Of The Dungeon

The real pmh[un. however, is that in a
game of this size, everything eventually be-
comes mechanical and repetitious. Conversa-

tions, on the street with passersby

or in taverns with the b S,

are limited w a fixed menu of

choices. In every rown, you must
walk around to hnd all the stores
and inns. The towns themselves are
much the same, with lirte o dis-

tinguish them from one another.

fighting the same opponents over and over as
you go through dungeons. To make up for
the lack of variety, the monsters grow in
power as you do. Thus a skeleton, for in-
stance, will do as much damage ro you pro-
portionally when you're 10th level as when
you're 4th level, and with about the same
chance to hit, even though your armor class
(at least for warriors) is considerably betrer at
the higher level,

Moreover, the game is very disconnected.

What do

1lm stars 2

&

1ave in common?

They all star in
ACCESS Softwares
new CD thrillep=*

Coming Spring 1994!

to a Software Dealer Near You!

Even the quests become repetitive

afrer awhile.

There is only a limited number

of monsters, so you find yours

Every quest, be it in town or for a staff piece,
seems to in its own little universe. Noth-
ing has any relation to anything clse. Nothing
an effecr on another,
s are a little easier to

you (If._) in one pl;‘l(‘_(_’ h:'l

“Lots of games push the
envelope-Under a Killing Moon
blows it to smithereens!”
—William Trotter, PC Entertainment

“A ground breaking

CD adventure!”

—Joyce Worley, Electronic Games

“Under a Killing Moon com-
bines the best elements of
movies and computer games...
It literally pulls you into the

screen.”
—Denny Atkin, Entertainment Editor,
Compute Magazine

=ACCESS

SOFTWRRE INCORPORATED

Call 1-800-800-4880 for details




come by as your experience increases. Every-
thing is isolated, and there is no sense of a
coherent whole here.

For all that, Arena does have some nice
individual touches. The magic system, for
instance, allows you to buy spells “off the
rack” or make your own (if you can afford it).

Further, thieves have more opportunities in
Arenathan in any other game. The towns can
be a wonderland of wealth for the skillful and
lucky picker of pockets, burglarizer of homes,
and plunderer of shops.

Also, the wilderness isn’t just empty space

as in other games. There are roads, farms,

wayside inns and temples, as well as mysteri-
ous places to explore. [t was a pleasure to see

UW style graphics used for out-
doors, both town and country,
complete with weather effects such
as rain, snow, fog, and even occa-
sional thunderstorms.

Music and sound effects are
good, especially in dungeons. Each
monster has its own p;lrl‘iculzlr
sound, so even if you can't see it,
you have a prerry good idea of
what’s waiting for you in the dark-
ness. The tune is always the same
in the dungeons, but different mu-
sic provides audio-ambiance in dif-
ferent towns, and there are signature tunes for
the various shops, temples, and other specific

locations, as well.

On escort duty, especially for a
ruler’s progeny, you are likely to be
attacked by opposing forces if you
have ro spend the nighr ar an inn
(only inns are open at night, and
day you'll arrive at your destina-
tion town),

Overall, Arenais a game of amaz-
ing detail, with spurts of brilliance
that can be lost in its huge scope. It
is too big to offer real variery, and
thus becomes no more than a very

you can never be sure what time of

sophisticated dungeon crawl with minimal
plot. Still, the game is impressive as a first
effort. Mast of the pieces of a good CRPG are
there. Whar is needed now is a tightening of
the code, a litde polishing up of the basic
engine, a littde scaling back of the size, and the
inclusion of some real role-playing clements
(some of those perfuncrory conversations
with the NPCs just beg to be followed up
with further questions) with a solid storyline.
These are well within Berthesda's abilities, and
their addirion to furure products would make
The Elder Serolls a dynamire series. In the
meantime, Arena is likely to appeal most o
those who enjoy extended dungeoneering
with occasional breaks for fresh air and sun-
shine., cew

THE MOST COMPLETE ADVENTURE MANAGEMENT SYSTEM
ON THE MARKET TODAY!

INTRODUCING.... THE TRIAD CAMPAIGN SYSTEM ™
FOR GAMEMASTERS

SYSTEM REQUIREMENTS

IBMComp with Windows 3.1° = Min. 2 megs hard drive space
for install ® 4 megs RAM

RULES

Designed to implement detailed campaign backgrounds and
scenarios = Adaptable o multiple campaign hackgrounds orworlds

MAPS

World size to tactical » Markers display key locations, A
characters and creatues = Sizeable display windows = ¥}
Zoom * Applicable sound, graphics and test with map

martkers

Adjustable parameters to create different effects * System
caleulates spell characteristics and appropriate level, area and
range

SYSTEM FEATURES

Example adventure = Formula caleulator = Rules docomented in
contest sensitive help files with cross-references = Encounter
generator loads all data, no need to consult charts * Game clock
and calendar = Player's Guide = Gamemaster's Guide

Damage calculated and subtracted from target * Combat resulis
returned 0 text form suitable to read to your players = Spell
elfects applicd avtomatically to all creatures in effect area

= Set character destinations and targets and let the system perdorm the movemenes and atacks

CHARACTERS

Character creation quick and easy or s detailed as desined = Detailed skills, professions, stars and abilities

ORDER NOW! Mail check or
money order for $3995, Add $4.00
for shipping and handling

Call or write for
more imtormation

Additional player's Guides
available, 3 for $10,00

J USEd ws 3T

CAMEMASTER'S Clip At and Sound
Clips Disks Available - $12.00 ca; $1000

(904) 494_31 65 with TCS order. (Specily 8 BJ;F ..'.)‘nnu or

B Bt Stereo for Sound Clips)

Nawu Triad Institute
PO. Box 11246 » Pensacola, FL 32524-1246
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20% RESTOCKING FEE ON RETURNED & REFUSED ITEMS

CHECKS (ORDERS SHIPPED WHEN CHECK CLEARS)
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CA residents odd 7.25% sales tax / HANDLING $2 PER ORDER
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aul Reiche, Fred
Ford and the rest
of the rabble ar

Toys For Bob are nothing buc
trouble makers to we organizationally
obsessed editors at CGW. We've gone to
great lengths to ser up a rigid raxonomy of
games—action, adventure, role-playing,
strategy, etc.—so that we can classify, rate,
sort, peg, and pigeon-hole games. We like
to keep things nice and tidy, you sce.

But the guys at Toys For Bob, and espe-
cially their ring-leader, Paul Reiche, have
gone our of their way over the years to sub-
vert our system. Witness Reiche’s first
game, Archon. Is it chess or is it a joystick
jammer? Well, it’s both. How about Reiche
and Ford’s Star Control—strategy game or
action game? Both. Star Control 2—adven-
ture or action game? Both!!! To maintain
the integrity of our system we have to
choose a single category, so we usually go
with “action,” but we don’r feel good about
it, and we don’t sleep well as a consequence.

Well, Toys for Bob, along with their
new parent entity Crystal Dynamics, have
thumbed their collective nose at us again
with 7he Horde. This game is very much an
intense hack n’ slash action game, bur ic’s
also a strategy game in the Populous tradi-
tion. To bear the batter further, it’s a “mul-
timedia extravaganza” with a half hour of
full-motion video footage. The Horde is a
hybrid of the most editor-baffling kind, and
what’s more aggravating, it’s good.
Extremely good!

Heimlich Heroics

The Hordes story begins with a wild
feast around a king’s table. As the King's
chancellor, Kronus Maclor, relates a ribald
tale of courtly doings, the pudgy King
Winthrop tries to guffaw and gulp a hunk
of turkey at the same instant. When the
nobles fail to notice the king’s gagging, it is
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Bob’s Your
Bovine Uncle

Crystal Dynamics’
Action/Strategy/Cinematic Game,
The Horde

by Chris Lombardi

the serving boy Chauncey who races over to
give the royal rotunda a heave-ho, saving
the King's life. As reward, Chauncey is
granted vast tracts of land in the Shimro
Plains. This would be a quick and dirty
Happily Ever After if the Shimto Plains
weren't currently being overrun by the
Horde.

The Horde is a family of beasts best
described as land-sharks withour the
CandyGrams. Like the sea predator, the
hordling is a grotesque set of teeth in a con-
tinual quest for something ro chew.
Though there are several species of
hordling, each shares this rapacious appetite
for anything and everything, especially
cows.

Now, about cows. Though the game is
entitled 7he Horde, it could just as easily
been called The Herd, given the obsession
the game has for all things bovine. As men-
tioned, cows arc the favorite snack of
hordlings, but they are also cenrral 1o rhe
economics of the realm, as they are the sin-
gle most profitable commodity in the game.
They also have a special place in the heart
of Chauncey, as they are kin; an orphaned
boy, he was suckled ac the teats of a wild
but mothering herd.

Here’s The Beef

The humor is several miles left of center,
bur the gameplay hits the mark dead-on.
Your job as Chauncey is ro colo-
nize a virgin tract of land and
ensure thar it develops into a
thriving community. Racher
than having complete control
over the development of your
town, as in .S'fm(','ir_;r. you can
only perform small feats of ter-
raforming to ensure that your
settlers have clear plots upon
which to build their houses and
plant their crops. Your primary

task is to protect the community from sea-
sonal raids by the Horde. To this end, you
can dig moats, build fences and walls, hire
knights and archers, among ather defensive
tasks.

Each season you have two minutes ro do
your terraforming, plan your defense, and
place your grazing cows out of Horde’s way.
When the time is up, the hunting call of
the Horde rings across the plains (and
stercophonically across your speakers).
Then, on an overhead map you can see the
red devils racing directly toward the nearese
tasty bit, be it tree, crop, farmer, or cow.

Wiclding the King’s mighty sword
Grimthwacker, Chauncey races abour the
land under your direction, grimly thwack-
ing hordlings before they wipe out the
town. The mouse is the preferred method
of control, and the mouse-interface is quite
elegant once you ger used to it. By clicking
the right mouse button and moving the
mouse side-to-side, you can cycle through
action oprions. Moving the mouse up and
down changes the view from ground-level
to overhead map. That's all there is ro ir.
Joystick and keyboard control are also avail-
able, bur both are irritatingly slow and
clumsy when compared to the mouse.

Fancy swordplay will serve you well, but
the key to success is resource management
and planning. At the end of every year, the
King's Chancellor (who we find is actually
the Evil Chancellor) will exact a rax from
Chauncey with no little pleasure,
and making enough coin to keep

PRICE: $59.99

SYSTEMS: 1BM (reviewed), 300

REQUIREMENTS: 386-33Mhz, VGA graphics, 4MB
RAM, CD-ROM; supparts
Ulirasound, Sound Blaster,
Sound Board, and Sound Master
sound cards

PROTECTION;  None
DESIGNERS: Toys For Bah
PUBLISHER: Crystal Dynamics

Palo Alto, CA
(415) 473-3434
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You’ve Trashed Their
Homes, Left Their Police
Force in Ruin and Laughed
While a 300 Ton Monster
Trampled Their Streets and
Residential Zones...

Now, Those Quiet Little
Citizens of SimGity° Have a
Few Words For You.



up with his increasing tax demands is no
easy task. Money is earned when crops,
cows, or trees survive a season of hordling
invasions. Money is spent to build defenses,
hire knights and archers, buy cows, or use
special items during bartle. The successful
Chauncey is one who carcfully balances the
cost to defend a commodity against how
much that commodity will yield.

Many games have used resource manage-
ment and action as the underlying structure
of their design, but The Horde is catapulted
above the rest by its variety of play. The
game is constantly changing‘ and new sur-
prises are doled out at regular intervals,
pulling you along like a path of sugary
sweets. Once Chauncey has survived two
years in the Shimro Plains, he is moved on
to the Tree Realm of Alburga where the
environment offers new challenges.
Whereas in the Plains Chauncey could
plant and harvest trees for cash, in the Tree
Realm he cannot harm a single tree lest he
sacrifice some hit points. Likewise, the
other regions (swamp, desert, and arcric)
have unique limirations and require that
you use very different scrategies.

The hordlings offer their own surprises

as well. Each environment has a species of

hordling that is endemic to it. There are
pygmy hordlings that hide in trees and fire
blow guns; desert hordlings that burrow
underground and poke Chauncey with
their drill-bit heads; and arcric hordlings
that specialize in snowballs, both large and
small. The funniest creature has to be the
shaman hordling that shoots fireballs, tele-
ports around the screen, and raises slain
hordlings from the dead with a lirtle witch
doctor mumbo-jumbo.

Variety is also introduced through spe-
cial items that you can buy at the end of
each year. Among the dozen or so items are
a flamethrower for nicely broiled (never
fried!) hordlings, Boots of Boogy to ensure
Chauncey is “staying alive”, hombs that can
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be dropped and kicked, even acrial
support from a dopey dragon with
a lot of flame but an undiscriminat-
ing aim. Add these special items to
the unique environments and
hordlings, top with random events
that both help and hurt your cause,
and you've got a game with a lot of
staying power and a ton of charm.
The only criticisms [ might have
are that: 1) it doesn’t have a diffi-
culty setting, so those without
Olympic-calibre reflexes may find it
a bit too tough and 2) it uses the
age-old action game convention of
only allowing you to save at the end of sev-
eral levels. So, if Chauncey is killed by the
last hordling in the Winter month of a year,
it's back to Spring to start over again.

The animation of Chauncey, the
hordlings, and the local farmers are won-
derful. Chauncey awkwardly swings his too-
heavy sword around in a full looping circle,
killing hordlings in the radius. The adoles-
cent hordlings lope awkwardly along like
they've yet to grow into their overly large
feer. When a hordling gets hold of a cow or
farmer, he’ll shour our (“Ooooo, num
nums!”) and rub his belly in glee. Warching
hordlings die is the real treat: they appar-
ently have an extremely high internal pres-
sure, for whenever a sword pierces their skin
they burst like a bubble, their eyes popping
out of their skulls and their hides falling
flaccid like spent balloons.

At The Moovies

Around this solid game Crystal
Dynamics has wrapped video segments thar
tell the saga of Chauncey and his struggles.
At the end of every game segment, and at
the beginning of the next, you'll be treated
to some of the best made-for-CG (that's
compurer game) footage yet. The sets,
directing, cinemarography, acting—the
whole cinematic package is amazingly good.
It’s not Oscar winning stuff, mind
you; it's standard fare for a TV
show, but it really stands out
against other computer game pro-
ducrions.

Kirk Cameron’s work en TV’s
Growing Pains earns him top billing
on the packaging, but his isn’t the
most impressive performance. As
the awkward, teenage Chauncey
who stumbles over sword and fum-
bles over words in the presence of
royalty, he is occasionally too con-
vincing, It's Michael Gregory as the
throne- and show-stealing Evil

Chancellor who makes this a must see. His
character, as nemesis of Chauncey, is cut
and pasted from the Prince John role in
Robin Hood: Prince of Thieves with a lirde
bit of Prince Humperdink of 7he Princess
Bride throw in. Gregory obviously had fun
with the role, and it’s that energy that car-
ries the story.

In addition to the main storyline are a
handful of brief birs for random events. A
newscaster will pop up to reporr on
increased immigration, crop yiclds, rainfall,
and the like. The Evil Chancellor will tell
you, with obvious pleasure, that there has
been an increase in the hordling population
or in the wx rate, or thar he has borrowed
one of your items for his own needs. The
real gems, though, are a couple of segments
broadcast by a hordling-run pirate TV sta-
tion in which they announce an “Adopt A
Hordling” campaign and spread propagan-
da about Chauncey.

Taken as a whole, 7he Horde is remark-
ably well-rounded. The gameplay, music,
graphics, and video are all, individually,
outstanding, and they only amplify each
other when combined. It’s refreshing to see
a game hyped for its “multimedia”
enhancements acrually deliver on the
advanced billing. So many rimes we've seen
video segments misused, so that cither the
video becomes the “game” (which is to say
no game at all) or it adds little, if ac all, wo
play. The key to The Horde's success, it
seems, is that Crystal Dynamics started
with great gameplay and then added the
whipped cream and “multimedia” cherry
properly, as garnish.

So, while we may struggle over the taxo-
nomic classilication for The Horde, and
while we might curse the punks at Toys For
Bob for their wanton disregard for our age
old system of categorization, The Horde,
withourt question, will be at the top of a car-
cgory for 1994, whichever category that
might be. caw
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“Welcome to SimCity" CD-

Sure, Sure. It’s all fun
and games when you

S

can play lord—god-king
to a bunch of pixel-
high people and text

boxes. Now lets see how

e N— that Mayoral muster
The SimAction News I'r'r)m you posted an
datly disasters and other headline news.

holds up when you're
faced with the real thing... Real disasters. Real
Chaos. Real people.

Introducing SimCity Enhanced CD-ROM from
) Interplay Producrions.

It’s SimCity with a

. whole new attitude as
the award-winning
classic goes Hollywood

with professional actors,

D
Full motion video brings your city officials
to life —Police Chief, Fire Chicf and more!

location shooting, full
motion video and real-

" EN ! )
i e |

, SEALAND2.

City Graphs
Jun 2799
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fsaoch
ROM!”
|

life footage of those
natural disasters you
find so irresistible

(come on, admit it...we
won' tell). Unleash a
killer quake. Meltdown
a few nuclear power
plants. Heck, wreak city-
wide havoc while you're at it... just don't expect your
SimCitizens to sit around and take it because in #his

Mess up and you'll watch as natural
disaster and crime destroy your creation.

SimCity, your citizens are anything but quiet. You'll
make headlines on the nightly news, come face-to-
face with vein-popping city officials
and truly experience the lives you rule
with each click of your mouse.

SimCity Enhanced CD-ROM.
The all new original city simulator.

Available for IBM PC & compatibles.
CD-ROM and Hard Drive required.

ENHANCED

CINEHATICHULTI?‘IEDIA

Software © 1994 Interplay Productions, Inc. © 1989, 1991, 1992, 1993 Sim-Business and Will Wright. All rights reserved worldwide.
SimCity is a registered trademark of Sim-Business dba Maxis. All other TM's are properties of Interplay Productions, Inc.

17922 Fitch Avenue * Irvine
CA - 92714 - (714) 553-6678
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e're back again after a one month

hiatus to look at the best buys in

shareware gaming. This column
had to step aside for the enormous CD-ROM
round-up last issue, bur shareware gaming on
CD-ROM will have its say this month as we
look at the wealth of shareware collections on
this new delivery medium. Among the con-
tenders for your shareware dollars this rime
around are discs from Aces Research, Inc.,
Walnut Creek CD-ROM, Profit Press, and
Wizardware Multimedia. Let’s spin up these
compact wonders and see whar they've got.

Aces Up Your Sleeve

Following on their previous releases, Aces
Research brings us yet another title focusing
on ease of use as opposed to volume of titles.
Games Expert for Windows Volume |
(525.95) has a user-friendly interface for
loading games directly from CD.
Though the collection is rather limited,
including only 87 games in roral, no de-
compression or installation is necessary
prior to play, making this a good choice
for the Windows novice. Included are
several well-know games, including Can-
field, Custle of the Winds, Destroyer for
Windows, and Search ¢ Destroy. Con-
noisscurs of shareware games will have
seen most of these games before and may
find chis offering lacking in bang to the
megabyte. Contact Aces Research, Inc.,
4480-C Enterprise Street, Fremont CA
94538, (510) 683-8855 for more informa-
tion.

Up the Right Creek

Walnut Creek also has some Windows
dressings in store for its customers. Their
CICA Microsoft Windows CD-ROM ($29.95)
offers a boatload of games for Windows en-
thusiasts—157 unarchived titles ready to play
and an additonal 200-plus compressed files.
Whether you enjoy Boggle, Canfield, Taipei,
Ishido or any of the dozens of other games on
this CD, this Windows collection offers a
superior value to many of its counterparts.
For those souls who use their computers for
something besides gaming, included are hun-
dreds of utilities, screen savers, diagnostic
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Heaving
The Compact Discus

Shareware Compilations on CD-ROM

by Chuck Miller

utilities, printer and video drivers, icons and
bitmaps.

Walnut Creck takes on an English air with
Libris Britannia ($69.95), a disk containing
the entire software library of The Public Do-
main and Shareware Library of Sussex, Eng-
land, if you can imagine. Six hundred
megabytes of games, graphics, and other pro-
grams covering agriculture, astronomy, ham
radio, home finance, word processing—it’s
all here. Just be forewarned that a few of the
titles are aging, and not very gracefully.

If the Brits aren’t your bag, Walnut Creek
may bring much joy to Amiga owners with
CD-ROM drives. The Aminet CDROM
($29.95) is relatively inexpensive, while offer-
ing classics like Drip, Lamatron, MegaBall,
Pom Pom Gunner and Moria. This platter

Apogee's Monster Bash from PC Games 2 The Maxx

contains several hundred Amiga games, plus
a smartering of software gags, game hints,
cheats, game edirors and commercial game
demos. With the scarcity of CDs available for
the Amiga, chis certainly fills a niche for long-
suffering Amiga users.

For orders or information, contact: Walnut
Creck CD-ROM, 4041 Pike Creek Lane,
Suite D-820 Concord CA 94520, (800) 786-
9907. Be sure to include §5 with your order
to cover shipping and handling.

Making a Profit

Profic Press shows that their name is appro-
priate, coming through once again with some
great CD-ROM packages. The all-time win-
ners of CDs on a value-per-cost basis have to

be their tdes PC Games 2 The Maxx, with
over 1000 DOS-based games, and Win-
dowsWare 2 The Maxx, featuring 200-plus
Windows-based games and many other Win-
dows programs. Each CD is a steal ar only
$12.95. Though they lack the nifty Mega-
Search Retrieval Software of Profit Press’
more costly Mega offerings, finding and using
the programs on this disc is still a breeze. Both
ritles are also available in a six-disc set for $49
that includes Sights¢rSounds 2 The Maxx,
SwimSuits 2 The Maxx, BusinessWare 2 The
Maxx, and ShareWare 2 The Maxx.

If you're not Maxx-ed our by this point,
Profit Press might tempt you further with
Mega Windows 2 ($29) and Mega CD-ROM
3($29). Both offer a wide selection of share-
ware programs, including games, though the
emphasis is clearly on variery. All of the
above discs can be ordered direce and are
highly recommended. To place your or-
der, contact: Profit Press, 824 L. Fr
Lowell Road, Tucson AZ 85719, (800)
843-7990. There is a $6 shipping and
handling charge.

Into The Mix

Though not specifically a game collcc-
tion, 7The Mega-Mix CD-ROM ($29.95)
from Wizardware conrains over 150
games among its accumulated assort-
ment of graphic images, paint, capture
and fractal software. Like the discs from
Aces Research, these programs are all
ready to run directly from the CD-ROM,
allowing you to check out a program before
installing it to your hard drive. Like trail mix,
however, the flavor may appeal to those with
a less discerning palate, as this CD is racher
limited in whar it has to offer the more savvy
player. While some good shareware titles can
be found here— Duke Nukem, The Orion Od-
yssey, Galaxtix, Commander Keen, Talking
ABCY, and the Hugo adventures—this disc is
much more expensive than those of Profit
Press and Walnur Creek, and is also more
difficulr ro navigate and lacks the user-friend-
liness of its contemporaries. If you would like
more information about this CD-ROM col-
lection or others from this vendor (including
image CDs like Deskrop Magic, GIF Galaxy,

Comypnter Gaming World
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and Pixel Perfect Graphics), contact:
Wizardware Multimedia Ltd., 918
Delaware Avenue, Bethlehem PA
18015, (800) 548-7969.

With all of these CDs, remember
that the price you pay is for the
CD-ROM as a distribution medium
and does not consriture the purchase
of the software on the disc. You are
responsible for registering each
shareware program with its author
according to his or her stipulations.

Waves In A Stellar Sea

Since this issue has a science fiction
bent, T would be remiss if 1 didn’t
include ar least one game review
along this particular theme. Quarra Com-
mand from Doe Entertainment rockets away
from its competitors, offering a high-pow-
ered Windows action game. So fast and furi-
ous is the action, with commercial-quality
visuals and 16-bit stereo sound, that you'll
find yourself looking for the slot to drop the
quarters in.

Quatra Command is slow to load, even on
a 486 system, but no holds are barred once
the game begins. A sultry female voice draws
you into the game, whereupon you slay wave
after wave of alien atrackers in classic arcade

Duatra Command

SCONE: 10650 LEVEL: 3

MA

Quaira Command from Doe Entertainment

style. Planets scroll slowly by, but you gener-
ally have little time to admire the scenery, as
the different enemy ship types become more
and more numerous, flying at higher and
higher speeds with each level. What sets this
game apart [rom the norm are the stray me-
teors that cross the screen « lu Asteroiels malk-
ing the contest even more difficult and
addictive. Graphic detail can be increased or
decreased and the number of objects on

screen can be raised or lowered. Sound can be
set for stereo, mono, QSound or can be
turned off, a real plus considering thart sterco
sound is a real speed and memory hog. The

main feature lacking is the ability ro set indi-
vidual play difficulty levels, such as beginner,
intermediate and advanced (the game is dif-
ficult even on the easiest levels).

If you like a challenging action game in a
science fiction setting, Quatra Commaneisan
excellent choice. System requirements are a
bir demanding, the ideal being a 486/33DX,
6MB RAM and a fast video card, but you get
what you compute for. For a registration fee
of $17, plus $3 shipping and handling ($7
outside the USA), Quatra Commandwarps in
at a great price. Those daring to enlist should
register with Doe Entertainment, 2412 De-
sert Oak Drive, Palmdale CA 93550. Checks
and money orders in US currency only.

Send Us Your Best

[f you have authored a shareware or public
domain game for MS-DOS comparible,
Macintosh or Amiga computers and would
like to have it considered for review in this
column, please send two complete copies on
3.5" disks with printed documentartion and a
cover letter to:

Best of the Rest

Computer Gaming World

130 Chaparral Courr, Suire 260
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destroys "Keyboard Confusion"!!

FALCON COMMAND
; B ER
MIG COMMAN DER [ 'l'll‘l'l?llifs
+F3 TEMPLATE
onLy $24.9511

l

| o

Sirike Commandor
Privatcer

Tornado

Strike Eagle 111

To Order Call Computer Express: [ "~
1-800-228-7449, ext. 522

All ather ingquiries to: Keyboard Commander Corp. 4539 SW 148 Ave., #4002 Davie, TLATTNE B00-242 6164

X-Wing
Gunship 2000181

Man-Sat
B.30-6:30 EST

<€ ]

Page 114

Circle Reader Service #80

Keybeoard Commander Templates reduee confusion
and increase ane’s gaming pleasire. <CGW

Falcon 3.0/3.01/MIG-26

Comanche: Max. Overkill

FEEREECEEEE]
T

* High-Quality, 3-D Graphics % €
* Fits all AT101 Keyboards % Standardi

= i B SO RARY
Acos ol the Pacific

Secrel Weapons Lullwalle

MS Flight Simulator 4,0 & 5.0
T.

Jotlighter 18 1f
B-17 Flying Fortress

B =
CY Air Combal
F117A Stealth CHECHK SIXI

HiE

=@ |

Coded Layout * Laminated Stock *
Format * Affixes to Keyboard *

Computer Gaming World



T0 B s'l:imu
UST IMAGINE THE POW
. ’ANIJ 'mlﬁB

Action Replay h

1 Yy
unn:ﬁfnn 4
5 a po! ; :

CHEAT FINDER

actually|scans through th

game ddits FROZEN STATE . A

land e lodati tcontrglig, LA
| [Tives, , objects @16, efc. in focl®

anything within ¢ game fhat can be countedl

The unique CHEAT GENERATOR|then gives &

you a cheaicodd for thatjgame.
Simply press a key to resart the dame and
you arelinvinciblel| Cheats can be saved

4 il e - | |
TUURR W CTNTCTCU Ugu“T LT U IUTCY UUIS,

il
55 frozen! Ideal

| |for saving o gu:} bint or

| |for programs with tedious 'password’

| |loading|systems!

Directory, formal and sa
progran is iroz .

SCREEN GRABBER

| |Atthe press of the Aciior] Replay freezer button
you cmllgrab a slandard VGA sdreen from any
program and save it out s a standord PAX file

Ta commonds are availoble even When the

suitable|tor youlg:.:phlc; package. N
SLO MD FUNCTION N

Allows you to plby a gaIle af yoyr own pace.
Select flom abogt 10% 16 full spead.

in card with bothladvancéd progrem

T |VIRUS

Powerfl.h virus sdanner sdarches f

o 3
284/386/486 DOS 3.2 and cbove
Circle Refrder ice #3

"24 HOUR MAIL
'ORDER HOTLINE !

=REs

PLEASE ADD $5.00 S&H i

2G| 1L 60173




TIMES

GREAT COMPUTER ADVENTURE

Bogin o heart-
pounding
adveniury
whan you find

the secrot mes-

sage from the
lost children.
In your quest
to save the
children, you
chollenge the
gremlin,
search fhe
cave aitic and
other hiding
Elu:e; w-w.' rldd‘u: puzzies ond unrovel trou
ling ing about s has
never beon so excitingl Teoches and enferiains
children ages 7-12. Pit your skills ogainst the
rrcmlm wnd play the game ogoin and again
or hours of fun ond leaming.

ACT w/Clilk Matas = it R
i Stud,

LSAT w/Clill Note
Nw:\n Studyware
T1MNEWP

.JM ] Sh.dyw—alu
Seate RX far ACT a1 Hor
Score RX for GRE at Home
Score RX ‘w LSAT of H

Your F
Amatican Heritage Dictonary 34
Americans in Space 47

Animals SunDeguZDOCD

Ccmpmn s anyl. opedia
Creep Crawlins CO

Cute ‘n’ Cuddlies............ 39

Diclionarivs & lunguages CD. 13

Dietionary of tmnﬂ orld CO 93

Dinasaut Adventure CD 3

Diriosaurs by M (Wais)

D.nmm.m MF‘C Encyc|opedic| cD A5
Discove

Encurla E c!upcdlu CD.

M(Z Dictionary Plus

Dinosaurs Multimedio CO ... 51

Crbits: Voyage the Selar System . 20

Wobster's Dichonary....uomimmssissis 62

Additien & Subraction : 15

J\u-um.ud Spe 29
29
52

‘9
Algebea Blastor Fius
Alph i
Alphabat Blocks D 28
Animal Toles CD....
Basic Spelling
Banic Spelling CD....

1 q Roodmg
Boginning Readin
l)utllyWurh 3.0,
Caleulus Studyware. 23
Cuckoo Zoo CD Aad
Dinosaur Ad 28
Eagle Eye Mysteries London CD .. 40
Early Math 29
Eu-l)- M D..
Fatty Bear's Birthela wIprise
Fatty Bears Fun Pack .
Kid Koys ..o
Kid's Art Conter
Kid's Studio....... B
Kid's Typing 29
KidDesk 25

Lifemap: Animals CD...
Lifemap: Animals w/Backbongs CD
Mae USA 2.0, .
Mario Teoches Typing ..............

=

Since
1985

j{"i_. ] E JEE @ RDER .I_,.\._

800- 228 7449 %:

GUS GOES TO CYBERTOWN €D

An interocive
multimedia CD-
Rom for the
whaly family
i with learming

activities far
thase under eight
years old. Join
Gus, the hippest
most lavable dog
wver created for
an excifing leam.
ing experience in
CEbcr!F::Nn.
Search for the
eluive cyber
buds, \h!ru of tha

mout erigingl and §

evor love Wy a

explore! Experi P,

wnd the Tima Travel Fark, Features somplete

intaractivity, coplivating grophics and on

rich digitzed sound mack, lull matian videa, digi-

tal phetos ond spoken directions.

Modsrm Madia Venturse: DOS, MAC €D $34

Math Blastor Plus .........
Maih Rabbit 2.0
Millio’s Maith House
Mind Custhe
Multimedia Warkshog
Multimedia Wurluhnp <o
Firsi

i
Mew Kid on the Black CD
Odell Down Undﬂ'

iegon Trail

Mavit Baacon Typing 3.0

WRATH OF THE GODS

Take the rals
ofahernana
quast ta
fegoin your
kingdom. In
this photoreal
istic edventure
gume based
on the Greok
mylhs, you'll
uxplote over
| hundied
scunus crealed
[rlum wriginal

F grape
of Greece. Fight monsters, encounter aver 60
live action characters, and maich wits agoinst
challenges based on the expleits of the greatest
hetoes of all ime. Sixty liveaction charaters,
onling hims and information, 300 digitel
mavies of heroes, gods, and monsters. Fight
the Hydra, eutsmar Medusa, and defeat the
Minotau

Mexxls: IBM €D, MAC CD

Ingredible
toels fo halp
put your ideas
inte words
ond pictures,
publish illus-
trated stories,
and croate
newilotters.
You've ?ci
custam fants,
different type
sires, apecinl
type eflacty
like sparkla
and fade, plus
optiony. Add o finishing

¢h 1o projeets with tans of barders and back.
grovnds Lindo mistakes as for back oy 20
staps. Includes aver 100 pisces of clip art and
mare than BOOD vory storters. There's o
spalling checker, o thesourus, and o quick way
1o find any ward in your project

Microsoftt WIN, MAC

Eosy Working lyl:ung ......
Eayy Working Typing WIN
Maria Trnrl\m { yping

Muviz Boocon Typing C0
Typing Tutor V Plus..
Typing Tutor V Plus WIN.

3.0 Dinosour Adventure.

Bady llustrated
Company of Whales CD ...

Odell Bown Under....
Qregon Trail

Peanuts: Yearn to Learn CD.
Phonies. omesimine
Playtoam 2 a

Pun Puni G #
Reader Rc:hh.r £
Readar Rabhbit Ready fat Lanor
AT | Studyware

5po|| ] Plu;
Stickylly ding ke

5up¢.r Solvers: Out Numbered
Super Solvers; Spellbound
Troasurn MathStarm)
TreeHouse.,

Vocabulearn lialian |
Vozabulearn Sponish |
Whare in America's Pa

¢
Whare in I‘u: Wcul-:l is Ccrnun?-‘ Z
Word Anack 3.
World Alive CD,
ZeoKeepar

Free T-Shirt when purchasing
one of these titles:

MYSTERY AT THE MUSEUMS

Request your

ROCK 'N BACH

3D Dinosaur Adventure
M,, |||.m.._.-.,d

CompurerWurh
Concenbiobe ...

Dandy Dinosaurs CO
Dmul{uh !'ycoon

Frn‘n[
Great

Kid's Zoo CD ..

Kid’s Zoo UOS,-’WIN
Oeeans Below CD

Odell Dewn Under WIN..
Oregon Trail Delyxe,.,,
Pepper's A

HANNA-BARBERA ANIMATION WORKSHOP

Bring the
pawer of ani
matian fa your
eamputer in a
feeen that is fun
and easy to
master
Simple instrue-
tians ollow
evaryone ko
quickly learn
how 1o pro-
duce animated
scenes just like
the profession.
ol Includes
over 200 frames of somple gnimation from The
Flinstones, The Jotsons, Scooby-Doo end Yogi:
Boar, plus clip ot ond colored bockgrounds of
wur fovorite Honno Borbero shows. For the
Im time @ truly professional onimation pockoge

$33

ot an affordoble price

Emplrs: DOS

LANWORDS

Fastpoced, chollenging, entertoinment volue

thar's fun for all ages. Seven wnrd&m—e vario-

tigns, or create your own version
forent computer opponents with increasingly

fers 20 dif

sophisticated vecabulary and skill, containing

160.000 wards. Online help, "best plays®

ano:

grom finders, and word finders are alio includ:

od, I you've got network support, you can

recaive and send messages 1a your appanents

via o chat windows screen,

Scber Software: WIN

Spoce Adventure ...
Space
Space Advanture Il O
Tima Ridors-Amorican H-sruq
Inmn Tioks... ;
U,

Advanture WIN,.
Web;rm s Dictionary WIN

Whate in Amariea’s Pay Cormen :
Whera in Space Carmen Deluxa 40
Where in Trmo Cormund,,. A

Whate in tho World is Carmont. .o
Wild Seienca A wi/ T-SHIRT 22
ZooKee i 3
Zugs En"n Theow |nh Spt‘cn

2nd Math s
Alge Blayer 3 ...
Alge Blastor 3 WIN
Alge Blaster Plus.
Algebra......... .
Algebta By Examplo
Bull's Eye Marh
Calgulus WIN
Chompionthip Blackj
hemistry Waerks DOS/W
Cruncher Wik
Dinosolt Additio ol
Dinosal Math an\hrnrd\
Dinosoh Mulliply & Divide.
Early Math C lg
Early Math WiN
Geometry Concepls ..
Kid Cod WIN ..ovcorereossionns
loarn Abaut Fractio 1
Line & Shape Eater CD 2
Math Blester Spot WIN ., 5
Math Bloster Spot/Kid Works 4
Math Bloster WIN
Math Rabhbit Enhanced
Math Rabbit WINL..........
Mathalogy ...
Mega J\-OEIh
Mental Math z
Mllm s Math Housa ...
Mepiuno
§|.eLyB-\-m Math Tutar -
Super Salvers: Midnight Raseua 28
Super Sulvers; Qut Mumbered e
Treasure MalhStorml |, “
Traasura MathStaeml WIN
Trousure Mountain .
N
Young Math RN EE

Acsop’s Fables CD..,
Aladdin and His lamp CD 32
Abways Arthur CD,,
Amanda Slorios CO.
Arthur’s Teacher Trouble CD
Buoiley's Book Houso
Boauty and the Beast CO,
Beginning Reading CO
Beginning Reoding Wik i
BookManter for Speed Reading
Cinderella CD ..

Dinoseft Phanics .

Dragen Tales CD......
Follow the Reader.........
Gus Goes lo Cybertown co...
Hoathor Hits Homenyn CD

$23




TALKING PHONICS PLUS

Ages 410 8, Build
awardwinning
roading, spelling,
and vocabulary
skills and teach
children to lave to
readl A playhl,
rewarding and
imagotating explo-
ration inta essential
longuoge skill
Teaches beginning,
middle and ending
censonanl sounds,
a3 well us long ond
sheort vowels, Voice
enhonced see and soy tlechnigue with specicl
rewords clfer encovragement every step of the
way. Five mulliple lovel aetivities keep learming
tun ond challenging. Maotivales with livoly,
imaginative grophics, gomes, ond wound:.

Stono & Associates: DOS

NO. 11 DOWNING STREET CD

Join Minja
Manny and
Shortloch
Sheltio in "Mao.
11 Downing
Street,” the

premies
episode of o
conlinuing
myslery series,
sl in oxolic
loctions

around the

world, as our

heros pursve

the secret of
Minfa Manny's heritage and her rumered for
funa in koat troasere, Historical fachs and noteri-
v lidbits linked to the story g cuntained in
the onling DictioPedio MinjoMannice, Feclunns
more than 90 videos. Animations of wocky
characiers are drawn in detail and shown full
screen.

Sillcon Allay: DOS €D

Jr High Grode Builder 3 Pack
Just Grandma & Me CD..

Long Hard Day ut the Ranch CO
Mind Cosfle ...

Maving Gives A Stamach Acha C|
Mud Pubble CD
Now Kid on fhe Block CD .
Onee Upen A Tima Il
Paper Bug le(ess CD.
Paties
Phonics F‘||u

Reader Rabbit

7

Reader Rabbit 1| Wi
Reader Rabbit Il
Reader Robbit Ready for Letter ..
Feoding Adventures in Oz.
feading and Me Tollunq
Ready, Ser, Read WIN.

Sleeping Uccml‘f Stor L CO

Sound It Out Land 1| CD

Speed .
sﬁm
StickyBonr Huading 1
Stary Book Woaver..

Supr Sobvars: Ancion! Empitus.
Tale of Benjomin Bunny C IS
Talo of Pnlnr Rk CI
Talking Classic co
Talking Jungle Safan )
Talking Phonics Plus

Tell Tale Heant €D ...... .
Thomas' Snowsuil CD

Tortaise & Th Hare CD .
Treasure Cove ..
Ugly Duchling CO.

ha Wants Arthur? CD
Zugs Dinosaur World

Botty Crocker Boys & Girls .
Creation Staries CO .
Creative Wiriter WIN ..
Fire Adtist .

Hanna Barbara's Animation Shnp
Kid Cut
Kid Dy
Kid Fun CD
Kid Pictures
Kid Pix

Kid Rhymes
Kid Works II..
Lecrn to Play Guitar
Lenny’s Mausic Toons CO

L t
E Lonny s ch Toans WIN..,

MrlrnGnarnM Musie ..
Miraclp Piono System
My Computer Dvary ...
My Own Siariey
PgCruyun ......
Peler Pan: St
F

h.ur ss.up ml...L 1.2..

$27§

GAME BLASTER

Convents the VGA
gutput from your PC
to a videa signal 1o
you can ploy all
your favarite PC
gamas an any TV
sel. Display anline
wervices fike
biodiqy. Amistico
Online, and
CompuServe,
Inclodes §150

| wocth of FREE
gomes: Prince of
Parsiz, JlHig!\‘-ur ]
and Spec

Suppors 640 X 480 VGA resolution in 256 col
oes, outpuls NTSC video in RCA composite and S-

VH5. Includes SVHS and
wate drivers, and A/C

VGA Yeohle, all st
of supply Su-ppom

TV Auta Blanking. Togaling betwwun VGA monitor
and TV display.

film, with some of the rarest whales an Earth
Investigale their intriguing social behaviar and
intelligence, Listen o whale communicetions
and understond the mystery of their songs,
Inchodus &35 minules of exclusive video ond
maore than 200 competling photos and ilvstic-

$31

m_mm

tions

Discovery Chonnel: DOS CD

COMPANY OF WHALES

The Discovary
Channel, the
leaader in real
wotld enter-
tinment, takes
Lm an a spell
inding multi-
madia journay
with natura's
most spectact-
lar erecturas
Experience
extraordinary
BRcouniers,
nover beforo
coptured on

Print Shop Deluxe 1.2 WiN ...
Frint Shop Deluxe Comic WIN
Print Shop Deluxe Comics ...
Primt Shop Deluxe Cempanion ...
Print Shop Deluxe Companion WiN
Print Shop Deluxe Sompler :
Print Shop Deluxe Sampler WIN 26
Shaw & ot Kids.. 28
Sound Sowrce.., y
Story Book Weaver.
Stucdent Wiiting Center
Wild Llearning Safari........

NimMﬁi Spalling T
Advanced Spelling
Alphabot Blocks WIN,
Basic Spelling.
Basie Spelling CD......
Mario's Fun wilh Letiers .
Mie;l.ay'; ABC's Enhonced
Sl I 3

Spell it Plus
Super Solvers: Spellbound .
Super Salvars: Speﬂhnund cb.
Word Attack 3 ..
Woid Munc II!IH
Ward Tales CO .
Yobi's Spelling Tricks WIN ..

Actoss the USA ..
Dhiscavening Amatl
Eagle Eye Mystories London CD
Export Mops,
Lost Tribe ..

M.r First Waold Aller
Mystery of Musey

PC Globe Mops & Facts ..
PC Globe Mops & Facts CD-
PCU3A 3.0,

¢ in USA Ca
Whure in Werld Deluse .........
Where in World Deluxe CD
Whate in the USA Deluxe.
World Atlas 4.0 WIN

Al World of Oucounw
Nphubu_-r Blocks CD..

n ch
Scl(lv_,'u!d
Bomay Becr Govs 19 Schoal
Barenstain Bears Fun LunchPak
Berenstain Bears Junior ligsaw
Berenstain Bears lwm Al Home .
Bustor's Firs) Thundetstarm CO
Cuekoa Zoo .
Cuckoo Zoo CD
Dr. T's Sing-Ador
Fany Beors B Day Surprise cb.
Fatty Beers Birthday Surprise....
Fotty Boars Fl.n Pack CO
Firat &

First Shapes
Fisher Pn:» C
F-ahn:Praco Pichwre Du:m:lnc:l‘,aI

Kn:l Plx Com
Kl Pix Wik

Kid's Stuff ...
KidDak

nion WIN

$79

EARLY LEARNING

ALGE BLASTER 3

Ages 12 to adult
Muwast vorsion
the woild's bas
selling algebea
program, Guides
you thiough an
enfire yeor's olge
bro curriculvm,
uing an interoc:
tive tutorial
opproach. Feur
unique activifioy
with allnew
SVGA graphics,
animations and
sound will help
you develop o
better ynderstanding of the ulgubraic process,
Lwarn how to sobve equations and tonslete word
probluins into clgebraic expressions. Twa chal
lenging new graphic games will ensure that you
become o grophing expert. Covers all subject
areat and leatures ansereen hints

Davidson: WIN

MPC Wizard 2.0,
WinTulor 3,1, and
WorldView tageth-
ot in one pockoge.
MPC Wizard 2.0
will tast and tina
your mullimedia PC
with trouble shoot
ing technigues 1o
el P systom
configured fast.
WmTurnr 3.1 halps
you loarn
Windews 3.1 ot
your own pace

'y on ideal cam-
panian ta quickly got startad ar 1o imprave your
skills. Windaws beginners with MPC based
systems will cut their learning eurve dramatical

ty. WorldView allows you to explore sur world
From spoce with an arcﬂlro of NASA's anlls,
audio, and video clips

Complon’s New Medic: IBM 0

800-228-7449
31 Union Ave., Sudbur."
B DI D D=7~k | El#ﬂ

logend of Oz CD
Mario Early Yoars Calloction CO

MARIO'S TIME MACHINE

Joun the Mana
Brathers on &
wild ride threugh
time a3 they re
live great
moments in hisho-
ry in this new
senes. Toke o
romp with the
dinasaurs duting
tha Jurausic pari-
od, siop off in
ancient Egypt o
meet Cleopatra,
and orrive justin
fime to wilness
the First successhul
powered flight of the 20h Century— all in o
day’s work ?ﬂl the popular plumbers. Sea Maria
witit the warkihep of Thameas Edisan, ride alang
with Meil Armstrang and cheet for Babe Ruth. in
addifion to witnessing scores of other historic
events. Enterrolining and educational for the whole
Family,

7l Jour
rhm:;K fime
from Ihe mouth
of the Amozon
il 1o its folty
sources in the
| Andus high
country. Find
the medicing|
plont that will
save the
ancien Inces
from extinction
and deliver it
| ? 1o the Inca
lung Mr_'tﬂ as mnny [ 1 30 u:hnr histaric explor-
ors, noturalists, scientists, and natives. Exercise
problem-salving and reading comprahension
skills. Develop navigational abilifies. Iniroduces
ocatystams and pravides insights inta Seuth
Amatican histery fram the time of the Spanish
Conquistadors 1o prasent

MECC: DOS, MAC

Stickbueor Prescheol CD ..
Stickybear Praschosl

Mario Preschool Fun Thamas' Snowswit CD
Maria’s Fun with Nvm Tottuise & The Hore CD
Meguo Sories Bundle,.. TroeHouse. ...
Mamory Lone ... Ward Munchers
Mickey Mouse Mousepad..
Mickey's 123's Enhanced. Beritz Think & Talk French CDL 99
‘\lh.,'\-"-l“ s Enhonce Betlite Think & Talk halion CD 98
Mickey's ligsaw Puzzlas Berlllz Thlﬂ\iﬁuik Spumsh L 3 ATl %
era:{y Pﬂll Tales : French 5.0 56
Mizxud U'p Mother Goo: |onqu0qﬂ Mmrﬂnr French WiIM . ... . 56
My Lettors, Numbars and Waort ¢ % Gomnan 50_....... 56
Mumber Munchees .. 1 A oy u; BVIN 2:
+ Yuam 1o Loarn angu nisPDnP tahan RN,
guoge : Bealian WIN 56
9 Langu tant: Spanish 5.0 56
: language Assistant: Spanish WIN 56
Putt Pult Goes to the Moon ‘ Learn 16 Speak Spanish CO. 49
1

Punt Puit Goes to the Moon CO.
PuthPult Fun Pack
F‘u -

10
Rﬂce the Clock CD CALL
Scooler's Mogic Catle. 31

Show & Tell for Kid

Lyric languoge French CD ..

Lync lufquqqe 5pom1]1 C

Vi learn 4

Vocai:uLeum Flun:h i Wi,

Vocobulearn talion 1.
I

Vaanbul

.
1 WiN 40

WV, bl el
Vecabuleain § 34
Vucul:ul.nuin Spamsh I Wi 40

B00 228-7449 - Ordors Only, 508 4436125 - all other business. Sales Depl. Hours - Monday - Friday - BAM tll
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tronic companants ame rol returnable. Wie ship only 10 venfied billing

I oreders

Airbome Express Shipping charges $7 per order up 10 6 s, $1 per Ib, above 6 Ibs. UPS ground handling
charge 55 per order. Actual freight charges apply for computers, hard disks, Bemouli's, tape back-ups, printers,
Muttimeefia kits, mansars, ote. Alaskn, Hawail, outside continental U.S.. APQFPO call for information.
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Cards courtesy of The Upper Deck Co, ©1990

ack in the dim recesses of compurer
gaming’s past, bascball simulations

were almost exclusively text-oriented,
statistics-based affairs. Beginning with the
classic Farl Weaver Baseball, base hits on the
compurter required more in the way of graph-
ics and sound, and even stressed action-ori-
ented physics models. Still, baseball text
games were able to carve out a niche, largely
because of the staristical nature of the game.
Pursue the Pennant began as a
boardgame and has since devel-
oped into one of the most accurate
baseball simulators on the marker
today. This most recent version
(5.0) features a redesign of the
game’s simulation engine, but is
just as completely rexe-based as its
predecessors. There are no spec-
tacular bit-mapped Dballparks or
digitized photos of players that you
would expect in  higher-profile

baseball products.

What you do find is that Pennant, while not
a large game, uses every byte possible to build
a vast library of play results. The traditional
radio-style transcription is presented in a text
area below the hitting team’s lineup and,
fortunately, the library is thorough enough
that play description is rarely redundant. Tt
even avoids those tired baseball clichés like
“can of corn” for a high fly ball and “rater”
for a home run thar have plagued us since the
like of “Dutch” Reagan recreated games from
telegraphed  statistics. The game’s replay
value is also enhanced by a number of special
sitcuations, where players sometimes argue
with the umpire or tumble down the dugout
stairs while reaching for a foul ball.
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REVIEW

PENNANT
FEVER!

CGW’s Box Score for
Pursue the Pennant 5.0

by Jim Gindin

For the baseball simularion enthusiast, Pen-
nant provides several screens of numbers for
every player, including a full set of batting,
pitching and fielding statistics. The simula-
tion uses these stats properly, assigning RBI’s,
errors and other criteria with a sure under-
standing of the often confusing rules of base-
ball. After selecting game lineups, the
program allows for different weather effects,
designated hirers, relief pitcher warm-ups,

Flayer Tranzoact funs

tsporteman’s Park
1091 T

Wit by y
fSerikens

DP grownders: = (49 1

Canght

¢ Change Era ¥ < Change Tark 3

and injuries, which can wreak havoc with
[ragile catchers and pitching staffs.

During game play, the bacting team can
steal bases, bunt, or try a hit-and-run. The
pitching team can challenge hitters or pitch
around them, an option that increases walks
and decreases extra-base hits. The infield may
be moved in to prevent a runner on third
from scoring, the baselines can be guarded to
decrease the chance of a double down the
line, and corner men may be positioned to
defend against a bunt. All these features are
fairly common in text baseball games, though
their implementation is much more clear and
accurare here.

Where Pennant shines is that the Al makes
a surprisingly good manager, by far the best

on the marker at knowing when to replace a
pitcher. Oddiries like sticking a closer in the
game in the second inning and leaving him
in for the rest of the game for a 20-run
pounding are nowhere to be seen. Pennant
bases lineup decisions on the closeness of the
game, the specific situation, and how late it is
in the game. While it fails to recognize “hot”
players, this is hardly a problem given the
variety of decisions where it makes the right
call.

Game play from the human side is not so
smooth. For instance, you sometimes need to
decide whether the runner on second should
try to score on a single to center field. The
text provides only a couple of clues whether
this base advance is reasonable, with your
runner often being thrown out by more than
ten feet. Pennant needs to tell you where the
base runner is when the fielder reaches the
ball. In real baseball, pinch-hitters are always
announced before the pitcher places his foot
on the pitching rubber. Pennant requires that
you replace your pitcher hefore knowing who
the pinch-hicter is, putting you ar a disadvan-
tage. The computer also never warms up its
pitchers before use, which makes your pinch-
hitting decisions a litele tougher. Even with

Pursue The Pennant 5.0

PRICE: §79.95

SYSTEM: 1BM

REQUIREMENTS: 286 or bener

PLAYERS: 1-2

PROTECTION: None

DESIGNER: Tom Tippett

PUBLISHER: Pursue the Pennant
PO Box 19703,

Greensboro, NC, 27419
(910) 299.4380,
(800) 765-4787
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BRING YOUR
FAVORITE GAMES TO LIFE
ON THE BIG SCREEN!

‘I'V

ZaPS COMPUTER GAMES FROM PCs TO BIG-SCREEN TVs!

LIMITED TIME OFFER!

These sensational computer games are FREE—a $150

value—inside every GAME ZAPPER package! -
JetFighter I”  Spectre Challenger”

Prince of Pmin"_
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GAME ZAPPER turns your living room into a virtual reality
gumeroom by boosting your
favorite PC games from your
VGA monitor onto your
big-sereen TV.

GAME ZAPPER converts
your PC’s VGA output to a
video sizmal and supports
640x480 VGA resolution.

So plugin GAME ZAPPER —
your favorite games will be
lurger than life!
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these quirks, the program plays a fine game
of baseball.

As with any good baseball simulation, Pen-
nant is a natural for league play. Players can
be created and moved throughout the league
via a frec-agent pool. Each team has a 40-man
roster, with at least 25 players active, with
manager profiles and primary lineups in-
cluded for use against left or right-handed
pitchers. These lineups have associated depth
charts, which the computer manager uses to
start a particular player in a certain percentage
of team games. You can also designate late-
inning defensive replacements and platoon
players.

Pitching rotations are generated rthrough
another set of profiles. You can choose the size
of a rotation, spot-starter percentages, and
depth charts for long relievers, set-up men
and closers. The computer will ser these up
upon request, but is very likely to stick players
who pitched only a few innings in reliever
roles that garner 60-to-80 innings of work per
season. Therefore, it’s better to put together
all the depth charts yourself, which will re-
ward your hours spent with a truly interesting
and realistic season replay.

During league play, Pennant handles indi-

vidual player situations through an
event table, created through modi-
fication of the three star forms
available. When it’s time for league
simulation, Pennant can complete
a 1000-game league schedule in un-
der two hours. Pennant also allows
you to enter league information, so
thar it can adjust results to reflect
league averages. This allows more
realistic play when teams from dif-
ferent time periods play cach other.
If a shortstop from 1905 makes 40 crrors
when the league average was 50 for short-
stops, he is likely a better fielder than a short-
stop from 1991 who made 25 errors when the
league average was 20. Thus, he will perform
berter than the 1991 shortstop when they
play in the same league.
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Range factors are even more crucial than
error rates when determining how fielders
affect a game. A poor shortstop will watch
and wave at a ground ball hir up the middle,
whereas an excellent shortstop takes away
certain base hits. A Pennant team composed
of fielders with excellent ranges will win 20-
30 more games per season than a team filled
with lousy fielders, correctly emphasizing the
importance of defense in baseball. Further,
the discussions of the “elite talent pool effect”
and the “perfect hindsight effect” in the game
rules, are must-reads for anyone who has ever
expressed frustration ar Sandy Koufax’s in-
ability to match his 1966 Cy Young Award-
winning numbers in a simulated season,

While Pennant does provide an accurate
baseball simulator, it does require a lot of
input from the user. If you go to the trouble
of adjusting active rosters about once a week,

keeping track of injuries and demotions as
they happened in real life, you will end up
with an incredibly accurate simulation. This
enormous amount of work is necessary, since
Pennant provides no mechanism for auto-
matically adjusting an active roster ar a given
date in the schedule, which is the gamc’s
biggest omission.

Nolan Ryan

Like most games, Pennant can be abused. A
player who had two hits in five at bats during
a scason is a .400 hiteer, and if allowed 500
chances, can garner 200 hits. Worse, if one of
those two ariginal hits was a home run, expect
about 100 home runs from that player over
the course of a season. On the whole, you can
expect abour 10 percent variance in a player’s
statistics over the course of a season, easily in
line with other stat-based games. Home runs
vary more than any other statistic, because
weather and park effects tend to alter home
run production more definitely than they
would alter other numbers.

Finally, like most games these days, bugs
still lurk in the final producr. Bartrers are
sometimes skipped in the lineup, errors are
charged that did not occur during the game,
the league disk fails to include a National
League schedule, and there is an occasional
program hang-up when using auto-play.
These are relatively minor and, to the com-
pany’s credit, the designers have a good re-
cord of providing prompt upgrades to their
games.

So, in spite of a few errors, Pursue the
Pennant 5.0 is a Golden Glover. Its overall
accuracy and atrention ro derail is impressive,
and ir deserves a starting spot in an serious
fan’s lineup. eew
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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!

EJr more information, call _ .
)-926-96; Baselir
or 901-682-9676, Fax: 901-682-9691 L
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Open Letter To Charles Ardai

I recently obtained a copy of the LucasArts
game, Sam ¢ Max Hit The Road. After play-
ing the game, [ can assure you thar Sam &
Max il “Play in Peoria.”

Kent Hoffman, M.D.
Peoria, 1L

Skywalker Ranch

Take a trip to Skywalker Ranch and write
an article on the developing technologies at
LucasArts and Industrial Lightand Magie. I'll
go for you!

Joe Lombardo
Qceanport, NJ

To paraphrase a former President, we could
go to Skywalker Ranch, but it would be wrong.
It veally wouldn’t do a lot of good since neither
ILM nor LucasArts Games are located on the
ranch. We do, however, make periodic road trips
to the game companies and we try to keep you
informed  through Company Profiles and
READ.ME news articles. Of course, anytime
George wants to invite us over to visit with
Spielberg, Coppola and the gang, we'll be glad
to show up. We might even rent a Tucker for the
occasion.

Basham Smash 'Em!

I want to congratulate CGW and Tom
Basham for being the first magazine and re-
viewer in the entire history of compurter game
reviews to present an accurate and knowl-
edgeable article on a flight sim in your cover-
age of Aces Over Europe (CGW #115). Never
before has a reviewer clearly explained about
acrodynamics and how they affect game play.
Basham spoke of the aerodynamic progres-
sion from a buffet to a spin and how aircrafi
can lose altitude in nose level and nose high
positions. This shows that Tom and CGW
take their jobs seriously. Tom is professional
enough to take the time to deal with aerody-
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namics and now, he is, in my opinion, the
best flight sim reviewer in any magazine (and
[ read them all). Congratulations and keep up
the good work.

Richard Ordway
Boulder, CO

We don't think Tom was necessarily the first,
but we know he'’s one of the best. We're glad to
be able to publish his extremely knowledgeable
views.

Wind In Their Sales

[ am agog at the chuwzpah of Tsunami
Media, Inc. In the latest advertisement for
Ringworld (CGW #114), Tsunami has de-
ployed a masterpicce of selective blurbing in
what appears to be a bald attempt to mislead
readers about what CGW had to say about
the game. They quote one line from my

The 5th Waye

review (“Never before has there been a game so
movie-like in its construction’) but carefully

avoid quoting the subsequent lines which

explain in whar way the game is “movie-like:”

Never before has there been a game so movie-like
in its construction. There are great stretches of
action during which the player literally does
nothing...Even when the player’s input is re-
quested, it is often irrelevant...

Tsunami may wish ro note thar this lerter,
if selectively excerpred, could produce the
blurb, “In...Ringworld..., Tsunami has...a
masterpiece...” | invite them to slap this on
all their promotional material. 1 could cer-
tainly use the laugh.

Charles Ardai
New York, NY

Not only was the game “movie-like,” but so
was the subsequent advertising campaign! lf film

By Rich Tennant

This years sward for themast
challenging wordgame softusre
gees to the BrainSoft Corp.
for their product,” Word Wiz

@Rrr ‘iﬁ‘Ef.'_-WMT‘““

That was cur wod
PIOCESSING SOTNRTE,...
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SHUT UP! An
auwardé anauward'
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Alien Invasion

Technology licensed from
ID SOFTWARE, creators of

WOLFENSTEIN" 3D

s T PINNACLE OF st
EXTERTAINMENT SOFTWARE

At a software dealer near you or call: (305) 591-5900 - (B00) 468-7226 - BBS (305) 471-8962 (2400-14.4 Baud Rates)

Waolls misa k ol Id Sol . Al Rights Reserved. Corridor 7: Alien Invasion and Capstone are rademarks ol IntraCorp, Inc. All other trademarks acknowledged,
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YOUNG UNTIL THEY SUDDENLY
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YOU EVER SEEN A
PEBG-NA'B:T SURIMNAM

YOUFEED US!

publicists can selectively blurb Charles Cham-
plin and Rex Reed, 1 guess we have to expect
“movie-like” treatment from software publicists.
Frankly, we doubt that gamers are as gullible as
mainstream movie-goers.

Arsenic And Old Anime

Regarding your review of Metal & Lace, it's
sad to see anime so abused (exploited).
Anime, at its best, is a wonderful and fasci-
nating art form with gorgeous scenery and
animation, exciting stories and fascinating
characters (with the occasional scantily clad
carroon babe, of course). I regret to think that
many people will get their first exposure to
anime through a producr which seems to only
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: W TUNACASSERDLE .
.;" ALway's TASTES BETTER
¢ EATEN ON-SITE. o

emphasize “babes” and seems to ignore the
other things which make anime great. Me, I'll
be waiting and hoping for a game worthy of
the anime label. Kei And Yuri Save The Gal-
ri“x)’?

The Commaodore

Fr. Worth, TX

Actually, with Kei and Yuri (The Infamous
“Dirty Pair” of Japanime Fame), it would be
necessary to destroy the galaxy in order to save it.
Since Toren Smith (translator of several manga,
including the Dirty Paiv, into English comic
Jform) has been known to read CGW, maybe this
will inspive him to find a software publisher.

I think thar Charles Ardai’s review of Metal

BUT ALAS,
THE N TRUSIVE CAST-
OFFS FROM YOUR WORL
ARE DESTROYING THE
IMMEMSE SERENITY OF

OURS. THAT IS WHY
WE CALLED.

¥ PEOPLE OF THE
EARTHL STOP THROWING
YOUR OBSOLETE CRAP

A

B e
L% X
& Lace was irrelevant to computer gaming. |
think games that serve as vehicles for cheap,
adolescent sexual thrills should be ignored by
a magazine of this caliber. While many “A”
quality games go unreviewed in your pages,
your decision to give precious space to such
an obvious “B” quality game is puzzling. I
hope gaming will not embrace the coneepr
that “sex sclls” as TV and the movies have, at
the expense of real content.

Bretw Berger
Strongsville, OH

Frankly, we aren’t aware of any "A” quality
games that have not been reviewed by CGW.
For that matter, we aren’t aware of very many
“B” quality games that have not been considered

Computer Gaming World
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in our pages. Finally, we wonder how a maga-
zine can make a statement in favor of real
content without pointing out some games with
limited content. Metal & Lace had some con-
tent in addition to the racy art, just not enough
content in addition to the sexy anime females.

Working For Scale

How do I scale my grades for games, com-
pared to current releases or what was available
when the game was new? For example,
Wolfenstein-3D was an A+ when new, but
now it can be considered as an A- at best.

Michael Connelly
Allendale, NJ

Since the Top 100 is based upon a cumulative
score, you should rate games for how you perceive
them at the present time. The scores which they
have already accumulated will provide the
weight that indicates how they were rated at the
beginning.

I subscribe and get CGW abour a week

carly. How long should I wait before mailing
the CGW Poll card for that month?

H. Shim
United States Air Force Academy, CO

Send it right away! Postmasters are standing
by.

Why isn’t the CGW Top 100 Poll Ques-
tionnaire in alphabetical order?

E. Choy

Portland, OR

Would you believe we flunked kindergarten?
Don'’t answer that! The questionnaire is de-
signed to rerate the top games every month, and
as many of the new games for which we think
we can get sufficient responses. We alternate the
placement of the game titles on the questionnaire
to avord “Top of the Ballot” syndrome. In many
elections, local officials are elected as much be-
cause of ballot position as because the voters
approve of their platforms. We don't want games
to score artificially high because they are at the
top of the list.

It would make the CGW Poll Ratings more
useful as a “Buying Guide” if the rating num-
bers could be explained. How are possible
sample size biases corrected? The poll could
have more detail: rarings for graphics, sound,
ease of use, documentation, repeat play value,
and historical accuracy. Please list the versions
of games rated in the polls.

Bruce Kohrn
Baltimore, MD

The ratings numbers are a cumulative rating
based on all responses to date. We usually tabu-
late about 500 cards and only print ratings
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based on responses equal to or greater than ap-
proximately 10% of the cards tabulated. If the
sample size is less than that, the title will not
appear on the Top 100. It is well-known that
an increase in the number of questions within a
survey reduces the number of responses to that
survey. So, we have elected not to break down
the questions into the detailed categories you
have suggested. We would rather have a more
representative sample than to be too ambitious
and receive a poorer response. Also, since these
are cumulative ratings and come from numerous

sources, there is no way of knowing (short of

asking lots more questions) exactly which version
people are using. Like democracy, we know our
poll isn't perfect, but we still think it is the best
there is.

Bias-Sphere

Why all the complaints about computer
game magazines pandering to game publish-
ers? If I could find coverage of politics [in
news magazines] as unbiased as your game
coverage, I'd read Timeand Newsweek.

Kirk Thomas
Lawrence, KS

Does that mean youd quit reading about
games?

Ahead Of The Game

Please do an overall review of WWII games.
Jeff Zlatkin
Newark, DE

M. Evan Brooks provided such an overview in
a two-part article that ran in CGW #110 and
#111. Back issues are still available.

Aces Higher

You might want to let Aces Over Europe fans
know abour a file called AOEREA.ZIP
(found on CompuServe) that modifies flight
handling and flight characteristics of enemy
planes. AOE now feels really grear, more like
whart I loved about Red Baron.

Dan Cumpian
Richmond, VA

Ratings Game

The controversy over ratings in computer
games is grossly overblown. Most prime time
TV dramas are more vulgar than any com-
puter game. Thank goodness gratuitous
swearing and obscene gesturing hasn’t found
its way into computer gaming (at least, not
on the computer screen),

Clyde Dodge
Corona del Mar, CA

With all the sex and violence in other en-

tertainment media, it would be a great moral
stance for the entertainment software indus-
try to put self-imposed limits on what people,
especially kids, interact with. Try to make an
effort to positively affect the kids and sociery.
Cameron T. Brert

Campbell, CA

How about an N-17 rated patch for Leisure
Suit Larry 62

Dave

Celina, OH

There you have the gamut of opinion on sex,
violence and computer games. Again, CGW
does not want to become the moral arbiter of
appropriate subject matter for computer games.
That would be costly and unproductive (like the
local Motion Picture Classification Board that
cost Dallas, TX so much money in legal fees and
maintenance costs wup until the last year or so).
We simply advocate a woluntary, across-the-
board ratings system for all interactive enter-
tainment that would inform consumers about
potentially controversial elements within the
games. We do not want to see the rise of a new
bureaucracy. We just think publishers ought to
be more candid about what they're placing on
the market.

The Larger Gaming World

As a diehard wargamer, I would love o sce
an article/issue on PBM/PBEM/BBS war-
gaming. I know there are many quality games
available on the BBSs. Quite simply, World
Congquest is the best wargame I've played in
years! The biggest reason for that is the fact
you arc playing a game vs. real live other
domineering types!

Stuare K. McNeil
Dorhan, AL

We are working toward covering some of these
types of games in our Telegaming Issue which
will appear in the Fall. Thanks for the tip on
World Conquest. We haven't tried that one

Jyet.

Silence Of The Lame

Thanks to your magazine, I don’t end up
wasting my time with lame games. | can now
waste my time in other lame ways.

"Tater
Melbourne, FL

cew

Computer Gaming World
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WHY TIHE F

IN FM SOUND BOARDS
MEANS ‘FAKE.

; Vith a headline like the one you just read, you might think an ad such as this represents

a slanderous assault on the makers of FM synthesis sound boards.

Well, 1t 1sn't.

It's really more of a story about how all good things must come to an end. If
only to make room for better things. Like the UltraSound MAX™ sound board.

Until 1'et:unl]"v most, if not all, PC sound boards used a tec]mo]ng_\r {lm-’elnpe(] in
the 1970s called FM synthesis (frequency modulation). In fact, the most popular
sound board on the market today still generates sound via FM synthesis.

However, UltraSound MAX (also known as just the MAX), the newest sound board

f"l‘()l'l'l Ad\fanccd Gl'ewis. incorpomrt‘.s a I‘.ig]’l&[‘ l'CCI'lllUIUgy L‘E.l“l'.!(l \\-'avctal}lc S_\I*’I“lt'IlESiS‘

Even Vin (;a:.;i_rr conele!
{ appreciate the CD quality snd }

delivered by the MAX.

What's the difference?

Put simply, FM synthesis fabricates or
“mimics” sounds with tone generators using mathematical formulas,
while wavetable synthesis creates sounds using digital recordings ol
the actual sounds, known as samples.

Thel‘ﬁl‘bl‘e. the sounds created l)_y the MAX are |‘ezl|. while the

sounds created by FM synthesis boards are fake. (Thus, the impetus

{ In many cultures, forgers and other } for this advertisement.)

[fakera are sentenced to life improsonment,

And whether it's a guitar

or a gorilla, the digitally-recorded sounds you hear will come Fit = ASiN(2mft = + ISiN(2%/-)

straight at you in 16-bit, 44.1 kHz sound with over 90 dB of dynamic

range. In essence, compact disc quality. (Say goodbye to those

horrible, tinny game sounds you thought vou were stuck with.)
ye Y ght

creale the vound -I'.f'ar priierion We prefer to record a .r'ru.l'l;-r]mr'.

{ Tlhi i the mathomtioal formda wsed by FALsoundboards to }



Recording with the MAX exceeds industry standards as well --
16-bit, 48 kHz and 4:1 ADPCM hardware compression. Which means your
recordings sound remarkable, yet use only a quarter of the disk space.
Then there’s also the general MIDI patch set included

with the MAX. Basically, it’s like having a 192-piece orchestra in

EOR ki gt s et your computer. What's more, the MAX's unique RAM-based
thee wounded good, Need we vay more? - - )
system lets you modify any existing instrument, as well as
create entirely new sounds. (Try that with a ROM-based sound board.)
Now for those a little less into music and a little more into gaming, rest assured our engineers haven't

forgotten you. UltraSound MAX features two technological breakthroughs destined to

radically change the nature of gameplay for years to come.
The [irst allows you to experience 32 digital or synthesized voices at once,
1 [eature exclusive to the MAX. The second is a revolutionary new concept called
3D Holographic™ Sound, which is simply the audio equivalent of virtual reality.
logether, they will not only add substantial depth and dimension to your gaming
xperience, they will revolutionize how games are developed from now on.
Imagine. You're on night patrol, deep in the jungle. It's pitch black. When
sudden |y. you hear the rustle of leaves above you and to the r‘ighl‘. It's the

>nemy. You immcdietlcly turn and act, as if on reflex.

Weth a full 192-gmstrument N,
{ Jow conilet become the world s }

el gpeeal composer, O not,

Now that the MAX is here, such encounters can and will happen. No
vonder Psygnosis, SSI, Sierra On-Line and LucasFilm are only a few of the developers starting to capitalize
on the MAX's vastly superior performance.

Of course, it's going to take some time for all software deve]opers to
unleash the powers of Ultrasound MAX. But until then, you'll be

happy to know the MAX will run games designed for prior sound board

ULTRASOUND l‘cchnofogics like Ad Lib®, Sound Blaster™ and Roland® MT-32.
In fact, PC journalist John C. Dvorak wrote, “...the UltraSound

has a Sound Blaster emulation mode so gnml that i1t sounds better

than the Sound Blaster itsell.”
{ Thank qosdhas we v uot fke, W' fo il } So if you have yet to put sound on your computer, or you're
simply looking for the best way to gear up for the future, visit your

avorite computer retailer and take home the UltraSound MAX. Advai’lced

You'll discover that while imitation may indeed be the highest form
f flattery, it doesn’t remotely compare to the real thing.
Ml brands and trademarks are the property of their respective waers. For more information, contaet a local computer retailer or

all (604) 4315020, © 1994 Advanced Gravis Computer Technology, Lud., 1790 Midway Lane, Bellingham, Washingion 98226, Cf-"cfe Rcadef Service #40



ER TO
RVE YOU!

CGW needs to know more about you so
we can continue to tailor our reviews to
meet your gaming needs. For taking the
time from your busy schedule to fill out the
attached reader survey, we will enter you
in a contest. One CGW reader will win a
beastie of a gaming rig, a FALCON
MACH V from FALCON NORTHWEST
(see specs and details below). Four lucky
readers will win a Sony speaker/sub
woofer system that will make anyone’s rig
sound great! No matter if you get a prize or
not, everyone will win because our staff will
know you better and review the latest
games with you in mind.

Enter by filling out the accompanying
reader survey front and back. Fold, seal
and mail it back to us by June 15,1994.
We've already stamped it for you. If you do
not want to give us your name, that is OK.
We would still like you to fill out the survey,
but you won't be entered in the contest. If

there are two readers for the magazine,
photocopy the front and back of the survey
and send it to the same address using your
stamp and envelope.

rocessor, P24T Poantium SoundBlastor ;-“HCJ"’ with Mullimedin Ency
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MAY'S TOP 50

1942 PACIFIC AIR WAR
:g;sn“:f;ﬂlfgugﬂ;;E{mn STRATEQIC STUDIES OROUP
AD&D RAVENLOFT CARRIERS
ARENA: THE ELDER SCROLLS

BIOFORGE

BREACH 3

CARRIERS AT WAR 2

DARK LESIONS (MAY)

DARK SUN

DUNGEON HACK

DUNGEON MASTER 2 (MAY)

EYE OF THE BEHOLDER TRIL CD  $56 E he

F14 FLEET DEFENDER $50 B

FANTASY EMPIRES :

GABRIEL KNIGHT $42

BENGHIS KHAN 2 $39 [

GRANDEST FLEET $38 PO

GREAT NAVALBATTLES V2 $46 |8

HAND OF FATE $35 b

HARPOON 2 18 PRI

HEIRS TO THE THRONE $37
KASPAROV'S BAMBIT $37 I
KINGMAKER 538 M
HINGS QUEST 6 $48
MASTER OF ORION $40
MAXIMUM OVERKILL 42 §
MECHWARRIOR 2 48 |8
MERCHANT PRINCE $40
M&M 5: DARK SIDE OF XEEN ~ $47
PACIFIC STRIKE $52
POLICE QUEST 4: DARYL GATES  $42
PRIVATEER 847
REBEL ASSAULT CD $50
SHADOW CASTER $39
$IM CITY 2000 $a2 b
SSN-21 SEAWOLF $48
STAR REACH $39 |
STRIKE COMMANDER $36 JIN
SYNDICATE sa7 |
THRID REICH

TIE FIGHTER (MAY)

ULTIMA 8 PAGAN

V FOR VICTORY: 6, J, S

VIGTORY AT SEA (MAY)

WARLORDS 2
iymad WU o - 0P 91H-GPM NON-SAT (S

WIZARDRY 7 = FED-EX SHIPPING $7 PER ORDER
AN G YA © AL RETURNS REQUIRE AN RMA
X WING LTl = NOTRESPONSIBLE FOR ERRORS
TITAN GAMES OR OMISSIONS

1 WEST SEMINARY ST.

BRANDON, VT 05733 w‘
[ ) | (SR
oo
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Keep Your Eyes On The Game

nyone who takes their racing simula-

tions seriously should know about a

little company from Gaston, Oregon

called Wizard Racing. Their new ProWheel

Steering Controller is one of a precious few

wheel control devices currently in the mar-

ketplace, and its appearance continues an on-

going thrust toward increased realism in all
aspects of the simulation environment.

The most enticing component of the Pro-

Wheelis its authentic go-kart steer-

And Your Hands Upon ProWheel

by Gordon Goble
ProWheel permitted me to go into linear
steering mode, both with and without steer-
ing assistance. I actually came away winning
one 8-lap event from the back of the pack.
On to IndyCar territory. The ProWheel
soon had me rurning in lap times equivalent
to my times with other control devices. These
promising stats followed just a few hours of
ProWheel rehearsal, whereas T had spent years
with joysticks. The natural feel of the wheel

ing wheel and shaft, which have
been ser ar a comfortable driving
angle into sleck black ABS plastic
housing. On the back side of the
padded wheel are four fingertip
switches, two on each side, that
accommodate throttle, brake and
gear change control. Aside from a
serial connector and on/off swirch
on the rear of the wedge-like hous-
ing (for connection of foot pedal
units), the rest of the unit is free of
exterior  fluff.  Weighted and

equipped with non-skid rubber

feet, the ProWheel does nor require a table
clamp to lock it in place, and the review unit
remained absolutely immabile throughour its
entire testing period. The wheel itself is sol-
idly anchored, and x-axis movement offers
graduated resistance, successfully mimicking
the feel of the real thing.

ProWheel currently works with the rwo pre-
mier racing simulations, MicroProse’s World
Circuitand IndyCar Racingby Papyrus (they
are the only two sims with the control con-
figurations necessary to use ProWheel). The
learning curve isn’t nearly as tough as Wizard
says it might be, so I decided for a practice
run on Werld Circuit’s Adelaide track. Pro-
Wheel performed admirably, with my default
McLaren turning in consistent lap times be-
low 1:17 while racing with Ace competition.
Substantially less twitchy than a joystick, the
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seemed to make up for any lack of long term
experience. At Michigan, my best average
speeds in a default Ace car with a quarter tank
of gas were 229.076 mph for the ProWheel
versus 228.864 with a Flightstick. At Milwau-
kee, a 165.993 ProWheeltime narrowly edged
the 165.821 mph speed atained with the
Flightstick.

As with most products, the test unit was not
complerely  flawless.  While  screaming
through a sixth gear right-hander ar Adelaide,
all steering control suddenly, and without
warning, disappeared. Needless o say, the
resulting destruction of my zillion-dollar For-
mula 1 car did not please my financial spon-
sors. Upon post-race inspection, it was
discovered that the culprit was a small screw
bonding the steering shaft to the potentiome-
ter rod. The tiny offender had apparently
wiggled its way loose and as a result, my

frantic flailing at the wheel had ceased to be
transferred into electronic signals, Tronically,
falling our of the race with steering problems
is an all too common occurrence at any level
of racing.

Without delay, a distress call was made to
Wizard proprietor Bob Boulanger, and his
assurance of immediate modifications before
the ProWheel enters heavy production allevi-
ated worries. | was also notified that NAS-
CAR driver Bobby Labonte hadn’t had any
problems with Ais ProWheel, and, after fur-
ther discussion, I discovered that the family-
run Wizard Racing is busy developing a pedal
system (the ProPedal) that should be ready in
the first half of "94.

The world of digital racing has most defi-
nitely been improved upon with the Pro-
Wheel, and the above-average speeds seem to
bear that our. The only problem isaslight loss
in the pinpoint precision drivers have become
accustomed to with a quality joystick. Al-
though negligible in Waorld Cirenit (or in
practice/qualifying with either sim), InelyCar
racers may detect a subtle drift in their vehicle
that becomes noticeable when barttling heavy
wraffic. The additional practice necessary to
overcome this drift is minor compared to the
huge increase in “realism” provided by the
racy feel of a real wheel when pulling high-
speed turns.

The ProWheel is priced ac $119.95 and
comes with detailed setup instructions for
IndyCar and World Civenir, a urility disk
packed with car setup tips, graphic upgrades,
instructions for F1SA competition on Com-
puServe, and other assorted shareware good-
ies designed to enhance both World Circuit
and IndyCar Racing. Wizard Racing can be
contacted by relephone ar (503) 985-7156 or
CompuServe e-mail at 73304,2311. cew
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DISCOVER THE BIG PICTURE

COMPUTER

GAMES
ON YOUR

FREE o
BONUS e
GAME L o .

SEE PACKAGE FOR DETAILSI § ; g

YOU Just Plug It In
AMD THE ULTIMATE COMPUTER GAMING EX-
PERIENCE 15 YOURS! GET READY FOR YOUR
MOST AMAZING GAMING ADVENTURE EVER
WITH TV GAMER PLUS™ PLAY COMPUTER
GAMES LIKE THEY WERE MEANT TO BE SEEN:
BIGGER AND BETTER ON YOUR TV! EXPERI-
ENCE COOLER COLORS, BIGGER BOSSES,
MEGA MAPS AND SUPER-SIZE SWORDFIGHTS.

TV Gamer Plus™ Features
5 YEAR WARRANTY
WINDOWS SUPPORT (IBM VERSION]
IBM & MAC VERSIONS AVAILABLE p SIG, Inc.
SNSRI | SIIG .. Shan e e
ALL CABLES INCLUDED :

TV Gamer Plus™ s Available At The Following Locations

‘FT]"“ CAIHCI'{QQIL BrandsMartU.5.4. MICRO CENTER  Covpurerf 274
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The finest computer bridge game ever created| "A great way to practice before an upcoming "Bridge Olympiad" computer game is for

Take part in the world renowned “Bridge tournament” IBM PC., It can be obtained through your
Olympiad" tournament right in the comforts of “| have never seen such a clever computer partner  favorite retailer or call:

your own home. Bridge masters are calling this and opponent” 1-908-788-2799

bridge game the most challenging ever! The or by writing to:

computer will test bridge masters’ abilities while ~ ® Masterful Computer Opponents gnp_4g5?4ighway 202

being the mentor for novice players. Practice & Complete Player History

slams, defensive play, and how to play no trump @ Largest Number of Bidding Conventions On Flemupoton; 1. 082

hands. Choose the type of partner you want to the Market : Copyright 1994 Q.Q.P. All rights reserved.
play with. Each partner has different bridge ® The Bridge Game For A Lifetime IBM'is a trademark of International
techniques and styles. e Tournament Play Business Machines.

o A Myriad of Computer Players, Each With A
Different Playing Style and Personality
Circle Reader Service #103
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Enjoy this enticing visual puzzle game from QQP.
Explore the graphically rich maze with a unique
puzzle in every room. Forge through the maze by
successfully completing each puzzle. As the
conveyor belt moves along, with a myriad of
blocks and shapes, you must place the blocks
on the puzzle, or your blocks will stack up and
time will run out! Continuing through the maze you
will discover beautiful and sensational, graphics
and animation throughout this exciting multi-
leveled puzzle game.

e The Puzzle Game With Great Replay-ability

e Vivid Player History

® |nfinite Puzzle Combinations

e Myriad of Strategies

o Three Unique Ways of Playing

e State of The Art Super VGA Graphics

* Edulge Yourself in This Addicting Puzzle
ame

Circle Reader Service #104

"Dngamo" computer game is for IBM PC.
It can be obtained through your favorite
retailer or call:

1-908-788-2799
or by writing to;
QQP—495 Highway 202
Flemington, NJ 08822

Copyright 1994 Q.Q.P. All rights reserved.
IBM is a trademark of International
Business Machines.



Microforum
Presents
the Latest

CD-ROM

1
G.0.R.G. nNE
Experience the adventure of a lifetime
and venture into the dark threatening
planets of the G.0.R.G. galaxy. This
“Out of this World" €D-ROM game will
keep you playing for hours. Includes an
extensive collection of sound effects,
animation, incredible graphics and over
35 planets to explore.

4995

The

Complete Windows Set

“The Complete Windows Set" is for the
Windows lover ! The set contains
hundreds of the very best windows
Programs carefully selected and fully
organized in a menu driven system for
£asy access.

2 995 en5‘°“'°

Dream Girls

Do you have what it takes to be with
two of the most beautiful models
around? Now you can find out thanks
to the latest in computer technology !
This advanced multimedia game
features incredible live video,

hit songs, sound effects and amazing
graphics !

3995

Super Arcade Games

The ultimate,CD for video games.
INCREDIBLE GRAPHICS, SUPER
SOUND EFFECTS & FAST ACTION!
Have hours of fun. Hundreds of the
very best games such as: Doome Blake
StonesGotchasHeliuseStellarDefenses
Ken's Labyrinth-Megatron-SeaQuests
Gaptain Keen and MANY MORF'

2995 5

The Programmer CD

The "PRDGRAMMER GD" is a greal
way to learn, develop or upgrade your
programming skills! Learn how to
program your own computer or
extend your current knowledge.

2995

Power Utilities

. One of the most useful collections of

utilities on the market. All utilities are
carefully selected, tested and organized
in an easy to use menu system.
Included on this CD are a wide variety
of poweriul and useful computer utili-
‘ties: Copy, Virus, DOS, Disk and many
more.

299

The World of Mac

Software

“The World of Mac Software" contains
over 200 of the best programs exclusive-
ly for the:MAC. This is an incredible col-
lection of software for the MACINTOSH.
This CD includes: Word Processing,
Graphics Programs Utilities, Edugational
Programs, Business Programs, Games
and SO MUCH MORE!

2995

The World of

Computer Software
Explore the latest software
from all over the world!
Gomes in 4 volumes. Each
volume contains the follow-
ing catagories Business,
CAD, Clip Art, Games,
Desktop Publishing, 0S/2,
Languages and Many More!
Over 1GB of software for
each volume. Vol. I Vol. I,
Vol. Ill, and Vol. IV

are AVAILABLE |

2922

ATTENTION PROGRAMMERS : DO YOU HAVE A SOFTWARE PROGRAM SUITABLE FOR CD-ROM? MICROFORUM IS LOOKIN:

1 Woodborough Ave. Toronto, Canada

Tel: (416)656-6406 Fax: (416)656-6368




TRIVIA

CD

1y Al

The Vi{leuﬁame

E[ILlIII]Il

Al Ahe o
~ Edutational

T e
Educational
=Disk

L |
The Ultimate Trivia 0 NEV"

Take the Ultimate Trivia Challenge and test
your knowledge. The Ultimate Trivia is the
most advanced, challenging and exciting
trivia game you'll ever play. This advanced
multimedia trivia game includes live Video
questions, incredible sound effects, breath-
taking photography and Over 500 Triwa
Questions !

495

new:

The VideoGame Solution CD

This CD-ROM includes easy to follow
instructions to use hints and tipson
how to solve the most popular games
on the market! Also: included are spe-
cial editors which allows a player to
have an unlimited number of lives and
makes each game more exciting.

3995

The Business CD

Tired of wasting money. on expensive

business software? Then maybe it's
time to try our “Busingss CD" | Over 50
of the very best business programs,
carefully selected and tested; including

‘accounting. programs, spreadsheets,

word - processors, desk-top publishing
and one complete communication
package all under an easy to follow
Ment.

2993

Educational Disk

The Educational Disk is a fun way for
children to become familiar with the
computer.This disk contains over 50
programs - math, alphabet, word - pro-
cessing, geography compulers, etc...
Includes ‘great araphics, sounds and
actualihuman voices. This CD includes a
user friendly menu and all programs are
easy to use !

2995

EACH MICROFORUM CD INCLUDES
COMPLETE TECHNICAL SUPPORT ACROSS
NORTH AMERICA AND EVERY PURCHASE OF
A MICROFORUM TITLE ENTITLES

YOU TO PARTICIPATE IN A

FREE DRAW 710 WINOUR
COMPLETE COLLECTION!

Sounds of MultiMedia

A complete collection of exotic sounds,
pictures, animation and video clips for
your MultiMedia programs, presenta-
tions, desktop publishing, word - pro-
cessing programs, or just for pure
entertainment ! You can finally bring
your computer to new levels of
entertainment !

2995

Wt
Designer Fonts N
Explore the latest fonts designed by top
graphic designers ! This CD package
contains an impressive variety of new
typefaces for both TRUETYPE and
POSTSCRIPT FONTS. Improve you pre-

sentations with this incredible font col-
DES'GNER lection. A great way to create a lasting

o impression ! “Designer Fonts contains
L over 400 customized designed fonts by
e top Designers. Simple and easy to use.

Lahion 1ot At ot b oy 165 Qe
OVER 400 FOINTS 3 99 5

ATTENTION

DEALERS!

Get into the Microforum
Multimedia Program!
With over 20 fabulous
titles to choose from,

this carousel will prove

to be a hot new item

among your customers.

TO ADD TO ITS INTERNATIONALLY DISTRIBUTED CD-ROM COLLECTION. FOR MORE INFO. PLEASE CALL 416-656-6406

Circle Reader Service #126

TO ORDER CALL 1-800-465-2323 DEALER

INQUIRIES ARE

SOLD AT BETTER COMPUTER STORES EVERYWHERE ! WELCOME !
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Ant by Rodger MacGowan;

COMPUTER WARGAMING WORLD

“] Came,
1 Played,
I Conquered”

was recently in an on-line discussion
about what is possible and reasonable to
expect in wargaming artificial intelligence
(AI), and since I've been misquoted and had
words put into my mouth during that discus-
sion (and here | thoughr only my kindred in
the press were capable of this sort of thing), |
thought I'd set the record straight.

[ assume thar we, the wargaming commu-
nity, are reasonable people with some unrea-
sonable  expectations,  One  of  those
unreasonable expectations is that our family
and friends are nor only going to try ro un-
derstand our lwbb» but actually embrace it.
Another is that we're going to see Al in our
wargames that’s truly challenging to our level
of play. While either of these could happen,
I'm not holding my breath.

We would all love to play against a digital
Sun Tsu—an Al thar was educated in the art
of war, was flexible, unpredicrable, and crea-
tive in its approaches to a game, but is that at
all realistic? Heck, chess has been around for
ages, studied and scrutinized every which
way, and has been a popular object of study
for computer scientists for 30 years. As a
consequence, there are computer chess games
with amazingly strong Al. However, those
who care to master the game can still beat
these programs. How, then, can we reason-
ably expect a new computer wargame, one
that has only been tested by a handful of souls
for a short period of time, has more positions,
more unit types and more options than chess,
to offer an Al thar can rruly challenge an
experienced wargamer? We can’t.
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Al, Al, Oh!
How Much Smarts
Can A Wargame Really Have?

by Alan Emrich

These days, it is more reasonable to demand
a competent computer opponent, as opposed
to a brilliant one. A computer opponent that
avoids basic gaming blunders, uses sound and
appropriate strategies and tactics, and retains
a certain degree of unpredictability should be
a progmmnwr's ultimate goal. Of course, ger-
ting there is seldom a cakewalk for these
hackers in historical simulations.

Part of the problem is that many program-
mers aren’t students of military strategy, nor
do T expect that most could pass a quiz on the
racrics for the era they're simulating, Since
Cacsar, Napoleon, Sun Tsu and von
Clausewitz did not write their works in BA-
SIC, T really can’t expect programmers to get
a C++ when programming these games thar
are, in essence, milicary history tests. Thac is
really too bad, because employing history’s
solutions in designing the AT would not only
supply these beleaguered programmers with
sound principles for constructing Als that
will serve as savvy military opponents, but
would make wargamers embrace that game
all the more and gush abour its “simularion
value.”

When 1 play a war or strategy game today,
I'm always hoping to find a good computer
opponent that doesn’t overtly cheat and puts
up a helluva fight thar [ can ultimarely win.
(After all, who would want to fight a greac
campaign only to lose most of the time?)
Often, however, we find ourselves “cracking”
our favorite games. Usually, we can overcome
predictable computer opponent  strategies
and develop techniques that consistently
prove a computer opponent’s undoing—
techniques that would never work so consis-
tently against a more adaptable human mind.

So, there is one thing that [ also expect from
a computer war or strategy game these days—
multi-player options. I want to be able to find
a friend, connect with him by modem, and
play cither head-to-head or by e-mail. Any
game that allows me to send my move to an
opponent and replay his moves that he sends
me has, in my opinion, achieved a higher
plane in computer wargaming, No set of Al
routines will ever be as wise, bold, or inscru-
table as a human opponent. By leaving me the
option to [ind my own enemy o fight against,

I can forgive the “crackable,” often ahistori-
cal, Al found in most wargames today.
Although I won't stop hoping that pro-
grammers develop a milicary mind of their
own through a study of their subject before
they try to program an arrificial military
mind, I @m prepared to give up on my family
and friends ever becoming a large, happy
group of wargamers. All we can do, of course,
is go out and make one convert ata time. cew

Intelligence
From The Front

Those wild and crazy guys at Modem
Games continue to take MicroProse’s
Command HQ to new heights. They've
started a bulletin board that every CHQer

~ should call at (407) 736-1205. Not only
are they in the midst ofa mighty inter-net-
work CHQ tournament, but they’ve up-
graded the game to version 2.07, adding
features like city names for the 2222 sce-
nario, speed 7 (for the young of reflexes),
and a color-blind palette option for play-
ers who have trouble with the colors in the
defaule palerte. Also, their work continues
on a version 3.0 of Command HQ, slared
to include a map and scenario editor
among other enhancements,

Dave Landry, co-designer of SSI's Bat-
tles of Napoleon, has announced that the
much loyed Battles of Napoleonis available
once again for the IBM. SSI has granted
his company, Novastar Games, license to
copy the original game disk and manual.
They're selling it for $15, along with their
five recently reviewed scenario disks (see
CGW issue #116) at $10 a pop, or the

- whole 5-pack for $45. For more informa-
tion, call (916) 624-7113,

If you haven’t gorten the latest version
(V1.1) of Clash of Steel—get it. The
changes thar allow for the rebuilding of
lost transports and the strengthening of
Gibraltar's defenses make the game much
less: suscepuble to “perfect plans.” The
patch is available on the nerworks and
from SSI. cew
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S WHEN
YOU’RE
REALLY
SERIOUS
ABOUT
PLAYING
GAMES

Subscribe to America’s #1
¥ computer game magazine...
and score up to 47% savings!

Get ready for some serious action with Computer
Gaming World - the spectacular monthly magazine
that helps you pump-up your computer gaming
expertise.

Brought to you by the publishers of PC Magazine,
PC/Computing, MacUser and Windows Sources,
every monthly issue of Computer Gaming World -

* Reveals special “winning secrets” for your
favorite games

i ® Provides “first looks™ and in-depth reviews of

new computer games

e Explores the latest in multimedia, CD-ROM

and interactive game environments

\ © Helps you make the leap into cyberspace

4\ with on-line gaming

"'“ e Explains how to turbocharge your system
_ .,.;'e for faster action...and much more!
\ M8\ Whether you're into fantasy, action,
Ne\ sports or strategy. Whether you use DOS,
Windows™ or a Mac...it’s time to start rack-
ing up the points with Computer Gaming
i\ World. Subscribe now and save!

[] One year/12 issues $27.94
— You save 41%

Ce\ [ | Two years/24 issues $49.97
— You save 47%
Savings based on annual cover price of $17.40,

Please mention this 4-digit key code to operator
when placing your order: 4294

CALL NOW TOLL FREE

 1-800-827-4450



Opponents Wanted

Thase wishing to place their own (frec) ads need only send us a postcard (or use the
Nates section of the RID card), lewer, FAX [714-283-3444] or E-Mail (Prodigy
[EXPT40B], CompuServe [76703,622], The Sierra Newwork at Box 1048, GEnic or
America On-Line at [CGW]). Generally, we run them only once, so send another each
time ifyou want to keep your name listed! The ads themselves should serve as reasonable
examples as to how to write your own. However,

o Include a bricf description of the types of opponents and games you are interested in
playing. Games being played other than direct by modem can be listed (1rading save
game disks or even face-to-face).

o At least one (possibly more) telephone number(s) must be included. Do not forget the
area code and mention whether they are Home, Work or Modem numbers,

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,

We reserve the right to edit all Opponents Wanted ads to our standards of taste (such
as they are).

The Networks

The following are voice contact numbers for many of the various on-line network
services that conneet gamers. Call them for more information on these networks.

America On-Line: (800) 827-6364

CompuServe Information Service: (800) 848-8990

Novalink (formally Digital Dreams) Network: (800) 274-2814

GEnie: (800) 638-9636

The ImagiNation Network: (800) IMAGIN-1

Multi-Player Games Network: (800) GET-GAMLE

National Videotex (NVrel): (800) 336-9096

Prmligyx (800) 822-6G922 x556

USA Today Sports Nenwork: (800) 826-9688

Bulletin Board Systems

Check out The Informer BBS ac (413) 468-6713/14/15. We have all of the latest
flight sim updates and hacks, plus flight simulations conferences. Find new drivers,
diagnostics and more, For more information, contact John Custer, 264 Orienre Street,
Daly City, CA 94014-1531.

The Impress BBS ac (918) 437-3754 has the latest Apogee, id, Software Creation
and Epic MegaGames. We support 2400 to 14400 Band modems, FX/Term is sirongly
recommended and can be downloaded when you first log on.

Hey, Southern California, check our the Techno Surfing BBS! We have six phone
lines available. There are tournaments scheduled for War in Russia, CHQ, Conguered
Kingdoms, War in the Pacific, Air Warrior, Falcon F-16, MiG-29 and others, plus a
games hint information seetion, game forums and multi-player BBS games, Check out
our large shareware and .GIF library and our fantastic new online viewer section. We
support 1200 to 38400 Baud and offer a free trial period. Call (818) 769-0691.

The Assault BBS is looking for game players! Play Trade Wars 2002, an exciting
space adventure game. Challenge other fighters in 7he Pit. Go head-to-head in Chess.
Play golf or bowling and challenge other players for the best casino score (yes, we have
an on-line casino!). New games are always being added. Call (703) 490-8304 ac 2400
Baud. Shaun McDonald SYSOP. We need you now!

Modem Gamers Forum BBS: Home of the Game Marcher Door for finding
head-to-head gamers like you. A message arca devoted to every modem capable game
known to mankind. Find opponents for games like 688 Artack Sub, Seawolf, F-29,
Kuights of the Sky, The Perfect General, Command H(Q, Populous, Powermonger, Tom
Landry Football, MechWarrior 11, ere. Tournaments, hings, tips, and strategy articles
available, along with patch files and updares for your modem gaming software. Two
versions of 7W2002 on-linc (one exploiting the software bugs, one cleaned up game)!
Mention CGW for long distance validation. Secking Amiga, Mac and Arari users to
form an even larger opponents base. Running Renegade BBS 7-17 software. Sysop:
King Crumb — Babylon, NY (516) 893-4120, 14.4k, 8-N-1, 24 hours.

If you are looking for the best military PC flight simulators coverage, then you must
check our SimNet based in the San Francisco Bay arca. This new nerwork is expanding
nationwide currently with 20 BBS systems around the councry and still growing.
SimNet is originating from the Trade Center BBS (SimNet Headquarters), Call (415)
340-0197. There are four nades, 2400 to 28800 baud, 24 hours per day. Full access
on your first call, o fees. SysOp: Gabe “Joker”™ Turk. Modem opponents wanted section
online. Over 1.2 Gigs of files, including instant support from ThrustMaster, Inc.

The Dakota Central Telenct BBS in Carrington, ND (58421) is a BBS with many
challenging on-line games and over 30,000 files available to download frec of charge.
On-line games include the massive Land of Devastarion post-nuclear war RPG wich an
available EGA graphic user interface, plus you can bactle other traders and aliens in
TradeWars 2002 (tournaments start frequently). Explore with your character in the
combat-happy RPG Wizard’s Arena, and make big booms with others like Nuke War
and Naval Battle. Trivia and card games are also on-line. Huge games file area. Free
access, with a small fee for toral access. 3 nodes; 300-14,400 Baud, 8-N-1. Call (701)
674-8115, 24 hours a day, 7 days a weck.

Call Little Caesar's Nightelub at (416) 238-8238, All wargamers should check out
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message base #13 for discussions on computer wargaming. Find an opponent or leave
a review. All computer platforms welcome.

The Elfspire Tome is a Fantasy Role-Playing Game Master's resource bulletin board.
We feature role-playing echoes, on-line games, fantasy clip art and much more.
1200-9600 Baud. (415) 595-2387.

The Electronic Estates BBS in Qak Lawn, IL invites you to join their Tradewar
2002, Global Warand Chess games. Many files available for download, Netmail, instant
access and more, “A world class, American BRS" (pme 11/93). Call (708) 424-6136.

Will you hack and slash your way through a real-time, multi-user dungeon (MUD)
or attempt to conquer an entire galaxy? It's your choice when you call The Batboard
BBS in Columbia, MO. Enjoy the true AD&*D action of Legends and the professional
e-mail game VGA Planers (with an off-line VGA interface) or tackle over 30 other
on-line challenges, including ANSI Pro Football, Chit Roulette, BandWarz, role-playing,
strategy, trivia and casino games. Prizes awarded for highest monthly scores, with full
access on your first call (and it's free)! Two CD-ROMs on-line, 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 hours at (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 (Diplomacy, ASL), Empires at 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] Frec access.

The Gaming Connection BBS in Everctr, WA specializes in connecting modem-to-
modem players. Give it a call ar (206) 742-4044, twenty-four hours a day. Join a
Gaming Ladder and make new friends to challenge. Empire Deluxe and Harpoan
scenarios, plus access to everything (including over 5,000 files) available on your first
call!

The Ho-Down BBS wants you to “test your meral” 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 destruction this side of
Deneb. In other words, against players juse like you! Call with modem set at 8-N-1, up
to 14400 hps, (206) 577-8868.

The Imperium BBS is looking for modem gamers like you! Tournaments are run
for Knighs of the Sky, Command HQ, The Perfect Generaland Global Conguest (just to
name a few!). We have on-line games, message base and 3 gigs of files, too. Call onc of
our three nodes in Middleton, NJ ar either: 1200/2400 (908) 706-0342; 9600 v.32
(908) 706-0305; HST Dual Standard 38.4 (908) 706-0321.

The Mac Commonwealth BBS in metro New Orleans, LA is sponsored by the
National Home & School Mac User Group, a nonprofitorganization promoting leisure
and learning on the Mac. Our multi-line system features over 1 gigabyte of download-
able files, with emphasis on pames and educational material. On-line magazines, Usenct
newsgroups, OneMNet 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 acrivitics, send inquiries to
NHSMUG, P.O. Box 640641, Kenner, LA 70064, BBS line 1: (504) 837-7984.

Call the Missile Silo BBS. Contestants wanted tor Command HGQ, F-29 Retaliator
and many others. Tournaments to be held soon. Files, message base and (soon to come)
on-line games. Running on Telegard 2.5 7 days a week, 24 hours a day. Located in
Skokic, 1L outside of Chicago. Call (708) 581-1735. Mention this ad in CGW for
no-hassle access validation,

By Area Code

I'm secking fellow Fight Simulator 4.0 0r 5.0 pilots 1o hook up with via modem for
some pleasure flying. 1 also have Faleon 3.0, but have yet to try it in modem action. I'm
in North Arlington, NJ, close to Giant Stadium. Call Jelf Baker at H-(201) 997-4964
or try me on Prodigy at NWTSG67A or America Online at FLYING ACE.

Wanted in the Denver area: Modem gamers for Faleon 3.0 and MiG-29. All
challengers are welcome, Call Fred at H-(303) 782-5213. 1 would prefer local area
opponents (although my long distance carrier wouldn't [grin]).

Omaha modem warriors sought for F-15 I11, Command HCQ), Specere VR, 688 Arrack
Sub or Searvalf. Contact Greg Seewald ar H-(402) 597-2837.

Local opponents wanted to play any game playable through modem linkup. These
might include Faleon 3.02, MiG-29 1.01, 688 Artack Suband F-15 /11, Voice call Rich
Fairbanks in Norman, OK at H-(403) 366-7475 or write to me at 712 Westridge
Terrace, Norman, OK 73069.

I seck dedicated Spectre VIR players in the South Florida arca. Please call Matthew
Shannon at H-(407) 747-0233.

Secking opponents in the Norchern Virginia area for Pacific War, Second Fron,
Western Frim.l’, Batiles th{lpn.l"ﬂm, The Pn.'{ﬁ't‘r (;em.'mfimd.r'nr “I’:‘m’m;’ls M. Contace Pat
Beckman at H-(703) 680-0178.

Looking for all oppoents for a good match of Conguered Kingdmmsand other straregic
modem games. Please call Bill in the Chicago suburbs ac H-(708) 599-6558.

I'm looking for opponents in the Rochester, NY arca for modem or face-to-face
gaming. | enjoy Empire Deluxe, Clash of Steel, Indy Car Racing, Command HQ, NFL
Pro League, and many others, Please contact John at H-(716) 223-2543, cew

Computer Gaming World



‘Too many board games and not enoﬁg"ﬁi‘fﬁmje or space
to play them? Aide De Camp is for you! :

ide De Camp is a revolutionary game assistance program which
enables you to take virtually any HEX OR AREA based game and
play it on your PC.
The secret to Aide De Camp is in its tremendous built-in power and flexi-
bility. YOU create the terrain and unit symbol graphics. YOU set up and
edit the map. YOU determine how movement, combat, and other game
functions operate.
Aide De Camp also opens up new possibilities for playing by mail. Forget
about writing (and erasing and rewriting) all of your moves and unit posi-
tions down. With Aide De Camp all you do is send a diskette. No errors,
no trouble, and no wasted time. Better yet, you can use a modem to trans-
fer your moves instantly.

Aide De Camp features:

*# Capacity to hold maps of

up to 30,000 hexes.

No limit on the quantity of

units per game.

* Placement up to 7 types of
terrain in each hex.

* Definition of up to 200
custom terrain types
per game.

* Unconstrained unit stacking,
with the ability to create
unique stack symbols.

* Multiple user defined zoom levels.

Automatic mapsheet and hex

numbering.

* Save of game set-ups and turns
forever,

* Opportunity to easily design your
own games, or modify your
CXIS[II]g ones.

* ADD-ON DISKS FOR MANY GAMES ARE BEING MADE
AVAILABLE BY THE BOARD GAME PUBLISHERS.

Aide De Camp is a playing aid only. It does not include a computer oppo-

nent, or the ability to enter the rules or charts for any specific game. You

must first own a copy of the board game in order to enter and play it on

Aide De Camp.

Aide De Camp requires an IBM or compatible computer, with at least

500K free conventional RAM (additional RAM may be required for large

games), VGA display, and a hard disk. A mouse is optional. $79.95
Available only by mail. Please add $4.00 shipping and handling.

CA residents add state sales tax. Please specify disk spec when ordering.

VISAIMASTERCARD CALL (408)554-8381

)

Mail checks/money orders to:

q HPS Simulations
P.O. Box 3245
SIMIULATIONS ‘Sﬂutﬂ Clara, CA 95055-3245

by Scont Hamilton/HPS Simulations. All riehts reserved. 1BM is o reeisiered irndemark of International Business Machines, Inc.
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A South Pacific
Island hopping
atdventure
takes o strange
twist @s you're
forced to crash
land on a
jungle island.
The good news
is you servived
the plone
crash, The
bod news i
ou'te on the
she af the
Dead, which is
inhabited with ghaulish zembles and a host of
terrifying ereatures. Traverse dense jungles and
teacherous eaves, while axplating the lacal
village ta unlack ticldlos thar :ourc?md your
escape. [ you're lucky, z:u may even rehabil
itate o beautiful zambia

Merit Software: DOS
W“ )\rrhcloq,’ 0 g?
h il
20¢h (,imlury Video Almanac . 112
7th Guest............. 50

ADAD Eya Bahaldar Tril
ADED; l;mk Sun Shalter
ADAD: Dungeon ”’JC\
ADAD: Ganin s A
Adventures of Wi f Emmish...

Aegis: Guardian of the Fleet .
Air Warrior...,
AitWerks. ...
Alone in the Dar
Animols MPC .,
An Gallary Windews .
Arthur's Teacher Trouble,
B17 & Silent Service 1.
Banla Chess .
Beeth ;

Beneath o Steel Sky
Beditz Japan Alive
Barlinz Think & Talk French ..
Better Homes Healthy Cnclmg :
Bibles & Religion Sharewsre ..
Biolarge Interacs .
Blood Mot
Blue Farce,
Baaksholf Win,

WA
Budget Guide USA 1993
Buz.l érl.d in's Spoce.
CMM Tim if

Compaign
Copi ol Hill
Castles I,
Challange CO Pack
Cinemanio Mavie Guide "84
Coffew Breck CO Colloction
Comun:he wfMission 1&2
4 Stareship
"f pani 0! Hanth
Comph
Compiroc
Corof %
Critieal Purh

Day of the Tantaclo
Deathstor Arcadn Batles.
D.«o,cur Admnuw 3 D

Dll’O\ru! l.D Pack...
Dreeula Unleashad
Cragon’s Lair
Dragon’s Lair for R
CragenSphate CO .
Dune

Eco Queyt Search for Cetus...
Encana Encgclnr.u:!in 04
F-15 Strike Eogle I
Eamily Doctor MPC
Fw an §

800 228 744

E)(-T;
331

Journey 1o an
island warld
surrealistically
tinged with
mystary. Ay
you sxplore
this world,
you'll learn that
MYST was
crected by o
man who
posfected an
amazing art of
writing books
that fransport
readors into
fantostic worlds, Only your wit and imoginetion
will serve to stay the course and unlock the
ancient ke rm}u{cf ages payt.  Experiance a firs
persan point of view with no distracting contrals
ot windows. Delight in an eriginal soundheck
and saund effects that enhance the sanse
realism. Unlike other adventure gamos, thera's
ng inventory and players don't din

Broderbund: [BM €D, MAC CD

Fun €D Pock
Gabrial l.mgh
Gatewa

Globcﬂ |orer
Gabliling |p

Gaobliiing Il
Gobliiins lil
Groat Maval Batlas Il
Grea Maval Banle: Pack
Grouns Goll CD.
Gunship 2000 w/Scenario......... o Tk
HAM Radin Share :

Hand of Fate.
Harvestar CD
Hell Cab..,

AMER I‘C A

(1%

Request Your Free
America Online
Membe

10 Hours Online)
With Any Purchase

AEGIS CD

1] ?-.n"m you
ic and tactical
ahost in military
tachnal cm’ nr\d tha ultimate hightech warship at
aur fingertips, Fecfures histonically accurate
satthe sequoncos. Based an nawly daclosified
military infarmotion and historicol accounts ul
acivel bollles. Chotlenges you to wio the arts of
deception, intelligence and warlare in this
tech, highthelll militory simulation

Time Wamen DOS-CD

BREACH 3

Epcﬂnl Forces, on olite corps of marines w:
war againy the United Damaocratic Flane
courage & insight to direst your men in
dangercus missions ogainst hostile alien races,
huntorkillar robats, & -ilmss LIDP M 4

Each marine has his own unique personality fraits

that detarming how far he'll wolly go for yo
remember 1o give you arders carelully

Impresslons: DOS

leom

Lord of the Rin

Leat in Time MPC

Lunicus

Lytie Language Fronch MPC ...

Lyrlc Langue: 39 Spanish MPC
PC Wizord Diognogiic....

Mnd Dog MeCrea

Man Encugh

Manfis Expertimanta —

Maye Clinic Family Health 1.2, .39

Maya Clinie Tatal Hear.. il

MachWarrior Il.... P L
i CD

hip (includes

Prajoct i ] % 44

Legand of Kryandia..
lulst Slml.y al

IBM

M.nmnh Gl Wnrdnws MFC.
Might & Mogie Werld of Xoen
Monopaly Doluxe ........
Multimadia Dinosaurs.
Muliimedia Mozan
Multimudia Stavinsky
Musical Instrumients
Myl
MNaval Peck
MNowiwook
Mawpw
Momad...
Qceans Brlow. .
Omar Sharif on Bridge
tpost ..
Ouford Fn?
Penthouse Inleractive
PhoneDise USA: Business
Phata CD Asenns DOS
Fhate CD Accoss WIN ...
PhateEdge Color WIN ...,

é53

BM

SUPRAFAXMODEM 14.4LC EXTERNAL |

Eutornal 14,400bps data ond 14, 400bps
send/receive fax/modem, V.42bis dote
comprevsion for up to 57,600bps thioughpt,
SilentAnswer suppartt receive fax and vaiee ealls
on one phone line. Caller 1D, when supponed by
the phene company, du;:l:ws information obout
|ncomm|}ta|h LED display lights rack medam
activity. Package includes Winfax Lite, FaxTalk,

COMIl and ComguServe Information Manager

$159

softwore. Swyeor warrantyl

Supra Corp.: WIN/DOS, MAC

F-14 FLEET DEFENDER

Pilat the
Mevy's fiest
line of
defense, the
F.14 Tameot
Exparience all
the axcitemant
of a catopult
launch,
realistic air to
air combat
and the
challenge of
landing on @

SIMIJI.ATI[]H

Features the ke
derived from di i
LAMDSAT geclegicel surveys. You'll pilot your
F-14 through actval locations, In air 1o gir
combot, you'll inferact with F/A 18 Hornets, A-
& Intruders, A7 Corsairs, and E2C Hawkeye
AWACS. Realisiic enomy Al patterned afier
Soviet and Third World military dectrine.

3t in 3D terrain tecl

Quantam

ROMIX Cnn\rrs Fraex #1 ...
ROMIX Comics Hordeose #1 .,
ROMIX Comics Prime #1
Ravenlaft
Rebal Assoult
Rodshilt,
Return of the
Return ta Zork, ... g
Rich & Famous CookBo':k

om..

Sacrot Wcuponl u
Seeret of Mankey lsland
SalectPhone .
Shadow Coster C
Shadaw af the Camat
Short Atten
Shuttle ......
SimAnt Enhanced
SimCity Enhanced
SimEaith ...,
Space Guest
Spﬂrl- Shunla MPC
Spuar of Destiny Supe
Spellcayling Party Pk
Spinit of Excalibur ...
Sponing Mews Pra Featball...
Slar Trek 25th Enhanced......
Star Trek: DSN - The Hunl ...
Star Teak: TNG Tech Manual
atreot Atlas 2,0 USA
Shiks Commander/Tactical.
Tettis Gold Compilation
The Patricion ...
Fima Almanae of 201
Tony Loflussa Baseball I
Too Moy Typefonts] Sharoware
Total Distartion
U.S. Atlos 4.0 ..
Uf O Close Guide
I5A Today, The 90's Vol 1
U|I'|mrl vl
Ultima Underworld 18 1.
Under o Killing Moaon co .
Viper: Assoult on the Outll
Whare in Warld Deluxe ..
Wing Il/Ultima UndarWarld |
Wall Pack,
‘Works 3.0 aiveh
World Atlas 4. il
‘World Cireuit Grand Prix 34
Wiath of fhe Gods.nmmnn 42

Aler Dark...........

Aftor Dark 2.0 WIN ...
Auvtodaop J.OWIN ...
AutaMap Ski Rasarts WIN ..
AutoMop Upgrade 3.0 WIN,.
Doty I:_ruq_lre: Cookbook WIN....
C|x[|= WM

lflill'.vl'. L

Belta Campanion WIN'
Delta WIN...covviricinns



AIR COMBAT PACIFIC 1942

Takn an tho challonges that Wwil f.ghrer pilots
faced, Pertarming high-speed dives upan i'mn
dufended carriors and chasing down Wul:lmds
Corsairs, ond Zeres. Challenga the enemy ot
tha banles of Coral Sea, Midway, Eastern
Solamen’s, Santa Cruzr, and the Philippine Sea
Command U.5. or Japanese forces, ar
enperignce the thiill of heod to head dogfights
with o friend vio modem connection. Pile! amy of
ten hivtarically occurote planes, each with its

outhentic eackpit and flight characteristics.

$49

Micropross: DOS

FANCARD i

Designed to
dissipate heat
in today's
persanal
compulars
pockad with
addiins. With
o many of
teday's /O
cords using
V15 chips which havo a tendency to become
vary hat, the FonCord will eliminate overheoting
progroms. Lowers internal temperctures by 65
degrees by circulating 27 cubic feet of gir por
minute over the hotles) components, Keeps your
hvand disk or hard disk cord cool, Equipped with
2 funs, and @ large LED to show that lﬁo powor
is on, Fuatures 12 volis and fits into any 8-, 16,
or 3201 slot. Draws enly o tiny amount of
puwer. |-year replacoment warranty,

Disnoy Colloction Scroen Saver ..............27
Foraver G g Gardan CO 32
Gifs Galore Sharoware €D,
Hely Bible King Jomes Version
Hema Survival Toalkit

Key CAD Complete............
Liksria Brittannia Shareware €
Lotus 123 Rel 4 Upg WIN

Lotus 123 Release 4 WIN
E MFDOS Upgrode 6.2....

Cifice Prof
Ciifice Stand:

Persanal Galf Analyzer
Fhoto CD Alaska ...
Hlu‘o ED ukrnrnnl;

Fhu o CD B uli'm
Phato CD Fireworks,
Phato CD Japan
Pheto CD Parsche ltn:mg
Pheto CD Sailboals ...
Photo CD Undarwurm
Pheta CO WWII Alreralt.
Pian it Paradive WIN
Print Shop Deluxe .
Print Shop Deluxe CO Ensambla.
Print Shop Deluse WIN .,
Procomm Plus WIN
Publishor 2.0 Wi
Publisher Special Occasions WIN.
QEMM 386 7.n

Scones Improtsioninh Collset
Seenes Outer Space Collectio
%cu!\m Siorra Club Collection.

WordParfect 6.0 DOS, ...
WoedPerfect 6.0 WIN

ADAD. Dork Sun Shattered Lqu; .. A8
ADAD: Dungeon Hack . .
AD&D: Eyo of Beholder Trilogy

ADED, Ge J hasisy
AFBA Bas
Ages Over Korea
Aces of Pacilic 1944 WWII Mis
Aces af tha Den
Aces of the Pacilic
Aces over Europe..
Aces avor Eurepe: Missien #1
Aces over Europe: Mission #2
Acrass the Rhine :

Adventure i“cc
Air Cambat Classies. .
Air Combal Pacific 1942
Air Stike Pacific 1942
Air Wartior ..
Alane in the Darl
Alang in the Dark |
Atbaten 2,
Aschan Ulira ...

IBM RECREATION

IBM RECREATION

JOHNNY ROCK

‘Wha shot Johnny Rock? Interactive live matien
pichita action! It's the Rollicking *30's end
semaane has killed popular singer Johnny Rock
in this achonpacked gangster whodunit,
Navigate the back streets, gaming halls, funvecl

potlors and the dirty sections of this city to get
ol the cloes held hy @ number of sh “dT
characters ond solve this murder mysery, Bod
guys with maching gums provide o highlovel of

$38

challengu.
A, Laser Gamas: DOSLCD

VIRTUS VR

Imogine the wadd of virtwal
reality on your deskiop
computer] Remedel your
hama, affice or just
eraate fantasy woeldsl
Walk oround in your
model immedialely

Botign your spoce
gﬂndmds of
incleded
Gallary pioces
FREE nutacial
video
inghded
Simple
drog-
ong:
drey riruwmq Comes with its own sl of 3D
wotlds: swim treugh an undarwater saa
wdyisuy, ot live the dramo of JFK's motorcode
pasung through the streets of Dollos. You contral
the action, like a flight simuloter ar & mevie that
you diregt,

Ashes of Empi
Axis the Gameci
B-17 Flying Fortress....oooncnnnan
Balor of Tho Evil Eya ,

Barkley Baskerball B o
Baseball Card Collactar WIN.._ . 20
Bottle Chess 4000 SVGA .

Bottle Chess 4000 WIN
Batle Chass WIN ...
Bunln Cruiser 3000AD

i

of Destiny

Pmnllmwnn ]
Berayal at Krondor...
Bicycly Brige WIN |
Bicycle Poker WIN
Blake Stone -
Blood Met.,
Blue & the Gray
Blue Forea: The
Bram Sioker's Dro:uln

B:ural Spnru otball .
Buzz Aldrin's Raca info Space
Coesar
Caasars Palace WiN
Compaign II..

Caonnon Fodder
Captive 2: liberation
Coptive 2: Liberaticn.....
CLpriuv 2: W

Cmncr Strike.
Corriers ot Wor Il
Castle Conquest
Castles [I: Siege & Conquast
Coltic Tales; Enlor Evil Eyo
Challenge of the 5 Realms .
Chessmaster 4 WM.
Civilization .,
Civilization Il
Civilization Win
Clash of Steel: WWII 103945.......

Classic 5 WIN

Cooter
Cobra Mission

Cognite WIN...
Comanche & Misvion Disk #1
Camanche: Mission Disk |,
Camanche: Mission Duk ..
Combat Classics Il .,

Command HG Classic...
Cﬁmmaru:i Sluuhi

Conquered Kingdoms
Conquered Km;;da-ns Sccnq-m
Crosswords Defuxe WIN ...,

CyberSpog
D Day: Operation Cvorlard
DAD: Fantas: Emprrn
D&D: Stranghold ..

D-Day: The eginning of End
Doeman
Dogger o

Aman Ro; lova Bow |1,

IBM RECREATION

IBM RECREATION

UNDER A KILLING MOON CD

Intorective movie

tekos you fo the
streats of post
Warld War lll
San Francizco,
inte a Virtual
Werld full of
people and
places so richly
detailed you'll
fenl like yeu're
u:lﬁ:lﬁnm.
Hol stary
add eredibiliny
and the
nocessary falant
Create a personalized Tex Mutphy mavie
which can be replayed af any time. Rich,
original music, highquality digitized vaizes and
sound effects make this intaractive movie as
exciting as it is visually stunning

MAexoss: DOS-CD

M4 SHERMAN TANK

You are in
charge of
your own
Md

Sherman
tank. Try
to stay
olive day
by doy,
avalding
German
Tigers and
Panther.
| &th
Decembar
1944
samewhere in the Ardannes: A pala dewn is
{ust breaking ever the distant iraolined hills.
Your engine roars 1o life as your tank pivors aut
of its hr:ﬂ place in the treeline. The familiar
wquenk of Eu: track links eche in your cars as
you move slowly down the read - ane mare day
closer 1o Germany.

Deodly Games: WIN, MAC

Dark Legion ..
Dey of the Ten
Dalta V. £
Detrait
Dimensian S
Disclplos af Stoel

Doom Episede |
Dragen Enight Il
DrecmiWat

Ll
Eigh Eall Do'u.:o
ElFish
!

Elder Scralls: Vel | Atona ... oo 39
Empire Deluxe

4

Empire Deluxe Scenorio 2
Empire Deluxe WIN, 4
Ell.rnmn 4
sive A 29

Evosive ﬂv!-::m Ovuel for Sky..........
Even Mate Incredible Machines
F+14 Flect Defunder ...
F-15 Strike Eogle Il Clay
F-15 Suike Eogle Il ...
F.19 Stealth Fighter Clossic ...,
Folean 3.0,

ittt

Falean: Mig ?P_J’Dmr v
Falcon: Cperation Fight Iu_]w.
Fast Action Pog: 13 WIN |,
FlashBack

flug] t Sim:
Flight Sim: Oregon .
Hight Sim: Paris Scenery..
Flight Sim: Son Francisco ..
Flight Sim: Washingtan D.
Flight Simulater 5.0...

Flight Simulater ll.gl\r §|m|'|
Flight Simulgtar Guide

Circle Reader Service #55

800-228-7449

R Iz, ConpuSorve 0370007, 1534C LMD B0
iR (T, fn 7 5 UM (e b R & 565

IBM RECREATION

GRAVIS ANALOG PRO JOYSTICK

Davigned specifically for flight simulation end
action arcade games, the Gravis Analeg Pro
includes o builkin throttle control, five fire
butons, including e trigger, eight odjustoble
tension setting, o “threttle ofl* leature that helps
to avoid conflicts with multiple joystick confige-
rations, six feet of cord, ond o foam pedd
handie,

Hordlings ate
loud, red,
ridieulous, and
hungry. With a
ticular ]IF:sln
¢ yaur village.
Thnﬁwurm 5
iram all dirac.
tions, munehh:P
YOur CoWs an
your eoen crop
Ir's ysur turf, 10
fight back by
building moaty,
rews of spike-
linedd pits,
seiting up archars, o usa you sty vward
Grimﬂlwuckm. Features 35 minutes af live-
oction digitized vides starring Kitk Cameran of
TV's Growing Pains as Chauncay and Michael
Graga: rfmme Evil High Chancallor. Alsa,
avallable en IBM CO far $44.00

EXT :
a1 mx_ 0

'53’),

Fhight Simulator Toolk
Flying Cireus....
Fargotten Casle
Formulg One Grand Prix 2
Four Flay ......

Freddy Pharkes.
Front Poge Sports: Football Pr
Frontier - Elise 11.......

Gome Maker 2.0 ........
Gary Grigsby's Wor in Russio,..
Gatoway Il

C:m»kwad Games of the Galaxy

Gobliins II° The Prince Buffoon .
Grand Slam Bridge Il WIN
Grondest Fleet ...
Greot Navel Battles Il......
Great Maval Batrles Pock
Great War

HordBal
HardBall Il Fayer Disk
Hardall IV
Harpaon 1,
Head Coacl
Heavy Heekey. ...
Heirs to the Thione
High Command .. :
Hoyles Book of Game | Classic.
Human's like You've Mever Se
Human's: Insult to Injury
INCA . sisuaia
INCA 2
Incredible Toons
Indiana Janes Fate of Adant
Indy Car Rocing ..o
Innocent Until C[’auqm

lshe ol the Deod ...

Jock Micklous Contest Tour, e




STAR TREK COLLECTIBLES GUIDE CD

The CDROM
version of
Groenberg's Guide
to Star Trel
Collaetiblos which
Incl ludes oll thiee
volumes. Designed
for oll types of Star
Trek colloctors and
enthusiast]
Encyclopedioatyls
faemat comh- ned
with @ sophis
imagedox
fot aasior reading
and quick reference
A Browse from over
400 color and black & white phates of
eallactibles fram tha ariginal Star Trek TV, series,
six Star Trek movies {mg the current Stor Trek
The Mexl Generation TV, Series, Detailed
listings for over 3000 collectibles, ineludin
iswe and eutrant marke! prices. Need to lean
obout o Tricorder mode by Mego? Just click and
browiel

MCS: DOS-CD

THRUSTMASTER WEAPONS MARK 1l

User progrom-
mablo thratfle
ond weopons
functions
Compatible
with 5-pin

keryboard
connaciors.
Program your
jerystick for any
curtent or fulure
ame. Your
gaming petiphorals {joystick and WCS) will be
instanily compatible with currant or future
games. Features: LED lighting system mdlmlﬂ
when certain functians are activatad
down connector; Handle meves fore and ll{l' fot
theatle control; Sturdy sevendoot cablas; Allows

Since
1985
800-228-744

EXT.
331

IBM RECREATION

Cwver 12 yeors in
Ihe makingl
Comoins stories
of how they did
i, octual break-
ins, arrests and
prosecutions.
Maost articles
wore written by
the actual peaple
wha comminad
these aets.
Aecess aiticles
and software
] with an casyto
use menu sysiem
Areas of infermation include Fhone Phreaking,
Computer Hackers, Satellite Communications,
and “Underground” Ganeral Infarmation. Many
subjeets all vary technical in nature and
explained in dotail, such as ATM's, esedit
eards, valea mail, ate

S4&5 Publishing: DOS-CD

e R

|cl.- to rescue
the kidnopped
Professer,
dustroy sc

ments, cnd

blowvp o

resoarch
lmucss The world is dtp»on:llm] on you and
your Morph technelogy to accomplish this toak
vefore the experiments reach civil
only weapens ere your wit ond the r
sompler on your sleave thot allows you b
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AXIS THE GAMECHEATER

Allows you lo
cheet almest
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computer
.
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g::ludu Prince
of Ponsia,
Lemmings,
Hollcats, PGA
Tout Golf,
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Sim{City, Street Fighter I, Speor of Destiny,
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rumnwrera to give you mare of what you need
or each specific gome. Add more fime, money,
amma, shields, lives, or whatever else your
favorile game requires, You could almos be
immestall Moc version §33
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KEYBOARD COMMANDER TEMPLATES
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4 or moee only $9.25 sachl
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FRDN'I'I!'I!, ELITE I

Take on the
role of o spoce
frader known
to moonlight oy
an intergolochic
mercenary and
waitch the
universe unfald
befare you very
eyes. Vou
areas of the
galaxy remain
unexplored
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Gamatela DOS
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from now and
Earth has bean
destrayed.
Yeu're in
command of
our latest
d nuclear fusion
space explo-
rafisn
technalogy.
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ta discover
- naw wotlds
and rebuild human cwlhmrlnn in nearky
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ishing ynul eolany, keap your colonists alive
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cclanies for vital resources. Based on current
MASA ressarch in planstary science, robatics,
terraforming and interstollar spacecroft designs
in this sophisticatied simulation of interstellar

colonization s
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1en | moved ro California ro join

the CGW staft, 1 didn’t look for-

ward to unpacking—uncil I got to
the boxes (more numerous than I'll admit)
thar held my game collection. As T carefully
pulled out the games and placed them on the
shelf, I came across an old friend, Avalon
Hill’s Afrika Korps. Though showing its age,
it looked no less beautiful than the day |
bought it, my first wargame. The game had
collected little dust, since [ always turn to this
old favorite whenever I need my Desert Fox
fix. For years, [ have hoped that Avalon Hill
would release a computer game that captured
the grand sweep of desert warfare half as well

Blood, Guts and
Petrol

Avalon Hill’s Operation Crusader
Is An Oasis In A Wargame Desert

REVIEW

worlds. Now, Keith Zabalaoui and his
Atomic Games crew does have access to those
Avalon Hill classics. The union which seemed
so obvious and so natural has finally taken
place. Indeed, the union has already been so
fertile that, after one look at Operation Cru-
sader, you may pinch yourself to see if you're
dreaming. The last time Rommel was por-
trayed so well, James Mason was still on the
big screen.

A Sea Of Sand

Rodger MacGowan, the renowned war-
game artist who designed so many great pack-
age illustrations, is doing work for someone

& Flle Options ff Dullws Planning

as Afrika Korps, Bur, despite their vast gaming
knowledge, computer games from The Hill
have previously been unsuccessful, to puc it
mildly.

Indeed, it seemed ironic that a developer
called Atomic Games was creating games for
a company called Three-Sixty that looked
like just the kind of natural union between
boardgames and computer games for which |
had been hoping. If only, | dreamed, the
creators of the V for Victory series could get
hold of some of those classic Avalon Hill
designs, then we would have the best of both

Page 146

clse these days, bur the cover art
uses imagery reminiscent of his il-
lustrative prowess, Strong and col-
orful, it fits in well with the AH
style and entices the gamer before
the box is even opened. After-
wards, all you have to look forward
to is sand—but what sand! A group
effort berween Zabalaoui, AH
graphics ace Charlie Kibler and
others transforms the lifeless desert
into a sand painting. The subtle
touch of exoric place names adds ro
the feel that you really are in the
" desolate terrain between Tobruk

and El Aghelia.

The terrain features escarpments, wadis,
bunkers and the rocky hammada, all taken
from aerial photographs and British Army
archival topographic maps. Page after page of
terrain descriptions give even the novice
gamer a good understanding of how the ter-
rain affects the game. Unlike V For V, where
information was often 0v::rw|1u|ming, Cru-
saderofters enough instruction to add to play,
rather than derracr from ir.

The units look very much like—Dbrace
yourself—counters from an Avalon Hill

by Terry Lee Coleman

boardgame. With the hexgrid option turned
on, you almost feel as if you could move units
by hand, rather than with the mouse. Aside
from their familiarity, cach unit counter is a
repository of information, with a single click
showing its current status. Units can be
“framed” with different colors to show either
their unit type, distance from headquarters,
supply state, organization (or lack thercof)
and even fatigue. Finally, units may be dis-
played with either military or pictorial sym-
bols, and like their board wargame brethren,
units may stack,

The toolbar included is much ecasier to use
than those of similar games, such as High
Command, but the results are more beneficial
to the gamer. Some items are chrome, such as
when you bring up the map of the Mediter-
ranean Theatre, bur still offer a welcome
sensc of perspective, The weather is simulared
wonderfully with both a forecast and the
current weather right at the gamer’s finger-
tips. Other options allow for instant location
of lcaders or a quick check of vicrory starus.
The most unique item on the toolbar is the
HQ Button, where players may check supply
tonnage, stockpiles, and attach units to dif-
ferent HQ& cach morning. With the abiliry
to display all the HQs at once, this option
justifies the toolbar by itself.

Waltzing Matildas

Thankfully, all the care thar went inro the
art and interface is paralleled by the strength

Operation Crusader

SYSTEM: Mac, IBM forthcoming)
PRICE: 559,95
REQUIREMENTS: System 7, 10MB hard drive space, mouse

1-2 imodem and e-maill

Alomic Games

The Avalon Hill Game Company
Baltimore, MD

(410} 254-9200

# OF PLAYERS:
DESIGNERS:
PLIBLISHER:

Computer Gaming World



= 1-6 Players, 196 Territories
= 7 Troop types and catapults
= 5 Difficulty levels with handicapping
= Control of up to 20 armies and
5 flotillas per kingdom, 5 Castle types

- Toggle each Ringdom between human,

computer, and off

= Resource management of food, wood,

stone, iron
= End of turn checking for movable armies

= Artificial intelligence (Al) that makes extremely

tough computer opponents at the higher
difficulty levels

Ratings from 520+
New Engiland users group
members

..Rating Overal]“j

= Pull sound and music support for
SoundBlaster and others

= Quick siege, Quickmove™ and Double
Quickmove™ which greatly speeds up the
computer’s turn

=2 Quick and easy food shortage/crop
increase notification for faster turns

= Dispatch/Gather troops to or from castle
ﬁ;rnrlk»om 1o adjacent territories

ediate/Delayed catapult construction

option

- Beautifully HAND-DRAWN graphics

- Simple point and click interface to an
Intricate and detailed game

Lo jrowwis | | jovwwres | | e jomenon
BT TY. e LiwTims . CATAAA T S eeih

Brlan Vudmlz s

lkmga
1

are available for IBM.

64522 Pine Street
Bensenville, IL 60106
(708) 595-7487

Realism Entertainment, Inc,

al Strategy Game Series made. Period.
Vikings 1™ and Kindgoms of Germany™

VIKINGS 1™ and Kingdoms of Germany™
are trademarks of
Reallsm Entertainment, Inc.

© 1994 Realism Entertainment, Inc.
All Rights Reserved Worldwide.
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of the gameplay. When I play a
WWII desert wargame, 1 expect
Auidity of movement. Crusader
gives four different movemenr op-
tons. The ever-helpful Executive
Officer will move units Automat-
ically, or you may choose to move
them yourself. Strategic move-
ment is similar to most wargames,
allowing for quick movement
along trails and roads, while stay-
ing out of contact with the enemy.
Moving Tactically retains combar
effectiveness, but at a cost in mo-
bility. Through the HQ button,
units can move by division, recommended for
large offensives. Movement is cerrainly not
dull; as with the Limited Intelligence option,
units may run into hidden enemies long be-
fore reaching their intended destination.

Unlike many WWII games, desert warfare
is well-suited to fog-of-war rules. The fluidicy
of the overall situation resembles a naval cam-
paign more than a series of land actions.
Much of Rommel’s success was his unpre-
dictability, invariably showing up at the
wrong place, at least for the Allies. As the
British became more adept at disguising their
movements, the tide began to turn, and it is

here where Crusader really breaks new
ground. Eric Young and Keith Zabalaoui
show the importance of supply to the cam-
paign, bur in an unobrtrusive manner. The
interface shows visually how supply limics
movement, leaving you to concentrate on
how ra move those Panzers our of Sallum. As
you move units, they come into contact with
the enemy, who pops up on the screen at
generally inappropriate times. Thus, with a
single game mechanic, the Al takes on the
role of a wily opponent, playing cat-and-
mouse with your Marilda ranks ourside of
Tobruk. As a two-player game (either by
modem or e-mail), the tension is exquisite.

Ely Air Alexandria

Air operations are very similar to V' For V,
but have the advantage of being firmly inte-
grated into the overall design. The fog-of-war
element is tied directly to how well each side
is performing in the air campaign. If you
achieve air superiority, your units can see
farther, and you will have carlier warnings of
impending attacks. Conversely, if you fritter
away your air units you may find yourself
blinded by more than a sandstorm. Air mis-
sions consist of the classic ground support
bombardments along with interdiction of en-
emy units, restricting their supply and move-
ment.

Sending planes on missions is precty much
a click-and-go affair, but your trusty com-
puter Executive Officer may ground squad-
rons for refit—often withour any inpur from
you. In addition to farigue, air combat effec-
tiveness varies significantly with morale and
with weather. Those would-be Lufiflotte
Commandants who wish for clear blue skies
may find themselves grounded by Anti-Air
units, who also appreciate good weather. All
in all, it’s a good system that profits from its
directness and lack of fluff.

ield Marshall Irwin Rommel was marquee

material for wargames long before Opera-

tion Crusader. Flamboyant, daring and
imaginative, he was respected by warriors on both
sides of the conflicr. Sifting through the sands of
computer games gone by, we find that capruring
Rommel’s charisma has at times seemed almost
as difficult as facing the great general himself in
combat...

Among early efforts, Chuck Kroegel's Knights
of the Desert (1983) garnered a lot of attention,
winning Best Computer Game from the Game
Manufacturers Association. Despite the game's
relatively high sales and some fine packaging for
the era (including excellent cover art), CGW and
its readers were put off by the awkward interface,
Desert games should be brisk affairs, yet Knights
lacked any sense of ebb-and-flow, being Inrgcly
static and boring. In a recent interview with
developer David Landrey (CGW # 116), he re-
marked that the game had not aged well, Both
Landrey and Kroegel went on to fame (if not
fortune), designing SSI's Battles of Napoleon and
various American Civil War games.

At the other end of the spectrum was Acco-
lade’s Desert Fox (1985), which tried to capture
the excitement of desert warfare with arcade se-
quences. Interesting, but then they had to spoil
itall by trying to layer a simulation on top of the
|| game. While it is largely unfair to criticize a game
” which had only 64K with which ro work, a great
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deal more could have been done to make this
interesting and entertaining without worrying
abour the serious wargame angle. Instead, Desere
Fox is a typical example of a grear game title
looking in vain for a decent game system, a
problem which sadly is as prevalent roday as i
was 10 years ago,

One of the biggest disappointments in com-
puter wargaming was GDW's epic Ronmel: Bat-
tles For Tobruk. One of the greatest designers of
board wargaming, Frank Chadwick, did the re-
search and design. This was a game that set out to
establish a new standard for computer wargames,
and it did—but not how GDW intended. The
game tried o be detailed on both tctical and
operational levels, losing its focus on both counts.
The rules for air combat and supply are almost wo
intricate for even a veteran wargamer to decipher.
Worst of all, the game failed to showease many of
the strengths of the compurter, while simultaneously
lacking similaritics to desert board wargames.

A company which can never be accused of
lacking focus is Simulations Canada. Targeting
a more mature audience, their games feature
historical command restrictions and fog-of-war,
Normally seen in naval wargames, this approach
worked quite well in Rommel at Gazala (1987)
and Rommel at El Alamein (1988), since desert
tank warfare often resembles surface combar ar
sea. Designer Stephen St. John correctly empha-
sized the importance of supply and the difficuley

of coordinating campaigns with armored col-
umns in the vast sea of sands. Despite some
errara, the game has held up well as a campaign
study and is fairly entertaining, even though the
game lacks graphics.

Desert-style fog of war also worked rather well
for Strategic Studies Group's Rommel: Bartles for
North Africa, which used the Bartlefront engine.
The Bartlefront system emphasized command
perspective and limited intelligence. Control
freaks resented the system's use of Al routines to
simulate subordinate commanders and hated the
inability to step into play from an almost divine
perspective, but the system seemed cven more
justified in Rommel: Battles for North Africa be-
cause the scenarios included were designed to
simulate the amount of confusion and miscom-
munication to be found in the desert war.

Of all the games to portray (or berray) Rom-
mel, however, the most successful prior to Opera-
tion Crusader was Decision in the Desert from
MicroProse. Sid Meier worked his usual magic
with gameplay, and Ed Bever provided a solid
research base upon which Sid could draw. The end
result was a wonderfully enterraining game which
still manages t convey a good sense of the revolu-
tionary impact Rommel had on mechanized war-
fare. As with most of Sid’s games, Decision proved
that good game design can often outlast breathtak-
ing graphics and sound—something that players of
Std Meier’s Civilization certainly take to heart,
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Running The ZOC Gauntlet

If there were any doubts that Crusader is a
wargame cut from classic cloth, they are soon
dispelled by the attention given to that
boardgame icon—the Zone Of Control. To
wargamers, the ZOC is the modern equiva-
lentof “The Game’s Afoor!” No, there is none
of that area-movement silliness here, folks.
ZOCs are restrictive towards enemy move-
ment, bur at different levels of effectiveness,
dependent on who'’s doing the delaying,
Units using Strategic movement have weak
Z0Cs, as they are considered to be in col-
umn. Units in defensive mode are very tough
to get around, and a line of fortifications puts
a big clamp on enemy movement.

Weak ZOCs can be exploited by armored and
motorized units, thus reflecting the terrain chal-
lenges of desert fighting. The rub is that those
weak ZOCs still affect supply, causing a multi-
tude of tactical decisions to be made in a hurry
by both sides. Such is the substance of which
good wargames are made. At least units in
enemy ZOCs are nor required to artack, since
this is an operational-level game.

When you do make the decision to actack,
you may:

Probe: The tried-and-true method of gath-
ering information about enemy disposition
with minimal losses.

Assault/No Advance: Either a holding ac-
tion, or where you cannot advance due to

rerrain resrricrions. Useful for sorties our of

forts, or around escarpments.

they have made all of the terrain effects and
other combar modifiers available ra the play-
ers in a simple, casily digestible formar.

Unit variety is an unending delight, mainly

(&) iue Opuans  SLa0f Dulies  Planning  Phase

Assanlt: Exactly what it sounds like.

All-Out Assault: Like the above, bur with
the kitchen sink thrown in.

Now, when [ get a game thar offers me not
only the above options, bur also allows for
combined attacks involving units with differ-
ent attack orders, T call that one incredible
wargame. As if thar weren't enough, the odds
computation algorithm retains fractions, so |
don’t have to worry about missing that 3-to-1
artack by one factor. To the designers’ credit,

because of the ways in which the
different types interact. Each engi-
neer involved in an attack on a city
or improved position improves the
odds by one in your favor. There
are over two columns devoted to
the intricacies of anti-tank combat.
There are overrun rules for Panzer
freaks, morale rules, troop quality
modifiers (since the Italians are in-
volved, these had to be there), and
even combat bonuses for regimen-
tal integrity. My favorite bit of
chrome, though, is that New Zea-
land units get a one-column shift
after dark because of their special
night training.

Operation Crusaderis an early contender for
wargame of the year, and not so much be-
cause of its accuracy, though that is readily
apparent, but because it marks the coming of
age of a group of designers and artists who
enjoy what they do, and whose games exude
that cffervescence. My old copy of Afyika
Korps may actually collecr a little dust now.
6w
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Can James Dunnigan Claim
A Victory At Sea?

by Bob Proctor

was sitting in the reclining
chair watching Olympic skiing
the other night, when my
mind was lulled into reverie by the
two-six rhythm of the broadcast—
you know, two competitors, six
commercials, two comperitors, six
commercials. Since the ads were all
very familiar, my thoughts began
to wander towards new strategies
for the computer games I am cur-
rently engrossed in.

Suddenly, my attention was
drawn back ro the TV; the screen
was flashing images of what had to
be wargames! There a map of the Pacific
Ocean, then one of New Guinea and che
Solomons, several more of islands | didn’t
recognize. The colors and detail were fantas-
tic! A deep voice droned on about “All the
forces that were engaged in the Pacific are
yours to command. Control as much or as
lirtle as you wanr...” The screen was now
showing a number of small ships on a sea of
blue. Small aircraft appeared near a carrier
flying the Japanese naval ensign and flew
toward another carrier labeled TF 17. [ could
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even see meatballs on the wings! Then the ad
cut to an overhead view of a task
force in formation. Several ships
seemed to be smoking or trailing
oil in the warer and the carrier in
the center had several large holes
in its flight deck. The screen
jumped and I swared into the
steely eyes of Orson Welles, the
man himself! Once again, T was
mesmerized by that rich sonorous
voice: “We will sell no game be-
fore its rime!”

At which point, of course, 1 woke up.
Games do reach their players in various stares
of incompleteness, and Three-Sixty's Victory
At Sea is a case in point. It's a rather extreme
case, unfortunately, and my disappointment
is magnified by the high hopes I had for this
project. Can it be salvaged? Keep reading!

The cover of the box says “James F. Dun-
nigan's Victory At Sea.” This says a lot about
the audience Three-Sixty Pacific is trying to
reach. Dunnigan produced hundreds of
boardgame designs back in the "60s and "70s,
and he was one of the founders of SPI, a
company that called its products simulations,
not games, and promoted historical accuracy.
Much of the appeal of Three-Sixty’s games,
particularly their V for Victory serics, is that
they measure up to the standards of the grog-
nards who played Dunnigan’s games in their
youth.

Victory At Sea is a simulation of WW2 in
the Pacific, from the day after Pearl Harbor
until the end of the conflict. It was conceived
and designed as a campaign game, although
there are also shorter scenarios of famous
barrles. Borh sides move simultaneously using
a fast clock, and you “stop the clock” when
you want to give orders. Internally, the game
uses a six minute time-slice to compute move-
ment, combat, and all other events. Now just
take a step back and admire that—240 turns
per day, 87,600 per year, or 323,280 for the
whole war! An average day, with no large
bartles, rakes about 10 minutes on my Mac
Ilci, not counting the rime you spend with
the clock off, of course. Figure on a couple of
hours to play a week of war. This is abour the
length of a typical battle scenario, so these are
casily played in a single sitting. On the other
hand, if you play the enrire campaign, plan to
spend 350 to 400 hours in front of your
compurer. Not everyone can make that kind

of commitment, bur some

Vi l‘y At Sea of us would do it to study a

PRICE: $79.95

SYSTEM: Macintosh, IBM (forthcoming)
REQUIREMENTS:  Mac LC or better, System 7,
AMB RAM, 11MB HD space
Mo

James F. Dunnigan
Three-Sixty Pacific

Campbell, CA

(408} 6799144

PROTECTION:
DESIGNER;
PUBLISHER:
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detailed, accurate simulation of the Pacific
War,

How Does It Sail?

So will we students of history be spending
months at a rime playing VAS? Bluntly, no.
Consider the most important weapon system
in the Pacific—carrier-based air power, In 60
or 70 major attacks, I have yer to see carrier
air groups sink a fleet carrier or cruiser! I know
such artacks usually resulted in heavy damage
and fires, with actual sinkings happening
hours later, but there is no such pattern here.
Carriers can sink transports and sometimes a
destroyer, with the ship sinking during the
same six minute turn, bur capital ships survive
with only superficial damage.

Meanwhile, the atracking air groups are
being ground to pieces. The loss rate for a
single attack seems to depend more on what
type of plane is attacking than on whar the
targer is. USN torpedo bombers rake 90% to
100% losses in 1942 and, based on the Barde
ol Midway, that may be reasonable. But
Dauntless dive bombers average 75% to §0%
losses, which is unprecedented! IJN Kate ror-
pedo bombers only lose about 20% to 25%
per attack, but due to game mechanics, a
single sortie may make more than one artack.
If those Kares find
three US task forces,
they may actack all
three or the same TF
more than once. Start
with a group of 36
Kates, and after four or
five arracks, you're
lucky t get ten of
them back! The US Navy is never this lucky.
So your typical carrier battle consists of the
carrier groups getting in range, maybe sinking
a few destroyers, and then sailing home with
decks empry. Sound like any battle you've
ever heard of? Part of the problem here is the
“intelligence” of the pilots on both sides.
When sent to atrack carriers with a screen of

like James

Cace: 1 i i, fadarwny W Lo

1w oy
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AIIT (EBD 28l

oia'ery, 4ateree
Dant: Mona

Caneinon o

with only six destroyers for protec-
tion! I saw my chance, surmising
that air power might be worthless,
but Big Guns would sink them! |
formed up three cruiser groups to
. destroy the carriers. In a series of
(&) five bartles, two night and three
daytime, this supposedly sitting
duck sank 8 of my cruisers and 18
destroyers, all without losing a sin-
gle ship! Call me a sore loser, but |
think something is wrong here, as

FIETE

smaller ships, why should they
choose to artack the screen insread
of the main rarger?

For the record, land-based air
does better. The computer once
parked a British force of two carri-
ers and four destroyers within
range of land-based air in Sumatra.
My first attack of 5 air groups,
totaling some 150 Kates, simply
blew away the destroyers. The sec-
ond wave of 120+ Kates got hits,
and the third arrack—still more
than 100 Kates!—sank the Vieroriond The
other carrier took off for Ceylon at this point,

How could a respected designer

. Dunnigan create such a

Hlawed design? He claims he didn’t.

maybe because it was damaged or running
low on fuel! Thus, it is possible to sink carri-
ers, even those with armored flight decks, but
it’s hard to amass the necessary 350 to 400
carricr-based aircraft.

Curiouser And Curiouser

And there are more cxamples of strange
combat results. B-17s, thanks
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between air groups is deadly in
the extreme; there are rarely any
survivors when fighters meet
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carriers to raid New Zealand
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carriers are generally seen as a liability in
surface engagements, particularly at night.

The orders of battle scem all right as far as
major warships are concerned, but I haven't
bothered to check all of the air groups, troops,
transports and  supply levels. With such
weirdness in the combar routines, it's impos-
sible to judge elements like the amount and
location of supplies, the timing of replace-
ments, and overall play balance.

How could a respected designer like James
F. Dunnigan create such a flawed design? He
claims he didn’t. In December, Dunnigan
publicly disassociared himself from the fin-
ished design, He said he submitred a prelimi-
nary “specification” over a year ago and was
never allowed to finish the design. Three-
Sixry claims the original design was incom-
plete or unplayable and thar Dunnigan was
uncooperative in correcting the problems.
Wherever the truth lies, both parties agreed
to leave Dunnigan’s name on the box.

Now The Good News

Apparently, the design of the interface and
graphics was done entirely by Three-Sixry,
who did a superb job. The screens are almost
breathraking, with excellent detail. There are
also QuickTime movies of real W2 foortage
showing planes taking off and landing, and
combar of various types. These clips corre-
spond with the events in the game and use the
lower left corner of the screen so as not to
cover up the map or information panels. Al-
though this is a flashy use of video that adds

Computer Ganting World



THE ONLY THING MISSING
HE DRIVE TO THE STADIUM.

~ The most highly detailed ballparks ever to be created.
Each park consists of 9 full screens.

Season Replay, Strategy Sheet, Head to Head vs.
Human & Computer, and True Modem Play with Chat Mode.

Contains full rosters for all 1993 teams with over 40
categories of batting stats and over 30 categories of pitching
stats per player.

; | Draft module with “Computer Draft” Option, Trade
S e . : el gy | module, Team editor module and League Set Up module
R P — - including the NEW 1994 Division Alignment.

The sharpest detailed
animation everin a
baseball simulation.
Includes both
Simulation and
Arcade
modes.

Micro Sports Inc. » One Northgate Park o Suite 103 o Chattanooga, TN 37415
Micio spoRTS 1-800-937-7737  Circle Reader Service #89




pizzazz 1o the short scenarios,
you'll want to turn the clips off if
you play a campaign. They make
the game longer (cach takes only a
second or two, but the time adds
up over the course of a campaign),
and ctheir reperitive sounds ger a
lirtle tiresome.

I was more impressed with the
game’s beautiful interface design.
Accurate or not, VAS makes a tre-
mendous amount of information
available withour being  over-
whelming or confusing. First and
foremost is the map, which uses 16
colors to show topography and 6 levels of
zoom. The highest level shows half the globe,
from California to India, and you can zoom
in to see smaller areas in greater detail. You
have a lot of control over whar is displayed,
and the computer keeps the screen readable
by arranging names so they don’t overlap.
Even so, there's not enough room for the
names of every base in the Pacific on one
screen, so base names appear only at lower
zoom levels. Once you get a useful view, you
can save it and return to it quickly.

Getting more information on a task force
or base is a simple marter of clicking it with
the mouse. The display lists all units present,
and simply clicking on any unit gives you a
detailed status window. While a unit is se-

@ [lin Staffiliateh  Display Command Si6tus Gamedook™

wonderful simulation and no one but the
compurter to play it with, As an opponent,
VAS is one of the weakest games in memory.
It can’t invade or manage supplies well
enough to keep its troops from starving, and
it loves ahistorical ractics like sending carriers
on raids deep into enemy waters with almost
no screening forces. This is a bad enough
tactic for the Japanese, but it’s inexcusable for
the US Navy in carly 1942!

Although it's easy to make fun of such
silliness, I am well aware just how hard it is to

flitalch

nice touch. The menu also gives
access to special screens where you
may assign commanders, change
the organization, allocate supplies,
check replacements, order repairs,
and upgrade ports and bases.
Another key component is the

Displog  Cumnand  Siafus  GomeBook™
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message window at the bottom of

: A Latitude 21 Hours
the screen. Here, you'll see one line Longituge [1zusse ] Cesaisiay)

messages abour significant events:

Oeilination: Manila Day

Eslimated Travel Time:

sightings, radio intercepts, attacks,
bases captured, supplies delivered,

and so on. You can get more infor-
mation about a report—rthe results of the
attack, what was the make up of the enemy
task force?—but don’t trust your pilots too
much. If you don’t like figuring latitude and

longitude in your head, an-

h Display € Status

W file

other button lets you center
the screen on the location of
any sighting or event, and
then “recurn from view.”

D s

Hope For The Future?

Three Sixty has said they’ll
correct the problems with
VAS. Let’s be charitable and
assume thar they correcr all
problems with historical ac-
curacy as well as all remain-
ing bugs. Would VAS then
be a game worth owning?
Sadly, no. You'd have this

create a decent computer opponent for a
complex game like Vicrory At Sea. The com-
puter opponent needs to be improved, but it
will never challenge experienced gamers,
which is the group Three-Sixty is trying to
reach, right? The bigger problem is the ab-
sence of a human opponent. You'd think
Three Sixty would have learned a lesson from
V' For Victory, which was also criricized as a
weak opponent, but was salvaged for many
because it was exciting to play against human
opponents.

Three-Sixty has admitted that there are
problems with crashes, particularly on Mac
LCs. They said the game was released too
soon and promised to fix it. They have a lor
of work ahead of them is they hope to salvage
this one. Before this game will be worth any-
thing, they must: 1) stomp the remaining
crash bugs; 2) work on historical accuracy by
correcting obvious errors in com-

ch Display Command $lelus GameBook™

lected, you can give orders through easy-to-
understand buttons, Clicking the Ready but-
ton for an air group will reveal four additional
buttons to select the type of mission. Clicking
on the Formation indicator presents all pos-
sible ship configurations. The Sextant selec-
tion changes the cursor into a cross hair,
which you use ro ser a course by clicking on
the map. Somerimes, you'll want to order a
task force to return ro a base off the map. A
menu command lets you set the destination
from a list of bases and gives you an ETA, a

Page 156

orrived al
[

bat results and playresting the ef-
fects of supply and command; 3)
improve the computer opponent,
particularly in its rendencies to en-
gage in tactics that are completely
unrealistic; and 4) add multi-
player options, including a provi-
sion for play by e-mail or modem.

If Three-Sixty can correcr these
deficiencies, Victory At Sea would
give everyone, even James Dunni-
#| gan, reason to be proud. Until
A| then, hang on to your money. cew

it
e gt iratl
bk Bny
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r ynmask and defeat Strahd, one of the Tl : . andi S e ‘ s {
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. stunning game.
Bask in the glow of an exceptionally

large 3-D gaming window. Explore bone- %

chilling dungeons. Challenge 30 authentic ™
| RAVENLOFT game world creatures. Cast 4
. over 60 mage and priest spells. Let auto-
. mapping keep track of your travels with

- maps that print — complete with any notes
» you made on them along the way. :
g Allthis plus a haunting musical score and
L digitized sound effects will keep you on
b edge for hours and hours! Just be careful,

things get pretty eerie when the sun sefs! 3

' Available for IBM & Compatibles N,
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Whastration by N, Tayfor Blanchard

A Strategy Guide for
Tim Wisseman’s VGA Planets

by Ted Foster

ulletin boards have always been a forum for multi-human games. Whether rotisserie

league sports games, trivia games, or strategy games, the loc: al, private BBS has been a

great place to find gamers with which to compete. It wasn’t very long ago that ANSI
cr'lphics (crude pictures made of colorful text characters) were the leading edge in the displays
on these games. Then along came Tim Wisseman’s VGA Planets.
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STRATEGY

A Little Piece of JAIZ:N
A Lnfcitﬂ@ Isice=] of Sol

If you haven't yer experienced this mulri-
pl.wu game of space conquest, it might be
time to look up a private BBS in your area
and log in. VGA Planets version 3.0 and up is
awonderful blend of Reach for the Stars, Mas-
ter of Orion and Diplomacy. Up to 11 people
can play this game by making their moves on
theircomputers and then sending those moves
to a host BBS. The host then compiles the
moves and returns the results to the player.
Each player takes the role of a specific alien
race, and each race has its own special ship
designs and talents which muse be fully exer-
cised in order to win. A sound strategy for
building up a production base, defending your
empire’s perimeter, and going on the offensive
is a requirement for success. In this arricle, I'll
discuss some general strategy tips and follow
up next month with tips tailored to each race.

Spaceward, Whoa!

As in most space battle-fests, early expansion
is the first big task of the game. Ifall 11 races
are being played, there is a good chance you
will run into opponents very quickly, so it's
important to grab as much territory as soon as
possible. Special attention should be given to
those worlds with native populations, espe-
cially those with ordered governments of
1\lmmn.|1_ and above, as these will be your
prime sources of money and future starbases.

The first item of business is to examine the
messages concerning the game’s configura-
tion carefully. This configuration will deter-
mine how effective your race’s special abilities
will be (particularly for players of game ver-
sions after 3.00). For instance, if you're play-
ing the Crystalline Empire, the messages will
tell you how effective your special web mines
will be and if it is possible for them to be
cleared. These messages will also tell you how
often meteors will occur and therefore how
many new minerals will be available as the
giln'li_' P I'Ggr(_'.‘i.‘ic."i.

Next on the agenda will be the allocation of
your resources to your production base. In-
itial funds will need to be divided between
raising the technical level of your starbase,
building ships, and planerary spending for
mines, factories and defenses.

Unless you are playing on the poorest set-
tings, it is wise to increase some of your tech
levels at your home world right from the start.
By far the most important tech category at the
beginning of the game is Engines, as this will
dictate how fast you can colonize the sur-
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rounding worlds. If possible, go to Tech 10
engines early so that your ships will be able to
reach stars visible from your homeworld in
three turns or less. These engines will also
help you guard your perimeter with fewer
ships during the “Phony War” phase of the
game.

During the first 10 turns it is helpful to
keep a running log of whatever intelli-
gence you can get on the surrounding
areas of space. If your exploration dis-
tance is great enough to cover 500 light
years or more, try to note where your
neighboring races are and where their
homeworlds might be. This will allow
you to make an educated guess as to
which star clusters you will most likely
meet them in and what size ships you can
expect. Use the F4 screen to search for enemy
ships, the Scores screen to keep track of plane-
tary and ship tortals, and the messages detail-
ing ships hitting mines and so on to moniror
your foes.

If you are running on a host program ver-
sion 3.11 or later, you may also be able to
figure out if a race is being played by a com-
puter opponent. Tim Wisseman’s artificial
intelligence routines for computer players are
primitive at best, but these computer players
can help fill out an 11 player roster. The
compurer players “cheat” to expand very
quickly and to boost their tech levels, but they
are notoriously bad at combat. The computer
players also will not take advantage of their
race’s special abilities. Clues to watch for are
a very rapid rise in the number of captured
planets, erratic ship movements, and unex-
plained increases in ship mass during transit,
and the repetition of obvious mistakes.

Screech For The Stars

As in most games of this type, play can be
separated into three phases: Initial Expan-
sion, The Phony War (when you first contact
other races), and Full Scale Hostiliries. In the
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expansion phase, gaining control of the stars
immediately around your starbase is critical.

Your first ships should be freighters or war-
ships with a cargo capacity of 200 tons or more.
These will allow you to build worthwhile settle-
ments in one trip to a neighboring star.

When establishing a new colony
I prefer to send a minimum of 50
colonist clans, 20 supplies, and a
100 megacredits. On worlds with
no native races, this allows you to
start. a colony that can build
enough mines and factories to be-
come a productivu mining center.
On temperate or tropic worlds,
this population is large enough to
slowly expand if taxation is kept

- yarm )

low. If you have too few colonists,
the colony’s population will not
grow, no matter what the climare.

Be sure to build sufficient facto-
ries right away to provide supplies
and money for your colony. With-
out a source of supplies, no facto-
ries, mines or defense posts can be
built ac all. T should menrtion a bic
abourt raxarion here. When popu-

lations are under one million, the amount of

tax money you will be able to get from your
colonists is negligible compared with the
money that can be raised by sclling supplies.
Supplies cost nothing other than the initial
factory cost, and facrories use no resources to
produce them. Because of this, I recommend
you keep your tax rate on small, temperate
colonies at 0%, allowing their population to
grow at its maximum rate. Income for the
colony will come from the factories, so maxi-
mize them first. As an added bonus, since
your raxation is nil, your citizens will be
happy no matter how many factories and
mines you construct.

Planets with native civilizations should be
nurtured as quickly as possible. In order to
ensure that enough colonists are present to
rax each narive, I like to construct a large

freighter early in my exploration. The
freighter can carry 1200 clans per trip, which
is usually enough to tax every native on most
worlds; this allows you to get maximum
money out of these worlds soon after you
discover them, without having to shurde
clans back and forth in smaller freighters.

As you explore your immediate surround-
ings you should single out the worlds on
which you plan to build starbases. Choose
your best three colonies and devote much of
your resources into building them up quickly.
If you are in a rich star cluster, it is probably
not a good idea to produce starbases at every
populated world, as this will make for slow
growth and it will be many rurns before the
bases are ready to become production centers.
Focus and be fruitful.

The ideal location of a starbase is a
colony with a large native population
(four million or mare), government of
Monarchy or berrer, decent mineral re-
sources, and natives that are Humanoid,
Ampbhibian, Ghipsoidal or Siliconoid, as
each of these will give you a tech level of
10 in one category at your new starbase.

Large Bovinoid populations should also be
used, since they are monetary and mineral
gold mines, and can be built up very quickly.

A flexible strategy should be followed as
your empire begins to grow. It’s helpful to
identify cerrain clusters of stars that you
would like to possess prior to hostilities. Look
for rifts between areas of stars that might be
easier to defend and to launch an offensive
from. Voids that takes two turns to cross at
warp 9 make great defensive barriers; you will
be able to see any ships trying ro cross the
barrier, giving you a turn in which to prepare
for the attack.

Watch your opponents’ ship movements ro
see if they are building up individual plancts
into starbases; these will make nice offensive
objectives later. Usually players also fall into
patterns of ship supply routes, and these
should also be noted for raiding later on.
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Starfleet Rartles

Fxpansion is a good thing, but all good
things must come to an end...at least for a
while. There will come a time when your
expanding empire will bump into one, two,
or even three others. Usually this happens at
a time when you have
than you do ships, and many of those ships
have few or no weapons. Thus begins the
period I call the “Phony War.” At this point
few players are ready to mount an offensive
and will have a devil ofa time trying to protect
the colonies they already have, There are two
basic strategies for this phase, and both can
have their problems.

many more colonies

The first strategy applies to those races like
the Lizards and Bird Men. Because of the
smaller size of their battleships, these races
can build capital ships before most other
races. If you have a battleship ready and good
intelligence on your opponent’s homeworld
when contact occurs, there is an opportunity
to deal an early deathblow. One or two of
your ships is enough to take out a starbase if
the defending player hasn’t maximized his
defense. Since he may have some fighters
around, consider sending in a sacrificial ship
with light guns to clear the fighters for your
capital ship’s attack.

Factaon

5uppllr“:

se Colonist Taxes
Lowar Colonist T

Raize Hative Tax
f.ouer Hatwn Taxes

Sall 1 Suppl it
% HPpIY. Ui Build i

Duild Fa

sall 10 Supply Units

Build Defense Post

Help

Should your preemptive strike be successful,
you stand to reap substantial benefits. A race
without a starbase is like a head with irs
chicken cut off. Even if some of the enemy
ships escape, it may be many trns before your
opponent will be able to establish a new base
(ifatall), leaving you free to claim his colonies.
But be aware that the risks are great as well. If
your capital ships are lost and the enemy base
remains intact, a major portion (}I'_vmlr race’s
resources will have been wasred and you will
be on the defensive when your opponent’s
battleships come on line.

The second strategy is a simple one—negoti-
ate a time of peace. It may sound wimpy and
uninteresting, but thealternative is worse. If two

races enrer into a protracted scries
of skirmishes, they will sap each
other’s strength until both are ripe
for the plucking by other races who
have had the time to build up their
war machine,

The risk that you run with this
strategy is that, while you are con-
tinuing to build, so is your enemy.
Keep a careful eye on him for both
build-ups on your borders and for
opportunities for an offensive. If
your opponent becomes involved
in a struggle with a third race, con-
sider carefully which would be more benefi-
cial—sending aid to keep a large race from
overpowering you both one ar a time, or
attacking him on your front to divide and
conquer hlm with the other aggressor.

Star Tricks

When you have built up a comfortable level
of defense on your borders, and when you
have ships left to expand, it will be time to
hone your combat skills. VGA Planets does
not lend itself well ro small unit tactics. Ships
in combar will fight one-on-one until all ves-
sels from one side are destroyed. There is no
retreat, no quarter, and no evasion. Once
combat begins you no longer have control, so
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My son and I love this game!!!

Gr eat Wor k .’ ., Robert Strauss, Burbank
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My daughter (11 years old) and | have become “Oxyd”
addicts. We cannot wait fo begin exploring the many
other levels, Thanks for creating such an excellent prod-
uct. R. S, Germaniown

This is, without question, the most impressive game |
have ever seen. | am amaozed at the audio, visual and
action. George L. Tanty, Arlington Heighis

Outstanding program!!1! John Beraver, Los Gatos

Wow! That's all | can say about Oxyd. What an incredible
gome! Hurry! | can't wait to play!!

This game is highly addictive. Stuart Ritchie, Canada
One of the nicest games | have seen in a long fime.

Thanks for creating such a challenging piece of software.
Steve Brannan, Canada

I'm complefely hooked! paricia 8. Smith, K

The game is a blast! Excellent graphics, extremely well
done. Interesting challenges in each landscape also. |
look forward to the next 90 landscapes. David Mangini, (T

The game is really slick, well designed. Those first 10
levels alone were worth paying for!

One of the most elegant games I've played. Thanks a lot
for a great game. Jeffrey Jondahl, Son Diego

0K so we got hooked!

Ienjoy h‘rfygama a great deal and so do my children and
their friends. It is just what | have been looking for !!

Jerome Wescol, Minneapolis

My whale family enjoyed your game a great deal.
Michael C. Moore, Columbia

Oxyd has to be the most arfistically superh piece of
programming that | have seen. from my position of
having completed about one third of the single-player
levels, the landscapes have been continuously varied
with a marvelous affention fo graphic and audible detail
that makes each new one a continuing delight. | espe-
cially appreciate how the marble interacts 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 R. Horrow

Even our 3yr old enjoys the game.

I just had 1o write fo tell you how much fun 've had
playing Oxyd. The attention to defail - the sounds, the
textures of the surfaces - really adds fo the fun of the
game. It invites the imaginafion for a ride.

Thanks also for making all of the londscapes challeng-
ing butnotimpossible. At first Ithought that landscape 76
was unfairly difficult, but when | found the way through
it, | really admired the ingenuity. Tom Phoenix, Poriland

Itis rare o find such a visually appealing, addictive and
playable game. Kethryn Witson, Australia

I'm really impressed with your game, Oxyd. Congratula-

tions on a unique and fun product, and best luck to you
all, Joha M. Dodd, Thousand Ooks

Circle Reader Service #63

for PC, Mac,

A500 - A2000, ST, TT or Falcon Computers.

Sequel of the award winning Oxyd,
now at a store near you!

Mae: 1MB RAM, color or monochrome!
PC: 386 or above, 2.5MB RAM, EGA or VGA, Soundblo. or Adl, optional.

Oy (recits
Best Brain Game
MocWorkd Gome Mol of Foma 1993
Game of the Year
Gomputee & Pidagogih 06/93
Score this game a solid 10
Cunent Notas 06,93
"A" rating - Wow! Exquisite.
A must for your games library.

Amigaiodd 08,/73

Game of the Month.

Maoeleh 02/93

Top of the Charts

Brom Tomser ' (otegory, PC Games German aidition,

R R EE——.

Call 617-497-1130

for the Oxyd magnum! retailer nearest you

Get a free appetizer for PC, Mac, Amiga or ST:
Send $ 4.00 for shipping & handling for 10 chollenging landscapes
of Oxyd to Dongleware, 35 Howard Street, Cambridge, MA 02139,
Send $ 4.00 for a 5 level teaser of Oxyd magnum! (PC or Mac only)



you had best be prepared prior to sending
your ships into the unknown. Some general
rules to remember are:

e The biggest gun wins.

Don’t underestimate the power of higher
technology. More often than nor, higher rech
weapons will swing the course of the battle to
one side or another. | have seen a tiny Cyborg
probe with two tech-10 Heavy Phasers rake
out a much larger Nocturne-class destroyer
with rech-1 Beams. A Nova-class battleship
with tech-10 Torpedoes can bring down the
shields of an empty Colonial Bactlestar with
one broadside of torps and eliminare it with
wWo maore.

e Intelligence is golden.

Attacking in VGA Planets is always more
difficulr than defending. Therefore, gather as
much intelligence (preferably with cloaked
and unseen ships) on an enemy system as you
can before launching your strike.

e Don’t leave home without them
(weapons, that is).

When sending warships into combar, make
sure they have plenty of torpedoes or fighters
on board. Some commanders will send out
poorly-armed vessels hoping ro save money,
but this invites disaster. Even big-gunned
ships like a Biocide-class carrier or an Anni-

FMuing and Lifeform Suruey
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i !
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hilation-class battleship can be taken ourt by

a smaller ship when fighting without fighter
support and torpedoes.

e Respect SIZE.

This is one game where you can send an
endless stream of smaller warships against a
large one without much chance of denting it.
[f the battleships are in play, use your smaller
vessels to steal enemy freighters, lay mines,
and so on, but don’t rush headlong into a
pointless fight against battleships or carriers
unless absolutely necessary—that’s what your
battleships are for!

e What's mine is mined, what’s yours

is mined.

Use mines to your advantage and
be aware of their limitations. They
| are a grear defense against races
| thar possess cloaking ships and can
| really mess up an opponent’s trade
routes, One good trick is to send in
a vessel almost within reach of an
enemy world, bur rather than ar-
tack the world, stop the ship next
to it, lay a large minefield, and
retreat. You have just shur down
small ship traffic ro thar world for
some time. Ships being pursued by
larger ships can use mines effec-
tively as well. Be aware that mines
will not do much damage to a large capiral
ship. A single mine hit will only cause 10%
damage to a battleship or carrier, so don’t
depend on them to slow down an enemy
invasion if large warships will be coming.

More To Come!

With these general tips as your guide, you
should be able stake a small claim in the VGA
Planets galaxy. Holding onto thar claim and
acquiring more planetary real estate is another
matter, requiring cunning, luck, and rhe exploi-
tation of your race’s inherent strengths. Nexr
month, I'll discuss those racial characteristics
and outline some general racial strategies. cew

THE ULTIMATE ROLE-PLAYING AID

R Introducing The Ultimate Character Editor. This exciting new product fea-
tures full mouse and keyboard support, online context sensitive help and a
l][]s GAM Es TD W|N[]Uws complete windowing system (does not require MS Windows to run). This
editor allows you to edit the 42 games listed below in boldface type. The
price for this editor is $59.95. That's under $1.50 per editor. Upgrades will be
Conversions to full-fledged MS Windows Multimedia Games. available for new games as they are released for only $9.95 per game.
(Including Artwork, Music & Sound Effects)

CHARACTER EDITORS - $19.95 each

Might and Magic (1, 2, 3, 4, 5), Pool of Radiance, Hard Nova, Bard's Tale
(1, 2 or 3), Wasteland, Dragon Wars, Space Rogue, Wizardry (Edits 1-3),
Wizardry 4, Wizardry 5, Bane of Cosmic Forge, Crusaders of the Dark
Savant, Treasures of the Savage Frontier, Sentinel Worlds |, Knights of
Legend, Secret of the Silver Blades, Curse of the Azure Bonds, Cham-
pions of Krynn, Space 1889, Drakkhen, Keys to Maramon, MegaTraveller
(1 or 2), Keef the Thief, Escape from Hell, Ultima Underworld (1 or 2),
Twilight 2000, Gateway to the Savage Frontier, Planet's Edge, Dark
— = Queen of Krynn, Prophecy of the Shadow, Dark Sun, Martian Dreams,
' Realms of Arkania, Challenge of the 5 Realms, Bloodstone, Betrayal at

S’MUM”ON Krondor, Lands of Lore, Dungeon Hack, Disciples of Steel.

* ROLE PLAYING

* PULZLE

* STRATEEY
* ADVETURE

To learn more, contact:

AESIR SOFTWARE, ING.

1003 COMMONS, EAST BRUNSWICK, NJ 08516 S

HINT BOOKS - $9.95 each except where noted

Might and Magic 1, Knights of Legend, Curse of the Azure Bonds, Champi-
ons of Krynn, Legacy of Ancients, Dark Heart of Uukrul, Wizardry (1, 2, 3, 4,
5, Bane or Crusaders ($12.95)), Eye of the Beholder 2, Might and Magic 3
($12.95).

IBM listed. Apple and C64 versions also available.

Please add $4.00 for shipping and handling. —_—
Open from 9 AM - 9 PM every day for your convenience.

GOSSELIN COMPUTER CONSULTANTS
P.0. Box 1083 - Brightan, MI 48116 - (313) 229.2453

PHONE: (905) 238-1934

FAX: (908) 613-613%

Circle Reader Service #69
Circle Reader Service #41
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Microleague Brings Hannibal
and His Famous Elephants
To Your Hard Drive

by M. Evan Brooks

icroleague, previously known for

sports simulations, has expanded

its product line to include histori-
cal simulations. Hannibal, a European im-
port, is the first such release. It is a detailed
simulation of the Second Punic War, and
more particularly, of Hannibal’s attempt to
achieve Carthaginian hegemony over rthe
growing power of Rome.

Ancient warfare has never been a popular
subject in computer wargaming, but this
seems to be the year of pre-gunpowder simu-
lations, both in the compurer and boardgam-
ing branches of the hobby. With the decline
of the Cold War, player interest has focused
clsewhere, and the ancient period has under-
gone a revival both in terms of releases and
interest. The period has rraditionally lacked
commercial success, as ancient military ma-
ncuver was often limited to occasional move-
ment, and ecven in the great bacdes,
opponents literally bludgeoned their way to
victory or defeat. The question for games of
ancient war, and thus for Hannibal,
whether the designers can overcome this in-
herent difficulty and provide both an enter-
taining simulation and one thar realistically
depicts history.

Looking Out Over The Med

The documentation is somewhar brief—
consisting of 16 pages of “How to Play,”
followed by a 20-page historical treatise on

Page 106

Hannibal and the Second Punic War. Basic
game mechanics are delineared in four pages,
so understanding the interrelationships be-
tween army operations, economic status and
political machinations proves very diFﬁcu]t.

a simulation of this type. The map portrays
the Roman and Carthaginian Empires, with
an option to zoom in on geographic loca-
tions. Economic and military operations are
depicted through use of static pictures. No
one is going to be overwhelmed by the
graphic opulence, bur then again, a simula-
tion of this narure does not necessarily require
extravagant graphics.

On the orher hand, sound secems to be
entirely absent, except for the occasional beep
from the internal speaker. Again, an opera-
tional/strategic simulation of this nature does
not require much sound, but in this case, even
a musical introduction is lacking.

Hannibal’s user interface is simplistic, yet
somehow clumsy and obtuse. Mouse input
via 11 “hot buttons” accounts for the major-
ity of actions. You may switch to a political
overview map, view the main map, determine
cconomic conditions (tax rate and alloca-
tions), leave winter quarters, march, switch to
the marker menu, split/merge armies, or ne-
goriate/besiege cities. However, after cach op-
tion is chosen, you must in effect reset the
option menu by leaving “the selected point of
the menu.” Easily forgotten, this can leave
you continuously clicking the mouse burron,
wondering all the while why nothing is hap-
pening.

A mulritude of over 700 cities, each with its
own market conditions, is initially interesting
until you understand that the minutiae of
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tions are essential ro game success.
Historically, much of the data is a
“guesstimate,” as the details of this
period of history are unknown.
While ane may admire the design-
ers for an interesting interpolation
of economic and political history,

economic and political interac-
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it is after all only a guess.

Game play may be summed up
in a single word—boring. Carthage

With the detail of the simulation,
a tutorial should have been pro-
vided. Alternatively, a demo op-
tion would have allowed the user
to warch the computer and ob-
serve basic operational mechanics
and strategy. Not only are these
options  conspicuously absent,

PRICE:
SYSTEM:
REQUIREMENTS:

begins with three armies: one lo-
cated in Carthage itself, and two in
Hibernia (Spain). The home army
will rarely leave its environs, being
destined to provide defense to the
home city of Carthage. However,

£49.95

IBM

286 or better, 2MB RAM, 7MB
hard drive space; supports most
major sound cards

akine Harmibala di G PROTECTION:  None
. lkll’]& Hannibala dlﬂ?CUIl gatnc DESIGNERS: Claude and Clovis Cueni
to learn and play, there is only one PUBLISHER:  Mieroleague Interactive Software

longscenario and one victory con-
dition.

The graphics are acceptable for

MNewark, DE
(BO0) 334-6572
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USED IBM GAMES
COMPLETE & VIRUS FREE
WITH THE ORIGINAL BOX,
DOCUMENTATION AND DISKS

4D BOXING T
683 ATTACK 5UB 10
TTH GUEST - CD n
A-TRAIN ]
ATAC 19
A0 TANK KILLER 1.5 19
ABG BOXING 13
ABC MONDAY NIGHT FB 9
ALES OF THE PACIFIC 2
ACTION SPORTS SOCCER 15
ACTION STATIONS n
ADV OF WILLY BEAMISH 16
AIRBUCKS 15
AIR BUCKS VER 1.2 19
AIR FORCE COMMANDER T
ALL AMERICAN COLLG FB 17
ALONE IM THE DARK o
ALTERED DESTINY 16
AMAZON 16
AMBUSH 19
ANCIENT ART WAR - SEA []
ANCIENT ART WAR - SKY 9
APEA FOOTBALL 17
AREWE THERE YET? n
ARMADA 2525 16
ARMOUR ALLEY ]
BAT. 4
B17 FLYING FORTRESS 15
BAD BLODD 13
BALANGE OF POWER 1950 ]
BALANCE OF THE PLANE 12
BARD'STALE 1 7
BARD'S TALE 2 10
BARD'S TALE 3 19
BARD'S TALE CONST SET 13
BATTLE CHESS 9
BATTLE CHESS - CD 16
BATTLE ISLE 4
BATTLES OF DESTINY

BATTLETECH 1

BATTLETECH 2

BETRAYAL AT KRONDOR

BIG BUSINESS

BLITZKAIEG ARDENNES
BLOODSTONE
B

LOCDWYCH
BLUE ANGELS
ELUE FORCENEXT OF KIN

BREACH 2 SCEN DISK
BUCK ROGERS 1
BUZZ ALORIN RACE INT

CAR & DRIVER

CARRIER COMMAND
CARRIER STRIKE
CARRIERS AT WAR
CASTLE DR BRAIN - VGA
CASTLES

CASTLES 2
CASTLES-NATHAN CMPN
CENTERION DFNDR ROME
CHALLENGE OF 5 REALM
CHAMBER 5CI MUT PRST
CHAMPIONS OF KRYNN
CHESSMASTER 3000 WIN
CIVILIZATION

CLASH OF STEEL

CLUE MASTER DETECTIV
COASTER

CODE HAME: ICEMAN
COLONEL'S BEQUEST
COMMAND HO

CONAN

CONFLICT. KDREA
CONFLICT: MIDDLE EAST
CONQUERED KINGDOMS
CONOUESTS OF CAMELOT
CONGUESTS OF JAPAN
(CONQUESTS OF LONGBO
CONTINUIM
CORPORATION

COVERT ACTION

CRACK DOWN
CRIBEAGE GIN KING
CRIME WAVE

CRISIS IN THE KREMLIN
CRUISE FOR A CORPSE
(CURSE OF AZURE BONDS
CYBER EMPIRE
CYBERGENIG RANGER
DAGGER OF AMMON RA
DARK CENTURY

DARK QUEEN OF KRYNN
DARK SUN

DARKLANDS
DARKLANDS MASTER ED
DARKSEED

DARKSPYRE

DAVID WOLF: SECRET AG
(DAY OF THE VIPER
DEJAVU 2 LOST IN LY
DEATH KNIGHT OF KRYN

DICK TRACY
DONT GO ALONE

GUNSHIP 2000 VGA 18 MAKTIS EXP FIGHTER-VGA 6 RAILROAD TYCOON 4
HALLS OF MONTEZUMA 16 MANTIS EXP SPEECH PA 12 RAMPART 1
HARD NOVA ] MARTIAN DREAMS 15 REALMS 9
HARDBALL 3 18 MARTIAN MEMORANDUM 13 REALMS OF ARKANIA 2
HARPOON 14 MATAEX CUBED 5 HED LIGHTNING 5
HARPOON DESIGNER SER 10 MAXIMUM OVERKILL 29 RETURN OF PHANTOM 19
HARPOON EDITOR 14 MAXIMUM OVERKILL MISS 15 HETURN TO 20AK 20
HARRIER ASSAULT 5 MEAN STREETS 5 REVOLUTION "76 ]
HEART OF CHINA - VGA 10 MECHWARRIOR 13 REX NEBULAR COS GEN 2
HEAVEN & EARTH 12 MEDIEVAL LORDS 7 RIDERS OF ROHAN 17
HE&\-"\_’ METAL 13 MEGAFORTRESS & RISE OF DRAGON-VGA 19
HEROES OF THE 357TH n MEGAFORTRESS MISS DK ] ROAD & TRACK GRAN PR 24
DOUBLE DRAGON 2 4 HEROES OF THE LANCE § MEGATRAVELLER 1 ZHOD 4 ROAD TO FINAL FOUR 23
DRAGON FORCE 8 HIGH COMMAND 25 MEGATRAVELLER 2 1 ROBOSPOAT - WIN ]
DRAGON LORD 6 HILLEFAR 9 MERCHANT COLONY L] ROCKETEER 18
DRAGON WARS ] HOOK ] MICHAEL JORDAN FLT SIM 16 ROMANCE 3 KINGDOMS 1"
DRAGONS OF FLAME 5 HOVERFORCE 19 MIDWINTER 5 ROMANCE 3 KINGDOMS 2 18
ORAKKHEN ] HOYLE'S BK GAMES VOL 1 12 MIG 20 FULCRUM 19 ROME: PATHWAY T0 FOW 19
DUNE " HOYLE'S BX GAMES VOL 2 12 MIGHT & MAGIC 1 L] RULES OF ERGAGEMENT [
DUNE 2 ] HOYLE'S BK GAMES VOL 3 16 MIGHT & MAGIC 2 7 RULES OF ENGAGMNT 2 FL
DUSK OF THE GOOS 1] HUMANS 14 MIGHT & MAGIC 3 18 SAVAGE EMPIRE 19
EARTHRISE 4 HUNT RED OCTOBER 16 MIGHT & MAGIC 4 26 SCRABELE 12
ELVIRA 1 16 HYPERSPEED [ MIGHT & MAGIC & 32 SEAL TEAM o]
ELVIRA 2 13 IMMORTAL n MIKE DITKA FODTRALL mn EEARCH FOR THE KING 10
EPIC 2 INCA 18 MILLENIUM 4 SECOND FRONT 12
ERIC THE UNREADY 17 INCREDIBLE MACHINE VGA 18 MINES OF TITAN § SECRET OF SILVER BLADE [
ESCAPE FROM HELL 7 INDIANAPOLIS 500 n MISSION: IMPOSSIBLE § SECRET WEAPONS LUFTW 19
ETERNAM 16 INDY JONES FATE ATLA kL] ML BASEBALL 4 USAT ] SENTINEL WORLDS 4
EYE OF THE BEHOLDER 9 INDY JONES: LAST CRUS 16 ML BASEBALL GMOWNER 10 SHADOW CASTER el
EYE OF BEHOLDER 2 16 ISHIDO E] ML BASEBALL MANAGERS 4 SHADOW OF YSERBIUS 2
EYE OF BEHOLDER 3 18 ISLAND OF DR} BRAIN VGA 19 ML FOOTBALL 2 L] SHADOW PRESIDENT 18

games ore I original

1-800-377-8578
call for autharization befora shipping o
FAX It fll_(llﬂ‘ﬂﬂ quotes fo 05-334-8766

In Canado, coll 605-339-2060

WE SELL USED GAMES

Al games are fested & |BM disks virus checked
box with original documentation
Callfor current fitle availibility

WE ACCEPT ONLY
s VISA/MasterCard//Discover
Money Orders/Cashiers Check

Most items shipped same day. 55 UPS/S9 2nd Day Air
GAMER'S GOLD = 1008 W. 4151 Streat ® Sioux Falls @ South Dokata ® 57105

\
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interested in.
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WE
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IBM or MAC,
GAMER’S GOLD.

2. GAMER’S GOLD will quols the current buying
prices & issue an outhorization number
shipment, Games will nat be accepled without an
authorization ne. Price quotes are geod for 14 days.

E
it

BUYING!

4, If you would like to use your mon
urrJ-l);ou games, includa o 'm list™

M_F

Something To Sell?
Follow these Easy Steps

1. Prepare a list of the games you are selling, Specify
, or mail your list

to

for your

3. Pack gomes in box. Write authorization no. clearly
on oulside of box. Mdail lo GAMER’S GOLD.

or credit 1o
fitles you are

5, Your check will usually be mailed within 5-7

working days of receiving your games.

Games will be checked for viruses & compl

Gomes must be complete with all disks, printed
terials, & in original box. Incomplete games will

ba returned at your expensa.

EYE OF BEHOLDER 3-CD
F=117A STEALTH FIGHTER
F15 STRIKE EAGLE 2

F15 STRIKE EAGLE 3

F18 STEALTH FIGHTER
FALCON 3.0 FIGHT TIGER

FALCON AT

FANTASY EMPIRE
FIGHTING FOR ROME
FINAL CONFLICT
FIRETEAM 2200

FLAMES OF FREEDOM
FLASHBACK
FLIGHT OF INTRUDER
FLIGHT SIMULATOR 4.0
FLIGHT SIMULATOR 5.0
FLOOR 13

FOUNTAIN OF DREAMS
FOUR CRYSTALS TRAZER
FREDDY PHARKAS FRTR
FREE DG

FAONT PAGE FOOTBALL
FRONT PAGE F@ PRO
FULL METAL PLANET
FUTURE WARS

GARY GRIGSEY PACIFIC
GATEWAY

GATEWAY 2: HOMEWRLD
GATEWAY SAVAGE FRTR
GENGHIS KHAN

GHOSTS & GOBLINS
GLOBAL CONOUEST
GLOBAL EFFECT
GOBLIINSG 2 - VGA
GOBLIING - VGA
GODFATHER

GOLD OF AZTECS

GOLD OF THE AMERICAS
GRAIL QUEST
GRANDSLAM BRIDGE
GREAT NAVAL BATTLES
GREAT NB AMERICA ATL
GREAT W SUPER SHIPS
GREENS

GUNBOAT

GUNSHIP

GUNSHIIP 2000 SCEN DSK

JCK NICKLAUS GRTST 18
JACK KICKLAUS SE CRS
JACK NICKLAUS SIGNATU
JACK NICKLAUS UNL GOLF
JAMES BOND STEALTH
JET FIGHTER 2 MISSION
JETFIGHTER 2.0
JOE MONTANA FOOTBALL
JUMP JET
KEYS TO MARAMON

{t:]

K
KILLING CLOUD

KING'S GUEST 4 - EGA
KING'S QUEST § - VGA
KING'S QUEST & - VGA
KHIGHTS OF THE SKY
KOSHAN CONSPIRACY
LEMPEREUR
LAKERS VS CELTICS
“LAND,SEAAIR TRILOGY"
LANDS OF LORE

LASER SOUAD

LEATHER GODDESSES 2
LEGACY,AEALM OF TERR
LEGEND OF FAERGHAIL
LEGEND OF KYRANDIA
LEGENDS OF VALOR
LEMMINGS

LEMMINGS 2
LEXICROSS

LHX ATTACK CHOPPER
LIGHTSPEED

LINE [N THE SAKD

LINKS 385 PRO

LINKS GOLF

LOAD OF THE RINGS 2
LOST ADMIRAL ENHANCED
LOST FILES SHERLOCK
LOSTIN LA

MADDEN FOOTBALL 1
MADDEN FOOTBALL 2
MAELSTROM

MAGIC CANDLE 1

MAGIC CANDLE 2

MAGIC CANDLE 3
MAGIC JOHNSON MVP

MANHOLE
MANHUNTER 5F

ML FOOTBALL DELUXE
MOKKEY ISLAND 2
MONKEY ISLAND VGA
MOONBASE

MURDER

NASCAR CHALLENGE
NFL COACH'S CLUB

NFL FOOTBALL

NFL PRO LEAGUE FB "9
NFL PRO LEAGUE FB 92
NIGHTBREED

KO GREATER GLORY
NOVA 9 VGA

OBITUS

OIL'S WELL

OPERATION COMBAT
OUT OF THIS WORLD
PALADIN 2

PAPERBOY 2

PATRIOT

PERFECT GENERAL
PIRATES

PLANET'S EDGE
PLAYMAKER FOOTBALL
POLICE QUEST 1 - VGA
POLICE QUEST 3 - VGA
POLICE QUEST 4

FOOL OF RADIANCE
POOLS OF DARKNESS
FOPULOUS

POPULOUS 2

POWER HITS: MOVIES
POWER HITS: 5CI/FI
POWER HITS: SPORTS
POWERHITS: BATTLETEC
PUWERMONGER
PRINCE OF PERSIA
PRINCE OF PERSIA 2
PRIVATEER

PRO LEAGUE BASEBALL
PROPHECY 1

PROPHECY OF SHADOW
PROTOSTAR

PSYCHIC WAR

QUEST FOR GLORY 1-EGA
QUEST FOR GLORY 1-VGA
QUEST FOR GLORY 2-EGA
QUEST FOR GLORY3-VGA

SHADOW SORCERER
SHADOWGATE - WiN
EHADOWLANDS
SHERLOCK HOLMES -CD
SHUTTLE

SIEGE

SIEGE EXP.DOGS OF WAR
SIERRA ADV BUNDLE
SIERRA FAMILY FUN PK
SILENT SERVICE 2
SILPHEED

SIMCITY

SIMCITY GRAPHICS SET 1
SIM CITY GRAPHICS SET 2
SIM CITY TERRAIN EDIT
SIM ANT

SIM EARTH

SIM LIFE

SKATE OR DIE
SOLITAIRE'S JOURNEY
SORCERIAN

SPACE 1888

SPACE HULK

SPACE QUEST 1 - VGA
SPACE QUEST 2 - EGA
SPACE QUEST 3

SPACE QUEST 4 - VGA
SPACE QUEST & - VGA
SPACE OUEST BUNDLE
SPALE ROGLE
SPACEWARD HO!
SPEAR OF DESTINY
SPECIAL FORCES
SPECTRE
SPELLCASTING 100
SPELLCASTING 200
SPELLCASTING 301
SPELLCRAFT: ASPECT
SPELLIAMMER PIRATES
EPIRIT OF EXCALIBUR
STAR CONTROL

STAR CONTROL 2

STAR FLEET 2

STAR LEGIONS

STAR TREK 25TH ANNIV
STARFLIGHT 1
STARFLIGHT 2
STELLAR 7

STOAMOVIK &
STREET FIGHTER 2 e
STREET ROD 2 9
STRIKE ACES 13
STHIKE COMMANDER 28
STRIKE COMMANDER 5P 1
STUNT DRIVER 10
STUNT ISLAND 21
STUNTS 10
SUMMODNKING 1
SWORD OF ARAGON 13
SYNDICATE %
TANGLED TALES 1
TANK 13
TASK FORCE 1942 19
TEAM YANKEE ]
TEENAGE MNT ARCADE n
TEEMAGE MNT MANH MIS 1]
TEGEL'S MERCENARIES 13
TERMINATOR &2
TERMINATOR 2029 2]
TEST DRIVE 2 15
TEST DRIVE 3 19
TEST DRIVE 3. ROADACAR 9
THE PROPHECY 19
THEATHE OF WAR ]
THEIR FINEST HOUR 4
THEXDER 1 9
THUNDER HAWK ]
THUNDERSTRIKE 8
TIMES OF LORE "
TOM LANDRY FOOTBALL n
TONY LARUSSA B8 13
TONY LARUSSA ULT B8 &
TOP GUN DANGER ZONE 15
TORNADO 30
TRACON 10
TRACON 2 15
TREASURES SAVAGE FR 9
TRILOGY 10
THISTAN PINBALL 9
TUNNELS & TROLLS 1]
TWILIGHT 2000 - VGA 18
TYPHOOM OF STEEL 3
ULTIMA 4 - QUEST AVAT 15
LILTIMA 5§ WARRIORS DF 1
ULTIMA 6 FALSE PROPH 1
ULTIMA 7 BLACK GATE 2
ULTIMA 7 FORGE OF VIRT "
ULTIMA 7.5 SERPENT ISLE byl
ULTIMA 7.5 SILVER SE 16
ULTIMA TRILOGY 1 15
ULTIMA TRILOGY 2 %
ULTIMA UNDERWORLD 1 16
ULTIMA UNDERWORLD 2 @8
ULTRABOTS SANCTIONE a
ums 2 1]
UNCHARTED WATERS Fil
UNDER FIRE 8
UNLIMITED ADVENTURES a
UTOFA 1E}
WV VICTORY: UTAH BEACH 19
VEIL OF DARKNESS 25
VENGEAMCE OF EXCALIBR &
VIKING CHILD 16
VISIONS OF AFTERMATH 13
'WAR [N MIDDLE EARTH ]
WAR IN THE GULF 24
WAALORDS [
WARLORDS 2 3
16
WC 2 SPEC OPERATION 1 16
WC 2 SPEC DPERATION 2 15
WC 2 SPEECH PACK
WEC SECRET MISSION 1
WE SECAET MISSION 2
WECALTIMAG - €O
WEAVER BASEBALL 2
WEAVER COMMISIONERS
WEAVER MLBPA PLR 5T
WESTERN FRONT 5
WHEN TW0 WORLDS WA ]
WHERE [N WORLD CSD 8

WHERE IN WALD CS0-CD

AF T PP ES g TRl Tl

WING COMMANDER 1

WING COMMANDER 2

WING COMM ACADEMY

WIZARDY 4

WIZARDRY 5

WIZARDRY §-COSMIC FOR

WIZARDRY 7-CRUSADERS
WOLFENSTEIN 30

WOLFPACK

WONDERLAND

WOALD CIRCULIT u
WORLDS AT WAR ]
KWIKG pi]
X-WING B WING 13
X-WING IMPERIAL PURS 13
YEAGER'S AIR COMBAT [
Prices & availability subject to
change. Call Toll Free for current
titles and those not listed-we've
got lots more! Alf Used Games

are complete & virus free with
onginal box, documentation &
disks. All sales are final~dlefec-
tive games replaced with same
litie.  Free shipping (Regular
Ground) in the continental USA
on arders over $150.

wBuy &’
SELL
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the two Spanish armies must move into ltaly
and attempt to defeat Rome.

Since sea movement is dependent on ships
and the Carthaginian Empire lacks sufficient
tonnage to move its armies successfully, you
will generally rely on land movement. Racher
than selecting a final destination, you must
instead move armies from town to town,
Since the road from Hannibal’s inirial loca-
tion to lealy is littered with over 25 towns,
and since travel from one town to another can
rake several minutes, it becomes apparent
that Hannibalis not going to be a quick play.

Military movement, though, is only a small
portion of this simulation. Since an army
“travels on irs stomach,” the logistical details
of movement are also a player role, and you
must constantly buy rations for your troops
to assure thar morale remains at an acceptable
level. Why this could not be accomplished by
an automatic subroutine is unclear, What is
clear is that logistical operations have yer to
produce an interesting game, and Hannibal
illustrares chis fact all too well.

the documentation advise the player to take
“small cavalry detachments and send them
ahead of the main army.” They can be used
for scouting and preliminary negotiations.
Good advice, excepr that the game system
does not allow it! Attempting to create a pure
cavalry detachment apart from the
main army is fruitless, as the simu-
lation automatrically merges it back
into the larger formation. Only by
detaching both cavalry and infan-
try units can smaller armies be
made.

Since destinations are generally
dozens of ciries distant, the player
frequently falls into the trap of al-
lowing tactical expediency to over-
come strategic goals. You should
write notes of what you intend to
do with your forces, and refer to it
each turn. If objectives change, at
least your reaction will be a conscious one,
rather than simply getting lost in the point-
t0-point movement maze.

Each turn consists of one day,
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Fach new town brings an opportunity to
conquer or negotiate, basedupon the city’s
political alignment. Similarly, a tax rate may
be determined on a city-by-city basis if de-
sired. The rise of the bureaucracy goes back
to the first empires, yet Rome is popularly
considered 1o have developed the bureauc-
racy to an unparalleled level. In keeping with
its stated premise of historical simulation,
Hannibal allows you to play the burcaucrac
to the extreme. Unless you are engaged in
writing a thesis at the Wharton School of
Business, or unaccountably enthralled by
green eyeshades, this portion of the simula-
tion becomes repetitious, tiresome  and
dull—yer it is the basis for success.

Truth & Consequences For
The Commander
Military operations, while seemingly more
interesting, add little spark to counteract the

logistical redium. The “Hints and Tricks” of
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and whoever determined the scale
of time and movement was obvi-
ously enthralled with long periods
of tedium interspersed with short
military battles of equal tedium.
When armies collide, your level of
interaction consists of determining

i
i
> 1
i

istime |

a7 o= an offensive/defensive  posture,
gli'r‘l'“";“"q Reman, 0 | - “ . Ka £
Grtes) . then allowing the computer to re-

solve the situation.

While the documentation dis-
cusses the effects of the various
combar formartions, they are not
graphically portrayed. Instead, the
rwo armies are arrayed by infantry,
cavalry and elephants, with casualtics mount-
ing by tote board until one army wins or
flees—about as interesting as warching a keno
board or scanning groceries at the supermar-
ket. Since the player cannot ger information
on the formation the Romans have used in a
battle, any particular success or failure may
well be attributed to the gods.

Away from the front, you must assign rear
derachments ro assure continued political sta-
bility. Excess raxation will cause revolt and
loss of revenue, yer Roman allies will also
erow weary of paying for an expensive war.’
When a Roman ally revolts, you must con-
sider wherther it is useful to offer aid, with
your main criteria being location. A revolt by
a Roman ally roo far from Carthaginian in-
fluence will wither away; aid cannot reach it
in sufficient time. Should brew
within a  geographic area capable of
Carthaginian reinforcement, you must weigh

l['UUbIL'
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the consequences. Ignoring a plea for assis-
tance will simply render future revoles less
likely, while an intervention may take away
forces from the overall strategic goal. Only
repeated playings and balancing of actions
will give you a feel for optimal play.

T
S

2 ¥ il Ak T et

Victory is difficulr to achieve, as Hannibal
himsell discovered. Placating allies, bribing
potentially hostile cities, and hiring merce-
naries all contribute ro success. The problem
is that the game is so slow moving that you
yearn for an carly resolution, often caring less
whether Rome irself succeeds, just as long as
the game ends.

Hannibal himself may be considered the
Rommel or Napoleon of the Roman era.
Feared burt also admired by his opponents, his
mere presence on the battlefield was worth
thousands of troops. But this simulation ap-
parently lacks any sort of leader bonuses. In
effect, you wear so many hats that you portray
nor only Hannibal, but every leader of the
Carthaginian army. The role of the
Cathaginian war elephants is also obscured by
the game. Actually, the use of such weapons
of war were remarkably similar to chemical
warlare; initially devastating, the great beasts
became less and less effective, and in fact more
of a hindrance, as the enemy learned how to
counter them. Such lessons are hidden within
the scale of the game, and cannot be learned
except through the historical background
portion of the documentation,

While Microleague deserves some credit
for publishing a historical simulation of an-
cient warfare, the company needs to learn
from this experience and provide more inter-
esting products in the future. As it stands,
Hannibal Lecror would prove a more enter-
taining houseguest than Hannibal. Designer
Sid Meier has stated on numerous occasions
that he emphasizes the “fun parts” of a simu-
lation and throws our the rest. MicroLeague
could learn a lot from Sid’s success. cew
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The Marketplace

For Marketing & Advertising
Information Call
Marci Yamaguchi at

714-283-3000 x37.

Games Too Expensive? |

Consider Pre-owned Software

Save big 558 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

IS for comnlete liat: 304-529-7050

Circle Reader Service #45

FREE Software!
FREE Hardware!

Become a Beta Tester! [t's easy! Companies
can't aflord to pay employees to play games all
day in search ol programming errors. They need

vou to test their newest games and hardware.

You can keep what you test Free! Fora
complete information package on becoming a
Beta Tester send $9.95 + $3.95 S/H to:

I. CCB Enterprises
==

PO Box 336

Saint Marys, GA

JI558
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Circle Reader Service #120

Encapsulated Computing Enviroment.
An affordable virtual reality system for your
home computer. Enhances the realism of
games & simulators. Why do your comput-
ing at a desk when you can relax inside the
comfortable cockpit of your own Cyhership?
Inexpensive. Easy to build. Fun to use. For
detailed plans & instructions that include
provisions for a built-in stereo system, and
controllers send $26.95 to:

runes, $39.95.

MasterCard/Visa
1-800-545-6172
(alter § p.m.)
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MERLIN . . . an apprenticeship, $29.95.
PHOENIX FIRE . . . high-lech Quija Board, $39.95.

MAGIC MOUNTAIN ... weird adventure, male and female
versions, not for children, $39.95.

BBS 508-548-2908 w HELP 508-457-0738
24 HOUR FAX 508-457-4558

Our BBS is back - 24 HOUR Electronic On-Line
Shopping is available. * Download our complete
new & used Software, Tabletop & Sports Apparel
Calalogs, updated daily with new products. ® On-
Line Ordering 24 Hours e One of the largest used
software listing available today. Have us sell your
used software on consignment.
Rabert Berry, Proprigtor
21 PLEASANT VIEW AVENUE = FALMOUTH, MA 02540

Circle Readler Service #50)

“Powerful programs of growth and adventure”

MAGIC MIRROR I ... a toolbox for your mind. E. Kinnie, PhD.,
Clinical Psychologist, $39.95.

MAGIC MIRROR 11 ... experiences for your mind, $39.95.
THREE GATES . .. skryeing, awareness shifting, | Ching and

7

i
[
|
i
i

Blue Valley, 28 Shepard SL., Wallon, NY 13856
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Introducing the Cybershipm™

Cyhership Systems
P.O. Box 166
Cottage Grove, MN 55016 (612) 768-0326

Circle Reader Service #59

EXCITING GAME CLOSEOUTS

BRAND NEW GAMES NEVER USED
HOLE PLAYING AND SUPER STRATAGY GAMES
ALL FIRST QUALITY

I0M SELECTIONS

*MAGIC CANDLE I11 #5TAR LEGIONS *MERCENARIES
*AMBUSH AT SORTHNOR *MAGIC CANDLE 11

GAMES ABOVE ARE AVAILABLE IN 1 1/2 OR 5 1/4

AMIGA SELECTIONS

RULES OF ENGAGEMENT
PRICING: 5 15.00 EACH + § 3.99 S&aH
CA. RESIDENTS ADD SALES TAX

SEND CHECK TO: THE MERIT GROUP

OR 2341 WEST 205TH ST #104
COn ORDERS TORRANCE, CA 90501
WELCOME {310} 328-9664

Circle Reader Service #87

May 1994

MIDNIGHT GAMES

FINEST IN INTERACTIVE ENTERTAINMENT
SINCE 1984

LEGENDS
A RICHLY DETAILED AND
REALISTIC COMPUTER
MODERATED PLAY-BY-MAIL
GAME SIMULATION COMBINING
THE FINEST ELEMENTS OF
FANTASY ROLE-PLAYING
AND EMPIRE BUILDING!
RULES BOOKS - $15.00
CAMPAIGN MODULE - $15.00
(INCLUDES SET-UP AND MAP)

MIDNIGHT GAMES
PO BOX 280 DEPT G
MEDFORD OR 97501-0019
BBS# 503-857-8537
PHONE# 503-772-7872
FAX# 503-772-0636
COMPUSERVE# 71241,455

GIVE OUR MULTI-LINE BBS A
CALL AND CHECK OUT THE
LATEST IN WINDOWS AND
05/2 SHAREWARE, OR VISIT
OUR GAMING SECTIONI

PRIPER Bl BN

“The Informative PBM Magazine"

Do you know what PBM (Play-By-Mail)
gaming is? If you don't, we can help you
explore the world of PBM gaming. Paper
Mayhem has been leading the way for
over 10 years by informing people about
PBM gaming. Articles, reviews, biograph-
ies and more 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 SUBSCRIPTIONS: 1 year Canada $31.00;
1 year to Europe $51.000 1 year to Australia $57.00.
All Subscriptions lo PAPER MAYHEM are to be paid
in US furds and drawn from US banks. Foreign sub-
scriptions are asked to use International Money
Order in US funds.

Circle Reader Service #92

Circle Reader Service #101
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36
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39
40
41
42
43
44
45
46
47
48
49
50
51
52
54
56
55
57
58
59
60

61
63
64
65
67
68
69

70
71

Company

21st Century
Entertainment

Access Software

Advanced Console
Technologies

ADVERTISERS’ INDEX BY

Phone Number

(716) 872-1200

(800) 800-4880
(708) 706-6720

Advanced Digital Systems (800) 888-5244

Advanced Gravis
Aesir Software

Aldea Labs

Apogee Software
Avalon Hill

Bare Bones Software
Baseline Publishing
Bethesda Softworks
Blue Valley
Broderbund Software
Cape Cod Connection
Capstone Software
CCB Enterprise
Chips & Bits
Computer Express
Computer Express
Creative Labs

Crystal Dynamics, Inc
Cyber Ship Systems

DeVuono DeVuono
Games

Direct Way 3000
Dongleware

Epic Mega Games
Falcon Northwest
FormGen Corporation

G.E. Information Systems

Gamer's Gold

Gosselin Computer
Consultants

HPS Simulations
Id Software

72, 73 Imagitec Design,Inc.

74
122
76
75
77
78
79
123
124
80
81
83
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Imagitec Design, Inc.
Imagitec Design, Inc.

Impressions Software Inc

(604) 431-5020
(908) 238-1934
(214) 235-4999
(800) gam-e123
(800) 999-3222
(800) 638-1123
(800) 926-9677
(800) 677-0700
(800) 545-6172
(800) 521-6263
(508) 548-2908
(800) 468-7226
(508) 548-2908
(800) 699-4263
(800) 228-7449
(800) 228-7449
(800) 998-5227
(415) 473-3434
(612) 768-0326
(B0O0) 350-5550

(800) 882-8108
(617) 497-1130
(800) 972-7434
(800) 258-6778
(800) 263-2390
(800) 638-8369
(800) 337-8578
(313) 229-2453

(408) 554-8381
(800) 661-7383
(800) 775-4200
(800) 775-4200
(800) 775-4200
(617) 225-0848

Impressions Software Inc. (617) 225-0848
Impressions Software Inc. (617) 225-0848

Innerprise Software
Intellimedia Sports
Interplay

Interplay

Keyboard Commander

Koei
Logitech

(800) 937-7737
(800) 886-4956
(714) 553-6678
(714) 553-6678
(800) 228-7449
(415) 348-0500
(800) 889-0051

104-105
115

119
128-129
164

150

113

51

169

121

39

169
100-101
169

123

169
78-87
116-117
142-145
37
24-25
169

71

150

163

11

63
Cover 2
9

167

164

141
Cover 3
65

125
107

55

57

59

149

58
109-111
33

114

151
52-53

RS# Company Phone Number Page
82  Logitech (800) 889-0051 89
84  Mallard Software (800) web-feet 77
85 Media Vision Software (800) 845-5870 29
86  Megatech (310) 539-7739 179
87  Merit Group (310) 328-9664 169
88  Merit Software (800) 238-4277 153
89  Micro Sports, Inc. (800) 937-7737 155
126 Microforum (800) 465-2323 136-137
90  MicroProse (800) 879-play 40-41
91 MicroProse (800) 879-play 21
* Microsoft (800) 426-9400 48-49
g2  Midnight Game (508) 772-7872 169
93  Mission Control (800) 999-7995 172-173
94  Multimedia Specialist (800) 233-0010 175
95  National Videotex Network (800) 336-9096 159
96  Nawu Triad Institute (904) 494-3165 106
97 Nova Lagic (818) 774-0812 17
98  Nova Logic (818) 774-0812 19
99  Origin Systems (800) 756- B766 31
100 Origin Systems (800) 756-8766 Cover 4
101 Paper Mayhem 1 169
102  Paramount Interactive (415) 813-8040 99
121 Paramount Interactive (415) 813-8040 97
103 Quantum Quality Products (808) 788-2799 134
104 Quantum Quality Products (908) 788-2799 135
105 Quarterdeck (800) 888-4880 127
106 Realism Entertainment (708) 595-7487 147
119 REM Software (313) 457-1161 162
§ Sega of America (800) 872-7342 7
107 Sideline Software (800) 888-9273 162
108 Sierra Direct (800) 795-5979 95
110  Sierra Dynamics (800) 757-7707 27
109 Sierra Dynamics (800) 757-7707 3
111 Sierra On-Line (800) 757-7707 4-5
128 Sigma Design (800) 845-8086 103
112  SlIG (510) 657-8688 133
113  Simulations Systems (800) 647-7623 56
114  Software Toolworks (800) 234-3088 74-75
115  Spectrum Electronics (800) 983-4321 106
116 Spectrum HoloByte (800) 695-game 90-91
132 Strategic Simulations, Inc. (800) 245-4525 161
130 Strategic Simulations, Inc. (800) 245-4525 47
131  Strategic Simulations, Inc. (800) 245-4525 157
133  Strategic Simulations, Inc. (800) 245-4525 165
129 Strategic Simulations, Inc. (800) 245-4525 45
120 Thinking Software, Inc. (718) 803-3638 169
117  Titan Games (800) 247-5447 131
118 Virgin Games (714) 833-1999 35

** See advertisement for contact information.
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ADVERTISERS’ INDEX BY

_PRODUCT .

90 1942 Pacific Air War
110 Aces Over Europe
38  Action Replay

70  Aide De Camp

132 Al-Qadim

47  Arena

117  Armed and Dangerous
46  Axis

109 Battle Drome

118 Beneath A Steel Sky
42 Best Girlfriend

75  Breach 3

103 Bridge Olympiad

98  Comanche CD
51  Corridor 7

79  Cowboy Casino
83 Cyberman

76 D - Day: The Beginnin
of tge End J 2

74  Daemonsgate
130 Dark Legions

65 Disciples of Steel
71 DOOM

86 Dragon Knight 111

50  Electronic Shopping
Mall BBS

115  Entertainment Hardware
and Software
Epic Pinball
73 Evolution (DPS)
91 F-14

40 F Means Fake

80 Falcon & MIG
Commander Utilities

116 Falcon 3.0
64 Falcon Mach V
* Flight Simulator

105 Game Pack

39  Game Zapper

r Genesis Shadow Run

67  GEnie Multi-player
Games

48 Growth and Adventure
Software

60  Hollywood Mogul

88 Isle of the Dead

102 Jump Raven

106  Kingdoms of Germany
84  Las Vegas Scenery
92  Legends

77 Lords of the Realm
121 Lunicus

59 Mail Order Products

56 Mail Order Edutainment
Software
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Company Page

Microprose 40-41

Sierra Dynamics 27

Advanced Console 115
Technologies

HPS Simulations 141

Strategic Simulations, Inc. 161

Bethesda Softworks 39
Titan Games 131
Baseline Publishing 121
Sierra Dynamics 3
Virgin Games 35
Aldea Labs 150
Impressions Software Inc. 57
Quantum Quality 134
Products
Nova Logic 18
Capstone Software 123
Intellimedia Sports 58
Logitech 52-53

Impressions Software Inc 55

Imagitec Design, Inc. 125
Strategic Simulations, Inc. 47

FormGen Corporation 2
Id Software 187
Megatech 179
Cape Cod Connection 169
Spectrum Electronics 106
Epic Mega Games 11
Imagitec Design, Inc. 65
MicroProse 21
Advanced Gravis 128-129
Keyboard Commander 114
Corp.
Spectrum HoloByte 90-91
Falcon Northwest 63
Microsoft 48-49
Quarterdeck 127
Advanced Digital 119
Systems
Sega of America 7

G.E. Information Systems 9

Blue Valley 169
DeVuono DeVuono 71
Games
Merit Software 153
Paramount Interactive 99
Realism Entertainment 147
Mallard Software 77
Midnight Game 169

Impressions Software Inc. 59
Paramount Interactive 97
Cyber Ship Systems 169
Computer Express 116 =117

RS# Product Company Page
87  Mail Order Games Merit Group 169
61 Mail Order Peripherals Direct Way 3000 150
107  Mail Order Producis Sideline Software 162
120  Mail Order Products Thinking Software, Inc. 169
52 Mail Order Products CCB Enterprise 169
54 Mail Order Products Chips & Bits 78-87
55 Malil Order Products Computer Express  142-145
69  Mail Order Products Gosselin Computer 164
Consultants
93 Mail Order Products Mission Control 172-173
94 Mail Order Products Multimedia Specialist 175
68  Mail Order Software Gamer's Gold 167
114 Mega Race Software Toolworks 74-75
126  Microforum Family Microforum 136-137
of Products
49 Myst Broderbund 100-101
95 NVN National Videotex 159
Network
44 Operation Crusader Avalon Hill 51
104  Origamo Quantum Quality 135
Products
111 Outpost Sierra On-Line 4-5
63  Oxyd Magnum Dongleware 163
101 PBM Magazine Paper Mayhem 169
35 Pinball Fantasies 21st Century 177
Entertainment
45 Pre-owned Software Bare Bones Software 169
89 Pro League Baseball Micro Sports, Inc. 155
78 Pro Tennis Cup Innerprise Software 149
122 Raiden Imagitec Design, Inc. 107
43 Raptor Apogee Software 113
131 Ravenloft Strategic Simulations, Inc. 157
128 Reel Magic Lite Sigma Design 103
85  Road Scholar AD Media Vision Software 29
81 Romance of the Koei 151
Three Kingdoms Il
133 Serf City Strategic Simulations, Inc. 165
123 SimCity CD Interplay 109, 111
124  Star Trek: Judgment Rites Interplay 33
57, Sound Blaster 16 Creative Labs 37
82 Soundman Wave Logitech 89
108  Sprint Sierra Direct 95
99 System Shock Origin Systems 31
129 Tanks Strategic Simulations, Inc. 45
58  The Horde Crystal Dynamics, Inc  24-25
119  The Infinity Machine REM Software 162
96  Triad Campaign System Nawu Triad Institute 106
112 TV Game Plus SIG 133
36 Under A Killing Moon Access Software 104-105
113 Universal Cockpit Simulations Systems 56
and Joystick
41 Windows To DOS Aesir Software 164
Conversion
100  Wings of Glory Origin Systems 188
97 Wolfpack CD Nova Logic 17

* No Reader Service Number. Please call advertiser for more
information.
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Call 800.999.7995

FREE SHIPPING!

ON ALL U.S. ORDERS OVER $50. VIA UPS GROUND WITH COUPON.
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McADDAM'S

FAMILY
i By Digital
Playground

A Over 75 minures of full
] 0TION video s over 40
Bl high resolution hor pho-
. Explore the gorgeons
3D amily nuagsion and
mrerac with Horoen and
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D ROMS49.

The

vour there!

SIZZLE
By Sweet Dreams

Make your own Screen
Saver and create wall
paper. DOS or WIN-
DOWS comparible. We g
knew you were sick and |9
tired of cumbersome,
troublesome viewers that
were \Upi‘l‘\c{] 1 E“' l’.'l.‘-l\' .
1o us. Say Good Night to the viewers of the past! Try
Sizele Now ! CDROM $ 9.

NEW MACHINE PRESENTS!

When is n dream
?

ChROM $69.

ORUTSUKIDOJI

CDhROM $49.

Spring Sale!

SOFTWARE
ATAC 24
AutoMap Windows 29
BatleChess 4000 24

Buzz Aldrin Race 29

Cash Biz 9
Dragon's Lair 3 29
F-18 Hornet 24
F-15 Strike Eagle3 34
Leather Goddess 19
Lemmings 2 29
Rex Nebular 19

San Fransisco Scen 29

Dr. Quandary 24

CD ROM
Bible Library 3
Learn Fly Fishing 29
Mystique of Oriemt 39
\Ving Commander &
Ultima © Bundle 9

ACCESSORIES
Mouse Mat 5
Omega Joystick 9
Surge Protector EMI 9

Cleaning & Vaccuum
Kit by Suncom 19

SUPER MODELS GO WILD!

il

/4

fascinating interactive
video game of chance. You
score the points and'a host
of megastars will pay off in
exciting visuals that will
leave you breathless! Round
and Round you go, risking
it all for a host of sizzling
beauties.

ey = SOFTWARE VAULT

COLLE v GAMES COLLECTION

B Unscal this Lacest colleenion
l!'I ||Il' illl”l'\l :_".lllln'\ i |i|\
marker today! Contains
games of all types. Arcade
‘I_".lll'll'\. Wit '::.lllll'\. I]i:'_l“ '\ill"
||1.|IUI.\. \.t\i|1ll ;_;.Illh"-. .IL[\LH'
ture games, puzzles and
much, much more! Months
=< of entertamment, hundreds
nI':_,. mes packed onone CD ROM. €D ROM $34.
Also Available:
Software Vaule: Windows Collection
.\1:1.[\\.1[1' \',!ll|l. ( iul\] { u”ullnl]

$34. each or 3 for $89.

3-D DARLINGS

Hundreds of 3-Dimensional
images of 10 top glamour
models, each posing sensu-
asly in hiking and ]in:_:rria'
with various backgrounds, |
With our user-friendly pro- (N
gram ment, you can choose
a specific model. read all |
about her saavisdcs, ahemare 8
between 2D and 3D images with a simple click of a key.

CDROM $44.

Also Available: 3-D DreamGirlds 844,
“II_\' Both and Save! §79.

CALL US AND USE YOUR MC. VISA OR DISCOVER « 800-999-7995



I 1BM DISK GAMES

Aces of the Deep
Aces Over Europe.
Across the Rhine...
AD&D Al Qadim Genie's Gursc 45
AD&D Dungeon Hack.. 3
AD&D Fantasy Empire
AD&D Ravenloft.....
Air Warrior ...
All-American Coliege Football -1{=
Mone in the Dark 37

Armored Fist ...
Axis The GameCheater
Beat the House ...
Betrayal at Krondor .

BioForge........ 48
Blood Net 43
Blondstone ...

Brix

Buzz Aldrin's Race Space
Caesar ...

Carriers at War ..
Champions ...
ChessMaster 4000 Windows...
Clash of Steel
Cobra Mission ..
Comanche Bundie.....
Comanche Mission Disk 2 .
Companions of Xanth
Cyber GO.......
Cyber Race...
Daemonsgate ...
Dark Legions
Dark Sun Shattered Lands ....
DeltaV

Dominion...
Doom Shareware...
Dragon Knight 3
Dragon Knighl 3 Upgrade
Dr‘adon s Lair 3 5.95....
EaJe Eye Mysteries London..
East Coast Voyage Disk........
Eight Ball Deluxe.........,
Elder Scrolls The Arena..
Empire Deluxe Windows..
Eric the Unready e
Eye of Behalder 1,2,3 Bun g0
F-18 Hornet
Falcon 3.0
Falcon 3.0
Fatty Bear Blr‘ihday
Fally Bear's Fun Pack
Hashback
Fleet Defeni
Flight Light. ...
Flight Light Plus.
Flight Screen Sa
Flight Sim Toolkit Wi
Gabriel Knight....
Gary Grigshy's W
Great Naval Battles 2.

Harpoon 2 £2 WESTPAC 3

Harpoon 2 Scenario Editor....30
High Command ....... el

House of Fortunes .
Inca2
Incredible Toons
IndyCar Racing .
Isle of the Dead.......
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AD&D Al Qadim Genig's ......... Gabriel Knight ... o] Rebel Assault ... A4
AD&D Dungeon Hack Clobal EXPIOTER vuvmerressesseres Return to Zork .69
AD&D Fantasy Emplres ... Great Naval Batlles 2 ... 45  Scrabble Deluxe .... f Ty 1 —— 44
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Arthur's Teacher Trouble . 4n Intarplmr's Classic Guller:t... 4? Softwara Vault: Games ......34  Bikinl Beach ......... w4
Backroad RACER wuuummmrmsrenee 35  Introto Wordparfect 5.2 Softwara Vault: Gold .34 Hodal:luus Beautles . ....44
Battlechess Enhanced ......28  1ron HellX . 82 Softwara Vault: Platinum ....34  B. BADES 2 .veevissessnmrenss L GIR T 1\ — 58
Blble LIBrary s wenmndd  JUSt Grandma and Ma .57 Softwara Vault: Windows ....34  Qirls urJ Staphan Hicks Il ... 29 Aslan Girls ... B9
Blood Net .. .50  Labyrinth of Time ... 52  Star Trak 25th 60
Comanche .62 landsof Lore... 43 Stroat Atlas USA .. ﬂﬂ
Consplracy ... .43 Lawnmower Man ... 43 Strike Commander ... (o
Critical Path .52 Learn Fly Fishing ... .37 The Journeyman Project .. .47 More Northern Delights .....44
Daemonsgate . .04  Lord of the Rings ... 4T TheTortolse & The Hare ....40  Northern o1 - — .
Dark LEZIONS vuvvicosssusssrsssrissssss 35 LostinTime ... 45 Tony LARUSSE 2 .vevvreevsssies metllBIZZIB T irverrinmerriee e
Dark Sun Shattered Lands .64 Mad Dog McCree 42 Ultima Underworld 1&2 .....59  Southern Beautles ............44 fi oy
11Ty T, e Man Enough ...... 50  Ultima Under/Wing Comm2 60  Sweet Dreams The Stills...... Insatiable Rom.........
Dracula Unleashed .. Mayo Clinig ... 43 UnderaKilling Moo .8 Tropical GIPlS vuummeserusmees Kama Sutra ...
Dragon’s Lalr .. Mayo Clinic Total Heart w40  USA East/West/ATP ... .82 Venus Mode) Search 83/84 .44  Legendsof Prnll ...
L MM 2 Day of Tentacla ... 45 Where USA Carmen DIX ......55  Women on Wheels .........44  Mystique of Orlent
Erlc the Unready Myst 52 Whera World Carman DI ....38 New Wave Hookers
European Racer's 0regon Trall usemscssns 40  WingCommander2Dix ....3¢ M INTERAGTIVE Pinch of Pepper ...
Eye of Beholder 1,23 .. Peter Pan Story Painting ....30  Wing Commander Dix Princess of Parsia
F15 Strike Eagle 3 ..... PhoneDlsc Resldential USA .59 WOIPACK wuvwuesssmsssesssens el MOVIB AIMANAC wovorsssicnissenin 99 Racquel Released .
Fate of Atlantis ........ Putt Putt Goes to the Moon A7~ World Clrcult Grand Prix ....45  Sampler Thae Barlow Affalr ...
Fatty Bear Birthday Sur'prlsuﬁ Putt Putt Jolns Parade ...... 39 World of Xeen .. A7 Adventures Seymore Btis .....89 Tracl | Love You .
Flight Light PIUS ....ococsieees 82  Putt Putt’s Fun Pack ...........39 Bttman’s Euro VAcation .....8  WIEKED .
Jeopardy Alex Powerboating Simulator IIl...49  Victory Pak
iur‘asslc PaEk i Er]nne of Persia 2 45 ﬁarlor‘ds? =
asparov's Gambit. rivateer ............. : ashington Scenery
King Maker ......... Privateer Righteous Fir 25 WC2& Speech Pak...... F R E E S H I P P' N G
Eing's uest 6 ;r‘JUfleer S;I):eech F;ack.. 22 WC 2 Special Ops 142 . ﬂ All US Ord 0 via UPS @ d
ing's Ransom ro League Football............37 West Coast Voyage Disk .........3
Eng:js Tablef.(.; ...... ;utt ;u{'{ Enes t?l th;e Mngn....;g Elmn THth '.'.'Gorms '-\leu}r ........ E:f | n rders over ss a roun
ingdoms of Germany . utt Putt Joins the Parade .... here armen Deluxe Ed 47 |
Lands of Lore ........ Putl Putt’s Fun Pack .25 Where World Carmen Deluxe .48 Simply send in coupon with your order!
teasuaeKSull L;?r? E guar}e[rpcg:: ..... i wing Gulnérlnander Academy gg
egend Kyrandia 2 Hand Fa e uest for Glory 4 ... ings of Glory.....
LINKS 386 PPO ..o Ralr R0 TS Coon DA i A5 Wty Triﬁy 5. 31 Offer expires 05/30/94
Links Course Banff Springs .. 22 Real Weather PIloL.......mweusseee: 21 WW Il Ballles of South Pacific 37

Links Course Cour-se Dlsks ..... 22 Return to Zork 47 X-Wing 42
Lost in Time.... weeenseenennedl  ROMANCE 3 Kingdoms l.......... 42 X-Wing MD1 lrnpel jal Pursuil, 22
Lucky's Glggu}n :E :n;nn 5 ; 32 X-Wing MD 2 BWIng.....cmrssnme 22
Master of Orion .. el RUlRS of Engagement 2 ...........

Meadowlark Bridge Windows .52 ~ Sailing Simulator N1VGA -...40 Wl JOYSTIDKS

Mech Warrior 2 Data Disk 1...22  Sam & Max Hit Tha Road.......37

MechWarrior 2 San Francisco Scenery Disk..32  ACM Game Card

Metal and Lace ...

Microsoft Flight Sim 5.0
MM 2 Day of Tenlacle ..
More Incredible Machi
Mortal Kombat....
New York Scenery
NFL Goaches Club Foot
NHL Hockey '94....
Operation Crusad
Origin FX Sereen Saver 5.25 .
Pacific Strike... H
Pacific Strike Speech Pack.. 22
Pacific Theatre of Operations42
Paris Scenery DisK...mmusmmndd
Perfect General Bundle 3
Peter Pan Story Painting
Pinball Dreams....
Pirates Gold ...
Police Quest 4

Methods of Payment
We accept Visa, MG, Discover Gard & Money
orders. Personal cheoks allow 14 days to
clear. School, State & Gity purchase orders

Shipping
UPS Ground ($5 minimum)/UPS Blue (87
minimum); APO & FPO ( $7 minimum);

accepted.

Overseas minimum $30 shipping (pleasa fax
orders) Send money orders or checks to:

MISSION CONTROL
356 Blenwood Avenue
Dept. CEW0594
East Orange, NJ 07017

Overseas & Military Orders given special attetion!

Scenery Enhancement Editor 27
Scooter's Magic Castle 3

Scrabble Deluxe Window:
Seal Team ....
Shadowcaste
Siege Walls of R
Sim Gily 2000
Sim Farm.
Simon the
Slater & Charlie G
Space Hulk ..
SSN-21 Seawo
Star Reach...
Star Trek Judgement
Star Trek Next Generation.
Star Wars Chess ...
Stonekeep ...
Street Fighter Il ........ 3

Strike Command Misslon 1......22
Strike Commander Speech ....20
Strip Poker Disk 1thru 8 eachED
Strip Poker Professional ... 34
Stronghold .......

Sub Wars 2050.. 53
SVGA Harrier 52
Syndicate 1
Syndicate American Revolt.....25

T2 Arcade GAME wuvcmcuscuseimsien 3
Take a Break Pinball Wndow532
Terminator Rampage.. .43
The Blue and The Gray
The Dig.........

The Great War 1914-18 ..
The Merchant Prince.
Third Reich...
Tie Fighter....
Ultima 7: The Serpent Isle ..
Ultima VIl Silver Seed
Ultima VIl Pagan........
Uitima VIl Speech Pack..
Unlimited Adventures ...
Unnecessary Roughness
UUSA East Scenery Disk ............
V Victory 4: Gold Juno Sword -13
Victory at Sea 45

3 Flight Control Pro ..

Analog Plus .........

Flight Control System .
Flight Control Yoke
Flight Stick.
Flight Stick
Formula T1.
G Force Yoke .
Gameport I A
Mach | ...
PG Comn
Rudder Pedals ...
Virtual Pilot ....
Weapons Cont

I SOUNDCARDS

Ad Lib Gold 1000....couuumssssssessss T8
Digital Edge CD ROM Kit.........695
Discovery CD 16 bit Internal 585

i

Edutainment 16 Internal........
Pro Audio Spectrum 16
Sound Blaster 16.........
Sound Blaster 16 ASP ..
Sound Blaster Deluxe.. o i
Sound Blaster Pro Deluxe......12
Sound Blaster Pro MCA.........

2 Sound Galaxy NX Pro 16.........
.59

Sound Machine Sound Kit
Soundman 16
UllraSound.....
Voice Blaster...
Wave Blaster.......

I ACCESSORIES

Art of the Kill

€D Rom Caddle ... g
CyberMan........ )
Gameblaster.. 115

Koss HD/4 Speakers
Notehook Gameport....
Sound Blaster Speakers.........
Supra V32 Int. Fax Modem.....169

Get the faets via FaxBack...

Call 201.676.7454 from your fax
machine. Receive information on new

releases, Adult CD rom,
specials, and more.

24 HOURS A DAY « 7 DAYS A WEEK

Our New Mission Control Communique is here!

Order our color catalogue filled
with New items,
GD Rom, Adult CD

Rom, Discount

Goupons, Complete
Listings and more!
FREE with your order,
otherwise send $2.00.

(Outside of

U and Canada send

$.00)
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A PEEK

A quick look at titles
now appearing on
a store shelf near you.

7th Level, Inc.

P.0O. Box 832190
Richardson, TX 75083-2190
(214) 437-4858

TUNELAND: Howie Mandel provides the
voice for Litle Howie, an animated bear in
TuiteLand, 7th Level's [irst release. This inter-
active cartoon environment for children ages
3 and up could easily be described as a Living
Songbook. Tuneland uses traditional anima-
tion techniques and a lot of creative humor to
teach the same kinds of songs and rhymes
children would normally have to learn from
Barney. IBM CD-ROM with Windows
(849.95). Circle Reader Service #1.

Colorado Spectrum

748 Whalers Way, E-201
Fort Collins, CO 80525
(303) 225-6929

FEATURE PRESENTATION: FLIGHT:
1U’s a screen saver. No, it’s a sound savor, All
right, it's a screen saver thar features sterco
sounds. Feature Presentation: Flight includes
over 40 aircraft images and 15 authentic ste-
reo sounds of your favorite warbirds flying
across your desktop from one speaker to the
other. Aircraft aficionados can gaze at historic
warplanes from the Fokker Dr 1 Triplane
through the F-14 Tomcat. Each image can be
wasily converted to Windows wa||p'.1|‘lcr‘ while
sound files can replace your regular system
sounds. Another part of the package offers a
visual aircraft reference containing vital statis-
tics on each craft, and an air events calendar
for cthe US available by aircraft category and
region. If you're into aviation, this Windows
enhancer will pur some lift into your work-
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U-Boat

WHAT I5 THE POCKET?

Jeopardy! Sports Edition

space. IBM with Windows ($39.95). Circle
Reader Service #2.,

Deadly Games

275 Community Drive
Great Neck, NY 11021
(516) 482-4000

U-BOAT: Hey, is arta U-boar? Before you
answer, know that Rene Vidmer (a founding
partner of the board wargame company SPI)
has added another “simulation for the rest of
us” ro his stable thar already includes M-4and
Bomber. This time, you are the commander of
a Type VII U-boat at the outbreak of World
War L. The target pickings are initially ripe,
but you must develop skills over the course of
a campaign to deal with ever improving Allied
ASW measures. Vidmer's U-boat is rich in
visual and aural atmosphere (the box even
includes a ser of headphones), contributing o
the “you are there” feeling of this easily
learned and addictive little game. Macintosh
(£59.95). Circle Reader Service #3.

Electronic Arts

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

SEAWOLF: After being in dry-dock for so
long, the anticipated sequel to Electronic
Arts’ 688 Attack Sub has surfaced with some
major changes. As the guiding spirit of a U-
boat crew, you must manage weapons, sonar,
navigation and communications, while kecp-
ing the overall picture of the engagement in
mind. The familiar modif of individual sta-
tions is gone, replaced by small menus with
pictures of the appropriate crew member. The
game also features two-player games over a
NetBIOS-compatible network. If you have a
stereo sound card, you'll be treated to a dy-
namic underwater universe of sound, particu-
larly in the sonar suire. Since both John
Ratcliff and John Miles (providers of the ma-
jority of third party sound drivers on the
marker) were involved in the programming of
Seawolf, you would be hard pressed to find an
unsupported sound card. Certain hard-core
simulation features have been left out to en-
hance overall playability, but the state-ol=the-
art graphics, tremendous music by the Fat
Man, and mind blowing sound cffecrs all
combine to lock this product dead on-targer.
IBM ($69.95). Circle Reader Service #4.

Gametek, Inc.

2999 N.E. 191st Street, Suite 500
North Miami Beach, Florida 33180
(305) 935-3995

JEOPARDY! SPORTS EDITION: Wel-
come, game show fans! The MVP of Merv

Computer Gaming World



Multimedia Speciali

1-800-233-0010

Tech Support: (608) 233-8832

P.0. Box 55164
Madison, WI 53705-8964
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-
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MEDIA VISION

Pro 16 CD 111
The ultinate multimedia
upgrade kit!  Features

the new triple speed

NEC 3xi and the Pro Audio Spectrum 16, Includes
Compton's Interactive Encyclopedia for Windows,
B17 Flying Fortress, Greens and Railroad Tycoon.

$799

Visa & Master Card welcomed!

Hours: M-F 9am - 6pm
Sat. 9am - 1pm CST

F F
CREATIVE LABE, INC. MultiSpin 3Xi (18535 Double Speed CDROM drive 3 :
A g 5 P 3
SB Edutainment CD 16 DM3028 Double Speed Plus CDROM drive
T Power users, this is  your p—— ,
Unlack your CD-ROM drive! Lightning fast e : e Rl predomiice. SEe
:i1| :\rlﬂ:}tl‘f:‘: internal triple speed drive with ol i SR demanding ‘ nl:l‘l'li::n:lill‘;? l}'il;:r
Cliil'll]"l'l.th-. ]‘.}5'.11\: i |"|”,c o s With an aceess time of 250ms, cations  such as  animation,
sive  16-bit e H'mf Lﬂrir.a;]. '“,‘,‘ f 5 .um;!-“.lftr?l'}.. and a double speed data transfer graphics, 3-D modelling and full
fkit. Features o large I|I|r iy ol OW JEoUb B0, GRS rate of 300KB/sec and a 256KB muotion  video, It features &
sniertainment titles as well as MU Javel 3 spesifiantions. md buffer, the CDS-535 is one of 240ms access time, a OIKB
‘("D il i s is PhotoCD Multisession, and the fastest drives around! PC buffer and a 335KB/sec transfer
UL AUCIDCOMPONENS QuickTime compliant. Switch- Masgazine Editor's Chuice! sl i i
:;:lldv u double !.[)I!L‘d CD-ROM able SCS1-1/SCS1-2 interfuce., agas = o . rate,
e
$459 $448 $315

MULTIMEDIA HARDWARE

Reveal MMDOA Int, kit 455  NEC Multispin 3Xi internal 448 Sound Blaoster 16 Basic

MM UPGRADE KITS Reveal MMDOS Ind. kit 545 NEC Multispin 3Xe external 543 SOUND CARDS Sound Blaster Pro Dix 99
Discovery CD 8 339 Reveal DC101 Bus, Pk 256 MEC Mulfispin 3Xp portable 418 Audio Magicion Plus 55 sound Blaster Dix 59
Discovery CD 16 405 peveal DC102 Edu. Pk 256 NEC Multispin 4X Pro (NEW) 919 Aztech Sound Galaxy BXIl 55 ASp Option 52
Edutainment CD 16 459 Reveal DC103 Ent. Pk 269  Plextor DM3028 internal 259 Azlech Sound Galaxy Basic 16 116 wave Blaster Option 177
Digital Ecige CD 629 Plextor DM3028 int, w/kit 319 Azlech Sound Galaxy Pro 16 143 Mayi Wavetable Upgd 147
Creative OmniCDInt. 197 CD-ROM DRIVES Ploxtor DMB5028 external 370 Gravis Ultrasound 176

Creative Omni CD ext. 329  Aztech CDA268-01A int. 169  Plextor DM5018 ext. w/kit 429  Pro Audio Studio 16XL 290 VIDEO CAPTURE/ QUTPUT
MV Pra 16 CD 625 Chinon CDS 535intemnal 315  Reveal DCOD2 Int. wykit 195 Pro Audio Studio 16 154 50/50 PC TV+ 315
MV Pro 16 CD Il 729 Chinon CDS 535 int. w/kit 335 Toshiba 34018 Internal 349 Pro Audio Speclum 16 123 ADS Gome Blaster 104
MV Pro 16 COIIl (NEW) 799 Chinon CDX 535 external 394 Toshiba 3401E external 458 Pro Audio Spect 16 basic 95 Creative Labs TV Coder 105
Double FusionLX 355 Chinon CDX 535 ext. w/kit 424 Sony CDU-33A 167 Pro Audio Power Pak 59  video Bloster for Windows 315
Fusion DoubleCD 16 469 Creative Omni CD int. 197  Sony CDU-33A interface 48 Sound Blaster 16 ASP/MUlliCD 189  video Spigot for Windows 236
Memphis : 599 Creative Omni CD ext. 329  Sony CDU 33A w/interface 209 Sound Blastet 16 MuliCD 55 Pro Movie Studio 295
Reveal DM200Int. kit 449 \icroSols, Backpack 389 Sony CDU-561-01 int, 269 Sound Bloster 16 SCSI2 175 sigma Designs Reel Magic 365
Reveal MMDOZ Inf. kit 355 pitsumi FX001D 185 Sony CDU-7811-10 ext. 489 Sound Bloster 16 SCSIZ/ASP 205 ¢ for speakers, SCSI controllers, more!
7th Guest Desert Storm MPC 33 Indy Jones Fate Atlantis 37 Newsweek Interactive #2 27 Sports lilus Almanac MPC 38
7th Guest 2:11th Hour 5‘) Dinosour Adventure CD 0 Interplay’s 10 Yr Anth 45 Qceans Below MPC 27 Star Trek 25 Enhanced 45
Adventures 27 Dinosaur Discovery - MPC ?? Iron Helix 54 Oh No Mare Lmings Dual Pk 35 Star Trek 25th Anniv 53
Advs of Wille Beamish 37 Dinosours 41 Jet Pack 43 Oxford English Reference 92 Star Wars Chess MPC 39
Aegis: Guardion of Fleet 48 Dracula Unleashed 45 Jonesin the Fost Lane 36 PC Globe Maps & Facts 32 Stellar 7 39
Air Warrior 32 Dragon’s Lair 33 Journeyman Proj, The 42 Patrician 36 Steet Allas 2.0 USA WIN 89
Alladin and His Lamp 30 Dune 47 Just Grandma & Me 32 Pill Book 23 Stike Commander w/Sec. Mis 63
Alone in the Dark 44 Dungeon Hack 36 Jutlond 46 Planit Adrenaline 34 Stike Commander/Tactical O 47
Amanda Stories 34 EcoQuest Search Cetus 36 King's Quest V 39 Planit Earth 34 Stronghold 35
Animals MPC for Windows 54 Empire Dix Scenario Dsk 19 King's Quest VI 42 Planlt Paradise 34 System Shack 53
Arthur's Teacher Trouble 37 Eric Ihe Unready 32 King's Quest VI Upgd 22 Police @st 4:0pen Seas 41 T2 Chesswars 26
Atlas of US Presidents - MP 29 Espn Baseball Tonite 43 King's Ransom 33 Protostar, War of the Front a1 TFX 48
B17 Flying Fort. w/552 32 Espn Sun. Nite Football NFL 43 Labyrinth of Time 45 Putt Putt Goes to the Moon 41 Team Yankee 2 28
Backroad Racers 39 European Rocers 39 Londs of Lore 39 Pult Pult Joins Parade 42 Ternor of the Deep 33
Battle Chess Enhanced 42 Eye of Beholder Tn'lngy 49 Last Dinosaur Egg, The 32 Putt Putts Fun Pack MPC 32 Tetris Gold 29
Bloodnet 41 E e of the Beholder 46 Laura Bow 2 36 Quantum Gate 44 The Horde 49
Blue Force: Nex! of Kin 37 F117&F15 Senario Disk 44 Lawnmower Man 37 Quicken CDROM 64 Tony Larussa BB 2 45
Buzz Aldirin Rce Space 556 F15 Strike Fagle 3 44 Legend of Kyrandia 33 Ravenloft 49 Tolal Boseball 1993 Edition 42
C.LTY. 2000 31 FA 18 Hornet 54 Lesuire Suit Larry 6 43 Rebel Assault 42 U.S Atlas4.0 32
CD-ROMIX! Freex 14 Family Doctor MPC WIN 43 LifeStyle’s RE&F Cookbook 29 Return of the Phantom 37 Ultima Under. 1 & 2 53
CD-ROMIX! Hardcase 14 Fantasy Empires 35 Lightning CD 53 Return to Zork 42 Ultima VIl w/Speech Pack 51
CD-ROMIX! Prime 14 Fatty Bear's Bday Surp 36 Loom 38 Ringworld, Revenege of the 35 Under a Kiling Moon 46
Campaign 32 Gabriel Knight 43 Lord of the Rings 42 Rodney CD-ROM 25 Video Cube 42
Capital H|II MPC 26 Game Pak| 45 Lost Treasures Infocom Il 35 Romagain 16 Video Cube:iSports 42
Caslles 2 47 Game Pak I 56 Lost Treasures of Infocom 31 Romaterial v1.0 14 Video Game Solution CD 22
Chaos Continuum, The 40 Gateway 2 32 Lostin Time 37 3am & Max Hit the Road 32 Wacky Funsters 19
Chessmaniac, The 33 Geekwad Gms of the Glxy 25 MPC Wizard 14 Scrabble Deluxe 21 Where in World Dix 52
Chessmaster 3000 MPC 44 Global Explorer v1.0 for Wi 87 Mad Dog Mcree 28 Secret Weapons of Luftwaffe 44 Where in the USA Carmen D 54
Cinemania Movie Guide ‘94 49 Goblins 2 27 Man Enough 43 Secret of Mankey lsland Il 38 Who Shot Johny Rock 36
Commanche w/Mis, 182 57 Great Naval Battles pk vol 446 Mantis Exp Fighter 42 Seven Daysin August MPC 33 Who killed Sam Rupert 20
Compton’s Int. Encyc. Upgrd 84 Groiler MM Encyclopedia vb.2 24 Map Expert v2 for Windows 2 49 Sh. Holmes Con Det 3 4% WinCD Professional 1.1 29
Conan The Commerian 23 Grolier Ultimate Upgrade 97 Mario Early Years Collectio 27 Shadowcaster 44 Wing Commander Il Complete 36
Cong Robin Hood WIN 39 Gunship 2000 w/Scenario 35 Mario Teaches Typing 45 SimCity Enhanced 44 Wing Commander II/UIt UW 53
Conspiracy 41 Guy Spy 26 Mayo Clinic Fomily Health B 37 Slater & Charlie Go Camping 39 Wing Commander/Sec. Mission 36
Critical Path 44 Harrier Assault SVGA 42 Mayo Clinic: The Total Hear 3§ Sneak Peak 65 Wing Commander/Utima Vvl 36
Curse of Enchantia 21 Hell Cab vi.] 46 Mega Race 32 Space Adveniure 51 Wolf Pack 37
CyberRace 36 Hi-Tech Aircraft 41 Microcosm 47 Space Quest 4 35 Word Tales 33
Daoemonsgote 36 High Command 48 Microsoft Golf for Windows 39 Space Shuttle MPC 26 World Atlas 4.0 42
Dark Seed 37 Humans, The 23 Mosoic Magic 31 Spelicasting Parly Pack 32 World Circuit Gran Prix 33
Darksun 47 Inca 37 Myst MPC 59 Spirit of Excalibur 21 World of Xeen 39
Day of the Tentacle/fMM. Il 37 Inca 2 36 Newsweek Interactive #1 27 Sporting News Pro Football 24 Wrath of the Demon 26

No surcharge on credit cards, CODs accepted with 56 charge. Software shipping $5/order. hardware shipping is 5%. Personal and company checks dllow 14 days. Returns
must have on RMA #. Call for info. Software sales final unless defective. Retums subject to 18% restocking fee. Pricing ond ouclllcl:nl:fy subject to change.
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Griffin Enterprises, Alex Trebek, brings his
digitized voice to an interactive version of his
famed, intellectually-oriented quiz show.
Digitized photos are hardly show stoppers,
bur are certainly better than the cheesy illus-
trations included with prior versions of this
game. Gameplay itself lacks a high-tech gloss,
bur in fairness, much the same could be said
abour the TV show. The computer oppo-
nents run the gamut from imbecilic to reason-
ably brigh, fairly typical for this type of game.
The surprising thing is that the game, despite
its many flaws, exudes a certain degree of
charm, as itemulates both the good and corny
aspects of an American icon. IBM ($29.95).
Circle Reader Service #5.

I-Motion

1333 Ocean Ave., Suite J
Santa Monica, CA 90401
(310) 576-1888

ALONE IN THE DARK 2: Edward
Carnby, the Sherlock of the Supernatural, is
back. The stalwart detective who made his
debut in Alone in the Dark has ro recover a
child who has been kidnapped by One-Eyed
Jack, the ringleader of a wretched band of
smugglers, cutthroats and gangsters. In an
effort to rescue the tiny tike, Carnby must
negoriate some 15 levels of 3-D territory
abounding with mazes, trapdoors and secret
passages, while doing his best to simply sur-
vive. The animartion looks smoorher and
more lifelike than in the original ride and
objects appear more realistic, While the con-
trol interface is still a bit crude, Alone in the
Dartk 2 offers plenty of game play for those
who like their advenrures with a dash of the
macabre. IBM ($59.95). Circle Reader Serv-

ice #0.

Lance Haffner Games
P.O. Box 100594
Nashville, TN 37210
(615) 242-2G617

RAMPAGE WRESTLING: Lance Haftner
is one of the few designers still making aliving
from text-based games, la rgcly because he
sticks exclusively to sports. This game is as far
out as Haffner is likely to get, since pro wres-
tling is as much enterrainment as sporting
contest. Similar to Haffner’s TKO Boxing, the
game uses little in the way of visuals, but
displays blocks of text written in the style of
an old radio show (“The Warrior goes for the
drop kick, and Hogan is down! He's moving
in for the pin..."). The system is quite clever,
with different competitors awarded “stars”
that can be used like wild cards to break holds,
make rerrific leaps, and generally spice up the
game. I you have any interest in pro wres-
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Alone in the Dark 2

The Videogame Solution CD

tling, and can do without graphics, this game
might put a stranglehold on you. IBM
($39.95). Circle reader service #7.

Masque Publishing, Inc.
P.O. Box 5223
Englewood, CO 80155
(303) 290-9853

CASINO LITE SERIES: Evidently would-
be riverboat gamblers don’t have enough to
keep them busy, since every month brings
another poker program. Though the gamesin
the Casino Lire series fearure advice from such
notables as David Sklansky and David
Malmuth, the text-based information leaves
much to be desired, and the interface plays too
close to the vest, not being nearly as intuitive
as one would prefer. The package does offer
three serviceable games, however. The first is
7-Card Stud, familiar to anyone who knows
much ar all abour playing poker. Opponents
range from ignoramus o intelligent, with a
couple of the players being very aggressive
when betring. The other rwo games are vari-
ations of Hold "Em, from Texas and Omaha.
Of the wwo, Omaha Hold "Em is preferable,
including excellent notes from Bob Ciaffone
to help the novice form a decent straregy.
IBM, $14.99. Circle Reader Service #8.

WORLD SERIES OF POKER ADVEN-
TURE: Cross-genre games are always difficult
to pull off, and this combination adven-
ture/casino gambling game ends up evoking
love or hate. Gamers who want to get right
into the action will hate it. Those who want
something a little off-beat may like it. You
arrive in Las Vegas a few days prior to a big
poker tournament with only half the tourna-
ment entry stake in your pocket. The major
challenge of the game is raising the other half
in rime, thus forcing you to mess around with
preliminary fundraising chores. The utilitar-
ian gambling programs used in this fast pur-
suit of wealth include blackjack, slots, video
poker machines, as well as poker rables featur-
ing Omaha, Texas Hold "em and 7-card stud.
Good luck in the big game, if you make it that
far. IBM ($39.99). Circle Reader Service #9.

Microforum

1 Woodborough Ave.
Toronto, Ontario M6M 5A1
(416) 656-6368

THE VIDEOGAME SOLUTION CD:
Here's a hint! Don’t be fooled by the poorly
chosen title. This CD-ROM is definitely for
the compurter gamer rather than the console
gamer. By far the most comprehensive collec-
rion of helps, hints, solutions and characrer
editors yet assembled, The VideoGame Solu-
tion CD is jam packed with frustration-bust-

Cemnputer Gaming World



GENERATION
PINBALL

@ Fast, full-screen table scrolling

® Totally authentic ball movement
- @ Great sound effects and music

@ High resolution color graphics

@ 4 vnique new tables with features
that will keep you playing for hours:

. \ Ramps and Tunne/
s

g _ i Jagmiﬂg Bumpers
® Vunubleiuble-ungles, e pm:]z”;iﬂnm:
® Varible table scroll rate .~ < Zrop Torgess
8 © Fullfabletit L, ) B
1 @ Z_ﬂr_nphits._mndes fo lef you use each fable in fwo. ;‘?L‘I‘“\ 2L
R ditferent sizes 4 - s N PARWM”D“' fé

. @ RealMotion™ =
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ers for the weary gamer. Included are walk-
throughs and hints for hundreds of popular
games such as Alone in the Dark, Dune, Fate
of Atlantis, most Sierra On-Line titles and
more. A good collecrion of game editors allow
you to have, for instance, up to nine balls in
Epic Pinballor 1o raise your experience points
and levels in Eyeaf the Beholder [T or Crusaders
of the Darfe Savant. In addition, some great
shareware games are included (Doom, Blake
Stone, Jill of the Jungle), as well as over 20
commercial game demos. Though the inter-
face is not as polished as it could be and the
collection lacks Jason Strautman’s Universal
Hint System, it is still one tremendous collec-
tion of helps to have on hand. IBM ($39.95).
Circle Reader Service #10.

Strategic Studies Group Inc.
P.O. Box 261

Drummoyne, NSW 2047
Australia

CARRIERS AT WAR II: Just when you
thought it was safe to cut the CAP, SSG sends
lovers of WW!II carrier battles scrambling ro
the flight decks once again. Not only is CAW
I comparible with both the acclaimed CAW
and the CAW Construction Kit, but its instal-
lation routine automatically updates the pre-
vious products. Both graphics and Al have
been improved, with the option to upgrade
older scenarios if you don’t mind torpedoing
your saved games. The “Wardeck” options for
the computer opponent have been expanded,
so that it is even less predicrable than before.
When combined with the scenarios, which
are among the less known of the war, the game
becomes a very tense contest. The sinking of
Farce 7, Kamikazes, night engagements—
they're all here in an impressive wargaming
package. IBM ($69.95). Circle Reader Service
#11.

Technological Computer
Innovations Corp.

255 North Cherrywood Dr.
Lafayette, CO 80026-2726
(303) 673-9046

AT PLAY FOR WINDOWS: Included in
this quartet of Windows games are two win-
ners and two snoozers. On the sleepy side are
Roulerre and Tracers. Rowlette may offer the
quictest casino ever. There is no click as the
ball migrates toward its numbered cache (or
cash, assuming you've ber on the right num-
ber) and no patter from the croupier to signal
the end of betting. In fact, there is nary a
sound ro be heard. The most tired title in the
pack is Tracers. Tracers provides an archaic
blast from the past reminiscent of the Tron
lighteycle idea. Unfortunarely, Windows’
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Tiles and Tribulations

Whirlwind

own Crayon screen-saver is actually more fun
to play. Now, for the good stuff: HighScoreis
a grid-based mathematical strategy game
where 1-2 players vie for a camularive high
score. Players move horizontally (or in some
games, vertically) across a grid and add the
positive or negative numbers to their aggre-
gate scores. At the higher difficulry levels, you
can even end up winning with a negative
score. FlipOver is a traditional memory chal-
lenge game. It’s a simple version of Concentra-
tion with no rebus to be solved in the
background. Both High Score and FlipOver
are highly configurable and offer one or two
player options with “smart” computer oppo-
nents. These latter two games make the pack-
age a good purchase in spite of their
weak-sister tag-alongs. IBM with Windows
($49.95). Circle Reader Service #12.

STELLAR EXPLORER: Whether you are
blasting Klingons, Krellans, or unidentified
aliens, anyone who remembers the old 7irek
games (or even Interstel’s Star Fleet 1) will
know exactly what this game is all abour.
While the interface is much bereer than the
old rext-based version, and this new incarna-
tion does allow you to play under Windows,
the gameplay really hasn’t changed much,
except that now you can fire photon torpe-
does in only 8 dircctions instead of 16. As
weapons are fired, the energy drain becomes
more noticeable, and you must dock often
with a friendly starbase. Beware though—on
the higher levels, your enemies can actually
move, rather than sit dumbfounded in a sort
of galactic turkey shoot like they do carly in
the game. The producr does have much berter
graphics than its ancestors, but it’s hard to
find fault with a game we enjoyed so much,
so many years ago. IBM with Windows
($29.95). Circle Reader Service #13.

TILES AND TRIBULATIONS: Tiles and
Tribulations may prove to offer more of the
latter than the former ro most gamers. The
game features 50 levels of tumbling tiles. With
the look and play of a modest shareware game
gone commercial, this 7erris derivative fea-
tures good music, fair graphics, modestly en-
joyable play, and a few visual glitches that
artest to its “not-quite-ready-for-prime-time”
status. Though it offers considerable variety
in scoring opportunities (different rile con-
figurations carn different point values), the
playing experience doesn’t seem significantdy
different from Tetris. Indeed, we thought the
game was a bit pricey for whar it offers. IBM
with Windows ($39.95). Circle Reader Serv-
ice #14,

Computer Gaming World



and fairies, devastz S n;)'r;lical land. Twin
brothers, born to mortals, are separated at birth,
L chosen for the ultimate battle that will decide
\ Q\% the fate of heaven and earth. They later

~ /’7//
P < ’/
PaonanN. [/

T

Enter a World

of Demons—
and Dum%e .

7
-

meet, never knowing their true rela-

tion — or their own dark destiny. Fated

| to duel your twin to the death, you must
fight to stay alive and rescue lovely, innocent
maidens from the clutches of menacing foes.
And perhaps, become the ruler of all.

So the challenge is on! An incompa-

7 ole playing fantasy game for

S your PG, with stunning, hand

I' YOII Durgt’f sculpted graphics throughout,
i/ 17 merous scripts and a thrilling

i1/
Vs

.\ plot. But be warned — with its
|\ =wyoluptuous women and intense
dﬁﬁon, Dragon Knight I1L 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.0. Box 11333,
Torrance, CA

90510. Visa,
Mastercard,

checks accepted.

pments: 286-20 or faster machine
QmrBded) with 640K RAM, hord disk,
dbd. Operating Sys.: MS DOS 3.3
8N 1. Graphics compatible with
et Sound Bloster, Sound Blaster

This game is not for the faint-hearted. Contair o

and "1'“1'11'. rn'tlrjlu | inappropnate l[‘]r‘nun“u Su E For @ free demo" tﬂ“ 4 ded

angd some matenal Inappropriaie ¥ ars - o
ik Circle Reader Service #8
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WHIRLWIND: There’s little doube that
this game of galactic vortices is anyrhing else
but a clone of Tempest, a game which recently
resurfaced in Microsofi Arcade for Windows.
As such, it must be judged against its compe-
tition. While Whirl/Wind is as playable as Mi-
crosoft’s offering, and while its vector-style
graphics are just as faithful to the original, it
comes up lacking on dollar-for-dallar value.
Whereas Microsofi Arcade includes Asteroids,
Battlezone, Centipedeand Missile Command in
addition to Tempest, all for $39.95, Whirl-
Wind by itself retails for the same price. IBM
with Windows ($39.95). Circle Reader Serv-
ice #15.

Unicorn Systems Associates
433 Lincoln Ave.

Erie, PA 16505-2449

(814) 453-5888

USA-CRYPTO-PLUS: It won’t qualify you
as a cryptographer with the US government,
bur having a copy of USA-CRYPTO-PLUS
will provide you with many hours of word
ciphering fun. Both a tool and a game, this
program allows you to decode cryptograms
from external sources, like magazines and
newspapers, as well as from its internal daca-
base of 75 ciphers (additional cipher darabases
are available). The package also includes a
frequency chart showing the number of times
each letter is used in a given cipher, which is
designed to assist gamers in the deciphering
process, and a hint feature that allows three
hints per cipher. While fully usable under
DOS as it stands, it could have been much
casier to use. IBM ($20.00). Circle Reader

Service #16.

Virgin Interactive Entertainment
18061 Fitch Avenue

Irvine, CA 92714-9841

(800) VRGINO7

LANDS OF LORE: THE THRONE OF
CHAQS: The wait is over for the CD-ROM
version of Lands of Lore 10 hit the shelves.
Featuring the voice of Patrick Stewart (Jean
Luc Picard of Star Trek: The Next Generation)
as King Richard, Lands of Lore CD offers full
digitized speech for its extensive cast of char-
acters. In other words, it has all the gorgeous
graphics, stunning sound, deep atmosphere
and play value as the original release, plus
quality voice-overs. Even if you've already
finished Lands of Lore, the option of selecting
a different character to play, combined with
the enhanced version on CD may offer just
enough freshness to tackle this superb RPG
again. IBM  CD-ROM ($74.99). Circle

Reader Service #17,
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Artificial Life Lab

Fractal Creations

Virtual Media Works
P.O. Box 70030
Sunnyvale CA 94086
(408) 739-0301

VIRTUAL TAROT: Divine your future
and introspect on the course of your life with
the aid of the mysterious Taror deck. A grear
deal of background on the history of Tarot is
included, in addition to the brief and elo-
quent descriptions of the meanings behind
cach card. The authors of the program say
right up front that you are responsible for
your actions, and that the Tarot deck is bur a
guide to interpret the various influences upon
your life. The mystical mood is enhanced by
appropriate music, somewhat less obtrusive
than in many similar products. The artwork
is stunning, and follows the classic style of
Tarot illustration, standardized by A.E. Waite
in the 1800s. The pace of the program is slow,
but this is hardly a distraction, given it’s con-
templarive nature. In addition to a variety of
divinations, you have rhe option ta keep a
personal diary, which you may update at will,
Mac ($84.95). Circle Reader Service #18.

The Waite Group Press
200 Tamal Plaza

Corte Madera, CA 94925
(415) 924-1724

ARTIFICIAL LIFE LAB: If Maxis’ SimlLife
got your wetware cooking, you simply must
take a look at the latest book/software package
from The Waite Group Press. Written and
programmed by Rudy Rucker—professor,
novelist, “mathenaut” and cybermyth—rhe
book and Beppers program explore man-made
digiral entities that exhibit life-like behavior.
Sex, Death and Gnarl (Rucker’s term for
“complexity”)—the fundamenrtal charac-
teristics of life—are the items of Rucker’s
inquiry in both book and software, The writ-
ing is superb, the illustrations are fun and
useful, and the Windows-based A-Life pro-
gram is flexible and friendly. IBM with Win-
dows ($34.95). Circle Reader Service #19.

FRACTAL CREATIONS: This second
edition to the Waite Group’s Fractal Creations
book/software package is the do-it-yourself
source for the serious fractal explorer. The
inner covers of the 450 page book conrain
borh a diskette with the latest version of Fract-
int, the Stone Soup Group’s powerful fracral
generation software, and a CD-ROM disc
packed with 1800 incredible images. The
book is both an excellent tutor to fractal basics
and thorough documentrarion for the software.
For the programming adept, the source code
of the Fractint program has been provided and
documented for your hacking pleasure, IBM
($39.95). Circle Reader Service #20. caw
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The Bard'’s Tule (Electronic Arts, 1985)

Battle Chess (Interplay Productions, Inc., 1988)
Chessmaster (The Software Toolworks, 1986)

Civilization (MicroProse, Ine., 1991)
Dungeon Master (FTL Software, 1987)

Earl Weaver Baseball (Electronic Arts, 1986)

Empire (Interstel, 1978)

F-19 Stealth Fighter (MicroProse, Inc., 1988) S
Gettysburg: The Turning Point (Strategic Simulations, Inc., 1986) e

Gunship (MicroProse, Inc., 1989)
Harpoon (Three-Sixty Pacific, 1989)

Kampfgruppe (Strategic Simulations, Inc., 1985)
King’s Quest V (Sierra On-Line, Inc., 1990)
M-1 Tank Platoon (MicroProse, Inc., 1989)
Mech Brigade (Strategic Simulations, Inc., 1985)
Might & Magic (New Waorld Computing, 1986)

M.U.L.E. (Electronic Arts, 1983)

Pirates (MicroProse, Inc., 1987)
Railroad Tycoon (MicroProse, Inc., 1990)
Red Baron (Dynamix, 1990)

SimCity (Maxis, 1987)

Starflight (Electronic Arts, 1986)

The Secret of Monkey Island (LucasArts Entertainment Company, 199 ) :
Their Finest Hour (LucasArts Entertainment Company, 1989) '

Ultima 111 (Origin Systems, Inc., 1 983)
Ultima IV (Origin Systems, Inc., 1985)
Ultima VI (Origin Systems, Inc., 1990)

War in Russia (Strategic Simulations, Inc., 1 984)
Wasteland (Interplay Productions, Inc., 1986)
Wing Commander (Origin Systems, Inc., 1991)

Wizardry (Sir-Tech Software, 1981)
Zork (Infocom, 1981)

May 1994
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HALL OF F

Welcome to the Cooperstown of Computer Games. Here, raised upon pedestals, you'l 1l
find the games that broke the records, established the benchmarks, and he[d g1mcrs in
delighted trances for hours untold.

War in Russia
Strategic Simulations, Inc., 1984
Apple

The first
“monster” war-
game on the
| computer, War
| in Russia depict-
ed the action on
the Lastern Front
' during World
War 1l. Exper-
]L“LLLI ” 4mers
came to discover that the Al muld be
faked out easily in an early move of
subterfuge, but the game continued o
have popularity because of its scale,
subjecr matter, and suitability for play-
ing by mail (players could casily save
E}un’ Maoves, "\Lnd d (Il\l\ o a EHLT]{I
and wait for the friend to return the
disk for their next move). It was popu-
lar among wargamers for as long as the
Apple 11 umnmd alive.

Wasteland

Interplay Productions, Inc., 1986
Apple, C-64, IBM

It is difficulr
to speak of
CRPGs with-
out invoking
the venerable
title, Wasteland.
The game
proved the

value of a skill-
based role-playing system and created
interesting llumﬂnm for handling the
non-player characters. One couldn’t
simply strip the NPCs of their items as
in other games; the NPCs had “minds”
of their own. Further, although the
game was combar intensive and used a
computerized form of Michael
Sruci;puh'u Mercenaries, Spies and
Private Eyes game system, it was replete
with ethical dlh mmas and non-combat
punh -solving of f the most devious sort.
The story was written by Mike
Stackpole, and many of the maps were
fleshed our by vereran game designers
like Liz Danforth and Ken St. Andre.
Now, years later, Wastelaned is sl held
with great estcem by CGW's readers.
The game has been It.u,m|v re-released

as  part of the ||1tu}]‘:\' 10th
Anniversary CD-ROM.
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ted opinions on anything and everything related
mi is a forum for these responses and for the
uery on the Reader Input Card.

Software)
rion (MicroProse)
Software)

ntertainment)
Studies Group)

esign a baseball simulation that encom-
aff the field? Free agents, arbitration,

M’s, shuttling players to the minors
anagers!?!”

¥y Lerminator: Rampage is not fun

ven on my 486-50 with 8MB RAM, it runs agonizing-
ave more fun with my Wolf3D.”

: _ —Marr Trainer, Ashland, MA

ent over Walfin that it has map and
calistic VR gamie yer. Only
Orherwise it’s spectacular!
-25 (unlike Flight Sim 5.0).”
- — Ken Marshall, Concord, NH

back into -rolé—r[aying games, Ultima
_ linecarity (esp. Ultima

_601»:-;— New Castle, IN
world and story using the
n take note: Dante’s Inferno using the
m yourself from Shadowcaster.”
~ — Gree Whirrier, Brookhaven, MS

rame sight unseen because
'n 50000 good, Bummer! This
t Starship gatbage! What is the
ol can't communicate with the
e sits on my shelf next to the great QQP
red Kingdoms, Lost Admiral, Perfect General,
Jeirs to the Thrane—only the later are on
ould ler me trade RC for

— Bruce, Bozeman, MT
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The Patch File

possible configurations has become so huge thar incompatibilities

and glirches seem to be breeding ar an exponential rate. Consumers

and publishers are both frustrated ar the need for adding patches into

“bugey” programs, but they seem to be an interim solution that is going to

be with the hobby for a while (presumably, until a standard platform con-

Fguratinn is agreed upon). So, until the golden age of stundardized plat-

forms and bug-free programs, Computer Gaming Worldwill publish a regu-
lar list of the latest updates of which we are aware.

These patches can usually be downloaded from most major newworks

(e:g., CompuServe or GEnie), but can also be obrained from individual

( .:o'mpl_.ucr game programs have grown so massive and the number of

software publisher's own BBSs or direct from the publisher with proof of

purchase. We continue to urge publishers to keep us updated on the latest
versions/patches to their games,

(** indicates new files)
**Air Warrior VI1.13 Update: New execute files, fixes several problems.
3/1/94
**Arena V1.2 Update: Fixes scrambled indoor map problem, missing
music problem, Quadrant jerkiness, SHIFT +] standing long-jump diffi-
culties; and allows you to sell magic items and delete spells, Particularly
helpful for 386 machine users. 3/1/94
Comanche: Maximum Overkill Update: Includes several hardware fixes,
including a fix for the Pentium and the Diamond Stealth Pro video card.
1/27/94
Companions of Xanth V1.1.0 Update: Corrects graphic corruption prob-
lems associated with Microsoft (V8.2+) and Logitech (V6.13) mouse dri-
vers. 12/23/93
Conquered Kingdoms Update: Fixes some save game problems that have
been reported. 12/22/93
CyberRace CD-ROM V1.2 Updare: Lowers the base memory require-
ments; fixes the save game problems, and remedies joystick problems (espe-
cially with Phoenix BIOS). 1/20/94
“*Diamond Dreams Patch: Fixes all known 3.0 bugs. 2/24/94
Empire Deluxe V3.11a Upgrade: Updates Version 3.11 to Version 3.11a.
Corrects a number of minor bugs and exrends the sound card support.
12/02/93
**Front Page Sports Football Pro: Fixes player draft error and includes 26
Al enhancements. 2/11/94
Gabriel Knight Floppy V1.0A Patch: Corrects various memory allocation
and “fatal -” errors that some players have encountered. 12/16/93
Gabriel Knight CD-ROM Update: Fixes all known problems and speeds
up:the game restoring process, 1/21/94
**Gobliins CD-ROM Patch: ixes sound card and CD-ROM driver
problems. 3/1/94
Hornet Patch: Fixes many bugs and adds several new fearures to Spectrum
HoloByte's new combat sim. 2/07/94
**Lands OF Lore CD-ROM Patch: Fixes lockup prablems on fast
machines and allows use of Waveblaster/Soundblaster 16 combo. 2/24/94
Legend of Kyrandia V1.3 Update: Fixes random lockups and corrects
some of the phrasing used by the churacters. 2/04/94
Links 386 Pro Version 1.21: Corrects many major and minor bugs.
1/28/94
Lost In Time CD-ROM Update: Fixes problems with several CID drives
(Mitsumi; Orchid) and certain Sound Blaster-compatible audio cards.
2/09/94
Lucky’s Casino Adventure Update: Enables the program to recognize
most VESA drivers, and allows the users to set the IRQ and Base address
for any sound card. 12/30/93
Master of Orion V1.3 Upgrade: This parch features rougher opponents,
adjusted playbalance, and legions of minor combar tweaks. 1/06/94
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Merchant Prince Update: Corrects some minor bugs in QQP’s larest.
12/29/93

Metal and Lace V1.42A Update: Fixes a few minor bugs and adds an Easy
and Hard mode. 1/20/94

Mortal Kombat PC Update: Improves sound card supporr, fixes crash
hugs. and requires less conventional memory. 1/21/94
**Nomad Patch: Gets rid of inventory bug for trade. 3/1/94

Police Quest 4 Floppy Patch: Corrects various memory allocation errors
and lockups, and speeds up the game restoring process. 1/21/94

Police Quest 4 Floppy Handeuff Patch: Allows more time to handcuff
Walker. 1/21/94

Quest For Glory 4 Patch: Corrects various memory allocation errors and
]m‘:knps that some players have been encountering, in addition o a few
puzzle bugs, 1/21/94

**Quest For Glory 4 Patch: Allows players to receive note from Karrina.
2/17194

**Real Weather Pilot Patch: Contains aircraft 1D patch and fixes insrall
pmhlcm.-; with bios. 3/1/94

“*Real Weather Pilot Patch: Allows players to usc letters only, as suggested
by the FAA. 3/1/94

*SimC ity2000 V1.1 Upd"llL (Mac): Latest version fixes the hud":_l pmh-
lem, among, others. 3/1/94

TEX Patch: Fixes the unexpected interrupt error message due o hardware
conflicts, in addition to unexplained crashes, 1/24/94

“*TEX Patch UK V2.0 Upgrade: Makes UK version equal to USA V 2.0,
including several new features in addition to bug fixes, but only works if
you downloaded first parch as well. 2/24/94

War in Russia V1.1 Update: Makes many adjustments to the game
mechanics and fixes minor bugs. 2/08/94

The PRODIGY Weekly Top Ten

Computer Gaming World is Prodigy's on-line games expert. Look for
us in their Game Center, a forum where users read articles posted on-
line by CGW and exchange mua.l;,u on the bulletin lmmll\ (we can
be reached there ar EXIY l '40B). The Prodigy Game Poll is run by
Prodigy based on a list of games Enuudul h\ CGW and is updared
weekly. Nore that it is not a cumulative rating over time (]1|Lc the
CGW Top 100 Poll). Instead, the Prodigy Game Poll is a weekly
"Snapshot” of game popularity with gamers rating their favorites on a
I - 10 scale. The highest total point earners make their Top 10. We
provide this data to our readers as another baromerer of "w’ml's hot"
m L'“”'I!‘llll.'l' ':“ﬂ[“ll]g.
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omerimes, the best laid plans of investi-

gative journalists simply go awry. |

hired on at San Jose's famous 1l Fornaio
restaurant in order to meet a certain red-
haired lovely who had been refusing to take
my phone calls. | volunteered to work as an
extra chef on an evening when the Sharks
were playing, because she usually dined there
before the game.

I turned and asked one of the waiters if he
was going to get off work in time to go to the
arena that night. He told me thac the only
arcna he would be visiting was the Elder
Serolls: Arena from Bethesda Softworks. He
talked about that game all the way through
the preparation of my special Chardonnay
sauce and the only way [ could shut him up
was to tell him that the sequel would be called

Mournhold. Blending Romano and a hint of

hasil into the sauce, [ explained thar Mowrn-
holdwould connect to and expand Arenainto

a World of Xeen-like universe, comprised of

three or four games, and that it will run faster
because they are revamping the engine to run
under DOS protecred mode,

As [ was tossing the last of the fertucine, the
waiter returned with exciting news. “There is
a couple out there talking about Wing Com-
mander I1I” he shouted. “They say it’s going
to make it for Christmas release and thar
Origin is using Silicon Graphics machines 1o
render the backgrounds and cinemaric se-
quences.”

I pecked out from the kitchen and noticed
the lady in question had locks so red they
would have done my clam sauce proud. Since
she had been talking about Origin Systems,
she must be my elusive contact. [ quickly
garnered the materials together and joined
her and her escort at the table to prepare their
meal at a side table. Dropping capers into the
piquant sauce, | dropped a hint about the
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modern tank simulation under development
by MicroProse. Its working title is M-1 Tank
[l and it is supposed to use the Across The
Rhine engine for modern scenarios, Its sup-
posed to be released by Christmas.

Carching them off-guard with the aroma of
freshly stcamed mushrooms in garlic, 1
dropped hints about two new science fiction
games. | told them about RAW Entertain-
ment’s science fiction thriller, Blind Justice, ro
be designed by a new developer called Tlly-
mani Designs. When they didn't respond, 1
assumed they didn’t like products that were
marketed solely by direct salesand mentioned
a non-violent space adventure called 7error-
Byte that might even be bundled on an, as yet,
unannounced game machine. [t's being de-
veloped by a new company called Digital
Graphics Library, and is supposed to have a
huge game universe.

While dishing up the pasta, [ asked if cither
of them had heard about CryWoll Produc-
tions’ Twenty Thousand Leagues Under The
Sea. 1 wondered aloud if it had anything ro
do with an abandoned project from Wale
Disney Software alumnus. They just compli-
mented me on the sauce.

[ told them I'd heard from MicroProse that
Multiplayer Civilizationis dead. They sympa-
thized and asked if 1 had any of that famous
Il Fornaio Creme Brulee for dessert. | nodded
and tried again, “They’re stll working on
Colonization, but it may not have a multi-
player capability.” They ordered two cappuc-
cinos with dessert, and I nodded again and
told them that DragonSphere will remain a
MicroProse product. On my way back to the
kitchen, [ told them that the production team
had finished recording the voices for the CD-
ROM version.

Whar was going wrong? Was this woman
afraid to tell me anything in front of her

escort? Had I been providing rumors of the
wrong sorts of games? Would she have been
more interested in RAW Entertainment’s
2300: Cyber Wars? | remembered that it was
a strategic game using area movement, re-
source management and diplomacy, but it
didn’t scem her style. She might noteven like
the features like biological warfare, galactic
commodity market or census reports thatadd
to the realism of the late '94 product. Would
she have been interested in Impressions’
Lords of the Realm? She'd probably have been
more interested in the fact thar it was origi-
nally going to be called Custle Conguest but
the name was changed to avert any confusion
with the Interplay line of strategy games.

While the waiter served their cappuccino, |
brought out the Creme Brulee myself. | set it
down before the charming, but quiet, couple
and tried my last gambit. “You know, this
SimWorld concept from Maxis is looking
pretty good. In addition to being able to fly
over your city with thar product from Mal-
lard Software, you'll be able to fight your way
through your city with giant 'mechs using a
product from Tsunami, drive through your
city in a different product, or build a sky-
scraper chlog}* in your SimCityusing a Japa-
nese conversion called 7he Tower”

It didn’t work. They listened patiently, but
as | offered my farewell and rurned o leave,
I heard the genteman say to the lady, “So,
how long have you known him?”

“I don’t,” she responded, “I thought he was
a friend of yours!”

Then, o make martters worse, | noriced
another beautiful redhead across the room,
putting on her coat and getting ready to leave
the restaurant, She caught my eyes and smiled
knowingly before she waved coquettishly and
left me bereft of both rumors and answers.
CEW
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FROM THE CREATORS OF THE AWARD-WINNING WOLFENSTEIN 3-D™

- R % s 3 " “The graphics are superb, with
; j : lighting effects and art that could
only come from dark and
demented minds.”

Computer Gaming World

“You want action? You want
gunplay? You want gore?
...DOOM has it all.”

PC Entertainment

“...if you have saliva, prepare to
_ % drool now.”“...an absolute must-
- have for PC action fans.”

WANT TO BE A HERO? 7™
GO TO HELL!

DOOM is a lightning-fast virtual reality adventure where
you're the toughest space trooper ever to suck vacuum.
Scientists stationed on a far-off moonbase have opened
a gateway to Hell, releasing a monster-infested holocaust
upon the universe. You're the last marine remaining on
the base after the invasion. Your mission is to survivel

» Four-player combat over network

« Two-player action over modem

» Incredibly detailed 3-D world

+ Blood-curdling stereo sound effects
« Hair raising demonic denizens of Hell
* Awesome foe-fraggin’ weapons

Order the entire DOOM trilogy for $40.00
or get episode one, Knee-Deep in the
Dead™ for the cost of shipping and
handling. Or download episode one
from Software Creations™ BBS.

(508) 368-4137 @ 2400-14.4K baud
Canadian customers call 1-800-661-7383.

R AR

SDFI'WAHE%

Requires a 386DX PC compatible or better; hard disk drive; VGA graphics; 4 Megabytes of memory. A 486 is
recommended. Multiplayer options require a network which uses the IPX protocol, a modem, or serial link. Digitized
sound effects require a 100% Sound Blaster™ compatible card, Gravis Ultra Sound™, or Pro Audio Spectrum™-16.
DOOM is a trademark of id Software, ©1993. Other trademarks are the property of their respective companies.
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SKIM THE CLOUDS, BUST A FEW BALLOONS AND
DOGFIGHT YOUR WAY THROUGH THE GREAT WAR.

Il Wars. Fly _
ish und Americans Q&
covering the strengths and '
weaknesses of your different
planes as well as those of
the enemy. Earn the respect
m of hoth sides as you secure

Actual screens may vary.

o 4-channel digital sound
gives you the roar of dog-
fighting the way WWI
pilots heard it

® [nstant mission generator
lets you fly against any
combination of enemies
you choose.

* Refined gume engine gener-
ates realistic clouds, trees
and increased plane detail.

FOR A GREAT GAME EXPERIENCE,
WE RECOMMEND AN INTEL4BS&™
DX2 or PENTIUM™
PROCESSOR-BASED SYSTEM.

FOR LITERATURE ON INTEL
PROCES5ORS, CALL

1-800-756-8766
— f*llﬁ"“;-r! ELH,?;@J
Cwsgh: (-] I'J'N ORIGIN Systems, Inc. Wings of Glory is a trademark of ORIGIN Systems, Inc. Origin and We create worlds are registered trademarks of ORIGIN {"(}’l&*‘!"
¥ Inc. E I Arts s o regl of Electronic Arts. Intel, Intel 186 and Pentium are tri arks of Intel G i ‘{Ie L&,{{d"‘ {
i
' . + . An Eloctronic Arts* Company
Available at a software retailer near you, or call 1-800-245-4525 for MC/Visa/Discover orders. :

P.O, ROX 1461750 AUSTIN, TX 76716
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