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“Triad is a truly awesome g_ame"” But don’t take our word for it.
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A challenging
screwball adventure...
it's no walk in the park.

Join our unlikely hero Woodruff on his preposterous quest to find his kidnapped
stepfather, save the Boozook civilization, and try to remember just who the heck he is
Caution: This game may be too rapid-fire funny for the humor impaired. .

For your copy, see your local software dealer or call 1-800-757-7707.

E R R A

A995 Sivera On-Line, Toc, Bellevae, WA 98007 Al righits resenved

== S |

Circle Reader Service #122



e - e

“MAKE IT S0.”

s

Be part of an epic new aduenture with Captain = ~ Beam your crew to mvsterious ptanets. Manelwer
Plcar » Commander Riker” and all the rest of the ".the U.S.S. Enterprlse“' through strange galaxies
Starshlp Enterprise” crew. - 1o worlds heyend your 1maqmatmn. You're'in
cemmaml, working hand in, hand with the’ mcst
respected crew in the Federationl

“A Final Unity” is an original intergalactic epic.

.of mystery and danger that takes you from the ..
outposts of Federation space through treacher- I‘tc other space adventure comes’ ctcse to the -

ous-encounters with alien starships and realny of this GD-ROM excursion whlch is l:rnught',
beyond—into the uncharted dangers ofa - ° “~1o life by characters who speak to you, rich
. massive nebula, o O ~+ .. cinematic’ sequences, lncredible SVEA graphics

*and Gn-quahty sound and music. Experience

Take congros fom Jic heldqe or leave the St hours of entertaining explcraticn and dlscmlery

to. embark on critical Away Team missions. This
- X 2 X v o ! “ as you freely travel. the universe 1o unravel a
;;-L';'f;:":;ﬁe?ﬁ“:: .f::;"::l‘{;sa:;;‘r': e"::"::l"“ " mystery from the ancient past in this STAR TREK:
bod THE NEXT GENERATION® epic.

details, including voice-overs by all seven of the
television stars. P _ - “Make it SO0. Take your pest and Engage'

STAR THEK THE NEXT GENERATIOI\I A Flnal llnlty "

@ and © 1895 Paramount Piclures. All Rights Reserved, STAR TREK: THE NEXT GENERATION is a Registered Trademark of Paramount Pictures. Spectrum HcIcByle is an
Authorized User. Spectrum HoloByte is a registered trademark of Spectrum HoloByte, Inc. Other lrademarks are the propery of their rcspcctwe holders.
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Available for
IBM CD-ROM

Also look for STAR TREK: THE NEXT GEHEBA‘I’IBH
“Future’s Past” on Super NES®

., W

Roiobyte. - .

2490 Mariner Square Logp, Ar’arr;edq, Cﬁ: 94501

Visit your local retailer or call 24 hours:
*1-800-695-GAME (USA and Canada)
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“Underneath the beauty lies an

adventure guaranteed to please

even the most demanding fan"
- Trent Ward, PC Gamer

“Excellent” — Johnny Wilson,
Computer Gaming World

“Mercedes quality with immense
depth”

- Steve Wartofsky, Strateqy Plus
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LLONG AGO AFTER CENTURIES
WAR, THE SARTAN RACE SMASHED
THE WORLD SEAL AND SUNDERED

QF

THE EARTH INTO SEPARATE _
e ; hme beautiful and
MAGICAL REALMS, EACH

An unforgettable experience!

A dragon ship piloted by magic...a deserted shining
city...mystical lands of elves, dwarves and dead sorcerers.
Now the dark fantasy realms of the bestselling
Death Gate Cycle are yours to explore in this

thrilling graphic adventure.

SEALED EROM THE Elnkk ? Lot

OTHER BY THE POWER- ¢ W i

FUL DEATH GATE. =

Gl EeEoy (3] :"“,,".“"*';.:“' e o
MAGIC WAS CORRUPTED, B airt , GEXe
KNOWLEDGE LOST AND THE 5 B S Lot ]

COMMON HUMANITY THAT ONCE

BOUND THE WORLD WAS FORGOTTEN., % i

=) Y 2 Bl

['HE DEFEATED, PATRYNS, TRAPPED IN h ‘\ a7 e

THE NIGHTMARISH PRISON REALM OF Y RS | [ ‘jdy\ g ""\ alf s

THE LABYRINTH, BECAME TWISTED Super VGA preserves detail of original art by award-winning
fantasy illustrators ;

WITH HATRED AND PLOTTED THEIR

REVENGE. %* BORN IN THIS SAVAGE

AND UNFORGIVING LAND, YOU

iSCAPE AND UNDERTAKE A NEW

‘ u. * {' - 'I'.
2 b i ‘ﬁt.-&'—’f -

-Dazzling multimedia tech-
nology! A professional cast
of over 40 speaking charac-

QUEST - TO FIND THE PIECES OF THE
WORLD, SEAL, WREAK REVENGE UPON
THE SARTAN AND DELIVER YOUR symphonic musical score

PEOPLE FROM THE DAILY TORMENT

ters. 3-D modeled animation.

OF THEIR LIVING HELL.

Cact Swap an the wail

Actual Super VGA graphics
shown
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Weave together ancient
runes to cast magical spells

- Lile

Y ™
YWLEGEND
ENTERTAINMENT COMPANYS:

P.O. Box 10810 s 4
14200 Park Meadow Drive
Chantilly, VA 22021,




FEATURES

46
Sporis Spesiall
Digital Athlsies

Don"t Strike

30 SNEAK PREVIEW! CONFIRMED KILL CGIW straps on
the aviation gear and soars into Domark and ICI's on-
line combat zone. Ultra-realistic flight models, a huge
assortment ol WWII aircralt, and hundreds of human
opponents could make this the dirtiest, deadliest
doglight in gaming.

35 THE CGW PREMIER AWARDS Every year, the CGIW
editors: strain our brains with the toughest puzzles; stress
our joysticks in the most demanding simulations; get
virtually damp from numerous dungeon romps; fulfill
our favorile sports [antasies; get new calluses [rom [rantic
action games; and conquer worlds [rom ancient Greece
to the stars of far-flung galaxies. Find out why selecting
this year’s best of the best was tougher than ever.

46 SPECIAL SPORTS SECTION In the wonderful world
of computer sports simulations, your favorite teams
never go on strike. George Jones takes it to the hoop
with the latest basketball sims, Gordon Goble goes lor
the hat trick with hockey, Terry Coleman auclibles
through the zone ol football games, and Jim Gindin bats

cleanup with enough baseball programs to replay
OM pU ER anyone’s favorite season.
GAMING WORLD __ ... .uoc,

MAY 1995 ROLE-PLAYING

71 SCORPIA’S STING Our master spy goes undercover
to discover the secrets of Bureau 13, and also
investigates the latest version of ULiva VIIT: PAGAN.

76 SCORPION'S TALE The Mata Hari of adventure
gaming shows you which drawer to ransack in Take 2’s
Bureav 13, while CGH disavows any knowledge ol your
actions.

80 HODJ ‘N' PODJ Steve Meretzky's latest design is a
potpourri of classic games. Charles Ardai tells us if
Breakout, PacMan and Solitaire are any more interesting
this time around.

ACTION

90 RENEGADE FASA's Interceptor board game comes
to the computer space combat arena courtesy of SSI, but

l ) how does it translate into Galactie Standard?
cmie \\\ aras

94 DARK FORCES ‘Tremors of Doom have been lelr in
35 the Force, and they seem to be coming from LucasArts’
| 3D shooter.




CONFIRMED KILL
The Fight Is On, On-=line
30

98 RISE OF THE TRIAD Terrorists are up to their tricks
again in yet another 3-D shooter. Vox Day arms himsell
with a slew ol unique weapons and blasts his way through

Apogee’s blood-soaked corridors,

106 MORTAL KOMBAT Il Having proven his knowledge ol
secret fighting techniques, George Jones takes on Acclaim’s
latest attempt to capture the PC arcade market.

112 MARATHON Faithful Macintosh owners finally have
their day in this hot, 3-D shooter. Christopher Breen pauses
long enough between rocket salvos to report on Bungie
Software’s success.,

116 ZORRO Who is that masked man so gleelully cracking
his whip at banditos, while avoiding sinister traps? None
other than the swashbuckling Charles Ardai, [resh from
climbing through the levels of this PRINCE OF PErsIA
wannabe.

94 Dark Forces . —

SIMULATIONS Nothing Beats A Good
Blaster By Your Side'.-z‘i‘,

123 BOGEY'S BAR & GRILL Lver wonder how high-end T
flight simulators would prepare you for the real thing? Join ' 1
Denny Atkin in the back seat of an F-15 and lind out. z

128 STRATEGY! NASCAR RACING Rellexes, steely nerves

and experience are important, but the veal seeret to racing

is a good pit crew. Roll up your sleeves and get vour hands

dirty with Gordon Goble, as he explores the ins and outs of
spark plugs and springs, adhesion and horsepower.

DEPARTMENTS
12 EDITORIAL Is The Mass Market Good For Gamers?
16 INTERFACE 'The Gamers Talk Back
20 READ.ME The Latest Buzz, Whir, And Click

STRATEGY/
WARGAMES

139 BROADSIDES AND GRIPESHOT Alfter the wild success ]
of SSI's PANZER GENERAL, could a wave of [un, accessible 164 GAMER'S EDGE "I'he IHacks, Codes & Cheats
You Need
168 SHAREWARE SHOWCASE Updated Treats From

Yesteryear

wargames be far behind?

146 STALINGRAD The climactic battle ol the Fastern Front
brings multiple scales to the Woren AT War system. Field 172 HEX, BUGS & ROCK N’ ROLL Chris Crawlord’s
Marshal Tim Carter returns from the banks ol the Valga Holy Grail

with a full report. 176 ADVERTISER INDEX Where To Find Games

) ] 180 UNDER THE HOOD Sound Card Safari
154 HIGH SEAS TRADER |ohnny Wilson sails choppy e : ;
waters in Impressions’ new game of trade, broadside battles 187 HALL OF FAME All-Time Great Games
and scalawags. 188 THE TOP 100 Readers Rate The Top Games

190 PATCHES Game Files To Kill Bugs Dead

158 THE BIG 3 War correspondent Josh Bruce [inds great i .
192 THE RUMOR BAG Veni, Vici, Departi

promise and hig holes in Alliance’s plan for a good
introductory wargame on WWIIL
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WOKE UP IN DUNPSTER.
WITH CORN FLAKES.

OUT YHE BARYENDER.

CALLED MOm.

CRAP OUY oF I8 BIKERS.
HEVER tookeD shcK. 0> <

You're Ben. You're on the road. You're indestructinle.
And you'll do whatever it takes to clear your name from a bum murder rap.
Like fighting ugly gangs with futuristic hikes and Neolithic weapons.

Running hig-rigs off the road at 100 mph. Making people pay.
But that's what happens when you live your life at "Full Yhrottle

Yoor biker adwenlure awaits you-on PG CO-AUN. Call I-B00-STRRNARS [or avuilability,
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Meer the Chaos Engine—a side of merry olde
England you'd rather not know. But forget about rea
and crumpers and all thar jolly rotren stuff. ‘Cause
this arcade-action style CD-ROM game transforms
your PC into a gruesome battlefield of psychotic

monsrers and ruthless warriors. We're talking

armor-plated, razor-toothed killing machines here.

So pick one of six mercenary buddies, stock up on
twenty-five deadly weapons and explore four
fiendish worlds with 16 levels. But keep an eye
peeled for mincemeat-making traps, life-saving
power-ups and assorted keys. It's Brirain's award-
winning designers, the Bitmap Brothers, at their

Circle Reader Service #255
bloody best. God save the Queen? Gad save your ass. 00750 & 103 # 00190
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FOR PC AND PC CD-ROM.

1995 WARNIR MUSIC GROUP, WARNIRACTIVE"
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You Asked For It

When Software Publishers Get Their Wish, Do Gamers Get Theirs?

by Johnny L. Wilson

oomers probably remember
the old television show, You
Asked For It. Viewers would
write in requesting [ilm
footage of unusual sites to be
seen, stunts to be performed,
and celebrities to be inter-
viewed. At the beginning of each seg-
ment, the host would give the name and
address of the individual who requested
such film footage (making the entire show
almost one big Letters o the Editor col-
umn) and would recite the tag line, “You
asked forit.”

While attencling this year's Spring Sym-
posium of the Software Publishers Associ-
ation, I kept expecting that aging
television host to pop up and deliver his
famous tag line. For as long as I've been
observing the entertainment software in-
dustry, the holy grail has been to move
computer games into the mass market.
Now, according to the SPA’s latest re-
search, 33% of U.S. households own a
personal computer. And these aren’t just
old Atari STs and Commodore 64s being
used as doorstops and anchors, since the
survey also indicates that 57% ol comput-
ers purchased in 1994 had 486 chips and
above. Further, they aren't just buying
multimedia machines and sticking with
the software bundled with the hardware
packages. Of the new buyers, 56% of
those who purchased machines with mul-
timedia bundles had already purchased
additional soltware titles. If these num-
bers are close to the truth, then soltware

really has become a mass market item.

Of course, the mass market merchan-
disers know this as well. Personal comput-
er software is currently being sold in
Sears, Target, Walmart and discount
warehouse stores. In addition, software is
expected o reach bookstores in ever-in-
creasing numbers as this year progresses.
And, just in case you haven’t noticed, Co-
lumbia House has started a CD-ROM
club for entertainment software and mul-
timedia. All of these are signs that sofi-
ware publishers have gotten their wish.

That's good news, isn't it? Our hobby
has come of age and we're able to find

and purchase soltware at a variety ol

venues. Higher volumes equal lower
prices, so we should be able to get games
at lower prices. Easier shopping and bet-
ter prices! Isn't this great news?

Well, everything has its price, and we
are just beginning to read the fine print
on this price tag, the legal disclaimers
that correspond to the asterisk. Sure, you
can find Myst in your local Target, but
will you be able to find Panzer GENERAL?
Sears has set aside an average ol 20-25
linear leet ol shell space per storve [or sofi-
ware; Target, 12-24 feet. This floor space

is roughly able to handle a maximum ol

100 titles. Yet, this is 100 titles out of all
consumer categories: education, enter-
tainment and productivity. One hundred
tiles is only about one-fifth of the number
of games that we see in a given year. Nar-
urally, this means that the mass marketers
are only going to be stocking and selling
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only the hottest titles. Since, by some esti-
mates, MYST outsold PANZER GENERAL by a
10 to 1 margin during 1994’s fourth quar-
ter, you could very well expect to find the
former, but not the latter.

Obviously, what we're looking at is less
variety on store shelves, and the possibili-
ty that the software industry will fall victim
to a New York Times Bestseller List men-
tality (Then again, il it were CGIW's Best-
seller List....). Seriously, though, there is a
danger that software publishers will be-
come so mass-market-oriented in their
planning that they refuse to take chances
on those little jewels of products that
CGW editors and readers like so well, and
there is a danger that gamers will become
so complacent that they merely accept the
selection on mass market shelves and quit
prospecting for those hard-to-lind jewels.
On both fronts, publishers and gamers,
there is a danger of having products that
regress (o the lowest common denomina-
tor, the computer game equivalent of
broadcast television.

What, then, can be done to ensure that
the mass marketing of software does not
destroy the ereativity and innovation that
built itz First of all, publishers ought to
explore new venues. Shareware and elec-
tronic distribution methods, software
clubs, multimedia magazines, on-line ser-
vices, and networked storelront entertain-
ment venues are but a few approaches
outside the wraditional channel that can
be used to experiment with innovative
(read: “risky”) games.
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Railroads & Robber Barons®

Welcome to the 19th Century!

With immigrants pouring in, America is poised for explosive
westward growth. Magnates famed for their greed and busi-
ness acumen rush to cash in. Can you handle the challenge?
Lay track, build stations, purchase trains, and manipulate
stocks to build an empire of iron and steel. History’s great-
est Robber Barons will try to stop you by undercutting
your lines and buying out your stock. Your only weapons
are money and trains. Will your empire succeed or fall
under the wheels of the competition?

Break through the competition!

Actual sercens may vary

.

.‘.‘ ‘

The Avalon Hill CD ROM COMING SOON
fvailable on: PC Compatbles, 386 or better, 4 HB of Ram, 357 High

Game Com pa ny Density Flopgy, House, YGA colar graphies. Sound Support for Seund

DIVISION OF MONARCH AVALOHN, INC. R Blaster AW32, Sound Blaster 16, Saund Elaster Pro and Compatibles,
4517 Harford Road Baltimore, MD 21214 Prio hudia Spectrum and Roland,

1830: Railroads & Robber Barons can be found in computer game stores near you. For ' 3
order information or for the name of a retailer near you, call 1-800-999-3222. Ask for Dept. CGW 1

Circle Reador Service #285




Second, gamers should use every method at their disposal
to get information about new games and new game concepts.
Getting lamiliar with the Internet and the World Wide Web
can provide timely, useful and money-saving information
about games, as well as point you to FTP sites where you can
download demos and shareware free of charge. The SPA’s
most recent study shows that over 70% ol computer owners
have modems, but only 25% use them. According to a recent

CGW survey, 81% of our readers have modems and 92% ol

those use them, but less than 10% have Internet access.

Further, gamers can help get computer games on retail
shelves by special ordering. Sears has a program they call the
Retail Special Order System, or RSOS. 1t is essentially a cata-
log in the software area that allows you to order soltware titles
for next day delivery that are not already on the shelves. Fu-
ture orders for shelf-stocking will be made with reference 1o
the number of RSOS orders,
the viability of certain computer games to the retail buyers.

Finally, publishers should think more about developing on-
line games, and gamers should think more about participat-
ing in on-line games. Sure the money meter is always running
on these games, but then again, you don’t have to buy an en-
tire game before you play it. You can quit when it's no longer
fun or within your budget. With wider and wider Internet ac-
cess, we hope to see more and more on-line and play-by-e-
mail games to expand gaming's horizons beyond the retail
channel of distribution.

Yes, the entertainment software industry has found its holy

so this can be a way of proving

grail. Let’s just hope it's not an ordinary collee mug sitting
with the other Blue Light Specials. %

HOW DO WE RATE?
The Guide To CGW's Review Rating System
FHAORH Outstanding: That rare game that gets it all
right. The graphics, sound, interface, and, of
course, the game play come together to form a
Transcendent Gaming Experience.

Bk A ¢

P 2 % AN

Very Good: A quality game that succeeds in

many areas, May have minor problems, but is
still worth your time and money, especially if
you're interested in the subject matter/genre.

Average: A mixed bag. Can often be a game
that reaches for the stars, bul [alls short in sig-
nificant areas. Can also just be a game that does
what it does well, but lacks flair or originality.

Weak: A game with serious problems. May be
buggy, may not have much play value, may be
ill-conceived—and you may want to think twice
about buying it.

Abysmal: That rare game that gets it all wrong.
Usually a buggy, incomplete, and/or valueless
product.
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if you want lo go all out for games; the Falcon is
o best bet for your money.”
Paul C. Schuytema, Computer. Gaming World

" The Pentium 90 they sent me |s a beautiful piece
of work, primarily because they don't go with the
lowest bidder when buying standard

mponentry.

% Overall Score "
= Ted Chapman, Computer Game Review

THE FALCON MACH V: THE ULTIMATE GAMING MACHINE ™

If you don't care about playing games, buy any computer.
If you don't care how fast your games run, buy any "multimedia" computer.
If you're a serious gaming enthusiast, you need a MACH V Gaming PC.
|

'he MACH Vp-100 MHz Pentium - $2,995 |

standard features as of 4/1/95: To Order Call:
ntel Pentium™ 100 MHz Processor -
00% Compatible with All IBM™ PC Software 1-800-258-6778

alcon PCI Bus Molherboard, 256K Cache exp. lo 1 meg

4 Bit PCI Graphics Board with 1 Megabyte - 16.8 Million Colors!
alcon PCI Bus Enhanced IDE Hard Drive Controller

| Megabyles of RAM expandable o 128

A4 Floppy Drive

40 Megabyle Enhanced IDE Bms Hard Dnve with 128K Cache

95 ms QUAD-Speed CD-ROM Drive -

roalive Labs SoundBlaster 168'™ & Smeir.lad Mullimedia Speakers

*H Producls FlighlStick PRO™ 4 Bulton Joyslick wilh Viewing Control
’H Praducts Automalic Speed Sensilive Dual Gameporl

fini Tower Case with 250 Wall UL approved power supply

4" Non- Inlerlaced Super VGA Maonilor, .28dp, Edge-1o-Edge Display
01 Key Keyboard, 3 Button Serial Mouse

AS-DOS, Windows™ (latest versions) & 10 Iree CD-ROMs!

Ine Year Paris & Labor Warranty, One Year On-site Service VISA MaslerCard & Discover Accepled

JL, CSA, TUV and FCC class B certified Financing Available On Approved Credil.

6550 UARTS, Temperat itve fans, C ized BIOS' and many other unigue fealures!

“ach MACH V is custom buill to meet your specific needs. There are hundreds of oplions (o FALCON NORTHWEST e

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

263 South Bayshore Dr. Coos Bay, OR 97420
Ph: (503) 269-0775 Fax: (503) 267-2575
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LETTERS FROM

NETWORK NOOSE
Your article describing a home
network for playing network
games was too complicated.
Here is a description of an RJ-
45 jack network for two PCs to
play DOOM.

Physical: You need two net-
work cards with R]-45 jacks
and the installation software. 1
installed the /O address at
340-35FH and the IRQ at 15.
Buy a straight-

through RJ-45 ca-
ble, cut it in half, expose the
wires and strip ofl a one inch
section of the orange and
green wires. Twist the dark or-
ange wire from one P’C with
the dark green wire from the
other. Twist the light orange
with the light green. You
should have four wires lrom
one LAN card to four wires
from the other. Then, cover
the exposed wires with electri-
cians' tape. Ignore the other
wires. If your LAN card has a
LAN check, it should now
work. Note: This method lim-
its you to a two PC network
only.

Mental: There are three
programs needed to run the
network.

I. LSL.COM

2. The driver program for
your LAN card. Mine is
HP3ATIG6P.COM. This should
be supplied with your LAN
card software. J

3. IPXODIL.COM

[ obtained the LSL and

CGW READERS

[PXODI programs from the
America On-Line Games
area’s DOOM directory under
a network help program in the
miscellaneous.

If there is a memory prob-
lem in the first 640K, LOAD-
HIGH these programs. Then,
run setup in the DOOM direc-
tory, make sure the settings

are the same on both ma-

chines and go head-to-head
in the most addicting game

I have ever played.
John Pombrio
America On-Line Subscriber

I very much enjoyed is-
sue 127 overall with

particular interest in

your article on network
gaming. However, in the
network gaming article, I was
taken aback by some of your
recommendations for setting
up a system for network gam-
ing. Of particular note was
your recommendation to pur-
chase a full-fledged network
operating system (NOS), such
as Personal Netware or WFW
3.11. While this is definitely a
good idea for resource and
printer sharing between two
computers, it is by no means a
necessity for setting up a few
machines to play DOOM (or
any other network-ready
game, for that matter). All that
is really needed is two or more
NE2000-compatible ethernet
cards (preferably with BNC
connectors to keep the cost
down), cabling, T-connectors,
terminators, and driver soft-
ware. My friends and I have
been playing DOOM for over
a year with said hardware and
have not had to purchase a
NOS. Specifically, we each
purchased SMC Ether Card
Elite Ultra Combo cards, a
couple lengths of coaxial ca-
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bling, T-connectors and termi-
nators. The drivers for
IPX/ODI we obtained from
the SMC lorum on Com-
puServe. While your recom-
mendations are certainly valid,
one must keep in mind that
not every gamer can afford o
purchase a NOS in addition to
the hardware required.

Also, I was a bit perplexed
by some of Scorpia’s com-
ments in the Scorp'’s Shorts
section of Adventure/RPG.
Particularly, in the cursory re-
view of NocrroroLs, Scorpia
was unable to comment on the
game’s sound capabilities,
since it was incompatible with
her sound card ol choice, the
Gravis UltraSound (GUS).
While Scorpia has every right
to choose which sound hard-
ware (o use, it is really in every
reader’s best interest that the
games she reviews be tested
on sound cards that have
broader support. As
a former owner of
the GUS, I know
that the card
receives very
little industry
support in licu
ol support for
the de flacto
standard, Sound
Blaster. In lact, the
GUS is probably the
most poorly supported sound
card because of its reliance on
soltware, rather than hard-
ware, emulation of the Sound
Blaster standare. It is this fact
that caused me to trash my
GUS for a more widely sup-
ported sound card, a PASI6.
Perhaps in the future, Scorpia
can test her games on both the
GUS and a SB-compatible
card on diflerent machines.

Chris Haswell
Austin, TX

Thanks, Chris and John for
your words of wisdom to the bud-
get-minded net gamer. As for
Scorpia, we should point out that
she is an oul-of-house freelancer
who only has access to her own
machine and peripherals. She
doesn’t come i and use the CGW
Labs equipment. For individual
columnists and reviewers, mixing
and matching equipment can be a
logistical nightmare. We simply
wouldn’t force that on any of our

[freelancers, especially one that is

liable to send Fred, her “friendly”
grue, afler us.

STAR SNORES
My computer gaming [riend
and I were watching STAR
Wars the other night when he
asked me, “Hey, is that the
same guy who starred in WinG
COMMANDER IIT2"
Noah Oskwarek
Kent, CT

Yes, yes it was. Afler
his stellar perfor-
mance in the On-
gin game,
Hamill was re-
cruited by
George Lucas
for the Star
Wars films. Of
course, there was
a hairy little bit of
time travel involved, but
Lucas spares no expense.

DOOMED TO
APPROEBATION

Great magazine! I really liked
the CommanD & CONQUER
preview. Only one problem, 1
was looking through your Hall
of Fame and..WHERE'S
DOOM?! With its formerly un-
precedented leap in first-per-
son perspective, the ability to
compete against other players
in team or head-to-head play,
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the use of light diminishing,
plus the way sound from one
part of a level echoes down
passages, how [could it not be
in there]?

Also, MEcHWAaARRrRIOR 11,
every time I hear that title, my
stomach does sort of a flip-
flop and my palm invariably
slams into my forehead. “Post-
poned for around a year now!”
I groan as my [riends and |
talk ol a game we had such
hopes for. At least, there is still
a glimmer of light at the end
ol this almost endless mnnel.

Dawid Prestin
Jackson, M

The Hall of Fame issue is sim-
ple. Games have to prove them-
selves over a period of more than
two years before they are eligible
Jor induction into the CGW Hall
of Fame. Just as professional ath-
letes have to be retived for a cer-
tain amount of time before they are

eligible for their respective halls of

Jame, the computer games induct-
ed into owr hallowed halls have to
prove their timeless value. Since
WOLFENSTEIN-3D was jusl in-
ducted, however, one would expect
that DOOM would not be far be-
hind. As for MeEcuWarrior 11,
we'd like to see it oo,

NECESSARY
GRUFFNESS

Kudos to your reviewers for
their scathing honesty about
Herr & UNNECESSARY ROUGH-
NESS. I will save a wad by not
buying those games. Some
people think you blokes are
too rough, but I don’t think
that's even possible. Mr. Ar-
dai's  “Emperor’'s New
Clothes” analogy was right on
target. Most computer games
still suck inexcusably, so keep
kicking butt and taking
names—amd  saving  my
money!

Jack Wider
Eugene, OR

PROFESSIONAL
PERSPECTIVE
It was both fun and gratifying

to read your February ‘95 col-
umn, [ex, Bugs and Rock &
Roll [“The Dream Job"). A lit-
tle over a year ago, I would
have been digesting your col-
umn like most of your readers,
hoping to glean some insight
into Silicon Tinseltown. As you
had mentioned in your col-
umn, while I had much expe-
rience as a programmer, my
computer gaming INDUSTRY
experience was nil. Now, 1
find mysell to be a quickly-
hardened and barttle-wary
“rookie” of the trade. So far,
the ride has definitely been
worth it (even though it could
be compared to the ride taken
by Keanu Reeves in this past
summer’s film, Speed)—it’s
amazing how much the hu-
man mind can pick up and
improvise when thrown over
the proverbial cliff without a
bungee cord. Seriously,
though, even though the
hours this past year have been
excruciating and the work
endless, I would still recom-
mend this job to anyone who
shares the passion that 1, you,
and the majority of your hard-
core CGW readers obviously
have [or this rapidly evolving
pastime.

I would like to emphasize a
point that seemed to permeate
the entire article, however.
The ability to solve problems
(and do it quickly) is a neces-
sary skill in this [ield. Your
ability to do this inevitably in-
creases as your game pro-
gramming “tool chest” grows,
and the only way this happens
is through continual experi-
mentation and problem-soly-
ing. While I did receive a B.S.
in Computer Science, 1 have
found that my B.S. in Mathe-
matics has proven to be more
valuable in the long run.
When I entered college, my
goal was to study Computer
Science, with Mathemalics be-
ing a painful, but necessary,
additional field of study. Over
time, however, | have found
that to master the [ield of
Mathematics (and God knows
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I haven't) really indicates a
mastery of problem-solving
and conceptual thinking.
Computer Science techniques,
as Nicholas Fullager com-
mented in your article, come
and go with time and get re-
placed with “New and Im-
proved.” The conceptualizing
skills that the study ol Mathe-
matics teaches, however, never
die ofl.

As an adjunct to this, I'd
also like

to reiterate the
importance of continual learn-
ing. If'it can’t be done through
actual coding or experimenta-
tion, it should at least be done
through the enormous
amount of literature out there
(especially the recent amount
ol material on game program-
ming). The listing you sup-
plied of pertinent
game-related programming
resources was a good one
most of those listed
are

recent
releases—and even

Just a year ago, I would have

benefited greatly from having

had them as additional re-

sources for game program-
ming.

Glenn Doren

Programmer, D.C. True, Lid.

o NORTHERN

Sorry we conldn’l print all of
your kudos, Glenn. We wouldn’t
want Paul Schuytema, our Hex,
Bugs, Rock & Roll columnist, to
rc:e.i.rfg'm'.fn‘!r: his contract, now,
would we?

ALERT THE
MEDIA!
Can this magazine get any bet-
ter?! I don't think so. Your
magazine is better than Time
and Newsweeh combined!!

Joe Daly
Westerville, OH

IERRoR

DEEp

We think so, too. The

news magazines never have
enough sereenshols, and they don't
have Scorpia. Seriously, we are
always trying to make the maga-
zine betler. Keep your eye on us
during the next few months-
we've gol graphic imfrrovements,
column additions and more com-
ing your wey.

CALIFORNIA OR
BUST!

Computer Gaming World has
packed wf its PCs and made the
trek to San Francisco. To Iiler-

Jace with us at owr new address,

wnite to: Interface, ¢/o Computer
Gaming World, 135 Main St.,
14th Floor, San Francisco, CA

94105, &
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THE LATEST NEWS FROM THE GAMING WORLD

Texas Rocked By Quakes, Crimes, Alien Designs

CGW Visits The “Disaster Areas” Of Origin, SimTex And Id

Recently, CGIV took a swing
through the Lone Star State 10
see what was going on in what
some are {r:llling “Silicon Val-
ley South.”

The [lirst stop
on our sojourn
was id Software’s
Mesquite, TX of-
fice. Id has been
keeping a tight
lid on their recent
doings, but Jay
Wilbur, id's biz-
man, was kind
enough to allow
us to take a peek

id isn’t talking release dates
yet. They just want to create a
killer game, and if that takes
time, then so be ir.

QUAKE, as far as gameplay is

DESIGNING HUMANS CEW caught Steve Barcia of SimTex (top) in the act of
designing his next space conguest game in the tradition of Master oF Orion; while
John Carmack of id Software was engrossed in designing the level editor of
Quake, id's “next-generation” first-person shooter. “It'll be done when it's
done,” says id's “hiz-guy" lay Wilbur.

at their next project, the su-
per-anticipated QUAKE.

First off, Quake, id's next-
generation 3-D action game,
will be done when it's done—

concerned, will be to Doou
what DooMm was to WOLFEN-
STEIN 3-D. Quake's world will
be true 3-D, with polygon and
texture-mapped critters and
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real-world physics. But QUAKE
will really set the standard in
multi-player options. From
the ground up, QUAKE is being
huilt around client-server net-
working, allowing
up to 100 players to
exist in a single
game world, al-
though not all on
one game level.
The registered

Quake will contain
not only the game,
but also client-serv-
er soltware which
will allow users 1o
set up their own
multi-line server, a
level editor to de-
sign their own QUAKE levels,
and the ability to edit id’s
own proprietary Al scripting
language. In essence, id will
be giving players the tools to

CD-ROM version of

create their own 3-1 worlds,

Next stop was Austin and
Origin Systems. In the distant
future (Christmas ‘95), Origin
is gearing up for work on
WinG ComMMANDER TV, PRIVA-
TEER 1T and Urriva IX. Two
titles in the later stages of de-
velopment caught our eye: Cy-
BERMAGE and CRUSADER,

CyYBERMAGE is the child of
veteran story-teller David
Bradley (formerly of Sir
Tech’s Wizarnry series). The
game is a first-person adven-
ture in a comic book world of
incredible detail. As the hero,
you are given the gilt of “dark-
light” powers, a pseudo-force
which mists up from the soul
of someone as they die.

What sets this game apart
from other first person adven-
tures (such as Origin’s own
SYSTEM SHOCK) is that David
Bradley knows PC storytelling,

FORGE ON! Origin's BioForee design team celebrates “ship day” with a few cold
ones, amidst hundreds of beta CDs, each a unigue version of the game.



and this story is going to be a
\\hoppu. full of mystery, in-
trigue and danger. The 3-D
city that you must explore is
simply amazing. You can walk
through the streets or fly via
police hovercar, just like Har-
rison Ford in Bladerunner.
CRUSADER will employ a
heavily modified SVGA ver-
sion of the Urtima VIII en-
gine, and the gameplay will
be mission-based. The mis-

CYBERMAGE Origin's next release
combines a Bladerunner-style
adventure with blistering 3-D action.

sion goals are reminiscent of

Bullfrog's SYNDICATE, but in
this one, you are a lone opera-
tor. This game features de-
tailed environments like we've
never seen belore (finally,
someone appears to have lig-
ured out how to make SVGA
graphics look “gritty”), and
live video clips of character in-
teraction.

Just down the street from
Origin is Steve Barcia’s Sim-
tex. Occupying an office suite
above a Greek gyro joint, and
welcoming guests with only a
pinned-up piece of paper
proclaiming “no soliciting,”
the folks at Simtex are quietly
creating some of the best
games around.

We saw the completed 1830
railroad empire game that
SimTex designed for Avalon
Hill, and a nearly completed

PLAYING LATELY?

Here are the games that your fellow players are blowing the
most time with, Let us know which game you've been playing
the most by writing the name of your current addiction in the
“Playing Lately?" blank of the CGIW Top 100 ballot (page 160).

RetldEI'S'

Results for CGW #130 MAY 1995

“PANZER GENERAL
was the best thing I
got for Valentine's
Day. Well, almost...”

John M. Urevich,
Flanders, NY

Transport Tycoon (MicroProse)

Notable Quotes

Wit, wisdom and caustic quips
from gaming's harshest critics

“Between WARCRAFT, WC3, NASCAR and

MAGIC CARPET, Ive barely got time to eat! Too'
many good games, too litle tme."
B.R.E., Gary IN

“TRANSPORT TYCOON is the most addictive

game I have ever played! I have not slept
since I purchased this game...and T have
played it non-stop (except to go to work).”

ing gamel”

Howard Bohannon, Jacksonville, AR

MecHLORDS that they are
wrapping up for New World
Computing, CGW also caught
a glimpse ol two projects “in
the works,” and still without
publishers: a space strategy

game and a fantasy role-play-
ing q ame.

es in MASTER OF ()RI()\' dﬂd
MasTERS OF Macic, and after
speaking with Barcia about the

WING COMMANDER
ITT was a blast; it had
“to be to make up for
the annoying load
times. And [ picked
Flint.”
Phil Latreille, St. Louis, MO

“The competition might as well forget
about it. Dynamix and the Front Page Foot-
ball line have cornered the foothall marker.”

Robert Perez, Bronk, NY

“HERETIC is my id fodder until QUARE is re-
leased. It is an incredible, beautiful, frighten-

 David Laprad, Smithville, TN

Simtex design philosophy, we
will keep an eye on these
folks—they have yet o disap-
point.

— Paul Schuytema
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MicroProse Wise Men Discover
The Secret 0f Multi-Player Games!

- O aticn Mabtydayes L0 9 ) {s

The epic blockbuster of
global strategy and conquest,
Sin MEER's CIVILIZATION, was
originally released four years
ago, and since that time its
popularity has grown unabat-
ed. There has been only one
real complaint about this clas-
sic game—no multi-player op-
tions!

Finally, alter several years of
waiting, CIVILIZATION players
will have their multi-player
wish. 2-PLAYER CIVILIZATION,
the new two-player game,
sports high-res graphics, runs
under Windows, and lets

Welcome to the monthly col-
umn wherve CGW asks game
designers to dream, and dream
big. This month, we conlinue
asking, “Whal kind of game
would you create if there were
no hardware or financial con-
straints on your creativity?”
The dreamer this month: Chris
Roberts, designer and producer
of the WiNG COMMANDER se-
vies. Chris?

“What would 1 do if there
were literally no limitations?
If money and technology
were no object, I'd make a
game like, oh, Wine Com-
MANDER 111}

“Seriously, I'm pretty [or-
tunate right now in having
access 1o enough resources
to pursue many of my dream
projects, But what I'd really
like to do is a game where

gamers indulge their territori-
al and rechnological aspira-
tions via modem.

Fun as it might be o square
oll" against another human, 2-
PrLaver Civ is not the full-
blown multi-player
CviLIZATION the game's vocal
fans have been clamoring for,
So, MicroProse will be pub-
lishing a separate network ver-
sion, titled Sip MEIER'S

CIVNET, to be released near
the end of May. Up 1o seven
humans may conquer, re-
search and explore newly-gen-
erated CIVILIZATION worlds

you could travel from planet
to planet—and there would
be hundreds of planets—
with full 3D action. You
could go down and explore
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each planet in detail and in-
teract with all sorts of live-ac-
tion characters. Plus you
could retool your ship with
lots of different guns and
engines.

“The project would [ea-
ture all the best elements
ol adventure and virtual
reality, but with the same
high production level of a
Hollywood blockbuster.
That means big-name
stars and the look and
quality of, say,
Bladerunner. 1 guess my
goal is to bring the superi-
or production values of
large Hollywood movies
into the interactive
realm—creating an envi-
ronment that was really
cool and really fun and
where you could spend
hundreds of hours exploring
a virtual universe that seems
totally lifelike down to the
smallest detail. Sort ol a
SimUniverse on steroicls!”
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CIVILIZED COMBAT New two-player
Civ supports 1280 x 1024 resolution.
World conguest never looked so good.

over a network, sending chal-
lenges to rivals with the chat
feature. “Quick and dirty”
scenarios are planned, and
saved games allowing e-mail
play are supposed to support
matches between Mac and
Windows computers. Time
limits can be set for each turn,
and if you finish before your
opponents, you can spend the
extra time building the next
Wonder of the World. "The at-
tractive graphics are available
in  resolutions  up to
1280x1024.

So start stocking the gra-
naries and collecting those
taxes, because the ultimare
race lor space is upon you
again—and this time that bul=
[oon at your border might not
be bluffing!

For more information, con-
tact MicroProse at (800) 879-
PLAY.
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TERMINAL VELOCITY

TerMINAL  VELOCITY 15

bound to set off sweet bells ol

recognition in your head. It's
Descent without frontiers;
Macie Carret without the
strategy and the morphing en-

evel : canyon.lvl
Sector: BG.EFJ
¢ Zz: 3195081

STRIVE TO STRAFE TerminaL Verocity puts you in the cockpit of a
mighty fine vehicle fully equipped with lasers, bombs, and dual
passenger airbags.

vironment: SKYrox for the
Pentium. Yeah, that last one
will do nicely. This debut re-
lease for Apogee’'s "3D
Realms” label—for 486/33 and
faster machines—is essentially
a three-dimensional arcade
ganme.

The Earth is in jeopardy
(when was the Earth not in
Jeopardy?) and, in its defense,
you're [lying over seamlessly
texture-mapped terrain, blow-
ing up everything in sight.
Said things come apart like
shotgunned skeet more often

than not, but sometimes ¢x-
plode into lames (which is
much more satisfying). In the
remains ol these mstallations,
you can collect power-ups that
restore your battered shields
and enhance your weapons—
Z0ooM : 1.000000: =,

£ 121809,22029163

TRl laser, plasma,
o guided mis-
stles, et cetera.
And then, af-
ter a STRIKE
COMMANDER-
the  chaos
you've
wrought, it's
on to the next
waypoint,
guided by an
onscreen ar-
and a
map overlay.
The charm of this game is
its very open-endedness. Its
three extensive, multi-stage
levels—dusky hills, misty
canyon and metallic, towered
surface—can e explored and
destroyed at will, Moreover,
cach is peppered with tunnels,
which are just hard enough to
find to make them a reward
for good work on the surface,
and just enough ol a squecze
o k{_'{_'p }'()“ an _\'()ltt‘ [oes once
inside them. Within, you
might happen onto an espe-
cially desirable power-up, an

ow
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like view ol

unexpected “boss™ or, just
possibly, a hangar with draw-
ings of aliens on the walls and
a squadron to lay waste to.
And what you find makes you
wonder about what you didn’t,

The game, the [irst by Dal-
las-based Terminal Reality
Inc., is slated lor release in
May, but was still evolving at
press time. The player's ship
looked more like a mall-rat’s
carring than a bringer of
death and destruction, and
the levels lacked the final,
poignant brush stroke that
transforms a playfield into an
environment (there ought to
be more to do than simply
blow stull up. Here's a vote for
multi-player play). But that’s a
matter ol relinement rather
than re-invention and, having
come this far already, look for
the designers to go the dis-
tance. And for TERMINAL VE-
Locry to be a blast.

TOTAL DISTORTION

Take that driving Van
Halen rill and combine it with
those video clips of a demon-
headed snake poking through
some explosions. Or how
about grabbing that rolling
Chili Peppers bass line and us-
ing some background psyche-
delic visuals to create some
acid-funk rock? What do you
mean the audiences back
home don't dig this stull? 1t's
art, man, hrom, like, another
dimension.

Art or not, the music videos
you create in Pop Rocket’s
upcoming ToOTAL DISTORTION
had better make some money.
After all, you didn’t blow all
that cash traveling to another
dimension just to take some

nice pictures, did you?

Trying to describe this
genre-busting  Macintosh
game is not easy—it’s a mix
between early music videos,
MTV's Buzz Clips, and Bill and
Ted'’s Excellent Adventuwre. Oh,
and it's a game loaded with
potential too.

In a nutshell, you've decid-
ed to revitalize Farth’s decid-
edly mundane entertainment
inclustry by jumping not to an-
other planet, but to another
dimension entirely. Integral to
the game is your spaceship
and the sophisticated video
mixing equipment on board.
Although ultimately you'll
make your fortune using your
own video [ootage and sam-
ples in this new dimension, a
massive library ol audio and
video clips is initially at your
lingertips. Assembling videos
is an easy thing: pick three dif-
ferent layers ol scenery lor
-ach “sequence” and then pick
some music and sound cllects
to go with it. Of course, no
matter what you think ol your
own work, it still has to loat
with the video producers back
home. After uploading a video
1o Stevie Groovie, for exams-
ple, she rejected it saying it
was too short. So we length-
ened it—then she complained
that there weren’t enough
people in it. “Sorry,” she cold-
ly remarked,

Creating and marketing
videos seems to be a game
unto itself, bur the designers
aren't stopping there. They're
trying to work an entire
strange-world adventure into
the game, one where you ex-
plore a whole new dimension
and fight guitar chord battles
with demons. OI course,
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eventually, 1t all
comes back to the
music videos, which
might prove tiresome
if you haven’t the yen
for such things. On
the other hand, il

you're [rom the
“raised on video”
generation, ToraL

DistorTION might

SURE PLAYS A MEAN GUITAR Playing ToraL DistorTion
is just like being a video producer for MTV, except
instead of fighting corporate power, you'll battle

demon guitar warriors.

SETVe as an mteresting creative
outlet, and a trans-dimension-
al adventure game to boot.

ABSOLUTE ZERO

Most space combat sims
reach for the Grand Scope,
spanning the galaxies of space
and involving hundreds of
worlds. But Domark Software
has more modest ambitions, at
least in terms of scope, in their
upcoming ABSOLUTE ZERO, a
space combat simulation set
entirely on Jupiter's little lu-
nar companion, Europa,

["urnp;\ was a peaceful hu-
man mining colony whose in-
habitants hm( into the hard,
icy surface in search of vital re-
sources. But the miners’ hap-
py “Hi ho, hi hos" turned to
“Uh ohs” when an alien men-
ace, hidden under Europa's
ice for god-knows-how-many

cons, was awakened,
and  loosed s
vengeance on the un-
suspecting, unarmed
human colony.

As the game opens,

arrives on the scene Lo
help organize a resis-
tance against the con-
tinuing alien
onslaught. As the hu-
man colonists covert
their mining machin-
ery into jerry-buili

MINER 2045'ER Better put some thermals under your
hritches before you help save a mining colony from a
zero-degree enemy in ABsoLuTe ZeRo.

the I}l.-l) er's character

tools of war over the course ol

the game, you'll see the story
progress through the eyes of a
dozen different characters,
and you'll fight in many differ-
ent vehicles, from a standard
space fighter, 1o a tank, to car-
go carrying crall.

Domark’s Flight Sim Toolk-
it engine has been evolving
and improving over the last
few years, and in ABSOLUTE
ZERO, we get 1o see the latest
results of their work, While on
the whole, the Super VGA, 3-
D environment has the slightly
sterile look of the FST engine,
a closer look will reveal a
world of wonderful detail. Do-

mark has created hundreds of

intricately designed objects—
mining stations, earth-moving
equipment, and combat
cralt—many of which are ani-
mated, giving the impression
of an alive and active world.

The few battle scenarios we
were able 1o pre-
view seem tightly
scripted and in-
volved. Fortu-
nately, Domark
has incorporated
detailed briefin-
gs into the
g;l me's  slick
main interface,
giving players
explicit instruc-
tions for the suc-
cessful

the scenarios.

If the quality
ol the scenarios
holds up across
the entire game,
ABSOLUTE ZERO
should be a
111t1(](:5l|)' suc-
cessful addition
to the space
combat genre.
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Microsoft Game Development Tools

Promise To Simplify Windows Gaming

Microsolt will soon release a
suite of software development
tools that has the potential to
simplify computer gaming un-
der Windows 95. The new tools
muake it possible for game de-
velopers Lo convert existing
DOS titles to Windows 95,
make the installation and load-
ing of Windows 95 games virtu-
ally automatic, and aid in
creating new Windows 95
games. Microsoft plans to an-
nounce the new suite of devel-
opment tools at the Computer
Game Developers Conference
in Santa Clara, CA, in May.

The Windows 95 Games
SDK (software development
kit) from Microsolt gives devel-

opers a complete suite of tools
for creating Windows 95
games. Using a leature Mi-
crosoft has dubbed “Autoplay,”
games will load automatically
when a game dise is inserted
into a CD-ROM drive. The
Games SDK also has [unctions
for an install routine that
promises to greatly simplify
game installation—whether a
Windows 95 game or an Auto-
play-enabled DOS CD game.

The Games SDK will also
help developers port earlier
DOS games to the Windows 95
format. Origin, Mindscape, Ac-
colade and other gaming com-
panies have projects in the
works using the Microsoft de-

Cyberpunk Author William Gibson
To Discuss Johnny Mnemonic On-Line

Award-winning author
William Gibson makes a rare
on-line appearance in May to
discuss his circuit-headed
brainchild, Johnny Mnemon-
ic, short story character cum
full-motion video action/ad-
venture game. The “Father of
Cyberpunk” and author of
Neuromancer will take ques-
tions and dispense digital div-
ination live on CompuServe/
ZillNet May 18th. Any Com-
puServe member can join the
discussion without signing up
on ZiffNet.

JOHNNY MNEMONIC, pro-
duced by Sony Imagesoft, is
an entirely interactive, full-
screen, full-motion video
game on two CD-ROMs (see

cover story, CGW #127).
There will also also be a lea-
ture-length film of the same
name coming soon from 1ris-

tar Pictures, but the two were
filmed separately.

Special “Johnny Mnemon-
ic” events are planned for
May 15-20 on ZillNet. Com-
puServe members can ex-
plore ZiffNet during that
week for just the connect-time
charges. Jack in, won't you?
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velopment tools. Although
Windows 3.1 games typically
have slower frame rates than
their DOS versions, a compo-
nent of the Games SDK known
as DirecT Draw will let 2D
Windows 95 games take advan-
tage of current Windows
graphic accelerators. This
translates into significantly
faster 2D frame rates for fast-
paced games.

The new games kit promises
advanees in the handling ol 3D
graphics, as well, Microsoli, [ol-
lowing its purchase ol Render-
morphics, will be marketing
Rendermorphics’ 3D libraries
to game developers. The Real-
Iy Lan software package will

facilitate 3D game develop-
ment for start-up companies,
many ol whom don't have the
resources to make their own
3D games from scratch, For
the few companies that do have
their own 3D libraries, the
Games SDK will have provi-
sions [or allowing developers to
port the 3D portions ol their
game to WINDOWS 95,

If Microsolt's promises be-
come reality, the Games SDK
may make both gamers” and
developers’ lives casier. Games
will be much easier to load and
play, and hardware installation
and configuration will be
much less painful.

Jury Of Their Peers

Software Publishers Select The Best Games 0f ‘94

The annual Codie
Awards ceremony of
the Software Publish-
ers Association
looked amazingly
like an Academy
Awards presentation,
but few of the
“celebrity” presenters and recipi-
ents are widely known outside
the software industry itsell. To
computer gamers, the game
awards may provide an interest-
g counterpoint to our own
Premier Awards in this issue.

Best Action/Arcade Pro-
gram: DOOM II was the casy
winner in this category with ku-
dos going to both distribution
partner GT Interactive Software
and developer id Software,

Best  Fantasy Role-
Playing/Adventure Program:
UnbErR A KiLLING Moon [rom
Access Software captured the
indusury’s imagination with its

digitized video of
known performers.
Best Simulation

Program: Maxis has
owned this category
with their innovative
“systems simulations”
for many years, so it is
not surprising that SimTower
was this year's winner.

Best Sports Program: Pa-
pyrus Design Group was the
clear winner in this category with
NASCAR RacinG, the excellent
sequel to INDYCAR RAGING.

Best Strategy Game: 7th Lev-
el, Inc.’s MONTY Py1HON'S COM-
PLETE WASTE OF TIME captured
the hearts of the Boomer execs
in the software industry with its
strange and well-named ap-
proach to game design.

Congratulations to all of the
winners. Now see page 35 for
CGW's take on the best games
ol the year.
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HARPOON™

Get up to 17 hours free” to play CyberStrike"
or any other great multiplayer games on GEnie!

How about some real competition for a Warrior®—we told you there’d be competition. GEnie’s the place for mulfiplayer games.
change? Up 1o 17 hours online 1o ploy the  RpGers? GEnie’s gt you covered with fantasy  PIus new games are added all the time.
hottest games and coolest players in Cyber-  role playing adventures like Hundred Years  Like Horpoon’* one of the most complex

space. That's what you'll get right now when  wor gnd Multiplayer BatleTech™ as well g~ Wr games ever—now available on GEnie.
you log on to GEnie, Americo’s most oulra-  yhe fext-hosed Dragon's Gate, Federation |~ 5, stop playing with yourself—for up fo

geaus online service for muliplayer gomes. and the fantastically popular Gemstone Il 17 hours—and play the terrific games and
Shoot 'em uppers can shoot it out with 16 Play NTN Showdown Trivia and watch scores ~ gamers on the only online service to bring
other Cyberpods for control of a virtual city in  come in from bars and hotels across the you all this and more. To sign up online, furn

the award-winning CyberStrike"— an exclu-  country. Enter tournaments in chess, check-  your modem on and dial 1-800-638-8369.
sive on GEnie. Or, pit flying skills against the ers, blackjack, poker, backgammon, bridge ~ Enter JOINGENIE at the prompt. When osked
best sim pilots around in multiplayer Air and Reversi. for the special offer, enter ANN234.

*Some restrictions opply. Must be over 18 ybe::s of age 1o substribe. For gomes 1o be fre of chorge for up fo 17 hours, user must observe the follawing: ploy in non-prime fime (between 6PM and BAM EST); access

speed must ba sel of o maximum of 2400 boud; user must diol into o local access node; remain solely in gaming oree. Otherwise, normel GEnie usr:iqe ees may be incurred during the 17 hour complimentary
pericd. This offer is in keu of ol athier offers, ond & for new substribers only. Additioncl long-distance phane charges may opply. Aveileble in US ond Canada only. Offer exgires 12/31/95.

CyherSirike ond GemStone 1l are trodemarks of Simutranics Corporation. Air Warrior & o registered lrodzmark of Kesmai Corparation. Horpoon is o trademark of Gome Designers Workshap Inc. Multiplayer
BotleTech is o trademark of FASA Corporation. All ather names ore trademorks or servite matks of their respactive owners,

GEI]IG Our games blow everybody else’s away!

Circle Reader Service #29




BIOFORGCE

Part man, part cyborg, totally
confused. That's probably the
casiest way to describe the
character in  BIOFORGE,
Origin’'s much-anticipated
“interactive movie.” The story
many of you already know.
Your hero wakes up with that
not-so-fresh feeling you get
when you've been genetically
and physically altered into a
biomechanically enhanced
“thing.” From this point, the
game hecomes very similar to
I Motion’s ALONE IN THE DARK
titles. You use the keyboard 1o

move around the beautifully
detailed 3D

Anyone can club an enemy with their
own mutilated arm, but can you out-

think an entire complex of evil in Bio-
FORGE?

DISCWORLD

Once upon a time there
sprang forth a writer from the
very land (England) rhat be-
got Eric Idle, who begot Mon-
{y Python’s Flying Circus. He
was called Terry of Pratchett,
and the humor in his fantasy
stories scemed to many to be
very ‘Pythonian’. So it was
that the gods of the universe
and the lords of marketing
did decree that these two kin-
dred spirits should join, and
bring gaming joy and laugh-
ter to all. The Discworld, a

environments and to fight
when you have to. One imme-
diate problem you'll face is
that the manual is wrong
about several keys” functions.
It took us a [ew minutes belore
we realized that the space bar
“uses” an item and the return
key picks things up. Gamers
looking lor simple action
might want to think twice—
BiororcE matches immersive
action with some fairly intri-
cate problem solving. As for
the character animations,
about which a great deal was
made, everyone and every-
thing looks lifelike, realistic,
and great. IBM CD-ROM,
$54.95. Circle Reader
Service #1.

Oricin,  AUSTIN,
TEXAs, (312) 335-5200)

TICONDEROGA

Make a base from stan-
dard NATO ship sym-
bols; throw in an
extensive  array ol
weapons, lense scenarios, and
heautiful 3D-rendered back-
grounds. Top with several cin-
ematic cut scenes, mix well,

flat disc traveling through the
cosmos on the back of a giant
turtle, forms the set-

ting for Pratchett’s
zany mix of humor,
satire and fantasy.
Most novels never
translate properly to
the computer medi-
um, but casting Eric
Idle as the bum-
bling wizard
Rincewind is certainly a step
in the right direction. Disc-
WORLD's eclectic characters:
stodgy old wizards, articulate
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and
what you
have is Mind-
scape’s TICONDEROGA, a
game that tries to be both a
graphics extravaganza

and a

3D-rendered backgrounds form the
hackdrop for advanced naval comhbat in
TICONDERDEA.

realistic simulation. Unlike
playing HARPOON or AEGIS,
you can actually walk down the
corridors of your Ticondero-
ga-class ship, gaze off the port
bow, or even nl.ILL collee in
your cabin. The interface takes
a bit of getting used to
though, despite the ttorial.
TICONDEROGA covers three dif-

thieves, monkey librarians,
trolls, dragons and other fan-
tasy take-offs pro-

Rincewind the Wizard bumbles through
humorous misadventures in DiscworLo,
trusty magic luggage by his side.

ferent
war-time scenarios:
The Pacific hothed,
the re-ignition of the
Persian Gull, and our
old Soviet adver-
saries, suddenly
resurgent under
radical right-wing
rule. In some bat-
tles, you go solo;
others lind you in the more
traditional Ticonderoga role
at the head ol a task force.
Each scenario also presents
you with decisions that
carry political consequences
which can allect your career. A
great performance leaves
medals on your dress uniform,
but if you inflict too many
civilian casualties you'll be
lucky 1o get an amll}, st job on
CNN. IBM CD-ROM, $59.95,
Circle Reader Service #2.
Minnscare, Novarao, CA,
(800) 234-3088

e

vide comic reliel while ad-
vancing the plot. The anima-
tion has a delightfully
cartoonish feel, and despite
the fairly large world to be
explored, it’s not meant to be
taken too seriously. If Disc-
woORLD sounds a lot like a
Sierra adventure with a touch
of tea & crumpets, that's as
apt a description as any. IBM
CD (with voices) and floppy
(without), 59.95. Circle Read-
er Service #3.
PSYGNOSIS, LTD., CAMBRIDGE,
MA, (617) 497-5457



Grah the scented bait and hit the fresh
water for some good ol’ fashioned
anglin' in GoNe Fishin'.

GONE FISHIN': DIGITAL
FRESH WATER
FISHING

There's a saying that a bad
day fishing is better than a
good day at work, but with
GONE FistIN': DIGITAL FRESH
WATER FISHING [rom Amtex,
this saying may no longer be
applicable. GONE FISHIN' simu-
lates a day out on the lake

SAIL ‘95

Sailing may not have the
high-speed crashes of auto
racing or the thundering
hooves of horse racing, but it
does have its own special

brand of excitement—all of

the competitors are at the
mercy of the wind. Every race
is different, even over the
same course. SAlL ‘95 by Vivid
Simulations is a Windows-

based sailing simulation of

America’s Cup Racing with
detailed 3-D rendered ships
munning in 1024 by 768 reso-

quite
well. You sit
in your boat casting,
reeling, and watching your
lure speed and line tension,
while you wait [or the lish to
bite. All sorts of fish are in
here—Northern  Pike,
Walleye, Smallmouth Bass,
Sunfish, Perch, and cvery-
one's [avorite, the Catlish.
The renditions of the
lodge and bait shop are

dated, but once yvou're

out on the water, it feels
just like the real thing—in-
cluding the long stretches
when nothing is biting. The
company of your “fishin’ bud-
dy” Bill Sailf (host of Public
Television's Rod and Reel), the
wonderful sound effects like
the water lapping on the side
of the boat, and the great hish-
ing control interface (which
reminded us of teeing off in
Links 386), make GoNE
Fistin' a “must-have” for real
and virtual anglers alike. Be-
sides, what other game gives
you a discount coupon on

lution, It allows you to
control as much of a
sailing vessel as you
wish. You can simply de-
cide upon gross tactics
or you may decide to mi-

cromanage the entire |-

boat. The game allows &

oLl

you to re-race the ‘92

America’s Cup, to try out

the ‘95 America’s Cup
course, to sail an Olympic-
style triangular course, or to
train on a very short course.
SaIL ‘95 also provides you with

scented bait?
IBM CD-ROM, $39.95. Cir-
cle Reader Service #4.
AMTEX, BELLEVILLE, ONTARIO
Canana, (613) 967-7900

PAPARAZZN

PAPARAZZIY

This Museworthy release
is an interactive satirical
revue that puts you in the
role of a freelance photog-
rapher trying to make an
honest buck ofl of others’
sometimes dishonest acts.
You'll uncover clues as to
where the stars are, go to
those locations and hopefully
catch them on film. Then, il
anyone wants to buy your pho-
to, a series of offers will ap-
pear. You select the offer that
works best for you and pocket
the profit as you watch your
reputation improve or disinte-
grate. You begin each day and
night by scanning the televi-
sion for clues or checking your
answering machine in the

hope that one of your usually

reliable sources has phoned
in. The six bizarre television
channels may only be Quick-
Time movies, but at least one

SaiL*95 makes America's Cup Racing
approachable, and a lot more fun than
watching it on ESPN.
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filmed bit per day is in the tra-
dition of Kentucky Fried
Movie or Second

Simple photographs of stars getting out
of cars sell, but it's the scandalous stuff
the people want in Paparazai!

City Television. Ideally, you'll
unearth a nice clue that will
enable you to choose an ap-
propriate location and snap
some appropriately juicy
shots. Il your picture sells, you
get to see your photo on
screen, accompanied by a le-
gitimate headline or a tabloid-
style cut-line.

Macintosh CD-ROM,
$59.95. Circle Reader Service
#5.

MUSEWORTHY, Inc., Abbi-
son, TX, (214) 253-3384.

plenty of hi-tech information.
You get dynamic gauges
which reflect your oppo-
nent’s position, your naviga-
tional information, your
trim, who has the right-of-
way, and several other
wind-related morsels of in-
formation. For most of us,
this will be the closest we
ever gel to high-speed sailing.
IBM, $59.99. Circle Reader
Service #6.
Vivip SIMULATIONS, CLINTON,
CT, (203) 664-1634



Aces Over
The Internet

With Ultra-Realistic Flight Modeling, 60 Realistically-Rendered
Aireraft, And A Sun Network Server, Domark/IGI Is Gunning For
Dominance In The On-Line Simulations Arena With CONFIRMED KILL

hen a con-
versation
between
gamers con-
tains  the
words
“hard-core
light sim”
and “on-line,” you know they're talking
about one of two things: they're either fan-

tasizing about the multi-player game of

their dreams, or they're discussing
Kesmai's AIR WARRIOR. For several years
now, AR WARRIOR, a simulation of WWII

air combat that can be played by dozens of

people at one time, has provided the only
gaming experience of its Kind. Check into
AIR WARRIOR's arena on any given night
and you'll see three countries, "A,” "B”
and “C" lighting for dominance of the on-
line skies. You'll find groups of gamers
gathered in virtual meeting rooms, plot-
ting attacks against enemy factories and
airfields. You'll “hear” the adrenaline-
charged chatter ol pilots communicating
during dogfights, and often vicious taunts
exchanged between engaged enemies.
Unchallenged, Air Warrior and GEnic,
the game’s predominant venue, have
gathered a fanatical following of flyers
who've logged hundreds of hours in its
simulated skies.

AIR WARRIOR is [ar and away the best
multi-player flight simulation available,
but being “best” in a field ol one is an easy
thing to do. Now, in the spirit of the simu-
lations they create, Domark Sofware and

ICI, Domark’s Texas-based partner, have
come soaring oul ol the sun with a new
on-line air combat game, CONFIRMED KiLL.
ConFIRMED KiLL has lined up its sights
squarely on the tail of Aik WARRIOR, and
it's ready for a fight. AR Warrior had bet-
ter find air speed, altitude or ideas
quickly, because CoNrFiRMED KILL
may have it out-gunned. AIR WAR-
RIOR is a few years old now, and
while upgrades and additions to
the system have been made,
they've been slow in coming. With
its $2.00 per hour price lag
(cheap, in the world of on-line
games), higher transfer handwicth
through the Internet, over 60 air-
cralt in its hangar, and a wealth of
new [eatures, CONFIRMED KILL ap-
pears in excellent position [or the
fight.

POINTS, PRESTIGE, POWER

The fight is what it’s all about in Cox-
FIRMED KivL (CK). When you log in to CK
[rom an Internet access provider (see sice-
bar: Connection Established), you'll
choose to fly for one of four countries.
Each country will have its own base of op-
erations from which to launch attacks on
the others. Countries will earn points
through airborne kills as well as the bomb-
ing ol key enemy sites. The countries can
also launch tank incursions and naval at-
tacks on enemy facilities, with the pilots
providing air cover. With up to 500 possi-
ble players on the system at one time (100
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maximum in any one “arena”), you can he
sure that the action will be intense,

But the war is not just lought lor God
and country; a player’s personal rank can
mean a lot in the CK world. Pilots will
carn points for kills, as well as for success-

_A'fligh't of Hawkér-Seﬁfurias'rﬁset's' stiff resistance on its
way to a target.

ful bombing runs, CAP missions, and even
for successful landings. There will be
awards given (o the leaders in points,
win/loss ratio, and kills per flight hour,
among others. One ol the first rewards of
suceess is the ability to customize your air-
craft’s wings, tail, and nose with a variety
ol texture-mapped insignia. As you rack
up the points, you gain access to more and
better art. OF course, you can be sure that
those planes flying “braggart” markings
will become prime targets for ace hope-
fuls. Other awards might include free
game hours and Domark clothing and
paraphernalia.



The spoils of victory may not
stop there. Domark is hoping to
implement a rank system whereby
top-notch pilots will earn the ability to
take command. During large-scale en-

gagements, those with the privilege of

rank could direct their country’s planes us-
ing an overhead map view and “radio”
communications. This position could be-

o

o
v, .
Taking and holding villages is an mzpurtant
aspect of Conrirmen KiLL's historical scenarios.
This Me-110 is trying to soften up a Soviet town
for a panzer assault.

come especially useful and interesting dur-
ing the planned historical battle
re-creations. Domark has plans for Baule
ol Kursk and Solomon Islands arenas,
where these major air battles of WWII can
be completely re-created. To maintain the
proper historical flavor, the planes avail-
able to the sides in the battle will be limit-
ed o those actually used in the battle.
Interestingly, a squadron of AIR WARRIOR
pilots who fly Japanese Zeros have alreacly
expressed interest in taking up the Japan-
ese cause in the Solomon Island campaign.

A MODEL MODEL

As inleresting as the historical scenarios
might be, they won't satisty the tlight sim
bufl long unless the planes perform with
reasonable realism. Here, CK is certain
not to disappoint, unless it does so because
it's too realistic, The CK system uses a
“lorce model” rather than a “table-based”
flight model as used in most simulations.
Table-based models use an array of pre-
determined flight performance numbers
for a specific plane. So, for instance, if a P-
51 Mustang is at 5,000 feet, the simulation
looks up the flight performance specs for
that plane at that altitude and finds the
roll, turn and climb rate numbers. Table-
based sims are very common because they
are easy to program, but they produce
less-than-optimal results.

A force model, on the other hand, is

very diffi-
cult to design.
This type of simulation
determines an aircraft’s
flight characteristics from “control in-
puts"—things like engine size and RPM,
prop size, and control surfaces like verti-
cal stabilizers, wings, and dive brakes. All
of these variables (and many more) are
factored into very sophisticated equations
that are calculated “on the fly” rather
than precalculated as in table-based sims.
The result is that the planes behave
very realistically, perhaps too realistically
for novice pilots. You won't be able to
jump into a plane and yank-n-crank your
way around the skies. With most of the
aireraft, that kind of joystick jockeying
will land you in a flat spin from which it
can be very difficult to recover. In our test
flights, we llew the Corsair, the flight mod-
el ol which accu-
rately simulates the
plzmc'% strong en-
gine torque; we had
to lay hard on the
rudder just to keep
the plane on a
straight line during
take-off. According
to Domark, each of
the 60+ planes in

enough
targets to [ire
at, the CK
system will
constantly
g}lllg(! the act iﬂll
in the battle arenas. If things get a lit-
tle slow, the computer will launch its own
attacks on the players, sending out tank
columns against human headquarters, en-
emy flights against airbases, and V-1 rock-
et attacks against strategic sites.

As for the simulation mechanics, CK has
the standard array of features and options.
The system will support the standard view
modes and a functional padlock view that
will display situa-
|i0l’]ﬂl AWATCness
info (a pitch lad-
der, airspeed, alti-
tude, and an
arrow pointing to-
ward the currently
locked enemy) on
the screen at all
times. All of the
planes and all of

the CK world will
have its own Ilight

Things ﬁan get wild in the Arena, as a Hurricane
and Zero get acquainted over a village defended

the views from the
planes will have

model based on
their aireraft rescarch.
Even the weapons in CK are recreated
realistically, The arsenal includes rockets,
bombs, torpedoes, cannons and guns, and
the guns have realistic rates of fire, damage
capability, armor penetration, range, and
muzzle velocity. You can even adjust the
horesight of your guns—from 100m con-
vergence o 1000m—vhile on the ground.
OF course, not everyone knows their
high speed stalls from their flat spins, and
their Wildeat from their Spitfire, so CK
will have an casy mode and a special arena
for new pilots. There, newcomers can
learn to fly and test out maneuvers without
falling prey to point-hungry veterans,
Also, to make sure that everyone has

hy T-34s, flak panzers, and anti-aircraft hunkers.
_—————————

cockpit graphics
hased upon the aircrafi types. Each cock-
pit will have a standard altimeter and com-
pass, but the rest of the dials and gauges
will be based on the real-McCoy. (A few of
the Russian planes will even have Cyrillic
lettering.) The keyboard command layout
is very similar to that used in AIR WARRIOR,
but it can also be remapped to the player’s
preference. The simulation will also sup-
port some autopilot modes that will prove
very handy: One will level your plane at its
current altitude, one will hold a pro-
grammed airspeed, and yet another will
hold the aireraft at its hest climb rate. Also,
to help in the identification ol craft in the
simulated skies, some helpful graphic indi-
cators will be provided. Every visible craft
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will have a clear indicator underneath i
which can be configured to display aircraft
types, player names, or range informa-
tion.

38 POINTS OF PAIN

One of the most innovative aspects of
ConrirmeD KiLL is its damage model,
which is more sophisticated than any
we've seen. In most simulations, the dam-
age model is very simple: i’ a plane re-
ceives “X" hits, it will start to lose oil
pressure and smoke; if it received “X”
more hits, it goes down. In CK, a pilot’s
troubles will be much more sophisticated.
Aircralt can take 38 different types of
damage, and the damage will have realis-
tic effects on the plane’s performance. For
instance, a plane can have its rucdder shot
off, and the trning performance of the
plane will suffer severely as a result, or an
individual aileron could be blown off,
wreaking havoc on the cralt’s climb per-
lormance and stability. Likewise, engines
can be damaged (producing black smoke),

This heautiful, if unorthodox, Do-335 is one of the high-powered
experimental and “super” planes that players can fly in ConFiRmED

KiLL.

ABM3 Zero-Sen
A-26B Invader
Barracuda

Brewster Buffalo
Bristol Beaufighter
BEN2 “Jill"

BSN1 “Kate"

B-17G Flying Fortress
B-25B B4M3 Betty
B-24D Liberator
Dornier Do 335
DeHavilland Mosquito MICIV
D3A1 “Val”

D4Y2 “Judy” Seafury
F4F-3 Wildcat

FBF-3 Hellcat

F4ll Corsair

GONT Liz
Hepschel Hs 129
He 1114

He 219 Uhu

liyushin 11-10
J2M2 Jack

Ju B76-2 Stuka
Ju8s

Ju 188

Ki-21 “Sally"

Ki-44 “Tojo" Shoki
Ki-61 “Tony" Hien

Ki-100
La66-3

La-7
Lancaster Il
Machhi £.202

Fw 180
Fw 200c Condor
Grumman F8

JANE'S PLANES

Vintage aircraft fans will be in hardware heaven with Conpirmen Kit. Domark’s skunk-works have been
cranking out planes faster than Lockheed, and eventually their hangars will include over 60 aircraft, in-
cluding some that have never before been modeled in a simulation.

Hawker Hurricane Mk |

Ki-43 “0scar” Hayahusa

Ki-84 “Frank" Hayate

Two classic dogfighters, the La-7 and Zero meet in the

Arena.

radiators can be punctured (white smoke),
fuel lines can be severed (grey smoke),
and pilots can be killed by direct hits to
the canopy. Your landing gear could even
become damaged, forcing you cither to
crash land or uy high-G maneuvers that
might dislodge the gear! As you can see,
the system is very robust.

PERFORMANCE INDICATORS
Conrrmep Kiew will support graphic
resolutions from 320x200 to 1024x768.
OI course, getting decent performance at
the highest resolutions will
require some heavy-duty
hardware. To play at the
highest resolution, Do-
mark is recommending a
Diamond Stealth 64 video
card with 2 MB ol RAM or
equivalent. The Diamond
card, among others, sup-
ports the 83 graphic accel-
erator chip that Domark
has championed over the

Me 110

Me 108

Me 262 Schwalbe
MiG-3

N1K2-) “George” Shiden
P-38L Lightning

P-39 Aircobra

P-40 Warhawk

P-47 Thunderbolt
P-510 Mustang
SB2C-3 Helldiver
Supermarine Spitfire
Supermarine Spiteful
Ta-152H1

Grumman TBF Avenger
Tempest

Tupoley Tu-2

Yakovlev Yak-1
Yakovlev Yak-3
Yakovlev Yak-9
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last year. The network perfor-
mance is also a key issue in
high speed simulations of this
kind. Current on-line simula-
tions have problems with
“warping,” where a plane will
suddenly disappear and then
reappear a few screen-inches
away. Domark insists that, be-
cause they are using a heavy-
duty Sun Microsystems server
(which can handle 1200 player
transactions per second) with a minimum
connect rate ol 9600 baud, warping will
rarely be a problem. In fact, during testing
10 players were able to fly in tight forma-
tion without difficulty. Domark has also as-
sured us that the frame rate of the sim on
a 486/33 local bus, the minimum recoms-
mended system, will never drop below 15
frames per second.

If Domark and ICI don’t succumb to
“performance pressure” as development
continues, CK will be one hell of a multi-
player arena. Not only are the flight me-
chanics of a very high fidelity, but the
world and competitive construct is ex-
remely robust. For example, imagine be-
ing shot down over enemy territory, and
parachuting to the trf. If a buddy sees
you go down, he can radio in for a rescue
mission. The computer will then send out
a rescue helicopter to pick you up. BUT, il
the enemy gets wind ol this, they might
send a couple of pilots after the rescue
copter, who could then be intercepted by
pilots from your side [lying a RESCAP
(Rescue Combat Air Patrol) mission.

And so it will go, dirty furball after dirty
furball, dozens of player going head to
head in the classic aireraft from a classic
era. This sort of multi-player free-for-all is
gaming at its best, and perhaps the future
ol this hobby. II' Domark and ICI can put
everything they want to into CONFIRMED
Kivr, it will be a terrilic example of on-line
gaming for others to follow. €&

e
CONNECTION
ESTABLISHED
HOW TO FIND ConrFirmED KiLL

ON THE INTERNET

onFRMED HLL is Tun off of a host computer in ICI's Texas
offices. To connect to the CK host, you'll need access to
the Internet and TELNET bility. You simple dial up
your Internet access provider, TELNET to the CK host,
download the “front end” software (about a 20 minute
download), and you're se y, you can jump to
the Domark World Wide Web site through CG
home page. Drop by our place at “http://www.ziff.com/”.



A truly great pinball game is more than great graphics and spectacular sounds, more than the latest
arcade features like 3D ramps and three multi-ball play, more than fast ball movement and precise flip-
per control, and it's more than being able to see the whole playfield at once so you can aim your shots.

A great pinball game has that unique quality of playability and never-
ending challenge that keeps you coming back for...just one more
ganeand a shot at your new high score!

Washington Post- "Crystal Caliburn perfectly
captures the essence of a great pinball machine.”

New York Tires -"The realism is striking...
[Crystal Caliburn] will be at the top of Silicon Santa’s
gift fst this year”

Inside Mac Games- "ARCADE GAME OF THE YEAR"

Computer Game Review- “Crystal Caliburn sets a new SYSTEM REQUIREMENTS:
standard. For realistic pinball on a computer, there's nothing — maciNToSH: 13 or
1 like this game.” larger monitor, 256

: colors, and 4MB RAM,

Electronic Entertainment- “Crystal Caliburn is simply the
WINDOWS: 386 or faster

best, most realistic, most challenging pinball simulation for

the Macintosh yet." (Rating; 9 out of 10) processor; “Gmfm 3,
256 SVGA monitor,
GAMES Magazine-"Youl forget you'te playing on a 4MB RAM. Supports
two-dimensional computer screen... the realism is SoundBiter¥ond othe
astonishing.” Windows compatible
' sound cards,

MacUser-"Electronic pinball’s Holy Crail.”
(Rating: 4 1/2 out of 5)

_ysml Caliburn

From the creative genius of LittleWing™, developer of TRISTAN™ and Eight Ball Deluxe™ for Macintosh.
Available from your favorite retailer or mall-order catalog. Interactive DEMO on AOL® and CompuServe®,

NOW AVAILABLE FOR WINDOWS!

StarPlay Productions, Inc. » PO Box 217  Greeley, Colorado 80632-0217 » Tel 303.447.9562 » Fax 303.447.2739

™ Crystal Caliburn and Tristan are trademarks of LittleWing CO. LTD. Other trademarks are the property.of their.respective owners.
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War G¢aming will never be the same!

ATTLEGROUND:

Vg
. \_‘

-~ NS
Meet Fritz: -t
His Panther, and 40 more "?-\‘
like him just rolled across -
the Meuse river and he's heading
right for you. Can you stop him?

BAT

TLEGROUND: NINES
puts you square in the m:ddle o! lha Iast
major German ground offensive of WWII, known
as the Batlle of the Bulge.

In this first volume of tha BATTLEGHOUND serles'.‘.
the ground breaking 5 ATTL! " graphics It
you fight it out in exciting Pl&tuorl .-‘ Company

level engagements deep in the Ardennes forest.

Make your stand al Basiogne as
the 101st Airborne or ride to victory
with Piper's infamous SS units.

PO BOX 632
Forrest Hill MP 21050-0632

@Copyright 1995 TalonSoft Inc. GYUUI‘Id breakmq BATTLEVIEWM e'l’aphlGS
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games that qaﬁfure y0
lmaglnatmnﬁjd wreck ur
life were Tazor- sharp in’ 1994,
They pored over the'r jation’s
stock car tracks wjth' eyor's jcc racy,
studied combat | ﬂestw ess of Wehrmacht
units more man ‘the. Ger ans lllemselves and
put the hrams in those' plasma packing aliens
who taunted you so/matideningly you couldn't
wait to get backin lhe nnmmander s seat to
kick their little g ‘greenb fs again. There were
games in 1994 that, like"Sio Meier’s Civiuization,

k

““will stand the test of time.'__'_an'tluwsfﬁfé?éni
_them here in the mostlaudable manner we

The Computer Gamlng World

(now; the Computer Gaming World Premier \\omina
Games of the Year. - '

Each year, the eanr§ e!LCEW tn' to}ingle
out the h.ast computer game in each cafegory,
the hest-né}furmanaes in mulumadla products,
and the Best of the Besl—*ouﬁPremlér ame of
trte Yéar-We do notfnﬁmmate games that are

araly popular or games which SImply ppeal
to us. We ummate games with the realism,

rilliance ahd auﬂam_tg: suspend a cynical and w'
amer's dlshe\'h and o\hlm or Iler frawlmg, de laic
| : /
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OF THE YEAR

gic plans or accurate modeling of real-world
dynamics. They are the games that pump the adrena-

line and wear out the buttons on joysticks and

gamepads.

One of the clear heavyweights in this cate-

gory is id Software's Doom II, the sequel to

the oft-copied but never besied shooting

game that won last year's Premier Game of

the Year. Doom Il reached the finals by

virtue of its diabolical new traps, intri-

cate level designs and devastating new creatures.

Macic Carper from Electronic Aris lifts gamers above the teeming

woarld. This
real-time ac-
tion offers
innovative
gameplay,
fantastic
graphical ef-
fects, and
gven long-
range strate-
gy elements.
SYSTEM SHOCK,
published by
Origin Sys-
tems and
developed by
Looking Glass Technologies, at first glance appears to be yet an-
other Doom clone. But its first-person action is fleshed out with ad-
venture elements in an elaborately detailed 3-D
B world. Farther out in space lie the star fields of
% LucasArt’s TIE Fighter, a space-combat game
i played from the “villain's” side of the Star
Wars universe, TIE Fichier's challenging mis-
sions, enhanced graphics, and improved
combat simulation give it enormous replay
value,
The action category was intensely com-
i petitive this year. Every one of the Finalists
is a great play, but the edge was held by
Origin’s Wing Commanoer 111, Designer
Chris Roberts blends the excitement of
the original Winc CoMMANDER With
some of the best cinematic cut
scenes of any game yet made. Although the
term “interactive movie” is often abused, Winc Commanoer Il 55
comes as close as we've seen fo tapping the immense potential ?
of live-action video, while still retaining, at its core, a highly S
~+ playable game.-

Ground-breal ing cinematic sequenceé.
familiar characters, and hot 3D space combat
make Winc Commanoer 111 the pick of a
competitive action genre.

+ chot
ghris Roberts _s::!
for the stars Yy
\1G CONMANDER T

SRR
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ction games emphasize fast reflexes, fast decision- I
making and nimble dexterity over long-range strate- |

hordes and lets them soar and fight in a magnificent 3-D fantasy |

ACTION GAME

/1

o

ADVENTURE
OF THE YEAR

dventure games let you take an alter ego through a
storyline or series of events. The plotlines are usually
advanced by solving puzzles, using limited resources
wisely, or interacting with the story's characters.

This year's finalists definitely raised the
graphic ante over past winners. DeatH GATE &2
from Legend is based on the best-selling
Weis and Hickman fantasy novels. The quali-
ty of the puzzles is evident, but DeatH GATE
also uses compelling atmospheric graph- -
ics to distinguish its numerous imaginary ,!' N
worlds. DraconspHERE from MicroProse has 4 :E‘
an intriguing storyline, imaginative fantasy cul- | '%
tures, and a wonderful conversation system within its universe.
Psygnosis’ Ecstatica is a hybrid of action and adventure in a fantas-

tic 3-D
world. The
oftheat char-
acters and
unusual sto-
ryline mesh |
with the racy
humor to
form an ad-

- e . e  venture of a
The cute characters of ReLenTiess can pack a different

surprising wollop in Aggressive mode. fatheriOne

of the year's
most charming releases was Sierra’s King's Quest VII, the latest in
the distinguished series of graphic adventure games. The feature-
quality animation and the hodge-podge of classic tales make it the

| closest we're likely to

come to a fairy tale on
the computer.
But it was an ob-
scure game from far
afield that caused a =\
surprise upset in the 3
adventure category §
this year. RELENTLESS, &
designed  in - _
France by Adeline [T Tovurn
Software and sﬂfmem,: rzz:'gﬂers Frede,
distributed by Barr
Electronic Arts, is an action/adven-
ture that's remarkably innovative in both artistic and
_ game design. Designer Frederick Raynal (ALONE IN THE DARK) has
Y fashioned a surrealistic universe with an odd Fisher-Price look,
| combined with delightful psychedelic cut-scenes. The different

\\ " modes adopted by your character (Normal, Aggressive, Athletic,

¥ Discreet) potentially provide several different solutions to the
| pame’s puzzles. RetenTiess receives high marks in terms of both

innovation and creativity. H-,,,
4




WIN A TRIP T0

/A
:QG!;UQ.:

TOMESTANEY

SADDLE- UP FOR. AN ADVENTURE IN THE WILDE _.':"WEST EVER.
A'." Dark 3 and you may find yourself in “the town l:tl,q‘@tlgh to die™ Register by June 16, 1995,
f on one of three week-long trips for two ‘to" Tombstone’s gold" mines, authentic saloons, and

.Your Wild West adventure is B amots OK Corral, You could also win 15 I Houun (D-ROMs and 75 hint books.
now avaiiahl_e.'on PC CD-ROM. * |

Alore in the Dark 3 will also take you on a-3-D adventure 0 the ghﬂst town- of Slaughtpr Gulch, where the cast
Its Wiridows ‘compliant and and crew of Hill Century Studios” latest productionshayve vanished. As supersleuth Edward Carnby, you'll enjoy up to
Sound Blaster compatible. 10 hours of solving puzzles and dodging. outlaws as you uncover their mysterious disappearance. So sharpen your

spurs and get-ready for the draw.. with Alone in the Dark 3 you can't imagine how wild the West can get.
for more information or con- :

test rules, call: 800-443-3386, BUY ALONE IN THE DARK 3 BY JUNE 16TH FOR YOUR CHANCE TO WIN.
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“ ROLE-PLAYING ©

GAME OF THE YEAR

ole-playing is a sub-set of the Adventure category, but it
generally involves exploring worlds of greater depth, with
less emphasis on puzzle-solving to advance the plof.
RPGs also emphasize the development of a players'
characters over the course of the game, either f =
in numerical attributes, skill levels, spells and g7t
abilities, or access to resources.
Bethesda's THe ELDER ScroLLS: ARENA offers
a dilemma-based character creation sys-
tem, first-person perspective movement S8
through a 3-D world, rich variety in world 9t
cultures, and use of mini-quests to ad-
vance the plot. RavenLor from Strategic Simulations,
Inc. tried to capitalize on the upsurge of interest in vampires and all
things dark. RavenLorr's subject matter and new 3-D look enhance the

(1) S SR INY

solid background universe created by TSR's AD&D team. Sir-Tech's
STAR TRAIL I8
an improve-
ment upon
the Reams of
ARKANIA SYS-
tem. The
game’s enor-
mous detail
In weaponry, g : :
shills and the nnzna offers a variety of NPCs, a large wurld
game world to explore, and the best 3D action yet seen in
SRR 2 role-playing game.
suited  for
hard-core role-players. Legend's SupERHERO LEAGUE OF HoBOKEN broke
‘ most of the rules. Portions of this game function as a traditional ad-
: venture game, while other parts are more like a full-fledged role-play-
l ing game. The goofy dialogue and storyline, and well-balanced
B gameplay make for a wild ride through designer Steve Meretzky's left-
of-center imagination. Wotr, from Sanctuary Woods,

is an innovative role-playing game that, obviously
enough, places characters in the role of a wolf.
It skillfully mixes role-playing elements and
scientific fact, and its variely of scenarios
are designed to teach as well as
amuse.
Armed with +3 Broadswords and
The Armor Of Champions, we pit
= these pames against each other in
the editorial arena. Emerging victorious was
Bethesda's THE ELDER Scrolts: AREnA. Intended to be the first in a

| T

complex role-playing series, Arena was the vision of V. J. Lakshman
and Julian LaFaye. Both are traditional role-playing gamers, and
they liked the idea of combining the perspective of Doow with more
traditional role-playing elements. So they created a rich world with
a variety of cultures and a myriad of mini-quests, and dropped it
into a 3= environment. The Etoer Scrotis: Arena is a breakthrough
)w game richly deserving of this year's role-playing award.
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4 ©  simuLamion 4 5
CAME OF THE YEAR 3

imulation games are based on the modeling of vehicles in
real-world environments. Typical sims put you in the cock-
pit of fighter aircraft, behind the wheel of million-dollar
race cars, or in the close confines of a submarine stalking

its prey.
This year's finalists are the strongest in many years. 1942: Pacific
AR War from MicroProse has accurate flight models and detailed
: graphics, but what makes it unique is

its realistic handling of missions dur-
ing a campaign. Dynamix" ACES OF THE
Deep is a detailed U-boat simulation
set in the Atlantic Theater of WWII. Its
historical accuracy, realistic graph-
ics, and engaging gameplay come fo-
gether in a campaign game that is
notorious for devouring large chunks
of gamers' lives. MicroProse's FLEET
DErenDER is @ modern air combat sim-
ulation built around the F-14 Tomcat.
It features beautiful graphics, extensive radar modeling and solid play
balance. NASCAR Racing from Papyrus via Virgin builds upan the
award-winning framework of INoYCAR RAGING.
NASCAR has more realistic handling char-
acteristics, stunning graphics, and tough
competition. US Navy Fichers from Elec-
tronic Arts is

B 4 modern

‘ campaign

s ner—Aan
t deep®’ Jores.

y Eng&on Beeck-

Dun't get caught by enemy
escorts when you're gazing
through the seductive periscope
view of Aces oF THE DEep.

B R Vi T W U

Hairpin turns at three-digit
speeds make NASCAR an
experience not to be
missed.

game of naval air
combat, Solid play balance, next-genera-
tion graphics, and a well-designed cam-
paign ame make this accessible to novices
and veterans alike.

And the winners are: NASCAR Racine and Aces or THE Deep. We found
ourselves torn between the technological excellence of
NASCAR Racinc and the total experience of
Aces oF THE Deep. Both experiences capture @
their respective subject matter with e
incredibly realistic graphics and a
near-fanatical devotion to detail. &
Both have monstrously addicting
gameplay, and, in the case of

NASCAR Racing, an experi-

o ence that promises to get
better with advances in
processor speed. We salute both of these
'! outstanding achievements as winners of the Premier Simula-
' ' tions of the Year,

evesqye B G desrgners Aamy

egl EMmmeg,
€I rup jp pretty fastr fr;::' Johp
Bs




TRACKS TO ADD TO YOUR ORIGINAL. Hﬂ'.jg
FOR MORE FUN AND EKCITEI’:‘IENT‘ S

WE'VE HYPE

D
NASCAR RACING
JUST ABOUT AS
MUCH AS WE COULD.

NOW WE'LL SIT BACK
AND LET ERTS
HAVE THEIR SAY.

= A PC Gamer's Best
[T sports Program of the Year
| Computer Game Review's Golden

' Triad Award and Best Sports
Program of 1994

CES Innovations Award for Outstanding
Simulation

Interactive Gaming's 1994 Game of the Year
Award for Best Sports Program

Interactive Gaming's Editor's Choice Award In
Recognition of Qutstanding Achievement in
Game Design and Execution of Production

FOMELIES Computer Gaming World's Best
:JWINNER Simulation of 1995

SPA's Codie Award for
MUY/, Best Sports Program

&vi 1995

NASCAR Racing, officially licensed by
NASCAR, is the most realistic driving

simulation available for your PC.

Marlin name and likeness and KODAK, GOLD and Trade Dress are trademarks licensed to Papyrus Desian Group, Inc. by Eastman Kodak Company.
Circle Reader Service #153

from Advantage Management.

' CHECK
OUT THIS NEW
KPANSIC N KIT AND

WITH THESE RACING VENUES.

% Charlotte Motor Speedway
¢ Dover Downs International Speedway
% Pocono Raceway

# North Carolina Motor Speedway  CA.- P‘Eg:g
& North Wilkesboro Speedway OUR \ FOR
¢ Sears Point Raceway F‘LOEP CHANGE
¢ Richmond International Raceway CDPROGRAM

NASCAR TRACK P FFERS SEVEN
NEW CHALLENGES TO ROUND OUT YOUR

FULL RACING SEASON.

ocol retailer

Am || 1 .rlL onPC CDI ’{;M at your
'-.'7"-_TM

1-800-836-1829 10 Ofc
P}r\ h} : A Distributed by Virgin
.J..._ _-J } _.v %ﬂf&ﬁu-{;r‘ramrimm, Ine

Papvru, BBS# (617-576-7472), n"ompuSuw. (GO PAPYRUS, Internet
(Ftp.std. com, ftp.papy.com, www.papy.coml, ADL tkeyword PARYRUS)

Interactive

Dealer inguiries

please call

(714) 833-8710

NASCAR Is a registered trademark of the National Association for 5tock Car Auto Racing. Inc. NASCAR Racing is officially licensed by NASCAR. Papyrus is a registered trademark of Fapyrus Design Group,

Inc. Virgin is 3 trademark of Virgin Enterprises, LTD. DuPont Automotive Finishes trademarks used unger license from Motorsport Traditions, DuPont, Jeff Gordon and Hendrick
Maxwell House is a reqistered trademark under license

Motorsports. Sterling
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SPORTS GAME
OF THE YEAR

ince real-life sports encompass both participation and

coaching, it's only natural that sports games offer both

action and strategy elements. It is the exceptional game

that can effectively appeal to both action- and strategy-
minded sporis gamers.

Lance Haffner's CourTsIDE COLLEGE BASKETRALL
is a text-based game that boasts great sta-
tistical fidelity. This latest version offers a
strong artificial opponent to go along with
the stats and fast play for which Haffner's
designs are known. FPS: Fooisatt 95
from Dynamix is the successor to last
year's PREMIER SPoRTS GAME OF THE YEAR. The '95 club
makes the playoffs with its superb ratings editor, play selection op-
tions, improved play-calling Al, and life-like rotoscoped animation. No

\ /R IN S NG

other  PC
game has
captured the
flow of a
hockey game
as well as
NHL HocKEey
‘95 from
EIEClron[c fress © 10 reser Current |'\-Hl
Arts. Fast Fress O to rescl fo Delault séthings.  Tuwe 43
; play, credible Roto-scoped animation creates remarkably
SR e Ifelike catches, runs and tackles in Fowt
tics, great Pace Sporrs FoorgawL Pro ‘95.
sound ef-
_ fects, and outstanding play balance make this a welcome addition to
‘ any hockey fan's trophy case. Electronic Arts’ PGA Tour Govr 486 is a
' graphic feast overlaying a physics-based golf challenge. PGA Tour is
{ as beautiful as Lings 386 Pro but more competitive, since the PGA Ii-

cense lets you tee off against Tom
Kite, Fuzzy Zoeller and other PGA
greats. Finally, StRar-0-Manic Base-
sALL 5.0 shows that there is still a
place for stat-based baseball
games. This veteran enjoys a win-
ning season because of its inter-
face, quality computer manager,
statistical accuracy, base-run-
ning Al, and solid seasonal
play.
This year's championship
ring will be worn by FPS: Foor-

BALL ‘95, for an unprecedented
third year in a row. The FPS: FooteaLL games are the
epitome of designs which bridge the gap between stat-based and
action-oriented sports games. Designer Patrick Cook has created
such a delicate balance of playability, statistical viability, and
customization that FPS: FoatgaiL has become the standard against

Ll-r <« Which all other football titles are compared.
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% S'I'RA'I'EGY GAME Y

OF THE YEAR

trategy games emphasize long-range planning and re-

source management in order to reach a certain victory con-

dition. This year, stratepy gamers struggled for dominance

in lands medieval and fantastic, traded salvos o'er the
high seas, and even defended the Earth against
invaders from outer space.

Loros o THE Reaw from Impressions is a
medieval combat fest that is so fresh in its
approach, it even makes animal husbandry
fun. The multi-player game is nicely bal-
anced and features a host of diplomatic
elements for gamers aspiring to the
throne of England. Master of Macic, developed by Sim-
Tex for MicroProse, builds elements of role-playing into its fine strate-
gic foundation. Steve Barcia's design requires that you not only

RIGHT SHOULDER LEFT SHOULDER  BACK PACK

LEFT HAHD

green as an alien's envy.

conquer the world, but also discover the “Metaspell” and proclaim
yourself the absolute Master oF Macic. Although abstract, The Granoest
Fieer from QQP is a wildly variable and unquestionably enjoyable game
of naval combat. The game goes beyond THE Lost Aomirat with a solid
economic model, brisk scenarios, and demanding naval campaign.
Blizzard's Warcrarr: ORcs anb Humans is the best real-time strategy chal-
lenge since Westwood's Dune I, which it closely emulates, Combining
research and city development with fast-paced tactical combat, Wag-
crarr put a fresh twist on an old rivalry.

Towering over all, however, is X-COM from Mythos Game and Micro-
Prose. While concepts like hidden movement and opportunity fire have
been around in computer games for ages, rarely have they been used
so well in a tactical, man-to-man, combat game. Researching exotic
alien technology recalls the developmental joy of Civiizamion, and
the growth of your squad's abilities adds a strong role-playing

8N theme. The economic and political aspects of building facilities to
\ W defend Earth's nations offer a good strategic shell, but the game

springs to life when you arm your squad, position them, and hunt

down those alien invaders. X-COM is truly a masterful blend of

classic stratepy pame elements. .
| »
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Its like nothing you've ever
felt before, It starts as infatuation
and becomes an absession
with adventure, exciterment and
sweet experience.
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fantasy system. A concert hall. A
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power of quad-speed CD-ROM
drives, the heart of multimedia.
With the most complete line of

+ Quad-speed CD-ROM
drive (600 KB/s

transfer rate)

'+ 16-bit wavetable
upgradable sound

' card

+ Quality speakers

+ Tailored software
“+ 1 year warranty

anywhere, Diamond gives you the
beauty of choice. From our Premium
5000 “no compromise” kit with
all the extras, to kits for gamers,
education and small and home
businesses.

We make it easy to get involved,
with simple installation
and operation.

gy
apn—
| ane W

“Installing the 5000 was 4 ';frﬂ g

as easy as could be.”
Multimedia World 4195, ***

Plus the comfort , SOHO 6000
of 24-hour fax-back j,w‘iii‘?,:::l L"Am
and on-line support

Rk

N *ﬁ""DI )

L i AL

Premium 5000
The ultimate in
quad-speed power

$449!

. Value 4000 Educator 3000 Quad 500
Affordable Perfect for Turbo charge your
| CD-ROM power young children multimedia PC with
53991 53991 quad-speed $249!

$399!
service. For more
information contact your
local dealer or call Diamond
at 1-800-4-MULTIMEDIA today.
Diamond Multimedia Kits. Isnt it

DIAMOND

quad-speed multimedia upgrade kits  time you made the move? M ULTIMEDIA
24-Hour Fax-Back: 1-800-380-0030 « Internet: www.diamondmm.com
©1995 Dlamond Multimedia Systems, Inc, 2880 Junction Avenue, San lose, CA 95134-1922 Al rademarks and registered trademarks are the property of their respective holders

Circle Reader Service #77



OF THE YEAR

argames recreate historical armed conflicts from a

command perspective. They emphasize planning,

carrying out a coherent strategic concept, and often

involve tactics to achieve the objective. This year
was a banner year for wargames, with suffi-
cient variety to satisfy everyone from the ca-
sual commander to the hard-core military
enthusiast.

Fucur Commanoer 2 from Avalon Hill is a
stratepy-oriented look at modern air com-
bat from Korea to Desert Storm and be-
yond. The depiction of modern air-to-air
combat will ring authentic to any would-be p|iot—and
no joystick is necessary. In Koei's Genchis Kuan |1, players must use up
to 16 different types of units in medieval combined-arms tactics, con-
duct diplomacy, build an econo-
my at home, and even
designate heirs. Terrific cam-
paign options and one of the
toughest artificial opponents
around make GK2 a wonderful
wargame. Avalon Hill's Opera-
TioN CRUSADER one-ups Atomic
Games' V For Victory series in
terms of both graphics and

n«mi ﬁenm's effective mix of

2 T
“  WARGAME

gameplay. Supply is properly
emphasized without over-

graphics, sound, solid Al and unique !'
campaigns sets a new standard in

. : wargaming.
whelming the design, and the gaming

fluidity of desert warfare is captured through a blend of hidden move-
ment, reconnaissance and improved Al. TIGERS on THE Proww from HPS
Simulations is a detailed and realistic depiction of modern armored
combat. The graphics are lackluster
and the learning curve is steep, but
the wealth of hard data, “soft" fac-
tors, and excellent command con-
trol make Ticers highly worthwhile.
Even with such stiff competi-
1on, there was no wargame bet-
ter than Strategic Simulations’
Panzer GeneRraL, Due to its em-
phasis on fun and its wonder-
tully simple interface, this
game will even appeal to non-
wargamers. Panzer GeneraL brings a fresh perspective to
WWII with role-playing aspects that let would-be Rommels advance
their career with an innovative system of prestige points. Rapid
blitzkriegs, set-piece armored assaults, and amphibious landings
inover 40 scenarios and campaigns allow for hundreds of hours of
challenging play. The design team accomplished this with well-
balanced competition, plenty of “What if?" options, a campaign
game that really works: Panzer GENERrAL is the first wargame since §
1987 to gamer the #1 spot on the CGW Top 100 poll—a fine en-
EJfJ dorsement for the most exciting wargame in a long time,
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48 our undoing, but we wouldn't have it any other way. Congratula-

S
OF THE YEAR

he overall Game of the Year always generates controversy,
and the editors of CGW hatly debate the merits of each
game. Obviously, all of the category winners have to be
considered, but the overall game of the year must be that
game that transcends genre boundaries and appeals
to a wider range of gamers. This year, all of the final-
ists considered meet these qualifications.

Wing Comsanoer Il effectively employs big-name
actors and integrates the film footage into a hard-
hitting action game. TIE Fictmer tactfully handles
the tricky subject of flying for the evil Empire in
the Star Wars universe and improves on the in-
tense space combat of X-Wing. NASCAR Racing's incredible
graphics, sound and overall experience appeal to simulation enthusi-
asts and casual sports fans alike. Panzer GeneraL may be the mythical

“mass market nargame but achieves that status without insulting
Ly . ' yeteran wargamers,

Despite these wor-
thy contenders, it was
the year of X-COM,
which burst unherald-
ed onto the scene
without full-motion

R e £ video or other multi-
Winning in X-COM requires research, [SSSRHARAN Y

financial savvy, tactical skill, and the
nerve to face an Ethereal Commander
on its home turf. What more can you
ask for in a Game of the Year?

ers Julian and Niek
Gollop of Mythos
Games rightfully
chose to focus on
challenging game-
play. X-COM was the most-played game by our discerning readership
for several months, and even now it hovers near the top of our Top 100

Games poll nearly a year after its release. -
The graphic novel-style art captures the IMLTREMTEIRSHCIGRTER

“Marauding Aliens from Outer Space” NERCTIIT W) VAR [T

feel quite well, and the variety of deci- ?
sions fo be made about personnel, tac- games, and | knew it was

tics, and technological development will EL] I ET@ELIHET LTI U]
keep any gamer's butt glued to a chair strategic element was

for hours, X-COM doesn't require a Pen- h untried d
tium or a guad-speed CD drive to play; Very much untried, ana w

its success shows that pushing the tech- RULLCRHUIHIGET LTS

|1IntngicaLe=lue:10pe is often less impurl?n{ how the whole game wou

than stoking the gamer's competitive fire =

and imagination, fit together’
CGW salutes X-COM and all the other S FTI7ZY GO”BF on X-C0

Premigr award winners for their abili- —

M 1y to deprive us of sleep, forget important engagements, and in

general dazzle us in ways that we could hardly have dreamt just

W a few years ago. From all of us at CGWto the designers of these 3 ,

games, we say: you twisled fiends are at once our lifeblood and

tions, you've all outdone yourselves. Encore! E» '
1
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MATER BY THE TON

Like they say, it's not just the Navy, it's
an adventure! It's USS Ticonderoga, the
incredibly realistic naval simulator that puts

you in command and in the center of battle.

. Everyone is counting on you as the
Annapolis-bred hotshot commanding
the flagship missile cruiser of the
Navy's modern fleet. If's as close
as you can get to serving in the Navy

without enlisting.

Tico uses actual US Navy specs with
real fime decisions, penlous world security
situations and uuthenhc advanced m|||tc1r)*
technology. The first person perspective
and awesome 3-D rendered graphics
will blow you away.

Are You Fit For Command?

Can you survive more than 20 different
missions that get increasingly more difficult as

you progress¢ Can you command sorties that

reflect current world hotspots - North Koreg,
The Middle East and the North Aflantic?

Are you commund material?

Get to the bridge,
inventory your weapons
| and toke command of
the naval simulator that
will challenge every one of your senses!
This is warl  This is USS Ticonderogal

To hear the great reviews or to order

1-800-234-3088

ge And Tuke

§ Cfnfl'n?nwof Nuvy’s Finest

Mul)

& Awesome Eledrunll‘:s & 3
d Weapons Help You Take Aclmn

*First pe peciive & 3D
g:'upht:s n“[ﬁrs ow you away!!

o S e e L

For IBM* PC & J&
Compatibles /&
CD-Rom
required.

MINDSCAPE

Circle Reader Service #102



o RN S W VAT W B W RN A VO

|

\ |

B

-

At any time, but particularly in games, multimedia should mean more
than shoveling audio and video onto a disk. Multimedia needs to offer an
experience that you cannot get elsewhere, a chance for you to make a dif-
ference in what you see on-screen—whether through game performance or
direct selection. The two major distinctions which multimedia capability
has brought to computer games have been in the areas of characterization
and sound. The former has been advanced by the intraduction of profes-
sional actors and the latter has been enhanced by improvements in sound
technology joined with an increased commitment to musical talent. So, this
year as last, we celebrate the multimedia performances that we believe re-
ally made a difference in their respective products.

Acting in a computer game, as well as scoring a computer game, takes
different skills than performing in a linear art form. Actors continually tell
us that the multiple possibilities for each scene and the tight demands of
continuity make computer game performances a real stretch for them. In
the same way, the musical composer for a computer game doesn't have the
luxury of watching film from start to finish and matching the mood with the
music. The computer game score has to be appropriate at every tum. So, we
feel it appropriate to offer awards to those artists who improved our game
EXperiences.

BEST MALE
ON-SCREEN PERFORMANCE

nce again, the editorial staff of CGW felt that the best on-screen per-

formance in a computer game was not by an actor in a lead role. The
best on-screen performance, and the runner-up performer as well, was pro-
vided by a sup-
porting actor.
And the winner §
18 Tom Wilson |
from Origin's
WinG CoMMANDER
[Il. Wilson is
best-known for
his performance |

as Biff in the
Back to the Fu-
ture film series
and, he plays
Maniac  with
m something of
B that same "Biff-

Tom Wilson (top left) parfrays the cocky, fleo3: .Hfs

% . 5 : 3 SCENes are crisp,

insubordinate Maniac with aplomb in Wing 111 ;

BT S, 505 comedic and
con-

vincing. Every dramatic venture needs that character to ratchet
up the protagonist's angst and provide that extra bit of tension
that makes you really care what happens to the good guy. In
\Wing Commanoer [ll, Wilson's Maniac does just that.

“.Je'
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BEST FEMALE
ON-SCREEN PERFORMANCE

Ithough this year's outstanding female on-screen performance ap-

peared in'a relatively weak game, it was extremely well-played. This
year's Premier award
for Best Female On- LS
Screen Performance
goes to Paige Witte in
Hyperbole Studios’ THe B
Vortex: QuanTum GATE
II. In aur review of the
game, Charles Ardai
called her effort a
“stunning perfor-
mance” and stated,
“she delivers her lines
with such ease and
naturalness that you
forget she's wearing
big angel wings and a headdress covered with scraps rummaged from the
five-and-dime..." He's right. In spite of the weakness in the seript itself,
Witte was perfect as the protagonist’s near-ethereal spirit guide, Iliyria.
Well-done, Paige!

£

lllyria, marvelously portrayed hy Paige
Witte, adds a compelling presence to the
surreal storyline of THe VorTex.

BEST VOICE-OVER ACTING

his year's best voice-over performance is something of a surprise.

Normally, the voice talents who speak for animated characters in ad-
venture or role-playing games are the leading contenders. Yet, this year,
we felt that the performance which added the most to a gaming experience
was not in the adventure or role-playing genres. Rather, the Premier award
for Best Voice-Over Acting goes to Barry Lank, the commanding officer in
Strategic Simulations, Inc.'s Panzer GEneraL. These briefing and debriefing
sessions before and after each scenario added an extra dimension to the
campaign game. Down deep, you knew that Lank was acting, but he
played the part so eamestly that you were simply caught up in the sus-
pended disbelief of the entire game. Along with the game's other multime-
dia enhancements, Lank's voice-acting did what it was supposed to do: It
made the game better.

BEST MUSICAL SCTORE

f you've ever tried to watch a horror film with the sound muted, you

know that they can look pretty ridiculous. It takes the right sound cues
along with the visual to make the right connection with our brain. The
same is true of most games. The musical themes and sound effects asso-
ciated with the imaginary world of the game take the experience up a
notch. The winner of this year's Premier award for Best Musical Score is a
fresh new sound in the world of computer entertainment, D'Ciickoo. What
our editars describe as world-beat-techno-funk was actually an
appropriate sound for The VorTex: Quantum Gate I, The sound
matched the global concern and the mythic symbology within
the script. We offer a standing ovation to D'Ciickoo’s unique
sound. &
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pringtime and Sports. Any other
year, this would be an easy intro-
duction to write. We would wax
3 poetic about how magnilicent it

is to hear the crack of the hat
again alter a sleepy winter hibernation,
or glorify the brutal ice ballet that is
~ hockey, and the distinct intensity and
= tradition of the Stanley Cup PlayolTs. But
w2 in Lhese days ol collective bargaining

agreements and merchandising, player
walkouts and owner lockouts, the smell
of viled gloves, new rubbery pucks, and
fresh cut grass is mixed with money's
stench. Sure, these “business” issues have
been around for years, but have they
ever seemed more severe?

As computer gamers, our response Lo
these real-world woes is to crank up the
computer and escape to a reality where

the most important thing—The Game—
is the most important thing. Join us,
then, as we take a tour ol the fields,
courts, and rinks of the The Big Four
Sports Conference and its players: foot-
ball, hockey, baseball and basketball. In
these digitized leagues, the players and
owners don’t bellyache about 'T'V rev-
enues and salaries—they just want to
play ball.

3
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Football

Pass The PC Pigskin

by Terry Lee Coleman

Football lacks the non-stop action of

basketball, the timelessness of bascball.
But what football does have is a wonder-
ful mix of action and strategy, grace and

brute force. While football is a game of

stars and individual performances, it is
still very much a team sport: a great run-
ning back is nothing without his offensive
lineman, and a quarterback’s perfect
passes will fall incomplete without his re-
ceivers” great hands. This well-balanced
mix of individual and team elfort make il
a perfect topic for computer simulation.

For years, the football game market
was sharply divided between pure action
games and the strategy-rich coaching
simulations. But in 1992, Dynamix re-
leased FRONT PAGE SPORTS FOOTBALL,
which offered a reasonable compromise
between the two camps, appealing to
both the action-starved gamer and those
who wanted a more cerebral contest.
Since then, any football game that de-
sired best-seller status has followed The
Front Page Sports lead.

UNNECESSARILY ROUGH

The football field ol UNNECESSARY
RouGHNESS ‘95 is painted with an SVGA

brush, and animated players streak down
the hashmarks like world-class sprinters.
Play-by-play audio features the authentic
dulcet tones of Al Michaels. A gridivon
fan’s dream—on the surface.

The problem is, UR 95 does every-
thing with mirrors. Any game with an
emphasis on action will have some dubi-
ous statistics, but UR ‘95 insults even the
maost casual fan. Running backs gain
4,000 yards with ease, and journeyman
quarterbacks throw for as much as 1,000
yards per game! The only way to defend
against the pass is o [lagrantly hold and
interfere with receivers, yet these penal-
ties can’t be refused. Since the blocking
algorithm is flawed, any team, regardless
of their all-pro linemen, can be stopped
cold on the ground (whatever would Lar-
1y Csonka say?). Add all this to some an-
noying crash bugs, and UR "95 is
destined for the cellar,

LIGHTS, CAMERA...

Live: ACT1oN FoorsaLL tries a dillerent
route o success. Full-motion video [ills
about a third ol the Windows screen.
While the video isn't up to TV standards,
it is smoother than most video applica-
tions for the computer. The lirst [ew
plays are exciting: You can watch Marino
throwing to Tim Brown, or Barry
Sanders taking a hand-oll and scamper-
ing right up the sideline in his patented
style (those aren’t the real players on-
screen, though—they're "minor lea-
guers”). Pat Haden's analysis and Al
Michaels' play-by-play are as professional
as ever. The interface is simple to learn,
but it also seems to limit the playcalling.
Essentially, the basic fault of Live AcTion
FoorsalL is its lack of ambition.
Nowhere near enough plays were filmed,
so it's not uncommon to see the same
play several times in cach game. Plus, it's
kind of confusing when a play that began
on your 20-yard line and ended on your
46 is described with “He breaks it Tor 55
yards!” In the end, Live Acrion FB is lit-
tle more than a glorilied VCR game,

CARDEOARD FOOTEALL

While football sims don't go for the
mind-numbing mass ol numbers so loved
by their baseball cousins, re-creating a
scason with statistical accuracy is still the

goal lor many an armchair coach. But
simply regurgitating stats is obviously no
[un—the computer opposition must give
a worthy challenge, so that those records
broken and those championships won
feel like they've heen carned.

One of the oldest contenders [or the
statistical throne, APBA Pro FOOTBALL,
still has a lot to offer. The statistics have a
genuine feel, and the schedule-maker
and league replay features are [airly flexi-
ble. Still, this old warrior isn't far from re-
tirement. The primary-color scheme
looks less like the Green Bay-green it as-
pires to than blades of artificial wef. The
clunky interface seems as out ol place as
the Wing-1 offense in today's competitive
[oothall market, and the stodginess of the
documentation doesn’t help, either.
Computer coaches are called “robots,”
which pretty much sums up their style of
play. All in all, APBA is more for the re-
play lanatic than the average [an.

“WIN"-NING FOOTEALL
Quorum’s Hian Coacti Foorsatt for
Windows, on the other hand, does have a
decent Al, making it a good choice [or a
laptop lootball game. As plays are select-
ed, they pop onto the screen in X's and
O's, just like the old coach would draw
‘em on the chalkboard. Teams are rated
for penalties, injuries and depth, with the
computer making player substitutions for
vou. Opponent tendencies are also
flashed on sereen, giving novices a litle
inside dope. As with Live Acrion Foor-
BALL, it's often hard to tell in Heap
Coact whether or not you hir a sec-
ondary receiver or had a busted play, But
then, Hean CoacH FB s alot less preten-
tious, and has much more replay value.

LANCE A LOT

Lance Haffner Games has been
around the sports arena for over a
decade, HalTner's games have always
been statistically viable and fun to play,
even il only displayed in text. Now,
Lance has linally discovered VGA graph-
ics—t10 a point. While 3-In-1 Foorsais
hardly has more color than APBA, it at
least sports a clean, uncluttered look.
Much the same can be said about the
game system, a model ol efliciency. Sea-
son replay is brisk, and historic teams can
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SUPER SUNDAYS Front PAGE SPORTS:
FoorsauL, at the peak of its curve, is the
current football champ; Micro Sports
is no slouch though, coming out with
new versions of both their pro and col-
lege pames.

be easily matched against current power-
houses. 3-Ix-1 includes over 300 past and
present teams, and is one of the few
games to cover both pro and college foot-
ball. 8-In-1 is simple to learn, and a
game can be completed in under an
hour, But it also has a deceptively tough
AL This is casily the best buy for the stat-
starved [ootball fan.

FOOTEALL SUPREME

Twenty years ago, many NFL players
couldn’t sport a mustache. Now they
proudly wear earrings and appear in
their own music videos. Heck, even back-
up players make millions of dollars nowa-
days. It seems appropriate thal computer
games have changed to reflect the times
as well. Sometimes the eflects are unin-
tentional: MicroProse’s ULrivate Fool-
BALL, when first released, had such
lackluster sound that it was reminiscent
of a meaningless late-season game, so
quiet were the crowd and the players.
The Action mode was as difficult to mas-
ter as contract negotiations, and the com-
puter needed to run the game properly
could set your bank account so far back
that you might need to trade your high-
priced starting QB.

Even so, ULTIMATE FOOTBALL im-
proved enough on Doug Whatley's
Coacues CLup FooTBaLL to make it a
contender [or the computer playofls. Al-
though it lacks the robust statistics of a
text-based game, ULTIMATE's game action
is fairly realistic and more reliable than
most action football games, particularly
when replaying seasons. Special teams
are [inally given their due, and time pres-
sure and audibles are also handled very

well, The best way to play this game
is via modem, as it is currently the
best head-to-head coaching chal-
lenge around.

PACGE 1 PIGSKIN

Nonetheless, the best [ootball game on
the planet is still FRONT PaGE Sports:
FoorsaLL Pro *95. Player modeling is un-
paralleled, with cach individual perform-
ing close to real-life levels. Line-blocking
algorithms are sophisticated enough to
relive those classic Packers’ power sweeps,
and running backs break tackles and per-
form showboating spin moves. You can
even create your own highlight reel with
the flexible VCR mode.

Leagues are a breeze to start and main-
tain, especially with the new draft profiles.
The powerful editor allows you to swap
players and edit player ratings with ease.
You may even select your own Pro Bowl
team using criteria you define. Expanded
rosters, blocked field goals, coffin-corner
punts and even the newer rules such as 2-
point conversions and kick-olls [rom the
30-yard line are all here in a visually po-
tent and user-fiiendly package.

FOOTBALL MVP

In summary, il you buy one sports game
all year, Front Page Sports: Football ‘95 is
the one for you. Patrick Cook and his Dy-
namix team have won CGW's best sports
game three years running lor a reason:
they combine incredible action with rea-
sonable statistical performance. If you ab-
solutely must have a text-based game,
Haffner Games' 3-in-1 Foorsall. delivers
great performance for a small salary.

FOOTEALL IN THE FUTURE
Micro Sports is currently warming up
on the sidelines with not just one, but two
new football titles, both of which look to
have some potential. NFL Pro LEAGUE
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FOOTBALL: 75 ANNIVERSARY EDITION is a
totally revamped version ol Micro Sports
carlier systems. The clunky animation of
prior versions has been replaced by larg-
er player sprites, which add a lot to the
thrill of this strategy-based game. The
play-calling interface is improved, and of-
fers many more options than before.
While run-heavy teams such as the ‘72
Dolphins will operate much as they did
historically, NFL. PrO LEAGUE will let Na-
math take snaps [rom the Shotgun for-
mation or lets you see if Sammy Baugh
could have put up big numbers gunnin'
from the Run-and-Shoot.

Similarly, those who feel that college
games offer the purest football experi-
ence will be able to play out their pigskin
fantasies with Micro Sports’ upcoming
ALL-AMERICAN COLLEGE FoorsaLL., While
it uses a similar engine to the NFL game,
AACF goes to great lengths to achieve its
own identity. From the Orange Bowl 1o
South Bend, each stadium exudes an in-
dividual Havor. The widely varying ol-
fenses and defenses add to the charm:
Oklahoma’s wishbone, Miami's wide-
open attack, even the late-game histrion-
ics of Boston College. While action-loving
gamers may wonder what all the [uss is
about, these two titles have the potential
to take any football fan to the bowl of
their choice, be it Super or Sugar,

Hockey

A Long Draught From
Stanley’s Cup

by Gordon Goble




Over the course of the last few years,
mainstream America has finally caught
on to what Canadians have known for
some time now: hockey is a great game.
Even way down south in places like Flori-
da and Texas, hockey is no longer a mys-
tery with a French-Canadian accent.

National television exposure has lent a
helping hand, with hoth ESPN and FOX
recently getting in on the act, and didn’t
Mark Messier and his good friend “Stan-
ley” became a fixture on Dave Letterman’s
show alter the Ranger's championship run
last year? Yep, hockey is here to stay, and
slowly, very slowly, computer gaming is be-
ginning to catch on.

While not exactly overflowing with ti-
tles, the hockey section of your local sofi-
ware store is no longer invisible, and at
last there are a few products [rom which
to choose. On the text side we'll look at a
pair of entries, Lance Haffner’s Har
Trick and APBA’s I'ro Hockey, while
Team Graphical is represented by NHL
Hockey 95 from EA Sports, Bethesda’s
WavNe Gre1zry 111, and the rookie tal-
ent, Accolade’s Brirm HuLL Hockey '95.

NHL ‘95

Like the Detroit Red Wing teams of

the 1990s, NHL Hockey ‘95 is packed
with lirepower and covers all the ice, but
still lacks the finishing touch around the
net needed to be deemed an all-time
great. It's mighty close though.

Spawn from 1993’s NHL HoCKEY,
NHL ‘95 is the first hockey product to go
CD-ROM. Stunning high-resolution in-
terfaces dot the NHL '95 landscape,
menus and sub-menus are vast and offer
most every option any player/coach could
want (including a complete statistical li-
brary), player animations are better than
ever, and the game simply feels and
sounds great. I've personally seen this
game through two full seasons of play
(I'm currently on my third), and I'm still
happy as a bruiser in a brawl. Well, most-
ly happy...

You see, there are a few nagging little
doubts that keep creeping into my mind
when recommending this game. For
openers, the soltware decides a litle too
much of the on-ice activity. Penalties,
goals, and entire game results are some-
times more a reflection of what the pro-

gram says should happen than what the
current play or situation dictates. Annoy-
ing though this is, it's still better than
winning all the time, which is what you
might do once you've mastered the
game's idiosyncrasies (i.e.: hammer any
enemy player to the ice when the com-
puter team is breaking out of it's own
zone, and the bad guys will never score).

NHL 95 also seems to forget that a
pass directed at the net (in essence a wrist
shot but not documented as such) has a
better chance of scoring than a slapshot,
and at the very least should be counted as
a Shot on Goal. It is not. But such com-
plaints are far outweighed by NHL 95's
penchant of picking you up and throwing
you into the hockey experience, on the
ice and in the front office.

The game offers a number of G.M. op-
tions, such as mergeable databases that
permit whole groups of human oppo-
nents to carry out a season from remote
locations, player trades, and league cre-
ation. NHL "95 won't let you pit the ‘75
Flyers against the ‘84 Oilers, and the re-
cent release of BrerT Hurl Hockey
shows just how short and squat the NHL
‘05 players look on-screen, but for a total
NHL experience, this is as close to puck-
ing perfection as you'll get.

ERETT HULL HITS THE ICE
When I first booted up BreTT HULL
Hockey ‘95, 1 had but one reaction: |
desperately wanted this baby to make the
grade. Never has a hh(‘key sim put the
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jolly joysticker so close to the action.

BHH "95 producer Kevin Wilkinson says,
“I had envisioned putting the gameplay-
er in a helicopter about 15 feet above ice
level,” and in this, BHH succeeds. The
player viewpoint is not unlike that of
NHL ‘95 (a 3/4 pan of the ice surface),
but with a very noticeable shift from the
nosebleeds to front row.

This is the way hockey was meant to be
seen on a computer—the players are
lanky, their sticks are long, and the rink
goes on forever. Generally, puck move-
ment is accurate, and the game is diffi-
cult, as in real life. Players mimic their
real lile counterparts and fatigue with
time, as is the case with all the games re-
viewed here. But despite all the high
notes it hits, BHH ‘95 has a certain sense

of incompleteness to it.

Players back oll the puck when they
shouldn’t, computer goalies will hang
onto the biscuit long after Mr. Human
has complelely cleared the zone, and some-
times the best offensive maneuvers result
from an indiscriminate clicking of but-
tons. It's far too easy to skirt the defense
and walk in alone on goal, and then far
too difficult to score from that position.
Most of the time, BHH ‘95 hums along

just fine, but with skaters that exhibit

such odd tendencies under certain cir-
cumstances, well...has anyone ever dope
tested a ('.l‘.]['ll!)lll(_‘l' p!li)’{!l'?

BHH "95 supplies a minimal amount
ol statistics, a head-to-head play option
(like NHL *953), replays, and allows ad-
Justments to team attributes.
If you can handle the some-
times puzzling player behav-
ior, and don't feel the need
for glamorous interfaces,
BHH ‘95 may just crank
your slapshot,

SHOOTS...SCORES! NHL Hockey ‘95 is
the leader of the pack because it
is fun, addicting, and because dog-
gone it, people like it. BRemr Huw
Hockey ‘95 is right there, although it
could use some more time to “ice.”
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CENTURY
ENTERTAINMENT

sound to bring you the best pinball simulator ever. Find out for yourself why Pinball Fantasies was
so highly acclaimed. Shoot those ramps, feel the silky smoothness of the table scrolling, switch
resolution, beat the high score, become addicted all over again to classic pinball on your PC.

21ST CENTURY ENTERTAINMENT, INC. ® P.O. BOX 415 » WEBSTER,
Circle Reader Service 235
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HAT TRICK

In other computer sports, text-based
games have been striving to merge their
words and statistics with a touch of
graphics, some sound and mouse sup-
port. Such is not the case in PC hockey,
as neither APBA Pro HOCKEY or its
counterpart, Lance Haffner’s HAT TRICK
Hockey, have yet seen fit to up the ante.
And I gotta be honest with ya, although
some people dig the pure text approach,
you can feel that ancient 8-bit awkward-
ness in both from start to finish.

Nevertheless, HaT TRricK is the better
of the two by a slight margin. Despite
sporting a downright hellish manual, it
features a relatively simple installation
procedure, allows more coaching/playing
options when manually contesting a
game, has print functions, and is general-
ly the more enjoyable of the two.

The goal here is to provide gameplay-
ers and stat freaks with an environment
in which to develop customized teams
and leagues, draft players, accumulate
detailed statistics and create “fantasy” sit-
uations., You'll have to wait a long time
for Har TRrICK to automatically complete
all or part of a season (it takes 30 seconds
for just a single game’s stats to be saved
to disk, on a Pentium, no less!), but this
aside, HAT TRricK offers more game and
more stats than PRO HOCKEY.

APBA ON ICE

A limiting and frustrating installation
procedure may well be the first thing
you'll notice about APBA HOCKEY; never-
theless it does manage to perform virtu-
ally the same tasks as Hat Trick, and in
less time. Manual gameplay involves
more coaching than on-ice decisions
(which are almost non-existent), but play
descriptions are good, head-to-head tilts
are permitted (as with Hat TRrICK), and
stat compiling is quick.

With a prettier but more confusing
interface than HaT TrICK, APBA may
feel more like work than leisure to
graphic game junkies, but in fairness,
such is the nature of text-based games.
For those who wade through Monday
morning newspapers in search of the
sports summary pages, APBA Pro
HOCKEY tunes you into the facts, just the
facts, man.

HOCKEY MuP

In summary, that perfect game, the
one that blends hot graphics, cool op-
tions, and total on-ice realism with thor-
ough stats, fantasy team and league
possibilities and off-ice developments like
long-term injuries, remains locked up in
some programmer’s mind. In the mean-
time, PC hockey nuts can be thankful
that certain software houses are finally
placing more emphasis on this venerable
game, as competition can only spur on
the process.

In the meantime, I'll be getting my

kicks from NHL Hockey ‘95, the best of

what is still some slim pickin’s.

Diamonds Are A Fan's
Best Friend

by Jim Ginden

Baseball has a pace independent of
clocks, stopwatches and time in general.
Games end only after a certain number
of outs have been recorded, and then

It'll Test
Every
Nerve
You've
Got...

only if one team is in the lead. These
qualities, which frustrate fans in search of
team hysteria or a quick action fix, serve
to make baseball the perfect venue for a
computer game designer.

Computer baseball today has evolved
in two separate directions. One direction,
referred to affectionately on the Internet
as the domain of the “Stat-Drunk Com-
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With all due respect to

Minnesota and Atlanta,
HardBall may be the
greatest series of all time.

“HardBall 4 isn’t v - oy “HardBall 4 is
merely better (than i Ya, Bl R without a doubt
ESPN Baseball), e the most realistic
it's in another il baseball simulation
league entirely.” 2 Bom : you can buy.”

- Entertainment STy X i e - Electronic
Weekly T ‘ . Entertainment

"Great graphics and e o <
fantastic arcade action i in o e G
are what have made the T SN 2 T
HardBall series the most g
popular action-oriented o
ball games around.”

- Computer
Gaming World

There is no debate. HardBall is the best-selling PC baseball game series of all time. And now, HardBall 4
has refined playability and realism to an unfair level that has the experts adjective-silly. You get
stats that would make a spaorts bureau envious. You get 28 stadiums that are now more detailed,
from the nasty winds at The Stick to the ERA-bruising altitude at Mile High. And HardBall's greatest
graphics ever, with unequalled high-resolution digitized video graphics that'll have
you swearing you see all 108 stitches. If you want a PC baseball game, get HardBall 4.
And when talk turns to the greatest game ever, you can say you were there.
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puter Nerd,” is the realm of games at-
tempting to capture baseball statistically.
These “text-based” games are measured
by realism. II'you manage the 1993 New
York Mets, no matter how skilled you are
with baseball strategy and lineup cre-
ation, vou will be Iard-pressed to escape
the National League's Eastern Division
basement. As sports strategy games are
Judged, the few that top this genre are
among the best.

The other direction is the action-hased
game. Swing vour bit-mapped bat at the
proper instant. Guide vour fielder sprites
1o the proper position. As in any action
contest, the better you master these skills,
the better your 1993 Mets will fare. On
the whole, these games are much worse
than their foothall and hockey counter-
parts. They are impressive more in their
depiction of Baltimore's Camden Yards
or Denver’s Mile-Iigh Stadium than in
capturing the feel of tracking down a
high [ly ball to deep center.

BATTING LEADOFF

Three games, all lairly new to the
scene, currently lead the action baseball
market. Accolade’s HARDBALL IV is by far
the most visually impressive. The game's

designers spent an enormous amount of’

elfort putting together the SVGA baseball
ficlds and pitching animations. HARDBALL
leatures an excellent pitching interface,
simple in theory, vet a model for all [u-
e development. Each pitcher has the
ability to throw three or four of cight
available pitch types, specializing in one.
A button press selects the pitch. Another
press beging the windup. You then at-
tempt o guide the pitch into the proper
location, your success determined by the
pitcher’s control rating.

Hitting, as in all action baseball games,
is an exercise in timing the swing of the
bat. Because pitch location is very diffi-
cult to determine, Harbpary, like its
competition, is generous in allowing con-
tact with the baseball, despite offering
nine different locations for the swing,
Once contact is made, the view shilts to a
liclding screen, where the object is to
guide the fielder toward the ball. Out-
ficld play in HarnbaLL is very difficult
andl is the key 1o suceessfully beating your
opponent.

Harosarr IV is a statistical
disaster; however, among ac-
tion games, disaster is the
norm. This baseball game is
the NHL Hockey ol action
baseball. It has a wondertul
feel, but it is not real baseball.

It is, perhaps, easier to master than
Electronic Arts’ on-ice action. Alter just
a few games, you'll be handily winning
games. If, or when, you make contact
with the ball, it almost seems like there
is a 50% chance the ball will land some-

where between two outlielders. And in-
lielders have all the range ol Ozzie
Smith—when he’s fast asleep. Fortu-

It's Ruthless,
Ingenious &

Downright
Dangerous

ATHLETES IN ACTION Harosawt IV is the
best action game out there, espe-
cially with the recently released
patch; FRonT PAGE SPORTS: BASEBALL
(left), unfortunately, is nothing like
its pigskin brao'.

nately, Accolade recently released a
patch for Harpearl that fixes some of
these problems. Hits are slightly harder
to come by and the fielding, particularly
in the infield. is more casily controlled.
Although our limited testing hasn't re-
vealed oo dramatic a change in difficul-
ty, hopelully there is more here than
seen at a quick glance.

SIR-TECH
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TRIPLE A EASEEALL

FRONT PAGE SPORTS: BASEBALL basically
represents nothing more than Dynamix
porting its incredible football game to
the scope of the haseball diamond. Its in-
novative ability ratings have been carried
over to the Major Leagues. Players are
rated for contact hitting, power hitting

and speed, while pitchers are rated for

endurance and each of several possible
pitches, Terrific in theory, the game is
statistically suspect. The player's ratings
Muctuate only minimally Irom year to

year, taking all the fun and skill out of

managing a team for the long term,
Pitcher ratings seem to have zero effect
on game play as well. Colorado, which
suflered from terrible pitching numbers
cue to a home ballpark that inflates of-
[ense like none other in history, routinely

TEXTBOOK COACHING FurL Count Basesat,
Lance Haffner's most colorful title, pro-
vides accurate gameplay, but PurSUE THE
Pennant (right) wins the text-hased title by
7 1/2 games.

B (L Tence
LOTG, LEAWS, (D COREDT

—
1a0 o0
00z o

wins pennants in simulated seasons.

The FRONT PAGE SPoRrTS: FOOTBALL
games excelled because of player anima-
tion and detail. In baseball, however,
these are less important, and Dynamix,
unfortunately, did not put much effort
into new types ol graphic simulation.
Fielding plays start out with a dot repre-
senting a fielder and a box representing
where the ball will fall. I T veally wanted
1o play “guide the blip into the blip con-
tainer,” I'd dig the 'TRS-80 out of my
closet and write the program myself.

To make matters worse, i you enjoy
playing with a single team in a league,
vou must wait eons for simulated games.
Just about every other game on the mar-

ket can simulate a season in a couple of

hours with equal or better accuracy. Even

on a high-end computer, FPS:BasgBaLL
takes days to simulate a [ull season, and it
gives your hard disk quite a workout—as
il' Dynamix opens and closes a lile every
time it updates a single at bat. FPS: Basg-
BALL ‘95 was in the works but has now
been put on hold due to the baseball
strike. That's too bad. At least the much
delayed Stadiun/Great Players add-on is
on it's way. I sincerely hope that Dynamix
does revise FPS, and il they do, I hope
that they hire a baseball expert or two be-
cause FPS: FooTBaLL is probably the
most innovative sports game ever made.
Dynamix should know how to turn the
baseball world on its collective car.

STORM ON THE HORIZON
Stormfront Studios just recently en-
tered the baseball world with ESPN Bask-

BALL ‘ToniGHT. This was a solid, but
unimaginative effort. It's better statisti-
cally than its competition, but too little
went into the on-lield action. The
pitching and hitting simulations, in
particular, leave a lot to be desired.

BastsaLL ToNIGHT follows the standard

fielding model—players running toward

a shrinking circle—but one-ups the com-

petition with what is probably the best

ficlding implementation on the market.

Statistically, it has nowhere near the

depth of the text games, and the rest ol

the game, marred in particular by a weak
pitching model and uneven scrolling,
doesn’t stand out enough to warrant a lot
of attention,

STAT FREAK FRENZY
PURSUE THE PENNANT 5.03 is as plain-

jane as it ever was, resisting the trend of

adding a basehall field as background art.
But statistically speaking, it's the most ac-
curate game on the market. PTP is fast
and casy to use, with a wealth of radio-
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style play description. For baseball enthu-
siasts who enjoy running full-scason sim-
ulations, this is the best product around.
Its designers have a wonderful under-
standing of the intricacies of baseball-hy-
the-numbers.

STRAT-O-MaTIC COMPUTER BASEBALL
5.0 is almost as good as PTP when it
comes to statistical accuracy. It has a won-
derful, mouse-driven graphic interface
and a few extra [eatures, including a
computer draft module and limited arti-
ficial intelligence for making trades. If
you enjoy managing games head-to-head
or playing the role of one manager in a
league, this is the best game on the mar-
ket. STRAT-O-Maric does suffer from a
key-disk based copy protection scheme,
which may limit its appeal.

BaseBaLL FOR WINDOWS is based on the
APBA hoard game. Unlike its competi-
tion, it is not well-suited for league play
because the game's computer coach is
unusually weak. Additionally, BBW is
very slow recreating games, and il you
have enabled injury or fatigue, it inter-
rupts season simulation for user input.
BBW is on a par with Strat-O-Matic statis-
tically, and features beautiful ballparks
and an excellent statistical report inter-
face. BBW is ideal for a long, leisurely,
single game against a human opponent.

Furr Count BasesaLL 6.0 is one of a
huge line of games created by Lance
Haffner. Fuil. Count is a litde harder 1o
use and doesn’t match up to I"I'P or
STRAT-O-MaTIC when it comes to simulat-
ing full seasons. It has a few bugs and less
variety in play description. But this is a
quality game and sells for less than the
competition. If you're willing to spend a
lot of time with lineup creation and op-
ponent tools, you can get full functionali-
ty and accuracy out of this game.

EASEEBALL MUP

When it comes to choosing the best in
computer baseball, there’s no one game
that leaps to the fore. For one thing, no
one game meets both the action- and the
stat-oriented gamers' needs. For the stat-
based, let's-manage-a-team enthusiast,
I'm torn between STRAT-0-Matic 5.0 and
PURSUE THE PENNANT 3.03. For the action
baseball player, I recommend HARDBALL
IV and a six-run handicap.



Save A Shattered World.. i
Or Die Tryings.

It starts with 60 ruthless mercs,
- an army of cut-throat enemies, and an

adversary. By the time you're done, you'll know them all... real well.
- Strategy and role-playing... so engaging, you'll be up all night.

Hey, this ain’t no drill... it's in your store right now.
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GHIPS &BITS .

Call 800-699-4263
Int’l 802-767-3033

PO Box 234 Dept 10271 Rochester, VT 05767

Fax 802-767-3382
Source 10271

'‘PHANTAS-
MAGORIA' The
story of 2 woman
fighting for her fife
against the forces
of evil in the most
adveniurous mul-
timedia suspense
thriller  ever.
Sophisticated
Hollywood film
techniques and
digital effects cre-
ale a frighteningly
believable night-
mare! CD$49

FREE

SHIPPING!

Place an order for an out of
stock software item and recieve
FREE overnight shipping when
product becomes available.
Handling $2 per shipment.

‘FULL THROTTLE' When you are beaten, desered by
your gang, and framed for a murder, the only instinct left
is to sunive. You are Ben, battle hardened biker, in this
adventure about one man against the world,

CD s46

'PERFECT GEN-
ERAL 2' is an
unbealable stra-
tegic and lactical
experience with
slunning graph-
ics, intuitive inter-
face, and the
sharpest artificial
intelligence ever.
Feel the power as
you command
missions in the
most  exciting
eras ol world
conflict. CD $38

‘THRUST-
MASTER F-16
TQS' You've
gol one of the
best flight simu-
lators on the
market and the
software s
more sophisti-
cated than the
best the military
had just a few

years ago, but you'ra still using your keyboard to fly #?
With the *TQS" you'll be flying that bird from an F-16
Cockpill User configurable, and throttle tension
adjustment wheel, as realistic as the real thing. $110

'‘LINKS PRO
386 CD' The
maost award
winning golf
game in soft-
ware history
has now been
en-hanced for
tha CD plat-
form. From tee
to green LINKS
386 CD is unri-
valed in recreat-
ing a true golf-
ing experi-
ence. CD §25

CD-ROM DRIVES
4 Plex Quad Drive  $429
4 Plex Quad Driva ExtS550
Diamnd 1000 Kit (2x) 5329
Mitsumi Quad Spead 5215
NEC 3X1 Mullispn $429
NEC 4XE Mulispn Ext$489
NEC 4X| Multispin ~ $408
Sanyo Concord 34X $215
S Blaster Omni (3X) $329
S Blaster Omni (4x) §412
Teac Sper Quad Drve 5342

CONTROLLERS
Auta Cockpit 8159
Avenger Space Ball 35169
CH Flight Stick Pro §57

CH Pro Pedals 875
CH Pro Throttle $89
CH Virtual Pilot Pro~ §75
Cyberman 54

Grav Anolog Pro J-stck $33
Gravis PC Game Pad §19

Gravis Phoenix Joysick $83
Jel Stick 8§24
Joyswilch 538

Logitech WingMan $26
Logitech WingMan Ext $45
M-sofl Naturl Keyboard $91
Notebook Gamoport 842
PC Virtual Golf Club  $119
T-master DCS (T1) S111
T-master F1I6 TAS  $110
T-master FLCS (F18) 5110
T-master FCS (Mark Il) 359
Thrustmaster Gme Crd $25
Thrusimaster RCSys $99
T-master WCS Mark 2 594
T-mast XL Action Cnlelr$24
Universal Cockpit $219
VFX 1 V Reality Hdgr $949

COW 595 1

SOUND CARDS
Adv Gravis Ultrasnd  $169
Pro Audio Studio 16 5118
S B 16 ASP wSCSI-2 $196
SB 16 MCD (ASP) S§177
S Blaster 32 AWE $263
S B 32 AWE Value Ed$169
S B Discovary CD 16 §249
S B Gameblaster 16 5379
Sound Blaster Value §57
Snd Blaster Pro Value 5§74
S Galaxy BX2 WSpkers$29
S Galaxy NX2 WSpker 549
Sound Man Wave 5125
Vivid 3D Plus Sound  §72

Vivid 3D Pro S105

Vivid 3D Sound 355

Vivid 3D Studio $105
SPEAKERS

Altec ACS 50 $79

Altec ACS 100.1 $103
Altec ACS 200 Swir 5208
Audiophile Ref 10 A §122
Audiophile SW 20 A 8138
Audiophile Ref 30 A $189
Jazz J-351 Speakers  $43
Jazz J-590 Speakers 362

Labtec CS-1000 $59

Lablec CS-1400 s99

Labtec CS-800 $32

Sony SRS-PC20 529

Yamaha SBS 300 Spkr 588
VIDEO CARDS

Heel Magic Lite 5275

Reel Magic Vid Upgrd $299
S Blastr Video Spigot $189
SpdStar Pro SEVLB 5179
Speedslar Games Kil $169
S-star Gmes Kit Accel 5169
Steallh 84V RAM 4MBS529

Tth Guast 2:11th HICD §51

7th Guest CD 544
Adrenaling Factor CD - 835
Alien Virus CD 538

Aloneinthe Dark 2 534
Alone in the Dark 3 CD $48
Alone in the Dark CD  $46

Amazon 535
Arc of Doom WINCD  $35
Atmosfear CD $34

Benealh a Steel Sky 533
Big Red Adventure CD $40

Bioforge CD S44
Blind Date CD $38
Blood Society CD 34
Bloodnet $39
Bloodnet CD S

Blown Away WIN CD  §39
BrainDead 13 CD £a38

Buccaneers CD 548
Bureau 13 CD §33
Burn Cycle CD 539
Campaign Cartogrpher $46

Caslle Wollenstein CD 542
Commander Blood CD $44
Companions of Xanth  $32

Conspiracy CD $30
Crealure Shock D §48
Cyberia CD 845
Cyberwar CD $48
Daedalus Encountlr CD S48
Damnesia CD $36
Dark Forces CD $47
Dark Seed 2 542
Day of the Tentacle CD$42
Death Gate CD $32
Defcon 0 CD $39
Discwaorld or CD S35

Doom2CollEHCD  $52
Doom 2: Hell on Earlh §42

Dracula g32
Dracula Unleashed CD $39
Dreamweb 834
Dust CD 342
Ecstalica CD $35
Entombed CD 537
Extractors CD 534
Flash Trallic CD 839
Flashback CD 538
Fortress of Dr. Radiaki $32
Frankenstein CD S48
F.Pharkas Pharm 2 544
Frealancer 2120 gas
Freslancer 2120C0 841
Full Throttle CD 542
G-Nome or CD 543
Gabriel Knight CD 42
Gadget CD §45

Gateway Coll. 1 & 2CD $36
Gender Wars CD 549

Hand of Fate CD £33
Harvester CD 344
Heaven and Earth $32
Hell Cab CD 342
Herelic 2 CD $46
Hired Guns $36
Hook §32
| Have No Mouth or CDS44
In Exlremus s42
Inca 3 CD $39
Iron Helix CD 256
Jagged Alliance 346

Johnny Mnemonic CD - $44
Journeymn Projet 2 CD 348
King's Quest 5 VGA  §32
King's Quest 7 CD WINS49
King's Ransom CD 533
Kingdom O' Magic CD 884
L-Zone PCMC CD 40
Lands of Lore 2 542

Las! Dynasty CD §aa
Legend Kyrandia 3 CD $39
Legend of Kyrandia CD§32
Leisure Suit Larry 7 CD$44
Leisra St Larry AnthCD $47

Little Divil CD $34
Loadstar CD 549
Lost Eden CD 539
Lsl Fle Sherlck Holmes $32
Lunicus CD S42
MTV Club Dead CD 338
Maabus CD $32
MacBeth CD $35

Man Enough CD 534
Mission Critical CD $34

Myst CD 8§46
Nibelrung Ring Cycle $39
Night Trap CD $48
Noclropolis CD 347
Nomad or CD 536
Qut of this World 2 CD §45
Pagemaster CO $44
Phantasmagoria CD 549
Pitfall or CD 538

Police Quest 4 DSAWNS38
Palice Quest 5 CD 548

Psimaster CD 344
Psychotron CD §36
Psychotron MPEG CD S38
Quarantine $35
Quest lor Glory 5CD 844
Relentiess COD 544

Roturn o Zork or CD 844
Riurn to Zork wAnthCD 544
Raturn to Zork CD 545
Riddle of Master Lu CD$48

Rise of the Triad $35
Robocop 3 $32
Rabet City CD 546

Sam &Max HitRoad CDS29

Scroll CD $38
Sea Legends CD $44
Shadow of Comot CD 37
Shadows of Caim CD  $39
Silverload CD 538
Simon the Sorcerar 2 $37
Simon the Sorcerer CD $33
Skull Cracker CD S41
Slaughterhouse 5 CD 346
Space Quast 6 CD 545
Spce Shp Brainlock CDS48
Spawn s42
Star Reach $36
Star Trek TNG Coll CD 579
Star Trk Judge Ries  $42
Star Trk: Star Fleet CD §48

StarGate $38
StereoWorld CD $39
Systern Shock 544
Tek War CD 546
Terra Nova CD 548
Terror of Deep or CD §36
The Dig 840
The Dig CD s42
The Trial S44
Thief of Dreams 842
Touche 539
Trouble is my BizCD  §46
Tuneland CD S48

U.S. President CD s32
Undr a Klling Moon CD 349

Virtuoso CD $39
Vartex CD 545
Voyeur CD 546
Walker $32
Witchaven CD 346

Woll:Hnt or HntedrCD 539
Wrath of the Gods CD - 8§44
Zombie Dino CD $30
Zorro or GO c:]



FREE GAME OFFER"

See detalls below

'DARK FORCES'
You must caplure
the Death Slar
plan and infilirale
lhe Empire's
secrel  facilily
where a new
army of mecha-
nized, super
slorm-troopers
must be stopped,
Features richly
delailed 30 envi-
ronments and first
PErsan perspec-
tive. CDs47

'"FLIGHT
UNLIMITED'
This revolu-
tionary new
simulator cap-
tures the pure
joy of flight. From
soaring over
beautiful and
majestic
scenery to the
heart pumping
thrills of Ilying
inverled loops,
Flight Unlimited
offers it all. CD $48

L2ZLE THOW R

LPUZZLE
POWER' Creale
and solve six dil-
ferent puzzle
types  cross-
words, word
search, kriss
kross, quole falls,
cyplograms, and
cryplo quizzes,
All puzzles have
multimedia
themes includ-
ing video, pic-
lures, and
sound. CD§29

‘VIRTUAL
VALERIE 2'
The gueen of
cybersex is
back! Virtual
Valerie 2 is
the ultimate in
cyberolica and
the embodi-
ment of every
red-blooded
technophile's

deepes! desires! Sophislicaled 30 modeling, lan-
talizing animation, erolic sound elfects, and a siz-
zling music score combine to creale a mind blow-

ing sextravaganza |

CD 542

'SPACEBALL
AVENGER' Say
later to the
clunky, herky
jerky action of
keyboard,
mouse and joy-
stick play! Enter
the next genera-
lion of super
cyber-dynamics.
Spin on a dime.
Slip and slide.
Duck. Dive. Un-
believable break-
through! S$169

*FREE GAME OFFER
Spaend the specified amount on any in stock software and choosa
a froo IBM game from tha corrasponding list balow. Otfer subjact
to change or cancellation without notice. Valid from Mar 15t to Apr
30th or white supples last, Request must be made at ime of order.

SPEND S60
Airbomna Ranger 5.25, Falcon 3 Scen 2 MG 20 3.5, GNB Scenaria

Bulldar 35,Gunship 525, Power Hits

35525, Charge of

the Light Brigade 5.25, Chess Nel WIN 3.5/525, Conquered
Kingdoms Scen 1 3.5, Pirates 5.25, Railroad Tycoon 3.5, SDI 525

SPEND 5100
Battie Chess WIN 3.5/5.25, Batties of Destiny 3.5, Bridge 7.0 35,
Cohon 2 3.5, Dragon Forea 3.5/ 35, Eanh Invasion WIN 3.5, Kron-
olog: Nazl Paradox 3.5, MacArthur's War 3.5, Maga Travellar 525,
Rotum of Phantom 3.5, Sient Senvice 2 3.5, Sony SHSS Speakers

SPEND $160
Alono In the Dark 3.5, Command HO 3.5, Dungeon Mastar
3.5/5.25, Falcon 3.0 3.5, F15 smm Eagle 2 3 - Flnght Sim
Toolkit 3.5, Microl

Simon tho

3.5. Ultima L

235, 5525

IBM ARCADE IBM ROLE PLAYING IBM ROLE PLAYING IBM EDUCATION IBM HINT BOOKS IBM HINT BOOKS

Animation Classics 2 $42

Breakthru WIN 535
Corpse Killer CD S48
Cnme Patral CD 536

Crystal Skulls CD $40
Dragon's Lair 2 MPEG $42

Dragon's Lair 3 534
Dragons Lair 2 CD $39
Eight Ball Deluxe &3
Fast Attack $46
Hammer Slammers CD $46
Ishar 3: $33
Jump Raven CD s42

Lode Runner CD g39
Mad Dog McCree CD 535
Mad Dog McCree Il CD$35
Mickey Mania CD 538
Microcosm CD 536
Mirage Thunder £39
Monty Python's Waste 548
Mortal Kembat2 CD  $46

Novastorm CD 834
Oxyd Magnum $36
Pinball Worlds or CD 535
Raiden CD 832
Febel Assault CD S44
Revalution X CD 845

Rise of the Fobols 545
Royal Flush Pinball CD $30

Slam City CD 548
Space Ace 2 534
Space Ace CD 338

Space Ace MPEG CD 542
Space Pirates CD $39

Striker or CD $46
Suprema Warrior CD - $48
Telris Gold CD s32
Time Pockets CO 546
Tubular Worlds 336

Ultimate Pinball or CD  $34

AD&D Coll Pack CD 35

Al-Qadim 342
Al-Qadim CD $39
Alien Legacy $36
Alien Legacy CD 539
Arborea Journey $34
Arena §39
Arena CD 545
Brandish $34
Brandish CD 334
Cobra Mission $29
CyClones §39
CyClones CD 339
Cyber Space CD $38
CyberJudas CD F48
Dark Sun 2 $47
Dark Sun 2 CD S49
Dark Sun 47
Dark Sun CD 549
Darklands 319
Demaon Hunter 42
Devil's Gate CD sS40
Disciples ol Steel 534
Dragon Lore CD 547

Dragon Wars Char Edit $18
Dungeon Master 2 538
Dungeon Master 2 CD $38
Elder Scrolls 2 CD 348
Elder Scrolls 2 CD 548
Eye ol the Beholder 2 319
Gateway Savage Front $32
Goldtree Engine (RPA) 526
Hell CD 545
Hero Mght and Mag CDS34
Hexx; Herasy of Wizard329
Hunters of Ralk CD  §54
Ishar 3 CD 833
Kingdoms:Far Reaches$40
Knights of Xentar CD 838
Knights of Xentar 544

Lands of Lore

Lands of Lore CD 541
Legacy 539
Legend ol Valor 336

Lord of the Rings 2 CD 538
Lord of the Rings CD 833
Lords of Midnight CD 548
Menzoberranzan $45
Menzoberranzan CD 847
Might & Magicd4 or 5 519
Pools of Darkness $38

Ravenlalt 2 CD 339
Ravenloft 548
Ravenlolt CD 549

Realms of Arkania 525
Return to Ringwrld CD $44
Rillwar Legacy CD 323
Rngs of Mdusa Gld CD $23
Robinson's Requiem  $33
Robinsn's Requiem CD 533
Rome $29
Sherlock Holmes 2 CD §29
Sherlock Holmes 3 CD 539

Skyrealms of Jrune GD 5§39
Star Reach CD 336
Star Trail CO $45
Star Trail 541
Star Trk Deep Space 9 $§41
Star Trek TNG CD 548
Stonekeep CD 544
Sperhro Lgue Hoboken $34
Sword of China 842
Syndicate 37

Syndicate Plus CD 840
Thunderscape CD S48
Ultima 10 CD 54
Ullima B W/Spch Pk CD3S32
Ullima 9: AscensionCD §52
Wazardry 6 Cosmic Frge$22
World of Xeen CD $40

12 Roads to Getisybrg $48
Annabel's Dream CD  §52
Castle of Dr Brain VGA $19
Children’s Writng &Pub §42
Civil War $34
Daily Number Busters  $30
EcoQuest Srch Cetus $20
EcoQuest VGA $32
Fally Bear's Birthday $32
Frantic Factory WIN 524
Island Of Dr. Brain s29
Island of Dr Quandry  S26
Multimedia: Vivaldi WN $24
Pacific Theater §18
Print Shop Deluxe 349
Prot Shp Dix Bus Grph $26
Putt Pull Goes to Moan§42
Pt Pt Goes to Moon CD$34
Putl Pult's Funpack CD$34
Futl Pulls Fun Pak 319
Quarky Quaysoo's Sci $29
Scooter's Magic Castle $32
Scret Isind Dr.Quandry 529
Stickybear Reading  $24

IBM HINT BODKS

7th Guest 2: 11th Hr  $16
Aces Over Europe $16
Across the Rhine Guide$16
Aegis:Guardian of Fleet$16
Aircombal Pacific Gde $16
Al-Qadim Book $12
Alien Logacy Playars 8§16
Alone in the Dark 3 $16
Arona S$16
Armored Fist Guide 316
BaltlleTech Battle Book $9
Biolorge $12
Bk of Lelsure St Larry  $14
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Blackihorne Guide §16
Civilization $16
Colonization Guide  §16
Curse ol Azure Bonds §12
Cyberia Official Guide $16
Dark Sun 1 or 2 s12
Doom 2 Survival Guide $12
Dragon Lore Guide ~ $16
Dungean Masler 2 316
Eye of Beholdr 1,2,3 ea$12
Fleet Defender Guide $16
Flights of 13 Mike 316
Frat Page Spris Bsebll 516
Frt Pge Spris Fibll 95 $16

Gabriel Knight $10
Gtewy Savage Frontier $12
Goblins1 or 2 310
Guide of King's Quest $16
Gunship 2000 518
Hand of Fate s12
Harpoon 2 Guide 319
Hall Guide §16
Indi Jones 4 s12
Inherit the Earth s12
King's Quesl 7 817

Legend of Kyrandia 3 $16
Leisure St Larry 1-6 ea. $10
Lode Runner Book 516
Lord of the Rings V2 §12
Lst Fles Sherick Himes $14
LucasAns Air Combat $16
Masler of Magic Guide $16
Master of Orion Guide $16

Matrix Cubed s12
Mechwarrior 2 Guide $16
Menzoberranzan s12

MicroSoft Golf 2.0 $16
Microsolt Space Sim  §16
Might & Magic CompenS16
Quipost Strategy Guide$16

Pacific Strike Playtester$14
Panzer General Guide $16
Perlect General 2Gd  §16
Police Quest 3 310
Peol of Radiance s12
Pools of Darkness 812
Populous 1 & 2 Offi Bk $16
Power Monger Strategy$16
Privateer Playtesters 514
Protostar $12
Quest for Clues 5or 6 §16
Quest for Glory 3or4 310
Ravenloft 1 or2 s$12
Realms of Arkania §18
Rebel Assault Insiders $16

Return to Zork £10
Sea Woll Guide 316
Secret Silver Blades  $12
Shadow Caster 814
Sim City 2000 Guide $16
SimTower Guide $16

Skyrealms of Jorune  §12
Space Quest 234 ea.$10
Star Crusader Guide  $18
Star Trail S16
Star Trek each$12
Stonekeep Guide 816
Strike Commander 516
Summaoning s12
System Shock s12
Tie Fighter Guide 516
Troy Aikman Football 39
Ultima 8 Strategy Gde $16
Under A Killing Moon 816
V Victory §16
Wing Commander3  $18
Wing Comnder Armadas12

Wings of Glory s12
X-Wing Ofticial Strat ~ $16
Yserblus 512

CoWa9s2
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| 'ACES THE
|| GREAT WAR
PLANES COL-
LECTORS EDI-
TION' Experience
the intensity of
aerial combat,
four theaters and
seven decades.
A special leature
of lhis edilion is
Aviation Pioneers:
a complete review
ol aviation history
from 1803 lo
1939. CDs48

FREE

STRATEGY
PLUS!

Receive an issue of Strategy Plus magazine
FREE with any in stock software order, Offer
subject to change or cancellation without
notice. Valid from 3/1/95 lo 4/30/95 or while
supplies last. Quantities limited.

q Aan*:nﬂn”

b thew ke

‘MACHIAVELLI
THE PRINCE'
Explore lhe
world, rule the
high seas, and
trade with over
40 cilies in this
game ol world
conquest.
Achieve your
ends through
military aclion
and paolitical
and religious
manipula-
tion. CD S840

'UNDER A
KILLING MOON'
Transports you to
the virtual world of
the feisty detective
Tex Murphy. New
leatures allow you
lo save and splice
scenes logether.
An amazing level
of detail & free-
dom of moverment
make this game
visually and
aurally stun-
ning. CD 8§49

‘TTH GUEST:
11TH HOUR’
Sequel ta 7th
Guest except the
stakes are higher,
the puzzles more
clever & the retum
visit even more
unsetiling. Solve
puzzles and
investigate clues
that take you
through Stauf's
haunted house
with movie-like
plot twists. CD $54

‘VAMPIRE'S
KISS' Joumey
through the
corridors of the
vamplire's
ancient virual
3D castle,
Astounding
interactive
graphics allow
you to search
for the secret

passageway that leads lo the vampire's private
chamber. Your actions delermine the outcome, but
beware of things that go bump in the night they just

might suck more than your blood!

CD $49

IBM BUNDLES IBM SIMULATIONS IBM SIMULATIONS IBM SIMULATIONS

7ih Guest/Dune Bn CD $36
ADD Collector's Ed V1 S48
Air Combat Classics  $19

Their Finest Hour

Battle Hawks

Secrel Weap of Luftwalf
AliStar Sports Clicin CDS23

Allied Forces 59
M1 Tank Platoon, Ginshp
Award Bundle F44

Kings Quest 5, Red
Barron, Rise of Dragon
Award Winng Wargmes339
Day of Tnicle /Jones 4 $44
E. Arts Top 10 Pck CD 332
Eye of Beholder CllectnS49

Eye of the Beholder,
Legend of Darkmoon,
Assolton Myth Prannor,
E.of Beholder Clue Book
Falen 3 W/T-mastr FCS$89
5 Foot 10 Pck CD 1or 2§29
Flaet Delender/T-mastr $72
Gateway Cllecin 1 & 2 $36
Interplay 10 Yr Anth CDS24
Mind Shadow,Tass Time,
Bard's Tale, Wastland,
Dragon Wrs, Battle Chss,
Lord of the Rings,Castls,
Slar Trk 25 Annivrsry,
Out of this World
King's Quest Anth CD 854
Land Sea Air Trilogy ~ $12
Command HQ,Red Strm
Rising, F15 Strike Eagle
Lemming's1 &2CD §28
Lucas Classic Adventrs $19
Indiana Jones, Secret
of Monkey lsland 1,
Manic Mansion

[=VEE R ]

Lost Treasures Infcom 334
Lst Treasures Inlcom 2 $25
Border Zone, Plundered,

Heans, Bureaucracy,
Cutthroats, Hollywood Hi
Jinx, Seastalker, Shelock
Holmes: Ridde of Crown
Jewls, Wishbringer, Nord
and Bert, Trinity
Maximum Overkill W/D $39
Mindscape 10 Pack CD$34
Parfect General Trilogy $34
Parfect General Great
Bitls of 20th C,WWiII Blis
Populous 2/Pwermongr$19
Power Games 3CD 331
Pwer Hits:Bitletech CD $19
Battletech 1, Battlelech 2,
Mech Warrior
SSI's Fantasy Fest CD $39
Space Quest Anth CD 848
Space Quest Bndle 1-4 542
Star Control Coll (1&2) §19
Strike Com./Privateer 343
Take Ten CD 44
Tsk Froe W/Red Slorm 335
The Victory Pack $39
Top 50 Gms DS or WN 526
Turning Point $29
Ultima Bundle 1-6 CD  $29
Ultima Trilogy 2 Ul 4-6 348
Ultimate Game Coll CD$29
Ultima 1-5, Spectre VR
Classic, Jetlighter, Spear
ol Destiny, QuantumGate
Spaceship Warlock, Free
Subseriplion o PCGamer
2 Free CD's ($15 Value)
Wng Comnder 182 Dix $32
Wizardry Trilogy 1 or 2 $33

1st Encounters or D $29
A320 Airbus 529
AH-64 B Longbow $54
Absolule Zero CD 840
Aces Over Eurcpe $32
Aces of the Deep 44
Aces ol the Deep CD 347
Aces of the Deep M-Dk$29
Aces of Pacificor CD $39
Aces over Europe CD 8538
Across the Rhine CD  $47
Across tho Rhine Exp 1830
Air Com.Pac. 1942 S1 $32
Air Com Pacilic 1942 $19
Air Com.Pac.1842 Gid S48
Air Com, Series:USNF $47
Air Havoe Controllr CD 839
Air Warrior 20rCD - 534
Air Warrior SVGA 534
Air Warrior SYGA CD 8§35

Armorad Fist 543
Armored Fist CD 847
Army Air Crps:1942 CD348
Art of the Kill 24

B17 Flying Forl. Clsc 819
Battle of Britain 2 WIN $34
Batllecruiser 3000 843
Battlecruiser 3000 CD 548
Chopper Pack CD $38
Chopper Strike 348
Chopper Strike CD £52
Combl Air Patrol or CD 528
Combat Classics 2 $19
Conlirmed Kill CD 244

Cyber Race $19
Cyber Race CD 832
Cyclemania CD 534
D-Day:Op.Overlord CD §39
Dawn Patrol 340
Dawn Palrol CD $40

Delta V

Delta V CD 332
Descent or CD 538
Descent 2.0 CD S46
Dream Web CD 534
European Racers CD 529
Evasive Aclion 528
Evolver 538

F117A Stealth Fighter $23
F15 Stiike Eagle 3 CD 548
F15 Strike Eagle Il $34
FA1B8Homotor CD 854
Falcon 3 Scen 3 FA-18 525

Falcon 3.0 £29
Falcon 4.0 CD 349
Faleon Gold CD $52
Fast Attack CD S48

Fighter Duel Pro 2 $33
Fighter WingorCD  $39
Fleet Del. F14 Tomcal 842
Fleet Def, Gold CD 548
Fleet Defendor Scen 1 §32
Flight Light or CD 519
F-Sim T-kit Exp Disk 4 $19
F-Sim T-kil Exp Disk 3 319
Flight Sim ToolKit 519
Flight Sim Toalkit CD 539
Flignt Sim T-kit Scen 2 $19
F-SimT-kt WW 2 or CD §19
Flight Unlimited CD 48

Flying Circus £39
Formation Attack CD 348
Formula 1 S24
Frontier Elite 2 519

Greal Naval Battles 2 544
Greal Naval Biles 2 CDS389
Greal Naval Batties CD$42
Gunship 2000 VGA 832
HAW.C. 532
Harrer Assault SVGA $35

Indy Car Racing

Indy Cr Racng:AQ 1012 522
Inferno or CD 544
Iran Angel CD 344
Jet Fighter 3 Eh
Jet Fighter 3 CD 847
Jet Pack CD 539
Jump Jet S22

Jump Jet Aces Pack  $46
Kawasaki Supar Bikes 324
Lawn Mower Man CD  $35
Life and Death 2 24
Lode Runner 536
M1 Tank Platoon 2 S44
M4: Sherman Tank Sm $34
Magic Carpet CD $42
Manlis Experimental FI $29
Maxi Overkill Bun CD - 542
Maxi Overkill MD 2 s29
MechCommand or CD 842
Mech Force CD 538
Mechwarrior 2 or CD §46
Magatortress M-Disk ~ $26
Magarace CD $39
MetalTech: B-drome 332
MetalTech:B-drome CD$37
Metaltech 2 Spch Pack $20
Metaltech 2: M-Disk ~ $29
Metaltech 2 M-Disk CD £33
Metaltech: Earth Siege $46
MIG 29 (Stand Alone) $39
M-solt FS 5 Caribbean $28
M-soft F-Sim 5 JFK =~ $28
M-solt F-8im 5 Europe 526
M-soft F-Sim 5 Vegas $33
M-soft F-8im 8 N York $28
M-soft F-Sim 5 Paris 529
M-soft F-8im 5 Portland$33
M-soft F-3 5 San Fran 328
M-soft Flight Sim 5 DC $29

Microsoft Flight Sim 5.0544
Microsoft Flight Sim 6§45
M-soft Flight Sim 6 CD 854
M-soft Flight Sim Shop $36
Microsoft Space Sim 1 $44

Mig 29 Fulcrum s28
Mig 29 Gold CD $49
Mule 2 544
Nascar Racing $39
Nascar Racing CO $47
Facilic Strike 3256

Phoenix Fighter CD 549
Powaer Boat Sim 3 S48

Privateer 548
Privateer Spcial Ops 2 §22
Rally s29

Fed Baron ATOCD 539
Red Baron W/M Bider  §29
Renegade CD $45
Retribution CD 532
Sailing Sm3Eor W  §39
Sailing Simulator 3 $52

Soa Woll £19
Sea Woll CD 344
Seal Team CD £19
Shuttle CD 324
Silent Hunter CD $48
Silent Steel 346
Slipstream 5000 CD  S40
Space Clipper g42
Speclre VR CD 839
Specire VA $35
Star Base 42
Star Crusader $33
Star Crusader CD %39
Starlord $39
Slim Slum S42

Strike Commander CD $19
Strike Com Speclal Op §22
Strike Com Speech Pk 519



FREE GAME OFFER"

Ses detalls below

‘GRAVIS PHOENIX FLIGHT & WEAPONS CON-

TROL SYSTEM' 24 programmabie buttons for joystick
and keyboard controls. Precanfigured settings for the

most popular games. Unique 2 handed control.  $83

‘X-COM TER-
ROR FROM THE
DEEP' The war
conlinues... X-
COM brings the
alien teror into a
{otally new dimen-
sion. Your combal
now exlends to
the slrange new
wovids of the deep
where superior
alien technologies
threaten the very
survival of this

planel.  CD$40

E Cryvfal Cafdmm

'CRYSTAL
CALIBURN' A
truly great pin-
ball game |Is
more than great
graphics and
spectacular
sounds, more
than the latest
arcade fealures
like 3D ramps
and three multi
ball play, It's
one that keeps
you coming back
formore.  $29

'USS TICON-
DEROGA' As
Commander you
have a NAVY
Missile Cruiser to
help you chal-
lenge enemies ol
World Freedom.
Travel oceans
around the
world with this
real-time game
that can make
experenced
Commanders
sweal.  CDS34

.IETFIEHT R l]I

'JETFIGHTER 3'
Heart pounding,
you see thick
smoke billowing
oul of your right
engine. The slick
biles into your
white knuckle grip.
nothing could be
more real than
Jellighter three.
Gripping alarms,
digilized voices,
engne nosse, and
incredible scen-
ery. CDS47

*FREE GAME OFFER
Spend the specilied amount on any in stock soltware and choose
a free IBM game from the comesponding list below. Offer subject
1o ehanga ar cancallation without notico. Valid from Mar 15110 Apr
30th or while supplies a1 Request must be mada ot tima of ordar

SPEND S60
Airbome Ranger 5,25, Faleon 3 Scon 2 MiG 20 3.5, GNB Scenarno
Butidor 3.5,Gunship 5.25, Power Hits Spors 3.8/5.25, Charge of

tha Light Brignde 5.25, Choss

Not WIN 3.5/5 25, Conquered

Kingdams Seen 1 3.5, Pirates 525, Railroad Tyeoon 3.5, 501 525

SPEND $100
Battle Chess WIN 3.55.25, Batties of Destiny 3.5, Bridge 7.0 3.5,
Cohon 2 3.5, Dragon Forco 3.5/5.25, Earth Invasion WIN 3.5, Kon-
olog: Nazi Paradox 3.5, MacArthur's War 3.5, Mega Traveller 5,25,
Ratum of Phaniom 3.5, Silant Sorvico 2 3.5, Sony SASA Spaakars

SPEND S$160
Alona In tha Dark 3.5, Command HO 3.5, Dungoon Mastar
3.5/5.25, Falcon 3.0 3.5, F15 Sirike Eagle 2 3.5, Flight Sim

Toolkit 3.5, Microl B

ball M s Challange 3.5,

Simon the Sorcarer 3. B Ultima Underworld 2 3.5, Warlords 5.25

IBM STRATEGY IBM STRATEGY IBM STRATEGY IBM TRADITIONAL

Sub Batlle Simulator 2 338
Sub Bitle Sm 2 WN CD $39
Sub War 2050 533
Sub War 2050 Plus CD S40
Subwar Scenario Disk $19
SuperKarts or CD 839

Syndicate Scen. 1 S20
TFX CD 536
TFX 835

Tank Com Metwork CD S48
Task Force Admiral Pk $39
Test Dnve 3 :Passion 318

The Big One $29
The Big One CD 826
Tia Fighter 345
Tie Fight M. Dsk 1 or 2 $19
Top Gun CD 40
Tornado 548
Tomado CD $39
Tower 42
Tower CD S44
Train Engineer §29
U-Boal 2 336
U-Boat WIN 534

Wing Commander 2 526
Wing Com. 2 Bundle 529
Wng Com. 2DIxCD 319
Wing Comndr 3CD 553
Wing Com Armada 847
Wing Com. Armada CDS40
Whnas of Glory Enh CD §40

Woll Pack 520
World Circult 2 42
Warld Circuit 2 CD 544
World Circuit CD 539
X-Wing £39

X-Wing Collector's CD $46
X-Wing M- Disk 1 or2 818
Yeager's Air Combt CDS18
Zephyr CD s28

All Americn Col FB '84 338
Barkley:Shut Up & Jam $42
Blood Bowl or CD 534
Breit Hull Hockey ‘95§42
ESPN Baseball Tonlght$38
ESPN Tanight Bbll CD 839
Empire Soccer '94 s29
FIFA Internain Soccer $36
Fronl Pge Fhall Pro "85 844
F-Page Sports BB 544

Gone Fishin' CD £39
Hard Ball 4 or CD $34
lce Hockey CD $28

J.Micklaus Gld Bear CD§34
Jack Nicklaus Goll CD $39
Jammit | CD $19
Links Pro 486 CD 549
Live Action Football CD$34
Microsall Goll CD S4an
M.Ditka Power Ftball 534
NBA Jam 44
NFL Chllenge Prom Ed 859
NFL Coach Clb Fiball 2544
NFL Super Bowl CD 539
MHL Hockey '85 CD 540
PGA Tour Goll 486 GD $47
Picture Pertect Golt CD$42
Pro Tennis Cup 538
Proleague Football '24 529
Proleague FIbll Cm CD $38
Road ta Final four? 838
Skin's Game at Bighom340
Tme Out Sports Bskibll $39
T.LaRussaBB2CD S48
T.LaRussa 2V2'94 537
T.LaRussa Bshall 3 CDS48
Troy Aikman Fiball CD 549
Ultimate Football CD $45
Unn Roughnss '95 CD $34
World Cup Goll CD  S44

1830: AR & Robber Br 534
18th Air Squadron 536
Advanced Civ. or CD $34

Baldies 332
Battle Bugs $37
Battle Isle 2200 CD s34
Battles in Time 535
Black Beard or CD 534
Broach 3 or CD s34
Buzz Aldrin Race 526
Ceasar $24

Cellic Tales or CD 539
Chessmstr 4000 Turbo $36

Civilization 534
Civilization Network CD3$48
Civilization WIN S45

Colonization or CD 246
Colonization Gold CD 548
Colonization WN or CD 848
Conquered Kingdoms 2836

Conquerar 46
Conquest $36
Crusader CD 548
Darklegions or CD 538
Dead Zone CD 3552
Deadline CD $38
Detroit 338
Dominus $25
Dune 21
Empire 2 or CD 542
Empire Bullder $36

Empire Dix Mstr Ed CD 522
Fantasy Empires CD 542
Fantasy Fiefdom CD 848

Feudal 539
Flight Com. 2 CD 538
Front Lines $39
Front Lines CD $39
Genesia 339
Genghis Khan 2 534

Global Domination

Grandes! Fleet 529
Grandest Fleel CD £33
Great Naval Bille 3 CD $34
Gold of the Americas 5§24
Hannibal 526
Hammer of Gods CD  $39
Hgh Seas Trader or CDS39
Hallywood Mogul orWNS38

HUMANS CD $22
Jaggod Alliance CD - §46
Jutland CD 529

Kingdoms ol France  $34
Kingdoms ol Germany $34

Kingmaker $32
L' Emparaur $24
Legions WIN 334

Lemming Chron. or CD $35
Lards of Realm or CD - 838
Lost Admiral 2 339
Machiovelll Prince CD $40
Masler ol Magic or CD $38
Master of Orion or GO $40
MechLords:Inner Circle $35
Marchant Prince 537
Metal Marines WIN sa7
Millenium Auction CD 346
Navy Strike 540
Mew Honzons or CD 534
Nobunaga's Ambition 2 $34
Onslaught WIN 539
Operation Crusader CD$39
Qutpost Planet Pk (A0)$33

Oulpost WIN 538
Palrician or CD 536
Pax Imperia 30

Priect General 2 or CD $25
Pirates Gold Multia CD S48
Pizza Tycoon 540
Pwer House WN or CD 839
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Project USA or CD $29
Rags to Riches $36
Railroad Tycoon 2 Clas$24
Reach for the Stars ~ $24
Reunion or CD $33
Robo Sport WIN $34
Rogarian Agenda CD $39
Romance of 3 Kngdm 3539
Romance of 3 Kngdm 4539
Sabre Team $25
Second Conflict WIN - §34
Serf City: Life is Feudal $37
Sid Meir's Civil War ~ $58

Sim Ant CD $41
Sim City 2000 534
Sim Cily Clasc or Win $28
Sim Earth CD 540
Sim Town or CD 534
SimClassic Coll or WIN 344
SimTower or CD $33
Space Hulk CD 524
Space Miner S36

Space Raiders CD $42
Spaceward Ho! 4 WIN $24
Star Control 3 CD $39
Starship CD $a9
Starship Troopers $39
The Complete UMS 549
The Orien Cnspircy CD 548
Theme Park or CD $39
Transprt Tycoon or CD $48
USS Ticonderoga $34
Ultimate Domain or CD $36
Victory or Defeat WIN  $42

Vikings 2 $36
Walls of Rome 330
Warcralt or CD $39

Worlds of War CD 548
X-Com:Terr Dpor CD 540
X-Com:UFO Del. or CDS38

30 Gme Creation Syst $45
Assaull Poker CD £29
Baltle Chess CD 45
Beat the House 529
Bobby Fischer's Chess $34
Bridge Baron Windows $34
Bridge 8.0 8§32
Bridge Dix 2 W/ Shanl 343
Bridge Deluxe CD 543
Caesar Wrld of Gmbing$37
Chessmaniac 5 Billion 334
Chessmaster 3000 CD $46

Classic 5 819
ClockWerx WIN 534
Clockwerx CD $34
Deck Daemon s20
Game Maker 3.0 or CD 548

Game Wizard Pro 832
Hng Kng Mah Jong Pro332
Jeoprdy Dx w/A. Trebek 534
Klik & Play WIN CD 842
Knight Moves CD 534
Magic the Galthering  $40
Mario Game Gallery 825

Mega Maze CD $28
Pinball Arcade CD 834
Positronic Bridge $30
Shanghai CD 41

Shanghaii 2 Windows 524
Solitaire Deluxe WIN 525
Solitaire's Journey WINS35
Solitaires Journey $34
Solitaires Journey 2 S38
Trivial Pursuit CD $34
USCF Chess CD s$a7
Universal Neverlock 538
Virual Pool CD $40
Virlual Vegas 2 CD 824
Wheel of Fortn WN CD $32
Xplora Deluxe CD s62

COWEYS ¢




Call 800-699-4263 Fax 802-767-3382
Int’l 802-767-3033

PO Box 234 Dept 10271 Rochester, VT 05767

Source 10271

‘1830 RAIL-
ROADS AND
ROBBER
BARONS’ With
immigrants pour-
ing in, America is
poised for explo-
sive westward
growth.  Lay
track, build sta-
tions, purchase
trains, and
manipulate
stocks to build an
empire of iron &
steel. CD$34

FREE

INTERACTIVE
ENTERTAINMENT

PERFECT GENERAL INCLUDED!
Request your FREE Interactive Entertainment
Episode 10 with any in stock CD ROM soft-
ware order. Offer subject lo change or cancel-
lation without notice. Request must be made at
time of order. Valid from 4/1/95 to 5/31/95 or
while supplies last. Quantities limited.

‘THRUSTMAS-
TER F-16 FLCS'
A versatile stick
with virtually un-
limited program-
mability. It looks
and feels like it
was ripped out of
a jet. The ulimate
edge for any flight
sims. Offers a
grip  modeled
after the F-16
Fighting Falcon
and four 8-way
hat swiches. $110

‘VIRTUOSO' In
the year 2055, lfe
is just another
word for chaos.
Sure, your music
has given you
some moments of
escape, but your
rock superstar
status gives you
too many nights
locked away in
hotel roms, away
from crazy fans.
Virtual reality is al
thal is left. CDS39

‘MIDWAY" CINC-
PAC, short for
Commander-in-
Chief  Pacific
Fleel, is played by
the computer.
Choose to play
either Admiral
Spruance,
Commander of
Enterprise and
Homet or Admiral
Magumo, in
charge of four
Japanese flesl
camers. CD$39

o ivead Por Masals

o Codde Whek

¢ ‘UNIVERSAL
NEVERLOCK'
By pass docu-
ment checks on
more than 500
computer

games! Safe
and easy lo use
even for

novices. Il's
menu driven,
just point and
shoot. Never be
locked out of
your own soft-
ware againl $29

IBM WAR GAMES IBM WAR GAMES IBM BUDGET IBM BUDGET

Action Morth Allantoc S26

Aegis CD 546
Air Raid Pearl Harbour £22
Aitle de Camp 545

Americn Civil Wr 1-3 ea$24
Batlle Tank Barbarossa329
Battle Tank Kursk 529
Ballie of the Atlantic  $29
Batlle of the Bulge 330
Battleship Bismark 526

Baltle Stalions 220
Beyond Squad Leader $45
Bigp3CD S24

Blue & The Grey or CD 339
B. Napoleon Invades  $24

Campaign $a2
Carrier Strike 528
Carriers at War 1 or2 539
CincPac or CD 39

Civil War: 1861-65 CD 340
Command & Conquer $48
D-Day: Beginof End 338

Dreadnoughts g32
Dreadnoughts Deluxe 359
Fall Gelb $29
Fields of Glary 837
Fifth Eskadra $29
Fifth Fleet or CD 839
Fleet Med g27

Flight Commander 2 $38
German Raider Allanlis$28
Golan Front 529
Gray Seas, Grey Skies §29
Harpoon 2 or Dix CD  S42

Harpoon 3 GD $39
Harpoon Classic CD  $26
High Command $29
Iron Cross 520
Kriegsmarine $29
Kursk Campaign 529

COW BU5 5
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Long Lance 529
Main Ballle Tank each 329
Malta Storm $29
Man of War 536
Mare MNostrum 526
Moscow Campaign ~ $36
Napoleonics 534
MNorthermn Fleet 336

Operation Crusader  $36
Operation Eurpe or CD 334
Operation Overlord  $36
Pac Storm Mid. Cpgn, £29
Pac. Storm Slomn Cmp336
Panzer Battles S24
Panzor General or CD $39
Pralude 1o Jutland $2a
Point of Attack $32
Prelude to Jutland 324
Red Sky Morning S36
Return to Falklands ~ £28
Rising Sun s24
Road from Sumter 545
Rommel BU M Alrica 324
Rommel at El Alamein $36
Rommel al Gazala 536
Seventh Fleet $36
Stalingrad Campaign  $36
Stalingrad or CD $39
Tac Ops WIN $40
The Greal War 530
Third Reich or CD $24
Tigers on the Prowl 842

To The Rhine §29
USS Ticonderoga CD 834
V Victory each 529
Victory at Sea sS4
Warin the Falklands ~ $24
Warpoint $36

Wiship Chnged Hislory 326

7 Guest 2;11th Hr Demo $6
ATP P Flight Simulator  $9

Acquire 59
Alr Force Commander  $9
Allied Forces $9
“Alone in the Dark 312
Assignment Miami 89
Austrulitz $10
Banzai 9
Bard's Tale Constructn $12
Baseball Facls 36
‘Battle Chess WIN $9
Ballle Command S8

Bils of Napoleon Scn 1-659
Bball Chilenge 1987 Tm $6
Bball Chllenge 1988 Tm §6
Bball Challenge 1989 T $6
Blake Stone Episode 1 89

Bodycello CD 36
Budo:Ar of Ninja Combt 59
Captain Blood £9
Caslle Wolfenstein 56

Caslles Nrthern Camps$12
Challenge of 5 Realms 312
Champlons of Krynn ~ $12
‘Charge ol Light Brigade 38
*Cohort 2 §12
Conguerar Mulli Tank ~ $6
Ceonquests Robin Hood$12

Crime City s12
CyberStrike s12
Darklands s12
Dinosit Multiply&Divide $12
Doom Episode 1 $9
Dr Floyds Desklop Toys $9
Dragon Lord 59

Dreadnought 1or 2each$12
Empire Deluxe Scen 1 59
Erotle Virtual Smplr CD §12
Falcon 3 Scen 1 s12

“Falcon 3 Scen 2

Fighting for Rome SIE
Flames of Freedom  $12
Goldtree Buildings $10
Galdiree Characters  $10

Greans 312
*Gunship 12
Harriar Assaull HD 812
Hearts $12
Haretic Shrewre or CD §12
Horde s12

Hoyle's Book Gmes V3512
Humans: Insull to Injury $9
Interactive Adult Smpl §12
Jack Nicklaus SE Crse 154
Land Sea Air Trilogy 812
Last Chance to See CD$12

Lightspead $9
Line in the Sand 312
Lost Vikings 59

ML 50-70s Wrld Ser. eaS9
ML Baseball All Stars  $9
ML Baseball Teams ea$9

Magic Candle 2 $12
Magic Candle 3 §9
Marianas Turkey Shoot$12
Matrix Cubed $9
MegaFortress §12

‘MegaTraveller:Zhodani $9
M-league bball Sealtle 1359
NFL Video Football 312
Never Mind 9
New Facililies Locator 39
Oparation Combal %12
PT Boal Simulalor 812
Pacific Strike Speh Pk $12
Pixis Adult Sampler CD $6
Puzzle Gallery 1 $9
‘Return of the Phntom $12
Return to Zork Anth CD$12

IBM BUDGET CDI ADVENTURE

Rex Nebular HD $12
Rings of Medusa $9
Rotox 39
Rules of Engagement  $9
Senlinel Worlds 1 29
Sex Planet CD 12

Shadow Sorcerer HD ~ $9
Stanford Wongs Vid Pok 59

Star Legions $12
Star Trk TNG CD Demo $6
Stellar 7 CD §12

Storm Across Europe 5§12
Sub Ballle Simulalor  S12
Tales Magic 12
Task Force 1942 12
Tste of Erctica Smp 10r288
Tegel's Mercenaries  $9

Torminator 2029 812
Terran Envoy 0
Tie Break Tennis 59

Tom Landry Ftball Dix $12
T.LaRussa Baseball HD 59
Top 100 Games 2 CD §12
UMS 2 Planet Editor 9

Under Fira s12
Vaxine S9
Virtual Vivid CD 58
War in the Gulf HD 312
War of the Lance $9
*Warlords 512
Waorld Circuit 12

CDI HARDWARE

200 Magnavax Player $359
220 Phillips Player  $399
450 Magnavox Player $289
550 Magnavox Player $479
D.V. Cart (450/550) $239
Game Pad CDI $28

7ih Guest DV $52
Alica in Wonderland 544
Burn Cycle 546
Creature Shock 548
Dark Caslle 34
Dragon's Lair 2 DV 344
Effacer 526

Escape from Cyber Cly 844
Flintstones/Jetsons  $32

Hotel Mario S44
Inca S44
Kether S44
Kingdom DV 844
Laser Lords $44

Link:The Faces of Evil $44
Lords of the Rising Sun$44

Lost Eden S48
Roturn to Cyber City  §58
Space Ace DV §52
The Apprenlice $32
Third Dogres 836
Thunder in ParadiseDV $56
Voyeur $44
Zelda's Adventure S44
Zolda S44
Axis & Allies Sd4
Baltleship $30
Caesar Wrld Gambing S44
Clue 2 DV 846
Dimo's Quest 332
Jeopardy $36

Joker's Wild or J.W. Jr. $38
NFL Instant Replay DV $d44
NFL Trivia Ching 94/95 $44

Name That Tune 536
Pinball $30
Teatris 30



FREE GAME OFFER"
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'‘DUNGEON
MASTER I
There's more to
fear than ever
before in 'The
Legend of
Skullkeep.’ This
new world Is
alive with crea-
tures and actions
that will occur
with or without
you. Stunning
sound effects,
real time com-
bat. CD 837

in the Nevada
desen. Free MIG
29 with Falcon
3.0 purchase.
Must  make
request at time
of order. Offer
subject to
change without
notice. $29

'‘GREAT NAVAL
BATTLES
VOL.IIl FURY IN
THE PACIFIC,
194144' You get
all major U.S. and
Japanese ships
and aircraft of the
Pacific Theater. A
random battle
generator pro-
vides unlimited
confiict from small
surface engage-
ments io full biown
ballles. CD$46

‘SPACE
SIRENS' As a
space privateer
you are lured by
the irresistible
song of the sen-
suous Space
Sirens emanating
from a mystenous
space station.
You must fulfill
their  every
desire or remain
a sex slave on
the station for-
ever. CDS549

'‘WARCRAFT'
Enter the world of
WarCraft, a myst-
cal land where evi
orcs and noble

or crush the
weakling
humans...the
choice Is yours.
has an ingenlous
arsenal of wea-
porwy and power-
ful magic. CD $39

*"FREE GAME OFFER
Spend the specified amount on any in stock sottware and choose
a free 1BM game from the conesponding st below, Offer subject
to change or cancellation without notice. Valid from Feb 1st - Mar
315t or while suppiios last. Request must be made at tme of order,

SPEND $60
Altboma Ranger 5.25, Fakeon 3 Scen 2 MG 29 3.5, GNB Scenario

Builkder 3.5,Gunship 5.25,

Power Hits Sports 3.55.25, Chamge of

the Light Brigado 5.25, Chess Nel WIN 3.5/5.25, Conguered
Kingdoms Scon 1 3.5, Pimios 5.25, Railrad Tycoon 3.5, SDI 5.26

SPEND $100
Battio Chass WIN 3.5/5.25, Baties of Dastiny 3.5, Brdge 7.0 3.5,
Cohort 2 3.5, Dragon Force 3.5/5.25, Earth Invasion WIN 3.5, Kron-
oleg: Nazl Pamndox 3.5, MacArhur's War 3.5, Mega Traveller 5.25,
Aetum of Phantom 3.5, Silent Service 2 3.5, Sony SRS Speakers

SPEND $160
Along in the Dark 3.5, Command HQ 3.5, Dungeon Master
3.5/5.25, Falcon 3.0 3.5, F15 Slﬂiu Eagle 2 3.5, Flight Sim

Toaolkit 3.5,

4 G a5,

srnonlheSoiwmr:ss mumummzs».vumsz_-

Alien Gate

Chaos Control DV 344
Earth Command 544
Mad Dog McCree DV §52

Mad Dog McCree /Gun §72
Microcosm DV 544
Mystic Midway 1 $26
Myslic Midway 2 $26

CDI MOVIES

A Fish Called Wanda  §22

A View to a Kill $24
Addams Family $22
Addams Family Values §22
Annie Hall $24
Apocalypse Now $22
Baby Boom 524
Benny & Joon $24
Beverly Hills Cop 3 $24
Black Rain §22

Clear & Present Dangr $24
Dances With Wolves  §22

Fatal Attraction 324
For Your Eyes Only  $24
4 Weddngs & a Funera $24
Goldfinger §22
Hannah and Her Sister $24
Hunt for Fed October $22
Immorial Dosire $29
Indecent Proposal $22
Live and Let Die $24

Married to the Mob $24
Mississippi Buming  $24
MoonRaker 524
Naked Gun 1 or21/2 $22
Naked Gun 33 1/3 §24
Of Mice and Men $24
Patriot Games g22
Pink Panther $24

Quigley Down Under  §24

Raging Bull §24
Rainman $24
RoboCop 1 £24
RoboCop 2 524
Rocky 524
Silence of the Lambs  $24
Sliver 22

Star Trek 1,3.4,56 ea$2d
Slar Trek 2 g22
Steamy Windows $29
The Black Stallion $24
The Fim $22
The Secret of Nimh ~ §$22
Thelma and Louise  $24
Top Gun $22
Wayne's World 1 $22
Wayne's World 2 22
You Only Live Twice $24

3DO HARDWARE

6 Button Control Pad ~ $26
Control Pad Goldstar 336
Control Pad Panasonic $39
Gun $44
Mouse $42
MPEG Digital Video Mod

Goldstar 5199
Panasonic £199
System Goldstar $399
System Panasonic  $399
Flight Slick Pro 589

3D0 ROLE PLAYING

Dragon Tales Lore $48

Hell $39
Slayer $29
Syndicate 864

11th Hour $59 Clayfighter 2

Alona in the Dark S48 Primal Rage 559
BIOS Fear 852 Rise of the Robols ~ $52
Compsa Killer $52 SHADOW 52
Crash & Bum §52 Samurai Showdown 352
Creature Shock 554 Sper St Fighter 2 Turbo$59
CyberWar $54 Supreme Warrior §52
Demolition Man 558 Way of the Warnor 852
Doom

$56
Dragons Lair 2 §52 3D0 STRATEGY
Duelin' Firemen $54

Falty Bears Fun Pack §29

All New Paople's Show §52

Flashback 846 BrainDead 13 $52
Horde $52 Cyberia $46
Immaercenary §$54 Dinopark Tycoan $52
Jurassic Park $52 Family Feud $34
Killing Time $52 Fun 'n Games $52
Kingdom:Far Roaches $48 GEX aDo 852
Myst $59 Grandest Flget $56
QOut of this World $46 Incredible Machine $52
Rebel Assaull $52 Lemmings Chronicles 352
Retumn Fire $52 Pagoda of Puzzles 554
Robinson’s Requiem  $52 Panzer General $59
Space Ace $52 Pataank §52
Spaca Pirates $49 Perect General £56

Real Pinball 852
Shanghaii:Triple Threat$52

Slar Control 2 552
Flying Nightmares $52 Station Invasion $40
Magic Carpet £54 Theme Park 8§52
Megarace

$29
Need for Speed $52 3D0 SPORTS

Ol Woarld Interceptor 852

Quarantine $34 FIFA Intemalnl Soccer $52
Road Rash 856 Madden Foothall $49
Rock & Roll Racing 548 PGA Tour $54
Top Gun 854 Slam Cily §52
Trance Mission $56 Soccer Kid $32
VR Stalker £52 Winning Post $54
Wing Commander3  $54 World Cup Golf 349

Circle Reader Service #54

Crime Patrol $52
CyberClash $52
Drug Wars $52
Mad Dog McCree 2 554
MNavaStom 852
PQ'ed $52
Police Nauts $52
Pyramid Intruder $52
Shock Wave $56
Shock Wave D-Disk 1 836
Star Blade $54
NOT FOR KIDS
11th Hour 559
Alone in the Dark 346
American Blond $3z
Blade Force 554
Blind Spot $32
Blond Justice $32
Blondage 832
Compse Killer $52
Doom 856
Immortal Desire $32
Killing Time $52
Mask $32
Neurodancer $39
Plumbers Don'l Wr Tie 339
Steamy Windows $32
The Coven $a2

Voices in My Bed $32

IBM ADVENTURE
NOT FOR KIDS
Alona in the Dark 2 $34
Bloodnet CD 541
Club Cyberlosque CD - $33

Corpse Killer CD $40

IBM ADVENTURE
3D0 KICK & PUNCH 3D0 SHOOTERS NOT FOR KIDS

Dream Machine CD

Fanlasies Interactive 535
Fox Pack CD $37
Intimate Joumey CD  $24
Hell CD 345
Doom 2:Hell on Earth  $42
Harvaster CD 544
Lawn Mower Man 2 CD$49
Leisure Suit Larry 7 CD$44
Midnight Stranger CD 845
Mind Teazzer CD $32

Metal and Lace sar
Mortal Kombat2 CD  $46
Mustang CD $49
Meurodancer CD 245
Neuropak CD $59
Nights of Xentar CD ~ $38

Nick Sleele P1.CD  $59
Nightwatch 2 CD $99

Nightwatch CD $39
Noctropalis CD 347
Paradise Club CD $39
Party Time CD $19
Pleasure Zones CD 333
Quaranting 535

Scissors N' Stones CD $29
Secrets Interactive CD $35
Sorority House CD (R) $34
Space Sirens CD $49
Spy Club (R} CD $49
Texas Table Dance CD$39
Undr a Klling Moon CD $49
Vampire's Kiss CD  $49
Velvet Dreams CD $35
Virtual Director CD 48
Vinual Valerie 2CD 42
Virtual Vixens CD $39
Virtually Yours CD $49

Cyber-Paep Ir §19
Deva X CD $49

WanderLust CD $44
Winner Takes AllCD  $39

COWSTS 6



ROOKIES OF THE YEAR

Tony LARUssA BastsaLL 3 will soon
appear on store shelves. It is designed by
the prolific Stormfront Studios, who de-
signed ESPN Bascball Tonight and is re-
portedly putting together a baseball
game for Microsoft called Microsorr
BaseBaLL., TLBS, done in SVGA, is a
graphic improvement over ESPN BasE-
BALL ToNIGHT. The animation is much
smoother and the pitching interface,
while still a long way from
HARDBALL or FRONT PAGE
SrorTS: BASEBALL, is also im-
proved. However, fielding was
very diflicult in the beta ver-
sion we looked at. Again, you
have to guide a fielder into a
gradually shrinking circle, only
there’s very little room for er-
ror. This may be more fault-
tolerant when the final version
is released.

The hitting mechanism is,
like all other games, an exer-
cise in timing. Once you get
the timing down, you can gen-
erate enormous numbers of
hits. Again, this will hopefully
be toned down when the game
is released. TLB3 is graphically
just a few notches below HARD-
BALL in detail. The game adds an innova-
tive one-pitch action mode, which
generates contact on most swings. This
reduces game time without greatly affect-
ing game play.

Statistically, TLB3 scems to border on
the bizarre. Season simulation takes only
a few minutes, and comes up with far too
many home runs, but not nearly enough

singles, doubles and strikeouts. Reliel

pitchers often make 120 appearances in a
162-game season and starting pitchers al-
most never complete a game. But at least
TLB3 simulates quickly, as opposed to its
competitors which lare just as badly using
much more time. TLB3 features a man-
agers’ profile, which strangely enough
does more than manage. If you tell the
manager to select lineups based on good
power hitting, the team’s power hitters
will suddenly become Ruthian. If the
pitchers are told to challenge hitters, they
suddenly become unhittable. I played
with the 1993 New York Mets profile,

and increased their win total from 61 in
real life to 111 in the simulation. Eric
Hillman (2-9, 3.97 ERA in 1993) became
a Cy Young-caliber pitcher (23-5, 2.86 in
the simulation).

TLB3's designers are not afraid to at-
tack the unknown. When released, the
game will have a fantasy draft module
that will include player salaries. It will
also contain a General Manager Chal-
lenge, which will implement scouting and

minutes from a hard disk on a high-end
machine.

The BAsEBALL ENCYCLOPEDIA is de-
signed so that you can import players
into BAsepaLL For WiNpows 3.0, which 1s
also due out in the near future and will
address players’ numerous concerns.
This will give BBW an edge over the
competition, who often charge high
prices for a season disk containing play-
ers [rom the past.

For those of you who grew
up, as I did, within radio range
of WJR in Detroit, Miller Asso-
ciates has another treat in store
for this season. ErRNiE HAR-
WELL'S BROADCAST BLAST adds
sound Lo BASEBALL FOR WIN-
pows. This amounts to Harwell
reading the text that appears
on the play-by-play during a
game. You can adjust the
broadcast to favor the home or
visiting team, or have a neutral
broadcast, although there isn’t
much difference between the
versions. Harwell was always

THREE TIMES A TONY In Tony LaRussa's third computer game incarnation,
Stormfront is hoping to put it all together: fantastic graphics, great game-
play and a dugout full of stats.

control of a changing team over the
course of several seasons. Unlortunately,
these modules were not functional in the
beta version.

MILLER TIME

Miller Associates is adding a wealth of

new function to BASEBALL FOR WINDOWS.,
First up is the BiLL JaMES ELECTRONIC
BAsEBALL ENCYCLOPEDIA, This CD-ROM
contains just about every baseball statistic
every recorded. It also provides the
mechanism for quickly creating a wide
variety ol reports based on these statis-
tics; for example, you can create a report
comparing Claudell Waghington and Lou
Gehrig from age 25 to 33. Or you can list
the top 25 lefi-hand hitting third base-
men when it comes to hitting triples
among National Leaguers from 1922 o

1979. The encyclopedia cither runs off

the CD-ROM or puts 65 megabytes of in-
formation on your hard disk. It can ex-
plore its entire database in about 12
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considered one of the most im-
partial announcers in baseball,

BrOADCAST Brast adds a lot
of text in between batters, and,
because BBW already had a
large play library, gives this product
much more complete announcing than
any of the action games with an announc-
er. 'This adds to the game’s appeal as a
great game for a leisurely afternoon with
a friend. And, if they make some signifi-
cant fixes in Version 3.0, this Windows-
based baseball sim could be a future
pennant winner.

With the exception of Lance Haffner's
game, all the major text-based simula-
tions are based on a board game. The
newest board game, Dynasty League Base-
ball, will debut its computer version later
this year. Michael Cieslinski, who de-
signed PURSUE THE PENNANT, is moving
on to design DyNASTY LEAGUE. The com-
puter version, designed on the Windows
platform, will be an exact duplicate of the
board game. The upcoming release will
contain just a single-game module. A
more complete version, containing
league management function, is also due
for release this year.
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Basketball

Hoop Dreams

by George Jones

As a former basketball player and a big
hoops fan, I'm green with envy. All the
other major sports have great simulations
that provide great action and realistic
gameplay. But basketball is one PC sport
which hasn't yet come into its own—not
on the broad scale of a FRONT PAGE
Srorts: FoorsaLL ‘95 at least. But
enough whining. While things do appear
about to change with Electronic Arts' up-
coming NBA Live ‘95, the present is
filled with text-filled hoop simulations,
some of which are surprisingly good, and
one ambitious graphical attempt that
doesn’t quite make the grade.

TAKIN' IT TO THE TEXT

Text-based hoop games have been
around for ages. They have traditionally
boasted a robust statistical model and a
no-frills approach to basketball. Often
times, these games have been created by
small companies, or in some cases, by a
single person. Don’t let this fool you
though—these games are for real. Not a
single one of them is sub-par, although
most of them do lack some of the refine-
ments we've come to expect from the
larger game design houses.

HAFFNER HOOPS

Lance Haffner's hoops games
have been around for ages (or at
least the golden days of the Apple
11). His two games, COURTSIDE COL-
LEGE BASKETBALL and BASKETBALL:
TuE Pro GAME are games for the purist
in all of us. Both oller dead-on statistical
accuracy and tons of teams to play with.
THE PrO GAME comes with last season's
NBA teams as well as a disk of “greatest”
teams. COURTSIDE COLLEGE BASKETBALL
comes with every single NCAA Division 1
team, as well as some of the greatest col-
lege teams ever. And, as if playing with
teams from past days wasn't enough, nos-
talgic computer cagers can also play with
the rulebook from the good ol days. Re-
live the days when the “"bonus” meant
that a player received three chances to
make two free throws, or when there was
no such thing as a shot clock or a three-
point line.

The textual descriptions ol each game
are fairly plain, relying on terse descrip-
tions of the action as opposed to flowery
language, but 1 found that it didn't mat-
ter all that much. You should be able to
generate plenty of excitement on your
own; if you can't, you shouldn't be play-
ing text games. During a game, you can
either make every decision, or you can
coach within the flow of the game.

While both games feature long-term
play options, including auto scheduling,
league play, statistical databases and au-
toplay, I did miss the “creature com-
forts.” Haffner's NBA version had a few
pre-existing schedules built in, but
CourtsipE COLLEGE BAsKETBALL had
none. The biggest ommission in the col-
lege game is the NCAA tournament—a
damn shame. Still, Haffner's incredible
dedication to the titles (he is constantly
updating statistics and compiling more
teams) is an example for all game design-
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THAT TEXTUAL FEELIN' Basketball text
games usually generate lots of numbers,
but you'll have to generate the excite-
ment on your own; Cactus Leacue Pro is
all-pro in this league.
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ers to follow. These games are very sound
statistically, and once you get past the
clunky interfaces and the decidedly un-
helpful manuals, they do shine. Watch
out if Lance decides to give these two
games a much needed Windows facelift.

DESERT, PLEASE

The “cactus leagues” have long been
associated with small time, minor league
play. But the name is deceptive when it
comes to Cactus Development’s CACTUS
LEAGUE PROFESSIONAL BASKETBALL: the
fourth revision of the game, released ecar-
ly this year, looks ready for the hig time.
It has a polished, finessed look that the
Haffner games lack, yet it still maintains
a high level of statistical accuracy. 1 found
it remarkably easy to navigate through
the games, and while coaching a game
between the saintly Lakers and the much-
despised Celtics, I found mysell more
drawn into this game than any other: An
easy-to-read gameplay screen and a more
colorful play-by-play is probably the rea-
son why. On one play, my guard canned
a three-pointer, but it was waved off—his
foot, was on the line! Additionally, coach-
ing seems more intuitive and better cap-
tures the flow of the game. Although
there is a graphical representation of the
court, the only active graphical element is
an indicator of where the ball is.

CACTUS LEAGUE BASKETBALL comes
with the current season's teams, all of
whom play reliably. Auto scheduling,
league play, and an impressive statistical
database are included. T do wish that
there was a schedule generator, though.
I'm lazy and I hate having to draw up



schedules for the 16 team leagues I'm al-
ways creatin 5.

WELCOME TO THE NEN

Rather than trying to recreate reality,
Strategic Gaming Design decided Lo cre-
ate their own world of basketball in
NOTHING BUT NET. At the beginning of a
scason, the program creates the appro-
priate number of players from scratch to
[ill an 8, 16, or 28 team league, Gamers
then take turns drafting players (or let
the computer do it for them) according
to their respective strengths and weak-
nesses, which are numerically rated. The
only problem with this scheme is that af-
ter spending considerable time and effort
dralting and setting up a team, there is
no way of automatically generating a
schedule (that laziness thing again), So, il
vou create a 28 team league, you're going
to have to create a 28 team schedule if
you want league play.

I had mixed feelings about the game-
play. On one hand, there was tons of in-
formation, entertaining descriptions of
the court action, and even small scale
graphical depictions of players shooting
the ball. On the other hand, there is so
much information on the screen at once
that things can get a bit conlusing. Fur-
thermore, the interface, as intuitive as it
seems, was slow 1o respond to my wishes,
even on a Pentium machine. NBN takes
a few seconds to recognize mouse clicks
and button presses, which can be a little
frustrating in the heat of a game.

Even though computer cagers looking
for real NBA or NCAA action will be dis-
appointed with SDG's fictional approach,
fans who don’t mind creating their own
history and won't mind the few flaws
might want to check out this title. It is
amazing how easily you ger artached to
“your” players, even if they are nobodies.

VISUAL ROUNDEALL

Bethesda's college basketball game has
been greatly anticipated. Bur ulumarely,
Bethesda’s NCAA: ROAD TO THE FINAL
FOUR 2, like all the others like it, is more
of a testament of how hard it is to make a
good basketball game with nice graphics.
To put it bluntly—this hoops game is not
that good.

Statistically, this game is right on the

money. After running
through 20 1994 NCAA
tournaments, Arkansas
(last year's champ) made it
to the hnal four 18 tmes.
North Carolina made it 14
times, and most of last
year's powerlul teams ap-
peared multiple times. In
fact, it seems that this
game might be a little too
predisposed towards the
favorites; [ witnessed very
few big upsets. But that's
life, 1 suppose. How olten
does a Miami of Ohio ream beat Arizona?

NCAA 2 has some real problems when
it comes to the on-screen action. First
and foremost is the Tact that there are
only two different images of the play-
ers—one set of which looks nothing like

actually basketball players. This kind of

dampened the “wow” effect of the high-
res SVGA graphics for me, a problem
which was even further compounded by
the awkward animation of the plavers as
they stuttered down the floor. And then
there is the huge flaw in the game’s rule-

Virtual Reality Just Came

Closer to Reality!

New!

SOUNDSCAPEIZ4LA

Now your computer can have the

power of real-time, multiple, simultaneous
sound effects processing at a great low price!

* Sound Blaster™ 2.0 Compatible
* 16-Bit, 32-Voice

o Access ENSONIQ's Library of Real-Time Special Effects

* (S Instrument Set, 7 Drum Kits
¢ 61 Drum Programs

* 128 General MIDI Instruments
¢ 128 MT-32 Instruments

& 7 MB+ “Purist” ROM Waves and Patch Set

HIGHER LEARNING NCAA 2 looks pretty good, but is mostly unable
to attain the lofty goals it sets for itself.

il
1104525034

hook which allows substitutions after any
made basket (in real life you have to wait
until a dead-ball, timeout, or after a
made free throw).

It's really too bad, because if executed
properly, NCAA 2 could have been the
basketball game for the PC. Instead,
poor design features and an unimpres-
sive graphical representation ol the
game bring it down. After watching your
forward dribble on the baseline for 10
seconds and then get a charging foul,
you'll think so too.

Dual on-board DSPs!

For more information, call

1-800-7-SOUNDS

For FAX-BACK Data Sheet, call
1-800-257-1439

ENSONIQ)

LEADDs THE WORLD N S0UXD INvonaTioN

:
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How To Play

Accolade (800) 245-7744

APBA Game Company (800) 334-2722
Bethesda (800) 677-0700

Cactus Development (512) 453-2244
Electronic Arts (800) 245-4525

Haffner Games (800) 477-7032

Microprose (800) 879-PLAY

Miller Associates (800) 654-5472
Pursue the Pennant (800) 765-4787
Quorum Software (214) 785-2938
Sierra (800) 743-7725

Sony (310) 449-2999

Strat-0-Matic Game Co (800) 645-3455
Strategic Gaming Designs (919) 552-1807

BASKET BEALL MyP

My advice to the gamer interested in authentic hoops action
is to go for CACTUS LEAGUE BASKETBALL. It is the easiest to use,
the least frustrating, and the most fun. If you absolutely must
gel some college action, you'd be better off avoiding NCAA2
and buying Lance Haffner's CoOUrTSIDE COLLEGE BASKETBALL.
Clunky interface aside, it is a pretty good hoops sim, and where
else can you coach the Dartmouth Big Green? If you're an ac-
tion fan or if you're just sick of text, then run, don’t walk, to

BLOW ONI<Y YOUR MIND!

# The Game Factory

For Shareware Games and ('D-Roms

| o\ ! Moy p PP .
Great Games at Great Prices
Top rnted gomes ke Heretle, Rise of The Triad, One Muost Fall, Sanzo Fighter,
Do, Jies Jackeahbit, FIS No Fly Zone and many, nainy more al just $395 cach!

Call now for your FREE graphic-packed,
eye-popping, 256-color VGA disk catalog,

Catalog requires: TN 1PC o elone, i LA M Boppy deove, a e deise and 640y 480 256-color VA

1-800-843-51738
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SLAM & JAM With its flashy graphics and top-rate action, NBA Live '35 is
looking to quickly become the new hoops hero.

your software store, and buy NBA Live "95. Right before press
time we got a good look at a near final version, and it looks like
our hoop dreams come true.

IN THE BONUS

Several companies have promised basketball titles sometimes
this year, including MicroLeague and Sony Interactive (ESPN
BaSKETBALL, which will apparently be an NBA-based two-on-two
game in the style of Acclaim’s NBA Jam), but we were only able
to get our hands on one product, Electronic Arts’ NBA Live
‘95, which should be on the shelves as this article appears. It's a
good thing, too, because this cartridge-to-PC port blew our
minds and ate up our time,

While Sega and SNLES owners have had a slew of basketball
games [or their systems, PC players have seen nothing but text.
Perhaps that explained why, minutes alter booting up NBA
Live, a crowd of gawkers gathered around the computer. Just
about every feature you could hope for are on this court: practi-
cally every player from every NBA team (even “Shaq”), full sea-
son play with playolls, and a surprisingly good statistical
database. But the main draw, in all honesty, is simply the action-
oriented gameplay. Not only are the players well-animated, but
they move around the screen quickly and intelligently. You'll get
up from your seat when you see Kevin Johnson throw an alley-
oop to Charles Barkley for a monster jam. The sounds are good
too, creating the atmosphere of an NBA arena with echoing
dance riffs and cheering.

But the action isn’t everything. There appears to be a solid
statistical model underneath all the flash and excitement in this
game, which also boasts full 82 game league play. Each team is
rated in over 10 statistical categories, and you can sort the
league leaders by category. Players, most of whom have full
screen photos, can also be traded from team to team (but
there's no trade intelligence).

In the end, there is a lot more we could say about this game,
most of which would be said in superlatives. Although the ver-
sion we played did appear to have some endgame Al bugs,
which will hopelully be lixed, it is still a remarkable product. If
our first impressions hold up, NBA Live. 95 will do for comput-
er basketball what the NHL series did for computer hockey. &
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COMPUTER
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Your team tore it up for 82 games. You broke
all the records. You saved all your stats. But
you're not done yet, The playolfs are
calling. Time to separate the pretenders

from the contenders.

YiLOCKS
ASSISTS
STEALS

Individual stat sheets
‘Player of the Game” awards.
All'in real TV broadcast style. But enough
about stats. There's eye-popping 5-on-5 action. Alley
oops. Behind-the-back-passes. Picks, And if coaching 1s

your bag, enough set plays to wear out your clipboard




Webber. Traded. Drexler. History. Gugliotta. Going once.
Going twice. Gone to Minnesota, Hey, if it can happen

to these guys, why not pull the switch on

some other big names like Pippen,

Starks or Kidd?

We took the usual stats and

did something extreme. Actually added
basketball, Now you control fast breaks,
slams, blocks. You crash the boards or
ride the pine from either of two views. Full

We rated the players AL
: court and close up. It's the NBA. On your

PC. Get ready to sky. N B A

in 15 categories like field goals,
assists and rebounds. Of course,

stats can’t begin to describe the thrill

B of a game-winning, two-guys-hangin’-

all-over-ya, nothin'-but-net-trey.

#naths of Elotrane Ants. All nghts reserved. The NBA
demarka. copyoghted designs and othor forms of

e Teams and may not be used, im whale o in pan, without
= I ¢ 1955 NEA Propertes. ine. Al nghts resierved. Mow take it 1o the hole

EA SPORTS, the EA SPORTS lago and "It i the lin!ln‘_

sl andraciant MEA Team identibdcat sl
miellach
the peice wiitton consent of NEA Proper
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ADVENTURE/RP

The Paranormal Pagan

GAME  UPGRADES
ARE AN ALL-TOO-
COMMON OCCUR-
rence these days.
Often, when a new
release shows up,
the first question from
gamers is likely to be:
"Soz When is the patch coming out?” Buggy
games, followed by several patches to lix the
[Taws, are almost routine.
So it is unprecedented for a company to pro-
duce a patch that neither incorporates missing
material (as with OUTPOST) nor repairs serious
bugs (too many products to mention). ULTIMA
VIII, as released, was a complete game, and had
no serious technical problems; indeed, it ran
very ceanly on my computer.

Yet few were happy with Pacan, for a variety
ol reasons, and gamers were not shy in voicing
their dissatisfaction with the game; I certainly
wasn't. As a response to this tide of discontent,
Origin has now brought out an upgrade 1o ad-
dress some of these points. I gritted my teeth
and reinstalled the game, to see for mysell how
much the upgrade improved Pacan. So let’s
take a look at what's new.

Targeted jumping. Probably the single most-
hated feature of the original was the unbearable
precision required o jump from place to place.
Stand just so, face just so, then jump and hope
[or the best, which [requently meant restoring
the game as the Avatar sank out of sight.

That's gone. Now, clicking on the target arca
causes the figure to leap right to it. You do have
to be facing that way, ol course, and the spot has
to be in range, but otherwise, exact positioning
is no longer necessary. Also, the floating plat-
forms on the path to Lithos have been frozen in
place, making it a snap to get across. Unfortu-
nately, the disappearing bridge, vanishing plat-
forms, and sinking stones are still with us.
Jumping is thus not entirely carefree; timing re-

mains an important consideration. For all that,
jumping and leaping are far less aggravating
than they used to be, and these sections of the
game can be completed much faster.

Sorcerer spells. Another disliked part of the
game was the [ickleness ol having everything
just so when enchanting items with fire spells,
along with having no idea what was wrong il the
spell didn't work. Pacan is now more forgiving
about the placement of reagents, although they
still have to be fairly close to the candles. You
also receive a hint from your mentor during the
Sorcerer test, and from the Avatar himsell later,
as to what is wrong il “nothing happens.”

Breath ol Wind. Stealing this item [rom Stellos
caused all air spells except Air Walk to stop work-
ing. Now, the spells will work whether you have
the Breath or not, so you can take it any time.

Recall Trem.
The teleport de-
vice now comes
with unlimited
charges, and can
be used
where except in
the  Obsidian

any-

Fortress. Previ-
ously, it did not
work inside the
Sorcerer enclave.

Void Penta-
gram. The final
pentagram that
opens the Black Gate now provides a hint when
you place the powered blackrock fragments on
it. When a piece is set in the right location, little
sparkles bricfly appear over it, so you know it's
in the correct spot.

Wood Names. The special wood requested by
Vividos during the Necromancer tests has been
given the name “Dead Man's Elbow,’
Just “sticks,” so you know exactly what he wants.

Conversations. If you talk to people long

MAY

" instead of
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SCORPIA SCOPES

OUT THE AVATAR'S
NEW CLOTHES AND
PEEKS INTO THE X-
FILES OF TAKE 27§,

BUREAU 13

TREAD LIGHTLY, AVATAR Jumping is not quite the hair-
pulling ordeal it used to be in ULtima V111, thanks to
Origin’s Pacan upgrade.

by Scorpia

71



enough, you receive more information
from them than before.

Birthplace of Moriens. This did not ex-
ist in the original, causing many people
frustration when they went looking for it.
Now, the structure in the crypts that was
previously labeled "Towards Fate Do You
Travel” has a sign that says "Birthplace of
Moriens” instead. Also, there is a small al-
tar, similarly named, inside, although the
altar itself does not seem to do anything,

Combat. This has not changed much,
except in one regard: the Avatar no
longer falls down when hit, unless he re-
ceives a killing blow. There is still a
knockback effect if he takes a shot, but it
isn't half as bad as falling down and ury-
ing to get up again.

Inventory. Reagents stack properly,
and dropping items is less restrictive, al-
though you still have to be careful that
what you drop doesn’t bounce away.

[tem Changes.
Bonecrusher now ex-
ists, replacing the Ham-
mer of Strength. 1|
suspect this is a name
change only, as
Bonecrusher did not
perform any better in
combat than the origi-
nal Hammer. The li-
brary at Argentrock
contains some
books on the philoso-
phy of the Theurgists.
Previously, all you could
read about were air
spells, making it very
difficult to pass the Test of Wisdom. After
reading the new books, anyone should be
able to pass the test with case. A change
was also made to the magic armor in the
ghost subplot, but this I didn’t check,
since I could never get that section of the
game to open up.

Finally, several hot keys have been
added. The F7 key does an unnamed
quick save, and F8 restores it. “B" can be
used to activate the bedroll immediately,
without rooting around in the backpack.
“R” does the same for the Recall Device,
as does “K” for the key ring when open-
ing locked doors.

So what do all these changes mean?
Urrima VI is not materially different

now

from hefore. You still have to perform the
same actions, do the same leaping and

jumping, behave in the same deceitful

fashion, and generally wreak havoc on
the world, just as in the first release,

However, the mechanics have been im-
proved so that getting through the game
is much less aggravating than it used to
be. Jumping is not quite such a horror.
Some of the tedium has heen relieved.
More information is available. Overall,
PaGAN is definitely more playable with the
upgrade than the original release. If you
had put off playing this one because of
the arcade aspects (among other things),
you may want to obtain the patch (from
Origin, or almost any online service, or
Internet) and give it a try, I can’t guaran-
tee the game will be more fun, but it will
certainly be less frustrating. In any case,
kudos are due to Origin for making this
extra effort.

WHEN THE GDING GETS STRANGE... In Bureau 13, you can pick a pair of
apents from a selection of six “specialists,” although their special
abilities aren't as useful as one might hope.

N-FILES IMPOSSIBLE
Moving now from the old to the new, we
come to BUREAU 13 from Take 2 Soft-
ware, This is an adventure based on the
paper RPG of the same name. It could be
described as “Mission: Impossible meets
X-Files,” although, unlortunately, the
game doesn't have the quality of cither.
Bureau 13 is a hush-hush agency that
investigates the paranormal, be it {lying
saucers, demons, werewolves, or what-
have-you. In the current case, the Bureau
is alter a rogue agent who tried to kil a
small-town sheriff for reasons unknown.
Your mission is to lind out why and pre-
vent J.P. Withers (the rogue agent) from
completing the job,
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Price: $69.95,
CD-ROM

' System .
Requirements:
IBM compatible
386/33 or better
1.5 MB free
EMS, VGA graph-
ics, 13 MB Hard
Disk space, CD-
ROM drive; supports most major sound
cards. '
Protection: None
Designers: Rick Hall, Tom Howell
Publisher: Take 2 Interactive Software
New York, NY
(212) 941-2988

BBUREAUT

You may take any two agents from a
pool of six: hacker, thiel, priest, witch,
vampire, or musclewoman (who runs
around in powered armor). Each has
skills that can be used to solve some ol
the puzzles, although it doesn't particu-
larly matter whom you have in the party.

The game has a “golden path,” such
that it can be completed regardless of the
mix ol agents you use. So, you don’t have
to worry about becoming stuck because
you chose the wrong people, and you can
use any two that appeal to you.

The interface is point-and-click, with
the cursor lighting up as it touches hot
spots on the screen. These spots are items
to look at, pick up, or manipulate. The
right mouse button cycles through the ac-
tions available with each item; clicking
the left button performs the action. Hap-
pily, you can do this from anywhere in a
room; the lead character will walk (if
there are no obstacles) over ta the item
and perform the desired action,

A drop-down bar at the top of the
screen displays the active agent, his or
her inventory, and a list of standard com-
mans. You don’t need to use the list very
often, since you can cycle the command
cursor with the mouse button.

Typically, the agents will go together
[rom screen to sereen, but you can make
one “stay put” by toggling the follow/stay
put button on the bar. There are a couple
of situations where this can be useful, bu
for the most part, keeping the pair to-
gether is best,

Movement is accomplished with the
mouse, and exits or special locations light
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up with a short de-
scription, such as “For-
est Road” or “Inside
Police Station;” click-
ing when these are visi-
ble moves the team to
thal area.

Using an item from
the inventory is gener-
ally a matter of putting
it on the cursor, then
lelt-clicking where you
want to use it. If noth-
ing happens, you're
probably trying the

l

wrong item, or you
may need to do something else first.

The game allows for 16 save positions,
arranged as 4 x 4 boxes. Fach box has a
small graphic of the save location and a
space at the top of the screen for a
description.

Most of the puzzles are not especially
difficult. Some solutions, however, tend

intuition rather than logic. Also, the ma-
jor puzzles in the game can only be

BRING OUT YOUR WEIRD Fortunately, the tolerant folks of Stratusburg
don't mind being around vampires, thieves and other freaks.

towards the obscure, requiring leaps of

solved one way, even though you'd think
that some ol the special skills could be
useful in overcoming the problem,

For example, there is J.P. Wither’s van,
which has a special magnetic lock. The
lock is beyond the thief’s abilities. The
hacker says he could bypass the mecha-
nism “If I had a feedback loop,” but there
is no such device in the game, nor can
one be built from parts in the electronics
store. Even the vampire, who can turn

into mist, is unable to enter the van be-
cause it's weather-prooled. The only way
in is to find the special magnetic keycard.

Situations like this are annoying, be-
cause they reduce the importance of the
individual agents’ skills, particularly when
those skills would be most useful. While
we don't expect every puzzle to have mul-
tiple solutions, the ones that do ought to
have been better thought out.

Much of the information gathered
comes [rom books, notes, memos, elc.
Conversations are almost superfluous,
considering how little is learned from
them. Even Father Blank, who is sup-
posed to be superior at getting people to
talk, is hardly able to elicit more from
characters than any other agent.

Overall, while Bureau 13 is a nice con-
cept with some interesting possibilities,
they don’t quite come together here. The
game had an unpolished feel to it, espe-
cially in the looseness of the plot, lack of
meaningful conversations, and some
poorly-conceived puzzles. At best, this is a
modest entry, good for those times when
there isn't much else 1o play. €

FOR THE POWER HUNGRY.

You need a set of
YST-M10 powered
monitored speakers.
Hungry for more? Just
add a YST-MSW10
powered subwoofer.
Call 1-800-333-4442 for the
launch base near you. Tell
'em you're power hungry.

Sit up. Lock up. Grab the stick.
Pullthe trigger. Blastthe
Zurtrons. Escape M‘
through hyper-
space. Then cool
down with some hot
jazz. Feel
the sound? The
rush? The riffs? No?

©1994 by Yamaha Corpaoration of America. All rights reserved, Yamaha, YST, and the
Yamaha logo are rey zd trademarks of Yamaha Corporation of America.
Lunicys game artwork provided courtesy of Cybarflix, Inc, Lunicus game availabla on CO-ROM.
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GAME HINTS i

Fulﬁ]lmg

The Mission
Impos sible

Special Agent Scorpia Leads You Down The “Golden Path”

0, YOU'VE CHOSEN ‘TO ACCEPT THE
MISSION PRESENTED BY TAKE 2'S
BUREAU 13. T1'S GOOD TO HAVE
you on the case. Of course,
should you fail in this mission,
the Secretary will disavow any knowledge
ol your actions, but that’s why I'm here to
help you along. By the way, this hint col-
umn will self-destruct in five seconds....
As noted in Scorpia's Sting, you can
choose any two of the six agents for your
team, so this Tale will mainly be a guide
to the "golden path” that will get you
through the game, regardless of team
composition. That still gives you room to
experiment with your agents to find alter-
nate solutions o some ol the situations,
Bureau 13 isn’t quite linear; you do
have some [reedom (o roam around anc
solve things in different orders, although
there are key points in the game that open
up new arcas to you. And you can always
go back to any place you've been belore;
nothing is closed off afier you've left it
Remember to look at (or search) every
item you pick up. Otherwise, you might
miss an important clue to the item’s fune-
tion. And while there’s no combat in the
game, there are a couple of places where
an agent can end up very dead, so do
save regularly.

THE STRATUSBURG SHUFFLE

Okay, here you are on the streets ol Stra-
tusburg. After a quick tour of the area 1o
see what's around, you'll probably want to

visit the police station. The cop at the
desk isn’t going to be very helplul, no
matter what. This is a sticky situation that

can quickly turn hot, which isn't a bad
thing (heh).

Once he's out of the way, you shouldn’t
have much trouble snooping around the
station and picking up all sorts of inter-
esting stull. When you're done there,
vou'll likely want to check out Rick’s Elec-

VAMPIRES IN THE MIST Misty invisibility in the locker
room presents some interesting opportunities—to find

clues, of course.

tronics (just about every location in the
game, by the way, has something of ma-

jor or minor importance in it).

Getting in without a thief isn’t too
hard, if you look over the building care-
fully. And let's not forget the Sheriff,
poor guy, lying there in his hospital bed.
Sorry to say, you won't be able to talk to
him just yet, but maybe later you'll have
that opportunity. Meanwhile, a chat with
the night manager of the Messenger Ser-
vice may be helpful. Or then again,
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of Take 2’s BUREAU 13

maybe not. One way or another, you have
to get up to the second [oor. Perhaps
that scaffolding between the buildings
will give you some ideas as you saunter
into the women’s gym next door. Of
course, men can’'t wander around just
anywhere in there., The answer to this
one may be a lile fogey.

Anyhow, once you've made it to the

messengers’ locker room and brightened

things up a bit (you did take every-
thing from the sherill’s office,
right?), getting your hands on
Withers' jacket is no problem, Even
s0, you can't enter the RV quite yet
(the key is only the key to the en-
gine, not the door).

While you ponder that one, why
not poke around the Advanced In-
strumentation (Al) offices? True,
there’s a guard on duty, but he isn't
very bright. He's also not much se-
curity (you'll lind that true of Al
generally; for a top-secret govern-
ment contractor, they sure don’t protect
their secrets very well). A look behind the
building should help you get inside.

This section is pretty straightforward
(be sure to check all locations!). 1f you're
having a little trouble with the remote
control, open everything in Simpson’s of-
fice. By now, there's no doubt at all that
Withers bombed the sheriff, nor that Al is
perhaps not quite on the up-and-up. But
you still haven't goten into the RV, so
let's take care of that matter by visiting



Tired of chasing moving targets on computer shooting games with a mouse?
With the PC GAMEGUN™ from American Laser Games, you can he fast, accurate
and have a hiast.

The PC GAMEGUN is a light-gun peripheral which lets you interface by pointing at
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American Temporary Storage. Before
running ol anywhere though, you might
want to step right back out of the vehicle,
since Withers lelt an interesting liule
hook inside. After you've looked that over
(and taken an action that’s pretty obvi-
ous), you can do some traveling.

Right now, only two locations are avail-
able, the Al Weapons Plant and the
cemetery. Not much is happening at the
graveyard, so the plant is your best bet.
So what if there’s a big electrilied fence
around it? There's a way to
sneak in without being seen at
all. Check around the vicinity
of the Forest Road, and before
long you'll be inside the facili-
ty. The only place you can
reach has an 14 door and an
L6 door. Don't worry about L6
now; that's the end game. Just
pop into the L4 stock room
and take the elevator down to
the secured corridor. The sign
about “Lethal Security” isn't
fooling; you can be killed here
if you don’t take precautions. ——

AGENTS ON WHEELS

Alter reading the book (Al is looking less
nice all the time), you'll be able to drive
the RV to the suburbs. This is actually
one long street running right to left. Yes,
you have to break into all the houses, the
library, and the high school (love those
covert ops!). Eddie Houston's home has
two items of importance; don't leave
without both of them.

Stalker's can only be entered with a tick-
et (no, you can’t swipe one ol the ticket
halves; it has to be a genuine ticket). Back-
stage is where you want to go; no one will
stop you. Once you've been there, locating
Eddie shouldn't be a problem.

On 6th Street, look at everything close-
ly and you will soon discover the secret
gang lair. Sawbuck isn't around, and the
gang member isn't going to be helpful in
finding him, but that’s no big deal (just
don’t leave here empty-handed). A visit
to the bar will do the rick. How you han-
dle that sitwation is up to you, but the ap-

proach shouldn’t be hard to determine i

you read up on him in the RV database.
There’s still Sterling and Veronica Cot-
ton to find. Sterling should pop up near

POKING IN THE PARTS DEPT. There's an important file some-
where in Rick's Electronics, as well as some other clues.

the RV, Hmmm, don’t you think that’s a
little....suspicious? Better take care of him
belore doing anything clse. Now there's

Just Veronica the witch to deal with, and

the Herbalist shop is the place. You won't
find her there, but she'll send her buddy
Elmo the cat to guide you 1o her. Looks
like you're on the way to the cemetery
(such a cheery place to live).

I you're not getting anywhere with
Veronica, like she’s always kicking you

out, maybe she does indeed know when

you're coming. I wonder how she does it?
Bet there's something magical involved,

Okay, you've finished with all the
drones, and now...oops, something
spooky just showed up at the bloody
tombstone. This thing doesn’t look at all
nice. Fortunately, it isn’t going to bother
you; it just won't let you go to the mau-
soleums. But lirst things lirst—you have a
containment disk to make.

You need some dogwood (no, not from
Dogwood Drive; it's much closer than
that). The real trick is finding the “man
condemned ol murder.” I never got a
clue to him myself; it was a matter of trial
and error (hey, that's what the shovel is
for). Then you can go into the church
and help yoursell’ to everything else you
need. As [or Father Dominic, he doesn't
seem to be turned on; 1 could never get
him to talk to us. He doesn’t even show
up as a hot spot on the cursor.

So now you're ready for Stellerex. Get-
ting rid ol the spook is simple; you only
need to be cross with him (hehe). Alter
that, the way 1o the mausoleums is open to
you. Speaking ol open, only one of them
is, and of course, you just know something
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will happen as soon as you walk inside.
Like the exit disappears. Uh oh.

Before long, it's apparent there's no
way out. You just seem to be going
around and around, getting nowhere
fast. Still, there’s one room that isn't quite
the same as the others. And if walking in
circles is making you feel cornered, well,
that’s a good leeling to have.

MISSION'S END

Whew! You're done with Mr. S, but there's
still some unfinished business to take care
of at the Al plant, and now you can get
past the L6 door. Of course, there's the
guard to dispose of, but that’s easy. Then
Jjust get his badge and continue on to the
next room, Here’s someone else, but she's
out cold. Luckily, you have something for
that situation, too. And a very good thing,
because she tells you what's happening
and how to stop it. So run along to the
EMP lab and take the device. Now here’s
the nasty part. When you charge it up, you
see a little cut scene graphic of the device
being powered. But it isn't fully charged!
You have to do this fwice before the item
will work. This gave me a lot of trouble, as
I'was misled by the cut scene.

Move on to Simpson'’s office. When you
disable the computer here, you seal the
lock to the computer room, but that opens
the lock on the other door by the guard
station. Finally, you get 1o meet Ted Simp-
son, who isn’t in terrific shape at the mo-
ment. He fills you in on the final details,
and the last thing that needs to be done
here. You may want to save the game be-
fore sitting in the chair, just in case you
[orgot to do something along the way.

Ta-da! Once again, the world has been
saved. Now you can relax and wait for the
next crisis. In the meantime, if you need
help with an adventure game, you can
reach me in the following ways:

On Delphi: Visit the GameSIG (under
the Groups & Clubs menu).

On GEnie: Stop by the Games
RoundTable (type: Scorpia to reach the
Games RT).

By US mail (enclose a self-addressed
envelope il you live in the US): Scorpia,

PO Box 338, Gracie Station, New
York, NY 10028,

Until next time, happy adventuring!

&
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Feeling Board?

Tour the Kin‘gdon': of Po-Porree In Virgin’s

Hobpj ‘N’ Popyj

by Charles Ardai

hen you install Steve Meret-

zky's new game, Honj ‘N’ Pony

from Virgin Interactive, you'll

notice that instead of putting it
in its own directory under Windows, your
compuler places it in the “Games” direc-
tory, right next to Sovrrare and
MineswiEPER, This should give you some
idea of what you are in for.

Wanna play “Bautleship”? No? How
about “Whack-A-Mole,” that old carnival
favorite in which you take a mallet and
use it to pound on the heads of rodents
as they pop out of their burrows?

Okay, maybe you had your fill of those
two games when you played them in Lu-
casArts’ SAM AND MaX Hrrrie Roan. No
problem. You can solve a few cryp-
tograms instead, or answer some riddles,
or tackle a word search. I you're in a nos-
talgic mood, maybe a game ol Pac-Max,
SPACE INVADERS, or BREAKOUT would be
more your speed. If all else fails, there's a
new version ol “Solitaire”...

Meretzky, the =
renowned wit ' '
responsible for | Prices N/A
such  classic Sy .

Requirements:
computer games  |BM compatible
as PLANETFALL  386/33, 4 MB
and "THE HITCH- RAM'SVGA
mker’s Guik | Genice L M2 )
TO THE GALAXY ' :

CD-ROM,
(as well as more = Windows 3.1,

mouse; supports

BREAKAROUND Old video games find new life in the land of Po-
Poree. Here, Breakour gets another ride on the wheel of fortune.

Take away an amiable but slight opening

sequence which tells the “Fractured
Fairytales"-style story of twin kidnaped
princesses Mish and Mosh and the twin
suitors who compete to rescue them, and
all you have left is a mild litde electronic
board game in which
are lodged, like
plums in a pudding,
19 “mini-games” of
confounding lamil-
iarity.

What's confound-
ing about it? That
from first to last,
there's hardly an
original idea in the
lot. There are some

recent romps

& ae § y Windows-compatible sound cards.
sum‘ as Leg- " protection: None
end’s SUPER- | 4 of Players; 1-2

HERO LEAGUE OF
HOBOKEN), 1sn't
exactly straining
himsell here.

Designer: Steve Meretzky
Publisher: Virgin Interactive
Irvine, CA :
(800) 874-4607
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original twists, and
plenty of audio-visual
work has been done
to add juice to
lemons that have

otherwise long since been
squeezed dry, but the
games themselves are such
a familiar lot—not only
from 50 years of brainteas-
er compilations but also
from being included in u-
tles like SAM AND MaX,
BLowN Away from MGM,
and the Dr. BRaIN games
from Sierra—that seeing
them turn up yet again in
Hop) ‘N' Pobj is downright
ballling.

CHAIRMAN OF THE
EOARD

Meretzky, of all people,
knows what he is doing; he's been writing
games [orever and playing them even
longer than that. This is what throws the
purpose of his latest endeavor into ques-
tion. Is Hopj *N’ Ponj an ironic gag of
some sort? Maybe so—Meretzky seems to
be winking at a knowing audience when,
for example, he names his version of Si-
mon, the old electronic pattern-matching
game, “Garfunkel.” II'it's all a gag,
though, it’s not an enormously funny
one.

Or did Meretzky really think the world
needed another version ol Batdeship, an-
other Hangman-type game, another ver-
sion ol Video Poker? If it’s all meant in
carnest, well...certainly no harm'’s been
done, but the world of computer games
has not been materially enriched.

Hon) ‘N’ Ponj takes place on a board
representing the fairy-tale kingdom of Po-
Poree, which is spread out over several
claborately illustrated screens. As in a wa-
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ditional board game, a segmented path
meanders through the illustration and the
players—Hodj in the blue tights and tu-
nic, his brother Podj in the red—take
turns moving segment by segment, after
rolling the electronic equivalent of dice to
determine how many segments they are
permitted to move in a given turn.

Dotted around the board are various
sites of note: the locations of the 19 mini-
games which Hodj and Podj must play to
turn up clues to the princesses” where-
abouts and the valuable trinkets needed to
effect a rescue, plus the dozen forbidding
locations (“Hermit's Tent,” “Pirate’s
Cove,” “Warlock’s Lair") where the
princesses might be stashed.

Walk around the board and you'll en-
counter some of the random effects
Meretzky has thrown in—"Lose a turn,”
“Move again”—plus other features of the
sort you might find in a conventional
board game, such as shortcuts from one
part of the board to another. Successfully
complete a mini-game and you'll either be
paid off in goods or directed to look up a
clue in one of the two cluebooks that come
with the game. The clues tell you (without
revealing to your human opponent, if you
have one) what you must do to release the
princesses from captivity. Free them and
there’s only one task left: you must escort
them back to the castle at the center of the
board without being intercepted by the
other player, who can snatch the princess-
es from you if he bests you in a mini-game
challenge.

That's it for the “frame” game—the
pudding, if you will. As for the plums, it’s
worth noting only that there are 19 of

RIDDLE ME THIS When you're talklng classic
games and brain-teasers, you can't get much
more “classic” than good ol’ riddles. (A:
“Fork")
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WHAT'S THE DEAL? Apparently, Steve Meretzky
thinks the world is a better place with anoth-
er poker machine in it.

them, and that the ones you haven't heard
about already are no more captivating
than the ones you have.

In fairness, Meretzky and the crew of
artists he's pulled together do their best to
turn some pretty simplistic entertainments
into full-fledged multimedia affairs. The
peg-jumping game “Peggleboz,” for in-
stance, is the best peg-jumping game I've
ever played, mainly because the “pegs”
here are shot glasses and a boozy hiccup
accompanies your removing one of them
from the board. “Battleship” here is “Bat-
tlefish,” complete with sound effects that
include kazoo music and a crusty old salt
growling, “Arrr! You sank her sardine!”

But so what? These tired old things are
games you could play in your sleep, and a
bit of freshening up on the soundtrack
does little to encourage you to stay awake.
Cryptograms are cryptograms, even if
there’s a googly-eyed skull on the screen
reciting W.C. Fields and Groucho Marx
lines. “Solitaire” is still “Solitaire,” even if
Meretzky sets the whole affair in a barber-
shop and posits a deck with five suits and
Barbers, Customers, and Manicurists for
face cards.

To spice things up [urther, there are
plenty of irrelevant hotspots on each
screen for questing cursors to stumble
upon, and some of the animations these
unleash are amusing. (Orthers are merely
bizarre, such as when an armchair inex-
plicably turns into an automobile.) There
is also some room for modification within
each of the games—settings for difficulty
levels, speed, time limits, skill of the com-
puter-controlled opponent, and so
forth—and the option of playing the
mini-games without bothering with the
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boardgame. But once more I say, “So
what?” An “After Dark” screen saver has
options I can set and amusing little ani-
mations to watch, but I'm not going to sit
and play with the thing for more than a
few minutes. I'd be surprised to hear of
anyone treating Hopj ‘N’ Popy difTerently.

SCORE BOARD

One could make the case that Hobj ‘N
Popj must not be intended for experi-
enced gamers, that it is a family game
meant to be shared with the young'uns,
and that it's a perfect package for kids be-
cause each generation deserves its own
chance to discover “Whack-a-Mole.” I'd
go along with this notion, were it not for a
couple of serious flaws.

First, the recent proliferation of un-
apologetically unoriginal puzzle-compila-
tion games makes me worry that we can
expect to see still more down the line.
There are only so many classic puzzles 1o
go around, and already with Hopj ‘N’
Popj we're seeing plenty that even young
computer gamers will recall seeing before.

Second and more important, though, is
that the renditions of the puzzles in Hopj
‘N’ Pop] are not consistently top-notch. If
it’s true that everyone should get to play
these time-honored classics, they should
also get to play them at their best. But the
videogame knockoffs in this game are
horrid—"Pac-Rat” and “Archeroids” are
sluggish and barely playable—and the
traditional puzzles range in quality from
excellent (“Peggleboz”) to clumsy (“Word
Search”) and banal (“Art Parts,” a jigsaw
puzzle with rectangular picces).

There is some good stuff in this pack-
age, but not nearly enough. Given what
else is out there, even those with a pro-
nounced puzzle craving should be able to
do better than Hopj ‘N’ Pon). &

THE EDITORS SPEAK

HODJ 'N* PODJ

ramine JEHA <62k

PROS Polished graphics and a
sense of humor help jazz up some
classic puzzles.

€ONS You've scen all the puzzles
before, often done better than they're
done here. How jazzed can you get
about “Life” or “Solitaire,” anyway?
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30798 Links: Pinshurst Country SVGA 21
390648 Links: Praitie Dunes SVGA 21
35319 lods Runner a
34029 lords of the Realm aw
33734 Lot Admieal 1| | eH JCALL
ABAPA lucas Arh X3 -
23501 M4 Shorman Tank - WINDOWS as
35741 Mater of Magic 36
31433 Moster of Orion 38

28153 MechWarrior / BoleTech | & It 21
32403 MechWaorrion I i ¥ L
34158 MechWarrior | AddOn |

37204 Maga Man X i
31594 Metal & Loce - Pb]:l

33223 Matal & lace Upgrode Disk NR1H i

37302 Metal Marines . - e
34498 Metakech: Eorth Si eg;.- : A

37023 Metaliech: Earth Siege Spuxh Pock .......22
37988 Mindscope Gome Pock WINDOWS . 27
35347 Moo Incrodiblo Machines « WINDOWS ., . 27
4658 Maortal Kombot / GomePod Bundle ... .. 46
IBFOS Mortol Kombat Il e 42
38997 NASCAR Rocing SVGA Frrere AP
34996 NBA Jarm A cesenreesdl
33215 NCAA: Rood 1o the lmul iuur i R 36
5937 NFL'95 - WINDOWS | St e SRR
37092 Novy SHIKO . ..o u i ineaiaraaes 30
39097 New Horizons e e <
37763 OneNil | S R
39101 Onsbought ... .. . T )
36365 Operation Body (.w.nl e i 35
34451 Operotion Crusoder « WINDOWS ., . 39



CASINO MASTER W/KIT

A powerful new version of Casino Master. |
Includes Blackjack, Craps, Roulelte, Video i

Poker, Baccaral, Pai Gow Poker, Slols,
Keno, and Red Dog.

MAC CD #36789 1BM CD #346781

CYBER TAROT |

. CyberTarot

Experience
The

Mystery

What lies in your future? Will rou be rich and
famous? Will you marry? Will you live long?2
The answers o such questions just may lie in
the cards! You were jcsﬁn{:d In experience
this CDROMI

IBM CD #36913

ALONE IN THE DARK 3

- ALONE ¥ DAtRR S

\nm.n e v o ....-..-..u.-.--.

Shurpen your spurs, polish your six-
shoater! You're Edward Carnby-back in
the action in a wild Weslern epic feal-
uring a kidnapped film crew, a cursed
ghost town, and 70 hours of gomeploy.
IBM €D #39212

Create/solve crosswords, word searches,
krisskrosses, quele falls, cryplograms,
cryploguizzes. Includes 100+ puzzles and
more. Special Bonus: A Puzzle Master
program with 500 New York Times puzzles|
IBM CD #39290

D E S € E N T

DESCENT

CRYSTAL CALIBURN

W

Lunge down mine shafls, twist through Pinball with an atitude! Features expert
tunnels, fight robotic menaces, oll in o flipper conlral, spectacular sounds and
360degree 3.D environment. 3.D 5 curﬁenlic speech. Play multiball, or aim
morphing, directional sound effects and A for the 3D ramps.

musicl |

DOS #37076 1BM €D #38675 | MAC CD #33084

Command a platoon of the deadliest
machines in modern warfare. Embark on
dozens of missions around the world-from
dus{zrls, arctic tundra, crowded cities, and
dense jungles. Network or modem ploy!
IBM CD #38456

The add-on upgrcde board that easily
attaches to most pepularsound cards,
Instanily access proessional CO-quality
wn!hmizcd sounds.

Hardware #35628

3.5 IBM ENTERTAINMENT [ 3.5 IBM ENTERTAINMENT
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33340 Ouvipost A S A et |
33464 Oxyd Magnum ; : ¥ a7
Jpsam Fu;ln Time i p .20
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31457 SimCiry 2000 . . . .39
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36483 Stalingrad 40
35723 Star Crusader a4
35940 S usador Missian & Speach 21
33245 5 wach as
26704 Star Trak 25th Anniversary ¥l
INT72 Star Teek: Judgment Rites 3
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37307 StanGole . VRV TCIIRNRt ||
27188 Stike Commander . R
30608 Shike Commander Speech Pack s 20
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35614 Strip Poker Fro #12 Data Disk ., ; 17
31886 Snip Poker Professional : 30
35151 Sub Banlo Simulotar Il - WINDOWS . . . Al
33331 Subwor 2050 . ... = 35
37091 Subwar 2050 Scenorio | . 21
39005 Super Street Fighter Il Turbo Svi a2
26041 Super Towis R
32405 Super VGA Harrlgr ORI |
34383 Superhero: league of Hobolen 2 32
33858 System Shock . ... viavwaty LAy
34305 TFX: Tochical Futhw e e Jé
35160 TacOps - WINDOWS . . | G 4

31260 Terminotor 2 Chess Wars, ; 35
17179 Terminator 2029 . 7
32154 The Dig i 41
33332 Third Reich 3 ‘ s 34
32152 Tie Fighter i e i L Ab
38236 Tie Fightar: Dofanders . . = 21
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26142 Train Enginear - WINDOWS s 30
17084 Transport Tyeoan - WINDOWS T
38941 Transport Tycoan Sconario 24
7568 Truo Lies . .. ... ... canse il
36452 UBool - WINDOWS ..., e -
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29620 Uliobots . . . - 25 32106 Wing Commander il w/Spench 25
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36041 Unnwcossary Roughnoss ‘95 . ... 0000102 26417 Wizardry 7: Crusador Dark Sovant vee il
32859 Viclory of Sea . . EXLT A1 26475 Wizordry Trilogy | (I/0A1) 29
37678 Video Poker .. ., s 26 32009 Wizordry Trilogy Il [V/VI/Vil} 34
33934 WW2 Alr Foree Commandar ey 15 36271 Wolf: Hunt or Be Hunted , ., 40
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14653 Wargame Construction Set lI: Tanks - 34590 Walfpack S 23
31521 Walords 11 . . . . . .40 27709 Wodld Cireuit Grand Pr-x e e R |
25222 Warlards 1l S{unarm Edﬂor .. .20 33048 Werld Serins Paker Adventure . . . . 26
32510 Wheal of Fortuna Deluxa - WINDOWS 34 37688 World Series of Pokar Daluxe 30
31643 When Twn Waedlds War 34 38343 XLOM: Terrer Fram the Deap k1]
34785 WinVegas Veluma | - WINDOWS 7 35215 XCOM: UFO Delensa k-]
34784 WinVegas Valuma Il - WINDOWS 17 28941 XWing 24
34787 WinVegas Valuma 1l - WINDOWS 7 32034 XWing: BWing Tour of Duty 21
34939 Wing Armada a7 30899 X-Wing: Imperial Pursuit 21
27287 Wing Cammander | Dale a7 34181 Tig Tog - WINDOWS 0
32004 Wing Commander Il Special Operations 25
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An unbeatable strategic & tactical experi- |

Cool bikes, cool sound, cool story. You're
Ben, a biker being framed for murder,
Hop on your bike and set out fo clear your

| name. Cinematic close-ups dramalize

your wildly exciting, leatherclad quest.
1BM CD #36392

SIM CITY 2000 COLLECTION

GOOD TO FIRM

G00DTO FIRM

Starfing with an empty stable and a million
bucks, get sel to make your mark in the
racing world. As a lrainer/stable owner,
you buy, rain, and race your horses

IBM €D #36790

A tatally spectacular interactive experi-
encel Fealures 1,100 3-D animatians,
plus an everchanging backdrop of

mlr ving localions and a unique plot
loaded with music, and special effects.

IBM CD #38291

The ullimate city simulator and morel
Includes SIITI.CI?' 2000, SimCity 2000
Urban Renewal Kit, SimCity 2000
Scenarios Volume ] Greal Disaslers, plus a
free CD Sompler

Dynamic multisession upgrade for your
PC. Comes with 4X internal CDROM
drive, sound cord, speakers, 110 multi-
media fitiles and much morel

encel Feel the power as you command
missions in the world's most exciting eras
of conflict. Hi}.rmicu“y accurale. Greal
weaponry and more.

IBM #33735 | IBM CD #39255 Hardware #38586

CD ENTERTAINMENT CD ENTERTAINMENT CD ENTERTAINMENT CD ENTERTAINMENT

33683 10¥ear Anthology Classics

33430 C |>| ssMaster 000 Turbo

.JEILJl:n 'n»t Micklous on Bear

32903 11th Hour 5l 0 Netwerk -!b .?:'- Collectan I'
36593 1830; Railroods & Robier Baron 4 386351 (.lu.l Werx 25 a5 a8
36491 5 Foot 10 Pok Yolume Il 29 38568 Club Cyberlesgue .-26 35769 Fighter qu r 5 24
37686 5 Gome SuporPuk .30 36016 Colonization: Sid Meim's . . . S 36918 Flagh Troffic 35 37204 Ju.-! Fightor 1l : a6
b LA 1 S g R g 38 33497 Comanche & Mission Disk #1 . AD 35714 Floot Dofondur; F14 A& FBEH00 Jowels of the Oracle 45
25037 71h Guew 50 39180 Comanche Multi Flayer , . . . . A7 36591 Flight Commander || .39 38730 Johnny Masmanic a1
32855 ADAD Dark Sun Shnm:red Lnrd: A2 37533 Commonder Blood . 7 36496 Flight Sim: Europe #1 5 0 trr 26 34297 Jovrnuyman Project; Tuibal A0
35878 ADLD Dark Sun: Wake Rovager .42 34010 Complete Boseboll 94 < 41 37980 Flight 5im: Japan Scenery 5.0 28 36852 Kayparov's Gombit 40
14161 ADED Genin's Curse . a4 37357 Complete Bosketball MPC 1 0 | 36492 Flight Sim: Los Vegas 5.0 | 31 34702 King's Guest Anthology 53
34165 ADED Ravenloh: Siahds Posses 42 38673 Conquest of the Mow Warld . ] 36694 Flight Sim: Partland 5.0 il 35326 King's Guest VIl . 4%
38162 Abseluta Mayam iR 13 35658 Corrider 7 . ; 3 .30 36979 Flight Simulater 5.1 53 37202 Kingdam of the Far Reaches . 7
36009 Abselute Zeta a8 34659 Cowboy Cnsmo : 34 36629 Flight Unlimited . A9 38231 Klik n' Ploy kL
38907 Aces Callectian 45 38483 Create Your Own Games . . .30 38440 Flying Aces .. 49 35209 Knights of Xemar 4
36729 Across the Rhine: 1944 48 34884 Creature Shack 48 35770 Fortress of Dr. Rodiaki a4 389435 L-Zone 4
38164 Advanced Civilization 35 35224 Crime Patrel 2: Diug Wars .25 35323 Freddy Pharkas a0 32526 lands of Lore 4
33011 Asgis: Guardian of the Flest 44 4741 Crusader: Mo Remorse .43 37328 From Lines . 40 38913 Lot Dynasty 30
36757 Air Havee Cantraller ag 357648 Cyberludas . A0 35312 Front Pago Spous: Basoball . 45 33294 Llownmawer Man . . . . .28
J5157 Air Warrios Il a5 35736 CyharSpoce 40 35315 Frant Page Spans: Foathall 95 45 36831 logend of Kryandia i a9
40 38477 Cybaria ad 34392 Full Theatle a7 35328 Leisure Suit Loty Anthalagy 49
. 38 37701 Cyberwar 45 32784 Gabriol Knight 42 36741 Lemmings Chroniclas 10
24944 Alien Logic: Jorune 32 36043 Cyclomania ) 38194 Gadge 45 37754 links 384 Pro k]
IVE0G Alien Virus 36 38845 DiZono . . . 6 J4BAD Gettyshurg ae 37707 Linl Divil 38
38305 All American College }m\ELuII 1.3 A3 34973 DDay: rjwluflull Ohvarlord A0 ] 14 J645% Live Action Fe '\q_ILKJ” a2
37074 Alone in the Dark 1| a7 39167 Doedles Encounter ... ... FICRFSE & & CALL 37291 loadsar al
39212 Alanw in the Dark N 41 33235 Duemensgote . . ; - 1) k] 35322 Lode Runnur 3
39144 }W_hu 45 36302 Dork Forces A AT A5 35711 lords of Mid 1] Ad
36511 Arc of Doom 35 38448 Darkride e . AR 26 37327 lerds of the Realm av
37594 Arena Elder Scrolls a5 35738 Dawn Potro al ; 33 35737 Lot Eden 56
350467 Armored Fist A7 38044 Deathpat - 3z 31434 Gunship 2000 w/Sconanio an ABB5H Lost Files of Sharlock Holmes 15
30502 Ao 2600 Action I"a\l 26 36453 Della V CR 41 J548F Hacker Chranicles Il 22 J8693 Lucas Arts X2 - 43
37039 Award Winning Wor Games Az 38031 Dapth Dwellers . ..a0 34149 Hand of Fate ag 33703 MPEG . Diogon's Lair 40
avoos Bu|J e + feL s 384675 Descent A . 35 3IBO77 Y i n 1 35363 MPEG - Paychotion 41
3 et Compalation 28 38294 Dovert Strike . 30 16598 ¢ 32 37939 MIV's Club Dead ki
rer JDDDAD E 37220 Diggers & L~ 30 5656 F 3 il 362V Maobus k)
tile hie 2200 32 36786 Discwodld 35 21557 Har, 43 37713 Machiovelli; The Punus s
3'6.!0 Poladiome: <. il s i 34 36320 Doom II: Hell on Earth .. ... A . A5 JIVO5 Harvester . ... a6 35219 Mad Dog McCrew 11, L4
38854 Big 3 26 38909 D, Braka I ., . . e e ; 34 35946 Hell )\LyLlcq.uu\ Thu’|ur 45 35773 Maultrom . 20
34638 Bi v Intercctive Movie 43 31564 Drocula Unleazhed =H <25 374695 Haratic CAIL 36853 Magic Carpel y 4
38597 Bl 34 31493 Dragen's Lair i 40 36246 High Seas Tru-.'s'r 41 34277 Nng c Corpet Hdden Worlds 23
36207 ceme 30 35231 Drogon's Lair Il Time i 39 39S Pod| M Podj a9 37926 Magic: The Gatherin 38
35593 Blood Bowl 3z 38217 DreamWeb L - v odd 37003 lco Hockey 28 32595 Man Enough 35
36537 Blown Away 3l 37702 Dunguon Moster 2 .. .o .33 3654 Inca & Lall 37567 Master of Magic . .38
38614 Braindvad 13 .38 36945 ESPN Baseball Tonight ., .. .. LAl 35346 Incrodible Maching 2 | A2 38677 Moch Commandor A0
39100 Brandish .35 36749 Ecatalica . 2 35 35250 Incrodible Toony .30 34155 MachWarrioe Il 4
39019 Broit Hyll Hockay * a2 35341 Empire Delusw Maylers Edifien .26 35721 Inferno A2 33310 Mega Roce 7
39011 Baylzl - 4 38161 Entetkainment Col of SR . 34759 Inhaiit the Eutth 34 38305 Metzl Marines . 7
35948 Bureow 13 32 37985 Evasive Action Flight 3im MPC ‘U .27 37982 Imide the NCAA . ﬂullml\u” 32 34863 Mataltech: Earth Sl'gn , 4
k) 7 Codillecy EDinoaours . .oveviiiinainis 51 39146 Explosation . o dlatiuie e | I9041 Intorncstional Tenniz Op\.rl i ;] 33532 Microcosm Lol 0
3 1'770 Cannon Fodder . . 21 39205 Exraclors 0 jaginne : 1.3 JIBES hron Assoull 44 31659 Microsolt GO" 43
39147 Covgworkd AD 31429 F-15 Sirike Eogle NI .. ... ... o4 IV 162 kren Halix 55 34794 Millennium Auclion . . . 47
35442 Calebrity Poler . . 30 36731 FIFA International Soccer . . . 36 37704 bhor 3. 7 Gotes of I--'-nn\.- 32 35049 Mirsion Criticl "95 2
A0V ei. Bolor Evil Eye 35 38987 FX Fighter A .38 37465 bl of the Dead 32 39148 Modern Air Combat . . . a4
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IQ TEST MULTIMEDIA

An enjoyable way 1o test your 1Q in the
privacy of your own home. Fealures full
molion movies, interviews, music, & maore
Prints, explains scores. Based on a

| validated 1Q test.

Those wacky royals are al it again!
Queen Valanice and Princess Rosello are
lost & wild fantasy world thot comes
complete with a handsome stranger!

IBM CD #35326

1BM CD #39065 | i3

RISE OF THE TRIAD

A mind-blowing 3D megagome! Batle
the evil Triad and destroy the transmitter to
save Los Angeles from destruction.
Feolures amazing firstperson 3D action!

1BM CD 36937 ffi

The Master of Dungeon games returns!
Command a party of warriors through the|]
most realistic role-playing world ever
crected|

MAC CD#38664 1BM CD #3??02

SIM TOWER DARK FORCES

il As a special agent lor coverl operalions,
you must sove the galaxy from the Imper
Empire’s grip. Infilirate their Death Stor
batile station.

Build a high-rise skyscraper, rent cut space,
salisfy your tenants’ and customers’ needs,
and monug!e your property into a profitabl

commearcial ump!lﬂ.

MAC CD #35754 IBM CD #37593 | 1IBM CD #36302

WING COMMANDER Il |
WING COMMANDER I

Live the life of a Transport Tycoon! Build
your business empire! Consiruct complex
rail, road, air and sea networks. Move
passengers, mail or goods, Match wits
agains! ruthless rivals.

The stakes are !1igh as you fend off the
Kilrathi on all fronts! Command
squadrons aboard the newly-christened
TCS Victory.

IBM CI‘.‘I #34276

IBM #37084

CD ENTERTAINMENT CD ENTERTAINMENT CD ENTERTAINMENT CD ENTERTAINMENT

14743 Mare Incredible Machine : a8
18506 Maral Kambat 1| A4
JB0P4 Ms. Metaverse 26
33204 Myst MPC 48
35040 Mystic Midway: Phantam 23
35818 NASC 48
37048 NFL's Greates! Playy 25
35863 NHL Hackey '95 40
34755 MNatanal lampoan Blind Date 39
39098 Mew Hotizons 35
35722 Noctropo A7
I4462 N .35
36384 n Body Counl A5
J6593 Ope n Coosader , . . . . A1
38292 Cperation Ewope e F 34
J6014 Crion Compitocy . < i 38
34173 Oulpost . . O R s
Golf 484 . A7
< In Time Canda PR .
ic Alr War: 1942 A
Jn-.a\ Puuer General . i a7
36980 Peter Gabrial:Xplora fiis A4
34085 Phanmesmagaria . &4 L. A9
36941 Phoenix Fightar 45
35005 Pinball Areads 2 30
37781 Pu:r'c!' Geld Wi 24
36773 Pf CAll
32791 Pelice Guext IV 42
38113 Poalmaster MPC 23
JA297 Pro league Foothall 75th Anni R 1}
JBB7A PsiMaiter 43
aking 40
TLESS: Twinsen's Adventure 43
34
of Arkanio: Star Trail dd
32155 Rebel Assoult : .44
37024 Renegode; Jocob's Stor " 42
J0VEF Retribution : P |
i a5
45
40
49
8420 Rogarian Agenda . . . . 39
38865 55M.21: Seo Woll SRR N -
35591 Sabre Team - 34
3?[‘5" Sﬂm& Max Hit the E;(.J 39
ac sl Durlune 20
36
Neapeons Luftwaife 21
wcrat of the Pyramids MPC 24
346934 Shodews of Caim ., ..00 00 -
38583 Shanghai Great Homents ; . .38
3208 Silverloed . 36

31518 SimAnt Enhancod a7
38160 SimCity 2000 Callaction 55
31479 SimCity Enhonced 45
34084 SimEarth Enhanced w7
5 0

39031 SimTerwer . a2
J&5TS SimTown ;i ek}
3BE27 Simon the Sorcerer s T |1
308732 Skullcrockar w5 TR |
36988 Slom City I .
37025 Soronly House Prer R
35225 Spoce Ace y k[
35220 Space Piles DT
34693 Spece Cuent Anthalogy . . .
37287 Spoceship Worlock . [ESPIRIPIE - |
34296 Spwar of Dusting Super COPak — ]
344608 Specto VR . ... ...l Vi Cun 39
33297 Spellcasting Party Pok . . . ) il
38129 Swalingrad 7 ; 40
38200 Srar Conirol Collection R |
38208 Stor Reach . . . 3.4,
29366 Star Trok 25th Enhancod a5
37193 Siar Trak: Judgment Rites AD
34278 Star Trak: Stor Fleet Acadamy Ad
34350 Siar Trak: THNG Tech Manual 4l
345648 Star Trek: TNG: A Final Unity 55
A2547 Star Wars Chesy 37
36693 A4
4290 Stnke Commander / Privates — 43
IBA0OT Suip Poker | EEAER RN [
I7090 Subwor 2050 Plus , ... . FOPRPRPRPR . |
39004 Super § 32
34425 Superh 3z
I5B72 Syt 47
33747 TFX J a . di
36454 Tank (_omrnundw g “a S 1.1
38254 Terminalor 2025 Deluxe TR . | | |
33320 Tetris Gold Lm..p.iunun L 33
s AD

ado

36292 Tolal Distortion
36497 Towar Controllor
375635 Transport Tycoon

3468835 Trivial
I75IBUSS
346278 US Novy Fight

27564 Ulima 1 - V]

30925 Uima Undurworld I& 1l RYAPET——
15414 Ullima VII: Pagan w/ Ssmd. e
35712 Ulimate Footbell . .

37510 Ulimate Rabet 37085 Wild Blue Yonder 2

32937 Undar a Killing Moan - 56 5300 Wing Commander Armoda MPC . . AU
34045 Unnecenary Roughness ‘95 ¥ az 36291 Wing Commander | / Il Deluxe ., ... ... 32
25500 Vagos Games Deluxe o i B 34276 Wing Commander il R - { |
33989 Videogome Solufion | 55 an 35405 Wings of Glory 1917.191 3 z 4

IBSP2 Virtva Chess - 35294 Wolk, Wildlife Survival AD
38572 Virhal Pool . 30408 Wolipuck . . . R <. 29
35818 Virtual Vegus Valume 1 33088 Warld Circuit Grand Frix . . . . N L.
38481 Viluoso . ... 38244 World Cup Golf-Dorado Bcnch .......... 42
37708 Vortex: Guontum Gate | 33917 Wrath of the Gods . . . N |
36707 Vayeur A 38344 X-LCOM: Terror From the Dup P
37916 Wandarunt 34292 XLOM: UFD Dolonie 38

39103 WoPatral 3 34940 XWing Collectors CD‘(D\\ . saley
36701 Warcralt: Ores and Humans 35439 Zophyr . 45
34284 Worewoll . . .. .. . SR 37752 Zoppelin .. . . . 26
32927 Wollands ooy vivaieias 35820 Zombie Dinos: Plangt Zuliold . |
35042 Wheel of Foriune . . 36511 Zork Anlhuloa\f AR |
34573 Wild Blue Yonder 1 36346 oo A : Sives P
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BIOFORGE
F o 123 &

Enter @ lob set on ancient ruins. Archaeclogical
waork hos been slopped by the machinafions of
a schaming scientist. There's a hoslilo olien en
the prowl.

1BM CD #34638

15 aclion games in one: Kaboom!,
Pitfalll, River Raid, Boxing, Chopper
Command, Cosmic Commuter,
Crackpots, Fishing Derby and more.

IBM #38608

IBM CD #38582

MAGIC CARPET

Encounter non-stop action as you rip
through fantastic f?aclcll landscapes. You
and 7 other wizards must batlle hords of
venomous crealures in your attempt lo

I restore the world!

IBM CD #36853

4

An addictive CD- ROM strategy game far
Windows and Maocintosh mullimedia
computers. Includes three new lile gomes
plus the Classic Shanghai gamel

IBM CD #38583

WINGS OF GLORY

As American pilol in WWI, pil your wils
and machine gun agoinst the infomous
| German Hunter Squadrons in this

gripping story.

IBM CD #35405

LINKS 386 CD

golf game
lanet

Play championship goll at the famous
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| A Star Trek experience like none beforel

| Assume command of this official inspec-

| tion tour and investigate the Starship
Enterprise NCC-1701-D,
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CDROM drive , joystick, speackers and
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REVIEW

Rebel

Commander

SSI Follows The Leaders of Space Combat In RENEGADE

by Martin E. Cirulis

EARS AGO, A WARGAME COMPANY

CALLED FASA WAS LOOKING FOR

ANOTHER LINE OF SCIENCE FICTION

games to complement their

hugely successtul Battletech line.
Since graphic appeal and extensive back-
ground made Baltletech a lasting sensa-
tion, it was only logical that their new
gaming universe should have the same
qualitics. And thus was born Renegade Le-
gion, a slightly more “serious” series of SF
simulations that concentrated on space
combat between starfighters. In this year
ol board game-to-computer translations,
SSI has taken the rules of the original
H(*m'gr.-rfe Legions hoard game, Inferceplor,
and turned it into a new space sim, RENE-
GADE: BATTLE FOR JACOB'S STAR.

THE STORY SO
FAR....

Things were going
quite smoothly for
the old home
world—humanity was
kicking butt and tak-
ing names in the rest
of the galaxy—until
sometime around the
64th century, when a
nasty plague wiped
out most of the race.

compatible 486/33
or better (486/66
recommended), 4
MB RAM, 1 MB
SVGA card, 15 to
60 MB hard drive

cards.
Protection: None
‘This would be a big
Publisher: SS|
Sunnyvale, CA
{408) 737-6800

lurch in the course of
any civilization, but
the disaster was com-
pounded by a couple ol alien races, the
KessRith (a nasty crossing of Centaurs
and Rhinos) and the Ssora (the mandato-

ReNEcADE: BATTLE FOR JACOE'S
STar

space (depending on install options),
CDROM drive; supports most major sound

Developer: Midnight Software

1y lizard race), who decided to take ad-
vantage of our distress and conquer most
of the devastated empire with a mind to-
wards cheap labor, Simon Legree-style.
This unpleasant situation continued
for a few generations, until a clever slave
decided to train and organize human
troops under the guise of historical
pageants for the amusement of the alien
Overseers. And hey—when you all want
to dress the same, march the same, and
shout enthusiastically at the same time,
what better time period to mimic than
the Roman Empire? With all training
and preparations made, these neo-Ro-
man troops rose up across a dozen
worlds, and before you know it, Humani-
ty was back on top. Unlortunately, that
wasn't enough for most of the troops;
they went on to
forge an entire
Neo-Roman star
empire, complete
with Republic/
Caesar transition,
giving any other
race they met the
choice of submit-
ting to human
rule or becoming
doggie snacks.

At some point,
a portion of hu-
manity calling
itsell’ the Com-
monwealth decid-
ed that trming everyone else into slaves
in revenge lor being enslaved did not
make for particularly good Karma, and
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pursued a separate peace with old alien
enemies. This didn’t go over so well with
the Neo-Romans, and just like in the
good old days, humans once again
warred against humans. The immense
Neo-Roman Empire, encompassing
thousands of star systems, would have
casily crushed the relatively small Com-
monwealth without a group called The
Renegade Legion. When that wacky rule-
of-Cacsar thing replaced the Republic, a
sizable portion of the military, finding
this unacceptable, had defected en masse
to the Commonwealth. These men and
women fought their former comrades,
defying the greatest tyranny the Galaxy
had ever seen. Labeled “Renegades™ by
Caesar and sentenced to death, they had
little choice but to win at any cost.

Huge and impersonal as all this history
may seem, there is indeed a place for you
some 150 years later. The war goes badly
for the Commonwealth and the Rene-
gade Legion; currently stalemated, it is
only a matter of time before the mind-
blowing numbers of the TOG military
succeed in swallowing the remaining
pieces of the Commonwealth. Every lost
star system is like another pint of blood
draining away. At this point, each new
battle may decide the war.

Enter the player, stage right. You are a
hot new interceptor pilot who finds him-
sell in a backwater squadron that makes
Baa-Baa Blacksheep look spit-n-polish.
This would seem to be the end of your
career:

patrolling an irrelevant system
called Jacob’s Star—but within moments
ol your arrival, a huge TOG invasion



[leet pops in o let you know that your
new planet is going to be the lynch pin in
a new olfensive. And then, as il this
weren't stressful enough, your CO gets
blown up on your third mission and you
are left in charge. Should you fail, the
TOG marches on, unstoppable. Give
them a bloody nose and the Common-
wealth will live to see another day...and
“Renegade” will still be an honorable

word.

some might find the cockpits too simplistic for their tastes.

THE BEENEFITS OF HISTORY
While ReNEGADE is nothing more than
another story-driven space combat simu-
lator, it does distinguish itself by having
deeper roots Lo draw on than its two
more famous and older cousins, the
WinG CoMMANDER and Star Wars sims.
This depth comes not just from a rich
background story, but also from the fact
that most ol the mechanics ol combatl
and the space fighters have been refined
and balanced by years ol old-lashioned
hoard game play.

The designers ol RENEGADE made a
very wise decision when they chose to
stick with most of the original rules of the
board game instead of gratuitously
changing or simplifying things. This has
resulted in a simulator rife with interest-
ing ships, exotic but balanced weaponry
and, most importantly, a damage model
unmatched by any other game. If you've
played the board game, then all you need
to know is that the intricate internal dam-
age system has been retained. Instead of
a basic hit-point system of damage (i.e.

one hit, two hit: shields down; three hits,
four: engines damaged; five hirs, six:
gject!) that suflices for other games, here
vou have a random and dynamic system
that reflects the reality that allowed some
P-47's to return with hall the fuselage
missing while others disappeared in a
trail of smoke alter one lucky hit to the
engine,

The benelits of having the basic design
work already down are reflected through-
out this sim. The de-

lighters is coherent
and logical: TOG
lighters are de-
signed for quick,
massed  missile
strikes and always
score first  hits
against you, while
being penalized by a
couple of bad design
features that you
would expect from a
corrupt establish-
ment. Your fighters
are all  battle
proven, long-en-
durance ships rely-

PADDY-LOCK, PADDY-LOCK Renecaoe's padlock view is wide-open, and still
provides speed, weapons, shields, and radar readouts.

ing on guns instead ol missiles, and are a
mix ol human and alien designs. The
character of this sim has been under de-
velopment lor a long time, and it shows.

Not to say that the design team didn’t
achieve anything on their own. The

sign philosophy of

SVGA combat graphics are great, though
they have a somewhat simple, overly-
sharp Babylon 5 look rather than the soft-
er, model-like ship graphics we have
grown used to. Sound effects are varied
and very well executed, with your own
weapon sounds coming not only from
your right and left but sometimes from
above and below. Even the music is a step
above the usual fare, with a decidedly
more modern touch than the usual classi-
cal space-opera. And, if shooting people
to techno-dance tracks isn't really to your
taste, you can play the music CD of your
choice during combat.

RENEGADE also sports the most exten-
sive skill-level adjustment system yet
seen. Instead of just picking a level, a
player can adjust almost all the factors al-
fecting combat for either side. From ar-
mor thickness to weapon recharge rates
to skill bonuses for pilots, players can
make the experience as easy or as
masochistic as they want.

THE SIMPLE FACTS

Lven with all these nice design touches,
RENEGADE is not a game without its awk-
ward moments, some of which are bad
enough to make the more diflicult-to-
please gamer want
to avoid this promis-
ing space combat
s,

The greatest Haw
in this game is that,
as a whole, it fails to
live up to the com-
plexity and richness
present in its back-
ground. It aspires to
equal the Wing
COMMANDER series
in its storyline and
the characterization
of pilots; but while
the elements are all
here, one begins to
get the impression
alter a few hours of
play that not much of it is making any
dilference. The pictures and bios of all
your intense-looking wingmates are nice,
but they don’t seem to be very distinctive
out in the great wide open; and the
things they point out to you between mis-
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MAKIN" MISSIONS In between the space action,
C0’s will have to follow their superiors’ orders
by selecting men and machines to achieve spe-
cific mission goals.

sions don't appear to be very relevant.
Even their radio chatter slowly devolves
into silliness—as a pilot shouts “Careful,
the TOG are near! 1 can feel them in my
bones!” while you are twisting for your
life in the middle of a 12-fighter furball,
Gee, thanks for the psychic news [lash!

Also absent is any sort ol leeling ol

control over your wingmen while in com-
bat. There are various commands to give
your fellow pilots during a brawl, but
your wingmen aren’t very responsive 1o
your desires. ‘The only call they actually
give a response to is the roll-call order, It
is very annoying to have a damaged ene-
my lighter slipping away from you while
the fastest ship in your wing dawdles
along, even alter you have given a direct
“attack my target” command.

While it is interesting that you are
placed in the role of commander and
forced to decide who goes on a mission
and who gets to rest, even this is frustrat-
ed by a no-brainer omission. Although
you can choose your own lighter for a
flight, the pilots you pick will chose their
own lighters, seemingly at random. So
while the computer warns you to take a
fast fighter and only one wingmate on a
recon mission, you end up flying hot
metal with the slowest fighter in your ar-
senal there to protect you,

The rest of the overall game has the
same kind of basic feel 1o it: not bad, but
not good either. The flight model is
good, but not as inertial as 1 would have

liked; and while the
cockpit graphics are very
nice, they are frustrat-
ingly simple. You would
think a fighter capable
ol starflight could tell
you what your heading
is, what your velocity in
actual numbers is, and
provide tracks on in-
coming missiles.

Both your pilots and
the enemy [fly well
enough. Although there
is an annoying tendency

to bunch up during dogfights, at least
you can depend on not having to do all
the killing yoursell, and it is usually a
grave mistake to let a heavier fighter
blind-side you.

The final problem with RENEGADE re-
volves around playability over the long
run. First of all, the campaign is on the
short side, averaging around 20 missions
in total—not much of a bang for many
gamer’s buck. And though the g
nice enough to give you a random selec-
tion of pilots in your squadron with every
game, the story isn't really rich enough
to justify more than two or three run-
throughs. Compensating somewhat for
this is a now classic space sim option, the

ame Is

“Gauntlet” mode; here, one must destroy
an ever-increasing number of enemy
ships in order to wrack up a high score
on the simulator.

Some players will be shocked to discov-
er that RENEGADE has no mercy. When
vou get killed, you stay that way. There is
no \\'ii)" Lo })illfk"llp docareer or resurrect a
campaign built into this game—a rude
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shock alter 10 hours of long missions.
For those who don't enjoy that, there's a
way around this little annoyance: take
any text editor program and call up the
.plr lile from the Renegade directory; in
it you will find the word “dead.” Simply
change it to “alive,” and—PRLESTO!—
you're ready to continue play or start
your own Western religion.

THE TOG WASN'T

EBUILT IN A DAY

What we have here is a great-looking
space-sim that has its flaws. The issue for
me, and my final word ‘yea’ or ‘nay,’
hinges on the issue of
support. If SSI gives this
game the patch it
needs, and il they in-
tend to olfer add-ons
and sequels someday—
or even more interest-
ingly, if they translate
the other three Rene-
gade Legion hoardgames
into real-time sims—
then this is a great start,
and the series could be
a real contender with
the other two biggies in
the field.

On the other hand, left to flounder on
its own, I can’t see recommending this
game o the experienced starfighter. The
player most likely to get the full enjoy-
ment [rom this package as it stands today
is a newcomer, looking for an introducto-
ry space-sim that doesn’t pull many
punches.

Hopelully, by the time you are reading
this, the rack RENtGabE 1s on will be
clear. What we have here is a strong baby
with a rocky birth. Only the parents can
help it live up 1o its full potential. &

THE EDITORS SPEAK

RENEGADE
RATING ***,

PROS (ood-looking, good-sound-
ing and fast-playing space sim with
areat background and potential,
€oNS Many aspects are not detailed
enough to make the campaign
experience truly satisfying. Needs
support to be a real contender.




Shhh . .. It's a secret . . . We cannot disclose

the hidden word, it's up to you to solve it. In
addition to the myriad of word puzzles, Zig Zag
offers another exciting twist to the game, a word
game adventure. The solution is near, each puzzle
brings you closer to completing the grand
adventure.

Right letter and location, you got a Zig . . . Right
letter . . . you got a Zag. A few letters to go . . .
Can you deduce the word before the puzzle ends?
Prepare your deductive powers as you embark on
the ultimate word puzzle adventure game!

"A word game that you can't put down" . ..
“Non-stop entertainment for the whole family" . . .
““A unique word game with adventures as well”" . .

® |ntuitive Interface

® Enormous built in Dictionary

@ Player History

@ On-line Hints

® 4,5, 6, &7 Letter Words & Numbers

Circle Reader Service #354

“Zig Zag" 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.



REVIEW

by Jason Kapalka

ECENTLY A FRIEND WHO COLLECTS
SUCH THINGS SHOWED ME AN OLD
Star WARS ACTION FIGURE HE'D
found at a comic store. I asked
offhand how much it had cost.

“A hundred and fifty.”

“What? Dollurs?”

He shifted uncomfortably. “It's, like,
Luke in stormtrooper armor, with the re-
movable helmet, from the ‘Power of the
Foree' collection...”

“It’s a stupid piece of plastic, and you
can't even afford to pay your rent hall the
time. Why? Why would
you pay a hundred
and fifty dollars for
such a thing?”

Confusion and
fear barttled
across his
face for an

instant, but
al last a

“Well,” he
burbled, “it’s
Star Wars,
innit?”

I
opened
my

sort of
smug zeal
won  out.
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Darxk Forces

mouth, then shut  Price: $51.00,

it again. What CD-ROM
could T say? To [>i5tem
: Requirements:

him, that viciously
overpriced vacu-
um-mold widget
was Star Wars...a

IBM compatible
386/33 or better
(486 highly rec-
ommended), 8
MB RAM, VGA

film graphics, 3.5 to

nearly 20
years old that's still
a monstrously lu-
crative Iranchise,
and something
more than that: it's
perhaps this gen-
eration’s most po-
tent and pervasive
pop mythology. Is
there anyone un-
der the age of 50 who doesn’t know what
a lightsaber is, who wouldn't recognize
the opening bars of John William’s
theme music?

And those, of course, are the stirring
chords thar ring out (or chirp out, de-
pending on your sound card) when you
load up LucasArts’ latest [oray into that
galaxy far, far away, the 3-D first-person
shoot-cm-up DARK Forces. Those famil-
iar yellow letters start scrolling away into
a distant starfield, informing you of your
role in the upcoming drama: you are
Kyle Katarn, a disillusioned ITmperial
agent now working for the Rebellion. In
a clever twist that inserts you into the

cards.
Protection: None

Ray Gresko

San Rafael, CA
(800) STARWARS

films" universe without violating “canon,”
Kyle is the offstage figure who obtains the
Death Star plans and passes them on to
Princess Bun-hair hersell, In the
course of this mission, Kyle and
his plucky sidekick Jan Ors get
embroiled in a new Imperi-
al plot, this one involving
the beely General
Mohc's plan to

70 MB Hard Disk
space (depending on install options),
CDROM drive; supports most major sound

RSAC Rating: 2 (humans killed)
Designers: Daron Stinnett, Justin Chin,

Publisher: LucasArts Entertainment Co.

The Doomed Empire

LucasArts Strikes Back At The First-Person Action Craze With DARK FORCES

create an army ol
robotic
stormtroopers
(“Dark Troopers”).
Star Wars luminar-
ies such as Boba
Fett, Jabba the
Hutt, and Mon
Mothma put in
cameo appear-
ances.

Okay, it's not
Hamlet, or even
WING COMMANDER
1. But in a genre
where “character
development” is
usually a

super

eu-
phemism for stockpiling ammo, and the
“plot™ a laughable excuse for mass
slaughter (anyone ever ligure out what
Doowm 11 was actually about?), DArk
ForCes™ storyline is a welcome reform.

As for what genre DARK FORCES belongs
to, I expect the hype and hoopla have fa-
miliarized everyone with what to expect.
But let’s get it straight anyway. DARK
FORrCEs is not “a 3-D real-time action ad-
venture in the tradition of Dooa.” It's a
DooM clone, pure and simple, The game-
play, the controls, the overall approach—
all are identical. And as with the recent
flurry of Doom-alikes, there’s really only
one question that needs to be answered.

Is it as good as Doom?

Actually, in almost every way, it's better.

Almost every way.

There are flaws, but I'll return to them
later, giving the “Moody Loners with
Handguns” subchapter ol the DooMm
Worshippers' Club time to work up some
suitably juicy death threats, because even
with its limitations and shortcomings,
DARK FORCES is an amazing game.



LEVELS OF COMPLEXITY
Those who have only played the relative-
ly simple one-level demo that’s been
floating around for the last few months
will not have seen the game's new 3-D
Jedi Engine working to its full capacity.
The levels alter this one balloon in size,
complexity, and graphical wow-power.
There are only 14 levels, but most are
more than twice as big and complicated
as any comparable Doom maps. They're
also more diverse. When Doow tries to
portray a city, it doesn’t really look like a
place where you could live: it looks like a
humongous playground built out of
those omnipresent cinder-blocks. When
Dark FORCES brings you to the vertical
city of Nar Shaddaa, you see the lights of
distant windows, grafliti on the walls, car-
go tugs rising and falling through the
central air shalt, and when you step out
ol a window onto a narrow ledge you'll
hear the wind whistling past you. On oth-
er levels, searchlights sweep about,
heralding a massive blitzkrieg if they spot
you. TIE Fighters glide in and out of
docking bays, lasers ricochet ofl walls, gi-
ant pistons and other industrial machines
pound, rotate and spin about, waterfalls

real architects, are believable locations
rather than silly deathtrap arenas, with
multiple layers of architecture. For in-
stance, an Imperial prison has seven
floors, with elevators and access tunnels
running throughout. Secret rooms and
clever logic puzzles, way beyond the typi-
cal “find the key, open the door” brand,
are scattered everywhere, You might
need to sneak through an elevator main-
tenance tunnel, or manipulate computer
panels to rotate a giant catwalk to the
right level, or input Imperial codes into
a lock, or blow holes in stressed walls,

LASER TAG Our hero exchanges fire with stormtroopers in a dusty

mine shaft.

cascade, sewer pipes
plunge you down slimy
passages where nasty

stalked eyes poke out of
the sludge 1o stare. Nearly
every level has a distinct vi-
sual theme.

So she's pretty, you say;
but what's she got under
the hood? Well, assuming
you've got the ninja PC re-
quired to run her, son,
she’s got plenty. You'll
need 8 MB ol RAM, a [ast
486 (the manual claims it
can run on a 386/33, bul
hey, good luck), and a CD-ROM drive.
The payoll for these heavy-duty require-
ments is one heavy-duty game engine, as
fast or faster than Doowm’s, with a bevy of
extra features. You can look up and
down, run, jump, duck and shimmy, with
a heads-up automap display superim-
posed over your view. A headlight and in-
frared goggles are available to illuminate
the Empire's darker corners.

The levels, supposedly designed by

FIRE AND ICE The ice world can get slippery, but at least you're
not swallowing a thermal detonator....

or...the list goes on, After playing DARK
Forces for a while, Doom starts to feel
constricted and small, with your space
marine hero, head locked straight
ahcad, unable to jump a two-foot barrier
or look up at a sniper’s position.

Of course in a shoot-cm-up you want
something to shoot with, and at, and
Dark Forces delivers a taun-taun-load
of both. There are nine different
weapons, ranging from the basic blaster

MAY

pistol to the awesome (and undocu-
mented) plasma-spewing assaull can-
non. Many of the guns have a secondary
fire mode: the [usion cutter, for in-
stance, triggers all four of its tubes at
once instead of one at a time, and the
assault cannon launches a missile in-
stead of blue energy balls. And then
there's a whole new class of indirect-lire
weapons, like thermal detonators
(grenades), mines, and the mortar
launcher. These require more ingenuity
and skill to use, but you'll get a warm
fuzzy feeling all over when you manage
to lob a grenade through
a sniper’'s gun-port and
hear the satislying crump
and shriek.

As for your targets, well,
you'll plenty  of
stormtroopers. Legions of

sco

stormtroopers, in fact,
along with Imperial offi-
cers and commandos. Also
present are a rogue's
gallery of aliens and boun-
ty hunters, including
three-eyed grenade-toss-
ing Grans, axe-wiclding
Gamorrean guards, and
Trandoshans packing deadly concussion
rifles. Flying Probots, interrogation
droids, and drone remotes round out
the mix, along with some very tough
and accurate ceiling-mounted laser tur-
rets. A few surprises are in store on cer-
tain levels, like the swimming sewer
beasts and Jabba's Kell dragons. And
then there are the Dark Troopers, who
come in two different flavors: really
mean laser-reflective guys with swords,
and horrifically vicious flying dudes
equipped with assault cannons.

LucasArts seems to have upped the Al
ante with Dark Forces. Although you
couldn’t exactly call them “smart,” your
enemies here are certainly less pre-
dictable than Doou's. Stormtroopers use
cover, try to double-back on you, and call
lor reinforcements. And the first time
you level a blast at a Dark Trooper and
sce him dodge...well, lets just say |
watched a hardened Doowm veteran
scream aloud in shock, shortly before his
stunned computer surrogate was termi-
nated by a torrent of plasma.
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Here's a few of the bad guys you'll
cross paths with in DARK Forces, along
with info on their original movie appcar-
ance, and, for the real die-hard, list price
for the action figure.

STORMTROOPER

The basic grunt. Though they're awful
shots, their armor makes them more dil-
ficult to kill than Imperial officers.

Movie Appearances: Everywhere.

Action Figure: Likewise, everywhere.
Maybe $10 mint in box.

TRANDOSHAN

This scaly [ellow’s concussion rifle can
make short work of any Rebel in his line
of sight.

Movie Appearances: Though Tran-
doshans can be seen in the background
of Star Wars, the mercenary variety first
(and last) appears in The Empire Strikes
Back, as one of the freelancers (“Bounty
hunters! We don’t need these scum!”)

AX ME NO QUESTIONS! A Gamorrean guard, Jabba the Hutt's
favorite play pen pal, takes a blaster shot in his low brow.

REAL JEDI DON'T SAVE

Which brings us to the topic ol mortali-
ty, and to the game's biggest flaw. You
will die, a lot, in DARK FORCES, even on
normal or casy game settings. Now you
might think, no problem, I'll just save
and restore a lot; only you won't, be-
cause there is no save-game system. Il
ain’t there.

The game saves your status alter every
mission, yes, and you can go back and re-
play any level you've already completed,
but once you're in the thick of things you

Rogue's Gallery

hired by Vader to track the Millennium
Falcon, Bossk, our Trandoshan, does
flex his foot once.

Action Figure: Originally available by
mailing in proofs of purchases. Mint in
box: $35

IMPERIAL COMMANDOS

Tougher, laster, and a better shot than
either stormtroopers or officers.

Movie Appearances: Seen hanging
around the Death Star in Star Wars. No
commando-like qualities exhibited.

Action Figure: Listed as "Death
Squad Commander.” Mint in box: $105

BOBA FETT

You might not get close enough to
recognize him when you do finally meet
up with this famed bounty hunter, be-
cause the storm of rockets he launches
makes it advisable to stay far, far away.
Hard to hit while {lying; best to corner
him when he's on the ground.

either finish the mission or
perish. Sure, you have sev-
eral lives and the opportu-
nity to collect more, and
when you do die you get
reincarnated nearby with-
oul losing your map or
weapons, but those extra
lives can go awful fast, and
when they're gone, you'll
just haye to start the mis-
sion over. And since many
of them will take hours to
complete (at least the first
time), you'd better hope
Sharon Stone doesn’t call
you up for a sleepover at her place while
you're in the middle of an Imperial min-
ing facility,

It's annoying, but not fatally so. Think
ol'it as incentive to boot Imperial posteri-
ors without a wimpy save-game net. Be a
main.

Oh yes, then there’s the multiplayer
option. This, too, is nonexistent. Get
used to it. This is a running theme in Lu-
casArts games, and there are no signs to
suggest that this will change.

Dark Forces' long-term potential is
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Movie Appearances: First appeared
in a cartoon segment of the Star Wars
Christmas Special. Met an ignoble end
in Return of the Jedi, knocked accidentally
into the maw of the big sand-monster
thing, much to the disappointment of
fans who had been speculating on Boba's
possible importance for the previous
three years.

Action Figure: Mint 12" figure in box
with wookie braids, $295 or more.

PROBOT

These flying droids are big, slow tar-
gets, but they can hover out of your line
ot sight.

Movie Appearances: Seen making
weird chattering noise in The Empire
Strikes Back, just belore getting blown up
by Han Solo.

Action Figure: Only available with the
Planet Hoth playset, $75 in box.

hard to guess at. 1 don’t know how long
one could go on playing these same 14
levels (a while, T suspect—Hard” difficul-
ty level is pretty murderous), but I do
know that il LucasArts gets on the ball
with sequels and expansions, or if enter-
prising hackers code a level-building
program, productive life on the planet is
in serious danger.

Even il you don’t know or care who the
asthmatic guy in the black armor is (like,
il you've been [rozen in carbonite for the
last 20 years), DARK FORCES 15 a nm!-pl:]}'-
er action experience with few rivals. And
for those of us who grew up with Luke,
Han, Leia, Chewie and the droids,
well...it's Star Wars, Innit? €

THE EDITORS SPEAK

DARK FORCES

o I

PROS The next generation of
Doom-clones set in that loopy
science-lantasy universe we've all
come to love.

€oNs No multiplayer options and a
gooly save-game system are the ex-
haust vents in this Death Star.
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TwisT 1T, ' WAKE UP YOUR BRAIN

with

Ooooops! In a bizarre laboratory accident,
Dr.Brain's mind got mixed up with his lab'rat’s,
and the results are, well ... mind-boggling!

Now Dr. Brain's destiny.is in your hands.
Unlock the secrets hidden:deep'within his
eccentric mind as you puzzle over the twists
and turns packed into over a thousand wild,
wacky brain-busting adventures!

FOR YOUR COPY OF THE LOST MIND OF DR. BRAIN GAME

this 1 ! couy :
OR CD SAMPLER, CALL 1-800-757-7707. 24 HOURS A o MAl llemmy i o O 1056l
Missing ming Ving Or. Brajis
DAY, OR VISIT YOUR LOCAL SOFTWARE DEALER TODAY. :
Available for Windoews €D and Macintosh CD
Offer #B858

NEURAL MAZE DREAMLAND
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Definitely a new twist on the old rat-in-a- Collect Dr. Brain's lost marbles in Herr Rathbone Von Brain will have you
maze experiment. Dreamland and he will wake up a new man. playing a new tune!

& STERRA

Sterra On=Line, Inc. 3380 146th Ploce S.E, Suite 300, Bellevue, WA 98007
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REVIEW I

A Triad’s A Crowd

Apogee Plays Up Multiplayer Action And Gratuitous Gore In RiSE OF THE TRIAD

by Vox Day

To escape from the pain
and an existence mundane,
[ golta nine, a sign, a sel,
and now I gotta name.
—Rage Against The Machine

IKE THE PROTAGONIST OF RAGE

AGAINST THE MACHINE'S SETTLE

For NOTHING, TIE CENTRAL

character of Apogee’s Risk OF THE

TriAp: DARK WAR enters the pic-
ture with a nine millimeter semi-auto-
matic and a sign. Only in this case,
existence is far from mundane, and the
only sign of import belongs to someone
else, namely, the Triad,

ROTT is the latest, though surely not
the last, in the onslaught of 3D first-per-
son action games aspiring to succeed
DOOM II as the killer game of the mo-
ment. Unlike some of its primary rivals to
the throne, DEsCENT and DARK FORCES
for example, ROTT does not sidestep
the violent, blood-and-guts motif of the
id Software games, but instead throws it-
sell headlong into the slaughterhouse
gore. Aside [rom the excess ol car-
nage, ROTT offers little you
haven't seen before, but at least
with its network and modem
play options, it offers what is
now l'{!gi!l‘(lﬂd 48 a com-
plete 3D game package.

The game begins on
San Nicholas Island,
off the
Southern Califor-
nia. You are a
member ol the
High-risk
United
Nations

coast of

force

EY} GOMPUTERCANIIG Y

RLD + MAY

team (HUNT) inves-
tigating the remains

of an old monastery Price: $51.00,

S : CD-ROM
for signs of the Os- g gtam
curido cult. The sud-  Requirements:

IBM compatible
386/33 or better
(486 recom-
mended), 4 MB
RAM, VGA graph-
ics, 20 MB hard
drive space, CD-

den annihilation of
Los Angeles coin-
cides with the de-
struction ol your
boat and an
slaught of "Triad sol-
diers, leaving you
little alternative but
to fight your way
out. Fortunately, you
have
ammo—an infinite
supply, as a matter
of fact.

an-

cards.
Protection: None

violence)

plenty  of Designer: Tom Hall

Garland, TX
(800) APOGEE-1

BRING ‘EM ON, AND OMN

The warriors of the cult don't light with
much intelligence, but what they lack in
common sense, they make up for in
sheer numbers. ROTT takes an approach
reminiscent ol cartridge-based games
with its villains, Each episode introduces
three basic enemy types as well as a [i-
nal “Boss” 1o be defeated. The ene-
my characters look very realistic
and were clearly generated by
digitizing live actors. Unfortu-
nately, it seems that only
overweight actors with mus-
taches were hired for
ROTT, assuming that
Apogee didn’t simply
film the program-
mers. While the
hostiles may
look quite real-
istic, they just
aren’t that
threaten-

ing, and

S

1995%

Rise or THE TrRiaD: Dank War

ROM drive; supports most major sound
# of Players: 1-11 (modem and network)

RSAC Rating: 4 (Wanton and gratuitous

Publisher: Apogee Software

some ol their ap-
pearances are al-
most ludicrous.
When a Light-
ning Guard ap-
proaches, clad in
an unadorned
olive trench coat,
yvou wonder if
you're going Lo
be attacked or
Just Hashed.

The enemies
do offer some in-
teresting attacks,
however. Iri-
adlings can be
devious, and are
not above [eign-
ing ceath, only to
pop up behind you once your back is
turned. Watch out for the white-belted
Overpatrollers” web attacks—if you don’t
have a knife on you, iU's easy to get tan-
gled up. And il you've wounded an ene-
my, don’t hesitate to [inish him off
immediately. Mercy is for the weak in the
world of the Triad.

The appearance of the enemies is the
only really weak graphic element in
ied and interesting, the objects scattered
around the mazes are excellent, if occa-
sionally bizarre, and the weapons offer
some of the best explosions I've ever seen
in a PC game. There are 11 different
weapon types to be wielded, 12 if you
count the "God mode” power-up. I'm a
real lan of both the Drunk Missile
Launcher and the Flamewall. The latter
will particularly appeal to closet pyroma-
niacs like myself, and it's just plain fun to
watch the Drunk randomly scatter mis-
siles all over the place,

The music and sound effects are a bit
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SPACE QUEST 6
THE SPINAL FRONTIER

Join farces with hundreds of your favorite outer-space heroes,
past and present, in the most uproarious, outrageous Space
Quest ever. No sci-fi movie, TV show or video game is exempt -
from.the relentless comic parody of the spaced-out Space
Quest creators. .

In this all-new adventure, Roger boldly goes where no comput-
er game has gone before, from the distant reaches of the far-
flung planet.Polysorbate LX, to the close-up recesses of "inner
space.” It'll take all the guts, nerve and backbone Wilco can
muster, but this Roger's got half a mind to do it. And where
there's a Wilco, there's a way! :

K

COMING TO A CD-ROM DRIVE NEARYOU.
For your copy see your local retailer or call 1-800-757- 7707

I R ® Space Quest s a registened rademark of The Childrernts Museum of
S E R A = Indllanapolis, Inc., and is used by license, £ 1995 Sierea On-Line, Inc. -

Bellevie, WA 98007, Al rights reserved,
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of a mixed bag. Much like the enemies
themselves, the enemies’ sound ellects
arc the weakest sonic link. Shouts of
“Outsider!”, “Die!” and “Shoot him!”
sound amateurish, and don’t come close
to the hideous, gut-wrenching growls and
snarls of certain carlier games. But the
weapon sounds range from fair to good,
and there are a lot of excellent explo-
sions and sizzles. The music is unobtu-
sive, which is best in a game of this type.

VARYING VISURLS
Apogee boasts that the levels of ROTT
are huge—"up to one million square sim-
ulated feet”—and they certainly are big.
The four episodes ol the registered ver-
sion are made up of at least cight sepa-
rate levels apiece, so this is not a game
you can expect to linish in a single night.
However, though large, the levels aren't
particularly well-designed. In this, ROTT
is much more similar ro Doosm than to
DARK Forces, where the levels have an
admirable degree of architectural realism
to them. The ROTT levels leel more like
haphazardly constructed mazes than co-
herent structures, and their names, like
Spring Surprise and Winding Way, reflect
this as well. Still, a host ol very nasty traps
and moving hazards will keep your mind
off' such things.

The 3D engine is very
quick, though disgrace-
fully limited in compari-
son with some ol its
competitors. In many
ways, the spatial tech-
nology of ROTT is bet-
ter classilied as an
improved WOLFENSTEIN
3D than as a Doowm
clone. ROTT does not

cannot be compared with that ol DE-
SCENT, or even HERETIC for that malter.
Movement through the air feels exactly
the same as ground movement, and you
have 1o
“looking” up or down, since [lying uses
the same keybuttons as looking. You can
look up or down when you're on the

3 s 0101352

ANAARIT

DOUBLE YOUR DEATH The game engine we've seen before, but
unigue features like twin gun weapons and enemies that heg for

MErcy are a surprise.

ground, though, and the game even gives
you assistance in firing at an enemy that
is above or below, One handy trick when
under fire from an unknown direction is
to lire your weapon while spinning in a
circle; il your attacker is not in your hori-

PR R ER R R

have angled walls, cleva-
tors, or multi-level
floors; instead, floating
metal discs serve as a
workable substitute for
the latter two. From a gameplay stand-
point, this solution works tolerably well.
[t's just disappointing, after having
played Doow, to return to this chunky,
dissonant, pre-DooM appearance.

FLYIN', JUMPIN' AND BUMPIN"
The “llying” mentioned in the literature

GUNNING FOR GUTS AND GLORY Five enemies never looked so dead
so fast as they do with the Firebomb. Fortunately, the graphic vio-
lence can be moderated for junior or for the fainthearted,

zontal plane, your weapon will begin to
track his vertical position automatically,
which will tell you exactly where he is.
One truly innovative feature that might
be even more fun than flying is ROTTs

Jump pads. These circular contraptions,

scattered liberally through the levels, will
send you or a Triadling bouncing up and

100 COMPUTER GAMING WORLD » MAY 1995

‘aim” up or down instead of

out of control through the lower levels of
the atmosphere. It is a total blast to
charge at an enemy, run recklessly over a

jump pad, and then hurtle through the

air, guns a-blazing. In addition to allow-
ing gamers to jump over obstacles and
access secret parts of the game, the pads
can also provide some comic relief, espe-
cially if you are unlucky
enough 1o have scored a
Shrooms power-up just
belorehand. Dra-
mamine is highly rec-
ommended in these
circumstances, especially
if you remember getting
sick to your stomach
watching someone play
WorrensTEIN 3D.

ROTT supports both
modem and network
play, which is something
that we've come to ex-
pect from this type of
L game. There are some
interesting new features, foremost of
which is the ability 1o send a voice mes-
sage across the net to your opponents.
You'll need a mike attached to your
Sound Blaster, but even without one you
can still broadcast one of the pre-record-
ed voices. No more speakerphone taunt-
ing! Up to |l players can go at it
simultaneously on a Local Area Network,
but unfortunately, one computer must be
devoted to exclusive duty as the game
server. There's an option to let a single
machine serve as both client and server,
but the game crashed immediately every
time I tried to run a net game this way.

The network driver doesn’t appear to
be as solid as DEscENT's, but on the other
hand, the modem connection seems to
work more reliably than that used by
Doom and HereTic, This is, of course,
dependent on many, many variables, but
this was my experience, at any rate.
ROTT’s creators deserve credit for
putting more time and effort into devel-
oping the multi-player aspects ol the
game. There are five distinet player-char-
acters, as well as nine different multi-play
options, including Tag, Scavenger, and
Capture the Flag. It is a good sign that
3D action games are evolving into more
than mere slaughterfests.
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GOnonIGe!

MY LIFE AS A DOG A twisted reversal on “God mode” is “Dog mode,”
where you're not only invincible, but can paw and hite your opponents to
death. Woof!

N CRUSHING GORE

But you wouldn't know that just from watching someone blast
their way through a ROTT level. In keeping with the new in-
dustry awareness on violence, ROTT comes with an adjustable
setting which modilies the level of on-screen gore. As socially
estimable as this may seem, ROTT also offers some grotesque
sequences that will appall most parents and not a few gamers.
Apogee, knowing full well that there’s money to be made in
bloodshed, is billing ROTT as “T'he most violent 3D action
game ever created.”

Fire a bazooka into a High Guard at close range, and you're
liable to be splattered with severed heads, eyeballs, and the oc-
casional missing limb as the game chortles “Ludicrous Gibs."
One can be thanklul that aside [rom this bit of wit, cannibalism
is not a part of the game, Wounded prisoners beg for mercy on
their knees, but since they'll recover and attack you if you don’t
linish them oll; you are practically required to give them the
coupr de grace. Also, when your character is killed, you're usually
treated to a little sequence as he or she is impaled by Stabbers,
pulped by Spinblades, or incinerated by various means.

KEEP ‘EM LAUGHING AS THEY DIE

Keep in mind that the violence, like many other aspects ol
ROTT, scems to be somewhat tongue-in-check. It seems
doubtful that anyone at Apogee seriously thought that this
game would offer a serious challenge to the title of Best Doowm
Clone, so they instead decided to have some fun with it. Risk
oF THE TRIAD can-
not be desceribed as

THE EDITORS SPEAK

more than an aver-
age 3D action
game, but it does
have all the neces-
sary ingredients, es-
pecially when it
comes to IIL'{\\'[)I'I{
play, and it has its
moments, too.

RISE OF THE TRIAD

RATING ***ﬂ{é g

PROS s fast, it's bloody, it’s got a
sense of humor, and it's got great mo-
dem and network play.

€oNs | he level designs and charac-
ters are far helow the current water-
marks. And when talking single-
player experiences, several other
games will deliver a heavier blow.
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! ¢ 0 ClockWerx: a trip th h ti "t
It's time to fix the clock, o e tip througn e yau wor t

The Master Clock of the Universe is broken and for both Windows and Macintosh.
guess who has to fix it? Maneuver your spinning * Fast action puts your mind to the test
clock hand on a variety of colorful clocks to s 4 skill settings: Child, Easy, Medium, Hard

make the moves that will save Time—and the

Universe. Dodge oil globs, spikes, cannon blasts
and wild clock hands through 100 challenging ¢ Simple game controls: easy to learn, difficult
levels in your race to beat the clock. to master

¢ 2-player mode for competitive action

/.
| W | s t
V' Holosyte

THE PUZZLE PEOPLE
2490 Mariner Sguare Loop, Alameda, CA 94501

i | Hres dan 2
yredl diiion g [Z21E & g

Visit your local retailer or call 24 hours:

ClockWerx is a trademark of Spectrum HoloByte. Spectrum HoloByte is a registered trademark of Spectrum HoloByte, Inc. 1-800-635-GAME {us'n and ca“ada]
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HARD NOTTO P

For multi-player action, use a

madem to play against a buddy

Or, get on a network and ehal-
lenge up to three other players!

Strnning texture-mapped
graphics enbance the realism
and intensily of battle, as does
the inclusion of several land-
marks such as Stonehenge.

If you enjoy instruction manuals and learning curves from hell,
then you're looking at the wrong page. But if you're looking for fast-paced,
multi-player tank warfare in which hair-trigger reflexes and nerves of steel
are the only things that keep you breathing, you're on the right track.

Tank Commander from Domark slams you into the heat of the
battle. With some of the world’s most lethal, technically advanced weaponry

The game includes over forly
challenging missions and will

al your fingertips, you'll be directing artillery strikes, analyzing satellite test your skill and courage
intelligence and orchestrating aerial assaults not long after it's out of the dgainst airborne enemies like

R e this Apache gunship.
hox. You'll quickly discover whether your survival instincts measure up as FRADGR RS

you command your tank unit in increasingly difficult missions against
ferocious, heavily armed forces sworn to your speedy destruction.

For the ultimate battlefield adventure, challenge  friend by
modem or compete with up to three other players over a network. Either
way, it's trial by fire and you're in the hot seat. Everyone is counting onyou =0 = i o

to hl‘iﬂg them home alive. Can you deliver? own squadron of tank-busting
A-10 Warthogs to thwarl enemy
advances in deserl missions.

ieariany | L £

i iy O T
= R A A R o o

Ask for Tank Commander at your local software
retailer or call us direct at 1-800-695-GAME.

D{ JMARE
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! A Knock Out
In The Second

! Round

After A Brutal Beating In Their First Game, Acclaim
Returns To Take The Title In MORTAL KOMBAT II

by George Jones

1 INISH HIMEL " THE FANS SCREAMED
AS MY FLYING KICK CAUGHT
JOUNNY CAGE SQUARE IN THE
jaw. Cage was on his last leg,
and the crowd wanted blood.
As Cage slowly got to his feet, T consid-
ered my options in dispatching him,
Sure, I was tired—he was my 5th oppo-
nent—but I knew that somewhere deep
within me I had the power to finish this
chump in spectacular fashion. But there
were so many options. Should 1 do him
with a simple uppercut, or should I in-
dulge myself and the fans with a special
Fatality? Such decisions weigh heavily on
a street fighter's mind.
I T wanted to toy with him, I could

turn him into a
Morrar Komear 1l

baby, or I could
give him a cake  Price: $59.95,

in the hopes  Floppy & CD-
that we could ~ROM

. tends System
become [riends. Requirements:

But no, he had
proved far too

IBM-compatible
386/33 or better

the GamePad,
and 1 watched
in  dreamy
wonder as my
lighter wound
up with the
Mother ol All
Uppercuts.

The

clocked Cage

hlow
so hard his
body literally
exploded,
raining hlood
and guts all over the Hoor. "TRKO's are
for losers,” 1 mused as T sucked my
knuckles clean of gore. Six down, six to
oo before 1 faced the
deadly Kintaro, and
alter that, Shang
Tsung.

KOIN-OP
KOMEAT
Arcade-style fighting

RAZOR BURN Some of the characters' special moves, like
Baraka's ginsu knife demonstration, leave a bloody mess.

much of a nui-
sance, and de-
served the worst
I could deliver.
With agility
that would have
carned a nod
from Bruce Lee,
my
moved

fingers
aAcross

{486/33 MHz
recommended), 4
MB RAM, VGA
graphics, 25 MB
hard drive space; supports most major
sound cards.

# of Players: 1-2

Protection: Documentation check (floppy
only)

Developers: Midway

Publisher: Acclaim Entertainment
Oyster Bay, NY

(516) 624-8888

MUBIAL suMmani

106 COMPUTER GAMING WORLD « MAY 1995

games—where two
combatants square
off in a two dimen-

stonal  world—go

back to the heyday ol

video game parlors.
Games like Karare
Came and Yie ar
KUNG FI
the early watermarks.

are some ol

The STRrREET-
Ficiurer and
MorrTal. KoMm-
BAT games rep-
resent the new
generation,

Large animat-
ed characters,
last action, and
lots of “moves”
these
games incredi-

gave

ble replay value
and
served success. Inevitably, conversions (o

well-de-

home platforms followed as game manu-
lacturers desperately sought to cash in on
the eraze. And cash in they did—16-hit
versions of StreerFicier and MoRrTAL
Kompat sold in the millions. Those who
were relegated to spectator status, as usu-
al when it comes to action-oriented ar-
cade games, were the PC playvers. And
when Acclaim allowed High-Tech Ex-
pressions (o port the original MorTAL
Kosmpar to the PC, it must be said, disap-
pointed sighs were heard around the
country. It was a featherweight doomed
to humiliation before a crowd with heavy-
weight expectations, and the crowd was
getting ugly.

Acclaim took notice and learned from
their mistakes, Alter the disappointment
of that first offering, the company
promised that MorraL Koypar 11 for the



T0 CREATE THE ULTIMATE
STAR WARS EXPERIENCE WE HRD 1O
SET OUR SIGHYS A LITYLE HIGHER.

DARK FORCES®
FIRST PERSON FIREPOWER IN THE STAR WARS UNIVERSE. AVAILABLE NOW ON CD-ROM.

gt 3
. " =4
tﬁ‘.?ﬁi_ 4*4 | vl
}tq o 7 oy "; M
e A sy
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Dark Forces game ©1834 Lucasfilm Ltd, and LucasArts Entertainment Company, All Rights Reserved. Used Under Authorization. Star Wars is a registered
trademark of Lucasfilm Ltd. Dark Forces is a trademark of Lucasfilm Lud, The LucasAns logo Is & repistated trademark of LucasAns E i Company.

" CHECK OUT THE DARK FORCES DEMO ON THE LUCASARTS BBS AT (415) 257-3070
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PC would be a much stronger title with
improved graphics and intense bloodlet-
ting action. Fortunately for the Jean-
Claude Van Damme in all of us, they
came through.

BLOODSPORT

For the uninitiated, Mor AL Komeat 1T is
your basic “kill them before they kill you”
fighting game that has punched its way
into gaming culture, spawned a near re-
ligous following, and resulted in a major
motion picture. You select your character
from 12 different fighters and begin de-
molishing opponents. Win enough bat-
tles and you'll soon face the top dogs.
Beat them and you win the game. In the
two player mode, which is a blast, you ba-
sically keep slugging it out with a friend
until one person has had enough. While 1
could waste time discussing the storyline
and whether it works—Shang Tsung has
rigged another tournament to assist him
in his devious plans for world chaos—it’s
really not important. What is important is
how this coin-op to 16-bit to PC platform
game plays.

Action fans will be excited to learn that
Morrat. Kompat I looks, sounds, and
plays just as it does at the arcade. In fact,
I find 1 like it better than the coin-op ver-
sion because 1 favor a gamepad-type con-
wroller over your standard coin-op stick.
The large digitized lighters look almost
exactly as they do in the coin-op version,

Each character, in addition to their "special” moves, can finish
their opponents with three special kinds of attacks: Fatality,
Friendship and Babality. The Fatality move can be used any time

the sound elfects
are  absolutely
amazing, and the
background

graphics are im-
pressive. Slicing
an opponent into
bloody bits has
never been this

D1 WINS
(REFTYCE

much fun, nor
sounded this
good.

Speaking  of

bloody bits, there's more blood in Mogr-
TaL Kompsar 11 than in an Elm Street
nightmare. Ol course, the original Mor-
TAL KomBaT was one of the games re-
sposible for the parental Turor that
brought the government and its rating
systems into the gaming picture. The
brutal decapitation and limb-ripping “fa-
talities,” with all their pixelated blood
and gore are all here in the PC version,
and there’s no way of taming or disabling
the violence., Concerned parental units
beware,

CHALLENGE TO THE DEATH

Unless you've a wily, experienced veteran
of the MortaL Kosmsat games, you'll find
the initial going a little diflicult. The ba-
sic moves are simple enough, and al-
though you'll be able 1o win a battle or
two simply using jump kicks and upper-
cuts, that won't be enough to win the war,

Movements For The Coup de Grace
Shang Tsung

you are commanded to “Finish Him." The Babalities and Friend- Kitana
ship moves have one prerequisite: You cannot use the punch but-  Kiss of Death Fatality: hold LOW KICK (two forward-down-forward), then release

ton in the winning round. Here are some favorite Fatality,

Friendship, and Babality moves.
Liu Kang

Dragon Fatality: down-forward-back-back-HIGH KICK

Friendship: forward-three back-LOW KICK
Babality: two down-forward-back-LOW KICK
Johnny Cage

Torso Shredder Fatality: two down-two forward-PUNCH

Friendship: four down-HIGH KICK

Babality: three back-HIGH KICK

Reptile

Tongue Grab Fatality: two back-down-PUNCH
Friendship: two back-down-LOW KICK
Babality: down-two back-LOW KICK

TONGUE ON CHEEK When a lizard man rips your
head from your shoulders with his tongue, you
know that you've just suffered a Fatality.

PUSH START
S SURCZEROT)

Instead, you've got
to master a num-
ber of combina-
tions
“specialty” moves,
Although
lighter has some
sort of missile at-
tack (Raiden
shoots lighting,
Kung Lao throws
his razor sharp
hat), they also have
two or three unique power moves. Fortu-
nately, unlike the disappointing Rise oF
TiE Ropors by Time Warner, these
moves are easily accomplished. I didn't
need to have the right timing or good
luck to perform Liu Kang's Bicycle Kick,
I simply had to press the right buttons in
the right order.

To win the game, you'll have to beat
every character, including a clone of
yoursell. Then you'll have to take on Kin-
taro, a four-armed goliath with a grudge.
Beat him and you'll face Shao Kahn, who
is cocky, lightning fast, and initially close
to impossible to beat. Each of these two
superfiends has certain weaknesses,
though, and once you find their Achilles’
tendons, you might even be able to win
the game.

This is an area where MortaL KoMpar
Il earns some distinction. In most other
fighting games, I often hit a wall at some

and

each

Deadly Mist fatality: hold HIGH KICK for 2 seconds, then release
Friendship: two back-down-forward-HIGH KICK
Babality: back-forward-down-HIGH KICK

Friendship: three down-up-LOW KICK

Babality: three down-LOW KICK

Jax

Arm Ripper Fatality: tap block 4 times-PUNCH
Friendship: two down-two up-LOW KICK
Babality: down-up-down-up-LOW KICK

Mileena

Dinner Fatality: hold HIGH KICK for 2 seconds, then release

Friendship: three down-up-HIGH KICK

Babalily: three down-HIGH KICK

Rafden

Supper Uppercut: Fatality: hold PUNCH for 10.seconds (finish round holding

PUNCH)

Friendship: down-back-forward-HIGH KICK
Babality: two down-up-HIGH KICK
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Johnny Mnemonic.
Soon you won’t be able to
get it out of your head.

B

m ""“‘( il Y\— \% » ~

“Best film action in a game yet!” --Johnny Wilson, Computer Gaming World

p—
1

JOHNNY MNEMONIC

A new, groundbreaking CO-ROM game for the PC and MAL.
BHased on the short story and screenplay by William Gibson.
The movie coming to theaters everywhere from TriStar Pictures.

1ing sSoomn.

CREATED WITH

b BIEHEL] BETACAM
; al
FII]PHBRIIII]R = TGITWDEO S IR KTime: ., \Iuhnm.dm 48

1895 Clnn\l'slms Inc. All Rights R 1. Johnny M lsa of CineVisions, Inc. Fealure Film: a Robent Longo Film, a Peter Hoffman, Staffan Ahrenberg and Alliance Ci ications Sony and
B of Sony C I it and the Quill Design logo are trademarks of Sony Electronic Publishing Company. All Rights Reserved. CD-ROM game: E1995 Sony Elactronic Publishing
Company. All Rlnhm Reserved. Computer Code: 019'95 Black Crow Productions, Inc. Propaganda Code and logo are trademarks cl Propaganda Film, Inc. QuickTime and the QuickTime logo are trademarks of Apple Computer,
Inc. used under license, Johnny Mnemenic CD-ROM game s distri by Sony 2400 Broadway, Sulte 550 , Santa Monica, CA 90404.
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point that is so frustratingly difficult T say,
“to hell with it.” Not so with this game.
Although it took me a while to figure out
how to heat both Kintaro and Shaoh
Kahn, I never got to the point of calling
my computer names and wishing it phys-
ical harm. Instead, combat is more like a
puzzle. Once you figure out which moves
and combinations work (and more im-
portantly, which moves don't), things will
get a litle easier, There are five difficulty
levels and 12 characters, so the replay
value of this game is fairly high. And we

haven’t even explored the collection of

“secret” moves.,

SHHHH, SECRET

Part of the long-standing popularity ol

MortaL Kompar has been its abundance
ol “secret” moves. Thanklully, Acclaim
decided to keep all the goodies in the PC
version. Gory “fatality” moves exist, like
Kitana's Kiss of Death, which causes her
opponent to inflate and then explode
into blood and gore all over the sereen.
“Friendship” moves allow your lighter to
offer a peaceful finish, exchanging gilts

instead of blows. For the childish, “Babal-
ity” moves simply turn your opponent
into a baby. In terms of hidden features,
this is just the tip of the iceberg. There
are other secret moves and even some se-
cret characters out there. In fact, there's a
whole cult of crazed lighters document-
ing these hidden features on-line on the
Internet and the commercial services.

So what's wrong with the game?
Frankly, very litle. The program is free
of major bugs, although a few minor ones
do exist. 'The high scores aren’t saved to
disk, which means that even il you win 25
fights in a row, you'll never be able to
prove it to your [riends. There also seems
to be an infrequent problem with joystick
recognition. Every now and then, upon
starting the game, my joystick behaved
erratically. A few people have reported
crash bugs, but I haven’t witnessed a sin-
gle crash in over 30+ hours of gameplay.
And while the game will run on a 33
MI1z machine, it will do so relatively
slowly, even with the detail levels turned
down. For best results, I'd recommend
playing on a high-end 486. Finally, il you

don’t own a four-button gamepad, go
buy one (they sell for around $15). With-
out a pad you'll have one hand on the

joystick and the other on the keyboard—

and that’s no way for a warrior to fight.

When you get right down to it, MORTAL
Kompar II is a rough and tough, macho
action gamers’ game. But more impor-
tantly, it's a whole lot of fun, particularly
when you're fighting a friend. While the
blood and guts might disturb some peo-
ple, those people are hereby warned to
stay a way. For those that remain, the are-
na is taking all-comers, and I've got a
head-butt with all of your names on it. &

THE EDITORS SPEAK

MORTAL KOMBAT II

mamiic MK ¢

PROS An authentic, uncensored
replication of the coin-op game with
great sound and [ast, gory action.
€ONS The grawitous gore will have
the squeamish screaming. High
scores aren't saved to disk.

Live-Action Players Entertain And Teach All At Once!

What's The Deal?

Sit down at the Cowboy Casino. And ploy high-stokes poker
against five wise-cracking card shorps. Your opponents are tough.
A meon Cowboy. Cunning Riverboot Gambler. Sneoky Bundito. Srcastic
Dude. A crazy Prospector and his mule. They insult you. Show no mercy.
Make you lough of your mistokes. But Ace the bartender’s your

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

Published by btelimedaa Sponts, bnc., Two Pedmont Center, Suite 300, Monte, GA 30305,
Phoe (404) 2620000, Fox (404) 261262, InkebiPlay is 0 vegiatered modimark of Intefimedia Sports, bnt.

| Toral l_'u!ﬁv
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fold or bluff. Plus winning strategies for Five-
Cord Draw...Five and Seven-Card Stud...ond
Texos Hold ‘Em. Hundreds of ocfion scenes,
ki PC ~ gieat graphics and sound moke
Multimedia PC  this gome a sure bet. Call
1-800-357-5238 now for nomes
of IntelliPloy® deulers, ond

get Cowboy Casino
in your choice
of Multimedia
PC or 3D0.
And start playing to win.

IntélliPlay

The Mustimedia FC lago is o certfiontion merk of the Mulsmedia PC Marketing Councl, Ine.
300 ond the 300 logo ore trademarks of The 300 Compony.
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NOW MAKE THEM TOAST.

OU HATE THEM. IF REVENGE IS A DISH BEST LOGISCAPE TECHNOLOGY WITH DEEP HORIZON
SERVED COLD, THEN NOTHING IS COOLER THAN ALLOWS YOU TO WREAK HAVOC OVER LAKES,

S EE A LA PR S O P PR (M @ R o MOUNTAINS, AND VALLEYS — ALL IN REAL TIME.
THEY!VE BRED MILLIONS OF HUMANS THE CINEMATIC ANIMATION WITHIN

FOR FOOD. i p——— “I THE 11 MAJOR CAMPAIGNS WILL GIVE

AND NOW IT'S PAYBACK TIME|
STRATEGY, ACTION, 100 MB OF
ANIMATION AND DIGITIZED
SPEECH CREATE AN ENTHRALLING
ATMOSPHERE THAT IS RIPE FOR
YOUR REVENGE.

YOU LOADS OF CHALLENGES BATTLING

- THESE CANNIB-ALIENS.

THEY WANT TO SERVE MAN —

. IT'S UP TO YOU TO STOP THEM. IF YOU
DEMAND SATISFACTION, YOU MUST HAVE
R e REATEE B RSN SO ING

E AVAILABLE FOR PC CD_ROM

Gremlin

Retribution © 1995 Gremlin Interactive Limited. All rights reserved. Front Street Publishing is a trademark of LLS. Gold, Inc.

g o [~ i == =
S

L3

Circle Reader Service #32



REVIEW

The Apple Of

Your Bloodshot Eye

)

MArATHON Goes The Extra Mile To Bring The DOOM Experience To Mac Gamers

by Christopher Breen

IKE DISTANT TRIBAL DRUMS ECHOING
ACROSS THE SERENGETI, MACINTOSH
GAMERS HAVE HEARD THIS INCESSANT
sound: DOOM-DOOM-DOOM,
you're never gonna gel it! DOOM-
DOOM-DOOM-DOOM, you might as well
Jorget it! DOOM-DOOM-DOOM-DOOM.
For a time, this persistent hubbub
caused many an insecure Apple loyalist to
wonder if they made a slight miscalcula-
tion in the computer department. Signs
of this discomfort could be viewed on
many a Mac gaming bulletin board in
message threads titled, Where is Mac-
DOOM?, Why no DOOM for Mac?, and [
Know It's a High Crime, But Should 1 En-
dure the Hellish Interface and Buy a PC Just

For This Friggin® Game?
anron |

There was little
Price: $69.99,

joy in Macville.
But then, like the
3.5" Floppy

first delicate shoots

of March, short, en- Syst_t_!_m_ -
: Requirements:
couraging messages | ganag

~ Macintosh or

| faster (68040
highly recom-

- mended), 3 MB

began to pop up on
these same electron-
ic services: MARA-
THON is Coming. Hold
Out for MararHoN. A
Mac First-Person-Per-
spective-Shoot-"em-U}
Guaranteed to Make
PC Players Envious.
And so we waited.
After months ol
delay, the full version of MARATHON was
released to coincide with January's San
Francisco Macworld Exposition, To cele-
brate, Bungie Software hosted a Kill-a-

later

Chicago, IL
(312) 563-6200
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RAM, 8-bit color manitor, System 6.05 or

# of Players: 1-8 (modem and network)
Protection: One-time serial-number entry
Designer: Jason Jones

Publisher: Bungie Software

Thon where Expo attendees blasted the
bejeezus out of their companions over
several networked Macs in the Bungic
booth. Did MaraTnox live up to the early
hype? Evidenced by the sweat pouring
down the faces of frantic players and the
number of people lined up to purchase
the game, I'd have o say “yes.” Mac play-
ers finally have a texture-mapped, 3-D

diversion that muffles the thrumming of

those [ar-off drums.

THE FIRST STEPS

The game opens as you arrive on the
hangar deck of the interstellar colony
ship U.E.S.C. Marathon. You are a name-
less security officer who discovers that an
alien race, known as the Phior, has invad-
ed the Marathon
with the inten-
tion of enslaving
its occupants. As
il this
enough to take

isn't

your step, you
find that a rogue
computer namecd
Durandal has
annexed  the
ship’s artificial
intelligence sys-
tem. This would
simply be a mi-

nor annoyance if’

it weren't for the fact that Durandal con-
trols the teleportation systems of the ship
and thinks that tossing you into the midst
ol the alien marauders is a real hoot.

1995

the spring out of

Ostensibly, your mission is to defeat
the Phfor, return the Marathon to its
rightful owners, and propel Durandal
from the ship’s computer system. But as
with most games of this type, your real
mission is to tear through the beautifully
rendered, winding corridors; gather an
ever-deadlier inventory of weapons; fig-
ure out how to get from point A to point
B: and annihilate just about anything
that stands in your path.

Whereas Bungie's previous IFPPSEU
(First Person Perspective Shoot ‘Em Up),
PATHWAYS INTO DARKNESS, contained
many of the aforementioned elements, it
felt more like an adventure game: it was
necessary to track down particular items
and solve puzzles in order to proceed
through the levels. Although MaraTHON
has its share ol plot devices and brow-fur-
rowing puzzles, this game relies more on
quick reflexes and dexterous digits.

THE VIEW FROM THE ROAD
As the fine and slightly tart MARATHON
manual explains, “being naked in space
stinks,” so you are attired in the latest fu-
turistic military garb, complete with a Cy-
berhead Helmet that acts as your
interface to the game's world. This inter-
face reflects some of the innovations of
the game and contains such elements as a
View Screen, Shickd Energy Display and
Weapons Manifest. These doodads are
old news to seasoned FPPSEU players,
but wait—they're just the beginning.
Take the Oxygen Level Display, for ex-
ample. Space adventures always seem Lo
assume that there's plenty of clean, fresh



Introducing SimTower.
The World’s Largest Fixer Upper.

Behold the real estate deal of the
century. It's called SimTower™and this
fixer upper can be yours at a price any
red-blooded realtor would kill for. Because
SimTower lets you build your own marvel of
modern architecture. Hotel rooms, restaurants, a
state-of-the-art cineplex—with room for 100 floors, the

SIM mw” sky is virtually the limit.

p But beware: just when you're feel-

ing smug, along comes a five-alarm

The Vertical Empire.

towering inferno. Or a terrorist attack
that rocks your vertical empire right down

to the ground.
And if you think SimTower has a lot of stories,
check out the personal lives of your SimTenants.
Because not only do you control the building, you also

control its inhabitants.

So if you're in the market for the hottest new property
in software games, here’s your chance to get in on the

ground floor.

Available for Windows and Macintosh {runs native on the Power Macintoshl on 3.5 disk or CD-ROM. ©1995 Maxis. Inc. Software ©1995 Yoot Saito. All nghts reserved worldwide.
SimTower is a tradermark and Maxis is a registered rademark of Maxis, Inc. For product or ardering information, contact your locai retailer or call 800-33-MAXIS.
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air about. But let’s face it, a potable at-
mosphere isn't standard cquipment in a
vacuum. MARATHON addresses this condi-
tion by equipping the player’s suit with
an oxygen supply. Additionally, the
game’s designers must have considered
that running and dodging are likely o
deplete this same supply. One particular-
ly tricky level of the game requires that
the player not only slaughter a large
number of baddies, recharge his shiclds,
and navigate a vexing maze, but also to
stop off at inconveniently placed oxygen
pumps to top off the tank. This adds a bit
of spice to the game but, regrettably, as
the rest of the ship's levels are pressur-
ized with nature's best, this is only a fac-
tor on this single level.

MarATHON'S interlace also includes a
Motion Detector. Having this early warn-
ing system may seem like so much pabu-
lum to DOOM players accustomed to
slimy goons springing from behind dark-
ened doorways, but it does allow the play-
er to more carefully plan his next move.
Given that much of the MARATHON envi-
ronment 1s shrouded in eerie darkness,
this tool is almost a necessity. Not that it’s
a complete walkover: the detector indi-
cates only that there is some bad action
nearby. Whether these cooties can be tak-
en out with a sharp uppercut or require
sterner measures such as the SPNKR-
X17 Surface to Surface Rocket is lelt for
the player to discover at his leisure.

Not only are the high-powered
weapons tougher to obtain than in
DOOM, but MARATHON also gives players
more control over the weapons once
they're in hand. T don’t know about you,

but the last time 1 aimed a Tech
.50 Fusion Pistol at a beetle-bod-
ied creep on a high ledge, T had to
move my arm up as well as over.
That's right, MARATHON requires
that you move your weapons on
the x and y axes. Pablum indeed.

Being able to move your
weapon up and down opens up
some intriguing possibilities. Let's
say, [or example, that you have
your shields powered to the max,
you point your M.75 Assault Ri-
fle/Grenade Launcher at the floor,
and [ire ofl a grenade. Yes, you
take some damage, but you are
also propelled up and backward. Now
suppose there’s a low and otherwise inac-
cessible ledge behind you. Grenade hop-
ping, as this technique is known to
MaraTHON hipsters, is mentioned
nowhere in the documentation but is a
skill that one is expected 1o develop if all
locations ol the game—particularly the
secret ones—are 1o he accessed.

RUNNING A MARATHOMN

In addition to the 26 levels (MARNTHON,
26, get it?) of the single-player game,
MARATHON includes 10 network scenar-
ios. Within these scenarios, you can play
cooperatively in teams or as one among a
group of independent warriors. Network
players can also elect to include hostile
aliens, disable motion sensors, and show
the location of all players on a map
overview, Network games can go on as
long as the power holds out or be limited
by time or number of kills.

The game runs on LocalTalk, To-
kenTalk, and Ethernet networks,
and each copy of the game in-
cludes two installations: one for
the full game, plus an extra net-
work install so two people can play
without buying an additional copy.
The latest update lets users play
modem-to-modem via Apple Re-

PESTS ON A PEDESTAL Gamers will experience a Doom-
like atmosphere with Doom-like weirdness in Maration.

mote Access, but the current im-
plementation is unplayably slow,

Although  MARATHON
smoothly on high-powered 68040-
and PowerPC-equipped Macs, its
higher resolution prevents it [rom
exhibiting the breakneck speed
found in DOOM on less capable

Iuins
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BUG OFF Mararvon one ups many 3D action games with
innovations like a motion detector and a digital readout.

machines. Fortunately, Bungie has macde
provisions by making screen resolution,
window size, sound sample rate, and wall
and ceiling textures adjustable [or better
performance.

MARATHON is a remarkable effort, but 1
do have one minor complaint 1o add 1o
that of execrable performance in mo-
dem-to-modem play: in Full Screen
mode, all on-screen indicators and
gauges vanish—you're (lying blind. Al-
though you can quickly switch to a small-
er view with a single key press, the
less-successful FPPSEU SENSORY OVER-
1.0AD handled the problem more elegant-
ly by shrinking these items and placing
them along the edge of the screen.
Bungie should explore this option.

But frankly, that’s a tiny blemish in the
big picture. MARATHON is an absolutely
enthralling and nerve-wracking distrac-
tion as a single-player-game, and it's the
kind of networking experience that caus-
es monthly productivity graphs to take a
decided turn to the south-east. If you
have a Macintosh, you probably already
own this game. I you're a PC user, cat
your heart out. €

THE EDITORS SPEAK

MARATHON

PROS A terrilic first-person-shoot-
‘em-up that contains a reasonable plot
and enough puzzles to cause you to
briefly cool your weapons.

€ONS Playing in Full Screen mode
removes helpful indicators. Crummy
modem-to-modem play.
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attempt
to show the
multimedia
entertainment
of Shanghai: Great
Moments within this
flat space would
be unfair. Showing
snazzy pictures of
our four innovative
puzzle games for
your whole family
wouldn’t capture
the fun. Slick shots
of inventors, artists

and famous couples

from the nine tile
sets would just
irritate your eyes.
Shimmering music
notes, multi-colored
butterflies and
Saturns spinning
off CDs would
only insult your
intelligence.
So, here's 4an
approach we
know you will
appreciate.
Great Moments Demo
o e = ] ~

STRANCTRIATR

You're welcome.

Great Moments ===

Four Multimedia Tile-Matching Games

For your Shanghai: Great Moments IBM CD-ROM demo and 2 coupon for $10 off the complete version,
call 1 (800) 438-9998 or send a check ormoney order for $4.95 (S&H) payable to Activision, along with your name and address to:
SHANGHAI DEMO Dept. CGW, P.O, Box 65605, Salt Lake City, Utah 84165-0605. Offer expires July 31, 1995.

* Ok, its that shipping and handling thing again. You know the routine. You send us $4.95, we send you your "FREE" demao.
But onee you see this demo, you'lbwish you'd paid twice tat (o overnight i

Activision is a registered trademrk antd Shunghai is w trudemark ol Activision, Inc. @ 1995 Activision, Inc. All rights reserved.
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REVIEW

Prince Of

Persplrann

Cﬂpstonc’s ZORRO Likes To See You Sweat

by Charles Ardai

ere’s another one for the §
Melody-Dilferent-Lyrics depart-

ment—and while we're at it,

Same-

proof that Doom is not the only
game that’s being imitated to death these
days. A tough climbing/jumping/fight-
ing/falling/ducking/dodging game set in
Ol' Meh-hee-ko, Capstone's Zorro will
remind you of Broderbund’s exception-
ally fine PRINGE OF PERSIA games, right

¢ u

down to some of the particular anima-
tions it employs.

Zorro hangs from ledges just like your

character in Prince oF Persia does. He
Jjumps and runs and hoists himself up

onto platforms
ZoRrRRro

just  like the

Prince does. [le  Price: $59.95,
draws a sword  GD-ROM

s shches: it System

4nQ 5145DES; | Requirements:

about like the
Prince. He even

IBM compatible
386/33 or better
(486 highly rec-
ommended),
VGA/SVGA graph-
ics, 4 MB.RAM,
5 MB hard drive

crumples in a
bloody heap at
the bottom of
deep  pits in
much the way
his accident-
prone predeces-
The
only animations
that are really
novel, in lact, are Zorro’s cracking ol his
long, black whip (a nice bit of business)
and the way he keeps taking off his hat

sound cards.
Protection: None
sor did. Publisher: Capstone
Miami, FL

(305) 373-7700

between encounters to wipe the sweat oll

his forehead.
Funny, he never seemed to sweat in

the old serials.

'space, CD-ROM; supports most major

Designers: Kelcey Simpson

Ol course, in the old serials he never
ran into the sort of situations he linds in
this game. There were deathtraps in the
movies, even deathtraps galore, but this
game takes things way past the “galore”
point. Very much in the style of Prince
OF PERSIA, ZORRO oflers several ways for
you to die, or at least to lose some of the
eight “health points” with which you start
the game, on every screen.

It also offers you a CD-ROM-sized
helping of video scenes featuring actors
standing around impoverished-looking
sets and dishing out long mouthfuls of
expositionary dialogue. It appears that
Evil Senor Cortez
(who how
mean he is by beat-
ing his wile, cutting
ofl a monk’s fingers,
and not speaking
Latin) has gotten his

shows

hands on a map that
points the way to a
cache of church-
gold. He
knows the hoard be-
longs to the now
cight-lingered padre,

owned

but will he respect

this sacred claim of

ownership? No, siree,

not without our hero showing up to give
him a good whupping.

So, there's a plot, after a fashion, and

Jjust enough acting to put it over. One as-

sumes that whomever Steven Spielberg
casts for the big-budget Zorro fick he’s
putting together will do a better job with

116 COMPUTER GAMING WORLD « MAY 1995

the role than David Lugo, who wears the
mustache and mask ol Don Diego here.
He'll also come up with sets that don't
look like a card table plopped in front of
a backdrop and matte paintings that
don’t look like a cross between Frederic

Remington and Jim Steranko. For now,
however, fans of the Zorro myth or of the
PrINCE OF PERSIA game paradigm will not
find themselves too disappointed with
Capstone's slightly cheesy (and heavily
derivative) version of the old story.

CATCHING SOME ZS

Get past the opening mini-movie and
you'll find yourself in a semi-abandoned
mine, the first of the game’s many simi-
lar-looking locations. Why the mine has
been abandoned is something of a mys-
tery, since gold bars are still scattered
around here and there; equally mysteri-
ous, you can run and jump just fine even
alter you've tucked a good number of
these mammoth into your
trousers. Videogame logic—go ligure.

Side by side with the gold, you'll find a
small number of large, glittering 7Zs, the
equivalent of PRINCE OF PERSIA'S curative

ingots

potions. The Zs are typically tucked away
in some hard-to-reach spot, so that the
damage they heal is likely to be damage
you incurred trying to get to them, but
no matter. They're this game’s version of
a brass ring and your job is to grab them.

Also tucked away in the mine's various
crooks and crevices are tripwires that acti-
ate what look like harpoon-launchers
and Gatling guns (I assume that's not
what they're supposed to be, but what the
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hell, you end up just as dead if you walk
in front of them), as well as booby traps
ol an even more devious nature. One of
the most common is a uni-directional ro-
tating plank: step onto one side of it and
you're fine, but step over to the other
side and the whole thing spins out [rom
under you, leaving you plummeting to al-
most certain doom,

Along with such inanimate traps are
plenty of animate menaces: hardy, buck-
skin-clad frontiersmen, [risky Mexican
soldiers with long, pointy bayonets, and
other similarly ill-tempered wretches
hoping to a take piece out of your hide.
Keep them at a distance and you have a
prayer of whipping them to death (which
is a good deal of fun, I blush to admit);
let them get within striking distance and
you'll have to have a swordfight (which is
less [un, since sword combalt here is awk-
ward and a good deal harder to pick up
than in PRINCE OF PERSIA).

Kill enough banditos, collect enough

EN GARDE, BANDITO! Zorro makes quick work of an hombre guarding the Lode
del Madre in an abandoned mine.

works better than in PRINCE
oF PERSIA, less frequently re-
quiring you lo retrace your
steps through long, deadly
gauntlets that you've already
gone through once before,
There is also no limit (as lar
as | could rell) 1o the num-
ber of times you can die and
starl over again from where
you lelt off, even without
saving. So, you learn quickly
not to be reluctant to try a
move that is likely to leave
Zorro either wounded or dead. Which is a
good thing, since there is no way to get
ofl' even the very first screen without hurt-
ing yoursell.

‘E IS FOR ZIRCOMNILIN

For all that is good aboul it, ZORRO is
not a gem—glittering, hard-faceted,
priceless, and rare—the way PRINCE OF
PErsiA was. [U's not even a diamond in the
rough. Like
one ol those
cubic zirconi-
um rings they
sell  on  the
Home Shop-
ping Network,
it looks an aw-
ful lot like the
real thing, and
maybe could
even lool an
untrained eye,
but in the final
analysis iU's not
worth the same

treasure, evade enough traps, and pick
your way far enough through the maze of
precariously connected ledges and pas-
sageways and you'll find yourself in Level
Two...which is an awlul lot like Level
One, only more so. I PRINCE OF PERSIA
was a game for masochists, ZORRO is even
more punishing. The levels are huge,
and though lacking the malevolent clev-
erness in construction that PRINCE OF
Persia author Jordan Mechner brought
to bear, they make up for the missing

cleverness with a double helping of

malevolence.
Fortunately, the “save game” lunction

amount at all.
To use another analogy, it's a litde like a
photocopy made from a crisp, clean orig-
inal: the graphics are similar but cruder,
the conirols are similar but stiffer, the
suspense is still there...but it’s not the
same.

Part of the problem is that the game is
harder to play, not lor good reasons but
because some of PRINCE OF PERSIA's subtle
elegances are missing. It can be hard o
line Zorro up underneath a ledge he
needs to cimb up to, for instance, so ci-
ther you end up walking him back and
forth until you get the positioning just
right, or you have to have him jump with
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WHIP IT GOOD Zorro's not only master of the blade, but he's
pretty handy with the whip too.

his arms extended over his head again
and again until he stumbles across the
“sweet” spot that lets you ascend.

There’s no way to deliberately creep
forward, as opposed o just walking, to
make it easier to avoid traps. When Zorro
drops [rom a higher level to a lower one,
it's hard to make him let go at just the
right time. In swordfights, it's hard to see

Just when to strike and when to parry.

Then, too, there is the matter ol the
graphics. The full-motion video inter-
lucles are a nice touch, but the graphics
during the game itself are disappointing,
lacking the clean, neat lines and striking
color contrasts found in Persia. The
characters here have jagged outlines, and
one adobe-colored scene tends to blend
into another.

Capstone made a good choice picking
its storyline—what better adventure yarn
to counter the Arabian Nights with than
Zorro, assuming the Indiana Jones li-
cense was tied up?—and on the whole
the designers have comported them-
sclves well, Zorro is a solid, presentable,
only occasionally annoying game. But un-
like both its namesake and the game that
inspired it, the stull of legend it's not. €&

THE EDITORS SPEAK

ZORRO

..‘:f.--a I
S Collie) -
ramine M Lok

PROS Onc of the better PRINCE OF
PERSIA imitators oul there, with a
novel setting, a much-loved main
character, and tough gameplay.
€ONS The toughness sometimes
comes [rom design [laws, and the fa-
miliarity of the whole exercise robs it
of some of'its potency.
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only one thing can awaken the horror.
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Robin Morales believes in evil,
She wrails it lor a living,
But now she's vanished in the Staul mansion,

where a madman once perlecied murder.

Too bad you don't believe in anything.

Because you're going in after her.

With over an hour of live-action video,

faster and smoother graphics, high quality,

full motion video without any additional hardware
recquired, an all-new trail of sophisticated, psychological
terror and more diverse games, puzzles and quests,

The 14th Hour. The seqque to The 7t Guest™ bests

any interactive game on the market,
Tt should.

It's the successor w the most successtul and acclaimed
PC CD-ROM game ever made
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Batter Up 364
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'GENESIS 32X SYSTEM' Genesis 32X will tum your
existing Genosis & Sega CD info state-ol-the-arl
machines! Features crisper & smoother video foolaga
that have never been seen at home,

£89

‘TROY AIKMAN
NFLFOOTBALL'
Awhcle new stan-
dard for video
football games!
Over 50 gama sit-
vations and 174
programmed
plays including
some from the
Cowboy's play-
book.  Features
avery NFL player
names, numbers,
stats and 5 play
modes, Jag 562

‘NBA

JAM:
TOURNAMENT

'‘ROAD RASH 3’
Tha smash hit is
backand it's nas-
tier than ever.
Race against 7
countries with 5
new weapons lo
find, borrow or
steal including a
cattle prod and a
crow bar giving
you a total of 7.
All new graph-
lcs and car-
bleeding sound
offects. 562

OVERNIGHT SHIPPING in US 54 per order. Mall
to Canada, PR, HI, AK, APO, FPO 84 per order.
Worldwide airmail $6. per item. Handling 52 per

shipment. Hardyrare orders may require addition-
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COLLEGE
BASKETBALL'
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lege hoops strate-
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Watch out below!
32 top college
teams and 8 al-
ime  champi-
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choose from. 554

‘300 SYSTEM' The interactive multiplayer attaches
fo your color lelevision and slereo equipment.
Foatunes full screen, ful color video playback and full
compatibiity with audio, pholo and video CDs.  $399
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“l can’t shake him!” Cries your wing m
as the MiG matches his every move.

Fearlessly, you push the ThrustMaster. F-16 TQS~
throttlie forward and your Falcon roars to the
rescue.

The force of acceleration slams you into the
ejection seat as you tear through the sky. Your
skilled fingers dance over the fully programmable
switches as your thumb works the TQS« trackball.

I,

Your other hand tightens around the ThrustMaster. F-16
FLCS~ stick as you maneuver behind your enemy.

Suddenly, the MiG falls into the funnel of your HUD.
Squeezing the trigger, a lethal hail of cannon fire rips
through his ship - sending him down in flames.

Unlimited Programmability
Unparalleled Performance
Uncompromising Reality

THRUSTMASTER.
THE REALITY SPECIALISTS

10150 SW NIMBUS AVENUE PORTLAND, OR. 97223-4337 PHONE (503)639-3200 FAX (503)620-8094
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DoxN™1  nare
ME FOR BEING
LUCKY. DB

last October |
was sitling al
my desk al
work, minding
my own business, when [ got a call from an Air
Force PR officer. *How would you like 1o vicdle in
an F-152" he asked. My first reaction, of course,
was (0 hang up and go lind the co-worker with
the sick sense ol humor. But it turned out that
the guy on the other end of the line was a press
liaison for the Air Force, and he was arranging
press rides for the upcoming William Tell exer-
cise at Tyndall AFB in Florida. Of course, being
the responsible
Journalist T am, 1
felt it was my duty
to take him up on
his offer. Only so 1
could report the
experience Lo
you lolks—real-
ly.

Okay, so mayhe
the fact thar 've
been an aviation
e nut since I lirst
' flew

commercial at age
three hael a livle to
do with it. Perhaps
having  logged
hundreds ol simu-
lated Mying hours
since the day 1 first
spotted Sublogic’s

Aint Nothing
e Real Thing

Flying flight sims is one thing, but flying a real F-15D is
quite another, as Denny Atkin was lucky enough to
discover one glorious day at Florida’s Tyndall AFB.

FriGir Simvraror on an Apple I back in 1982
influenced my decision just a bit as well. At any
rate, I arvived at Tyndall 1o find the flight line
fillee with dozens ol F-15s and I-16s, as well as a
squadron of Canadian CF-18s. And the back
seal of one of those planes was going to be mine
for an hour. This was a simulator nut’s nirvana,
and I'was incredibly excited, but also more ner-
vous than a novice installing a multimedia kit.

Alier a4 morning of egress training, it was time
to {ly. The second the afterburners cur in, 1 real-
ized that I'd never quite feel the same way abowt
(light sims again. No matter how much more so-
phisticated the graphics and sounds get, and no
matter how much realism is eventually packed
into the flight model, there’s just no way you're
going to experience those G
forces sitting in ront ol a
personal computer,

We shot into the sky at a
45-degree angle and formed
up with another F-151. As we
Sslid within a lew feet of the

other fighter, I realized the
second-biggest diflerence be-
tween the sim expe-

rience  and
« the  real
thing—situ-
ational aware-

ness. Riding high
A in my scat under
the F-15"s huge bubble
canopy, [ was allorded an
incredible panoramic
view. Checking six was
Just a matter of twisting in
iy seat (although that's no
small task with the helmet, G
suit, and chute straps restrict-
ing movement).

Alter a bit of formation [ly-
ing, we engaged the other jet

[ ike
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DENNY ATKIN
RECOUNTS HIS
EXPERIENCE
ABOARD AN F-15,
AND HOW IT
RELATES TO
SIMULATED

WORLDS

by Denny Atkin
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in some basic
combat manen-
vers, just trying
to get on each
other’s tail. At
one point we
pulled 7.8 Gs,
and 1 started 1o
gray out. One
thing you don’t
realize when
flying sims is
how much el-
fort is spemt
trying Lo stay
conscious dur-
ing combat
maneuvers.
The G suit alone isn’t enough to keep
you conscious—you also have to tighten
the muscles in your lower body 1o help
restrict blood low, and do special breath-
ing exercises o keep the brain oxygenat-
ed.

Aside from the G forees and the great
view, though, the flight was much as I'd
come to expect from my sim experiences.
The pilot allowed me o take the controls
and execute some turns and rolls. Those
maneuvers felt just as 1 expected them 1o,
except the plane responded a bit quicker
than most of the simulated aireraft I've
lown. The instrumentation and controls
were easily understood, and the joystick
looked and felt a lot like my Thrustmas-
ter I'CS.

Far too soon, the flight was over. We
did a few touch-and-goes on the Tyndall
runway and then set down, Landing ap-
peared less challenging than the typical
simulator ouchdown, since the excellent
view from the F-15D's bubble canopy al-
lows you to get a good visual fix on your
altitude. 1 climbed down from the Mach
2.5 jet exhilarated at the experience, and
simultaneously disappointed that it was
very likely the only chance I would ever
have to do anything that thrilling.

SIMULATED REALITY

I came away from the F-15 experience
realizing that PC-based sims aren’t likely
to capture the full feel of flying a real
lighter jet—unless you can convinee a
roller-coaster operator to let you bring
vour laptop aboard. But I was simultane-
ously impressed with how well sims had
prepared me for reading all the jet’s in-
struments, understanding the various
flight modles, and even controlling the
plane, Now that sim designers are coding

NOT YOUR FATHER'S FALCON One of Faccon 4's authentically-
rendered cockpits sports the F-16C’s distinctive dual multi-
function displays, which help facilitate pilot workload.

for fast 486
and Pentium
machines,
simulated air-
craft are llying
more and
more like the
real things.
And they're
are only going
to get better. |
talked to
Spectrum
HoloByte's
Steve
Blankenship,
product man-
ager lor FaL-
con 4, as well as Matt Shaw, who's
helping develop Jaeger's FicHTER DUEL,
about the increased realism we can ex-
pect in upcoming sims,

Blankenship says two lactors have al-
lowed Spectrum to create a more sophis-
ticated, realistic simulation: The increase
in power ol computers, as well as the
company’s growing experience in simula-
tion development.
“We can do quite a bit
more in FALCON 4.
Part ol the reason this
stufl wasn’t done in
FAaLCON 3 1s some of
the limitations ol the
time, like it had to run
on a 286. Were we
writing for the defense
industry on SGI Reali-
ty Engines, we could
have pretty cool every-
thing. You have to bal-
ance it all within what
marketing says are
reasonable limits for
your target audience,”  ——
he says, For Spectrum, that target audi-
ence will see the 486/66 as middle-ol-the-
road, with a 486/33 as absolute minimum
hardware.

But practice and a wider knowledge
base also play a part. "We've learned a lot
and come a long way. We've made some
great contacts with the military communi-
ty, who have opened some of their doors
to us,” he says, “That’s enabled us to learn
how radar nets work, how a pilot would
interpret various signals on their threat
gear or on radar, and make use of them.”

Spectrum has also gone to the folks
who fly the real hardware for advice. "We
work very closely with several F-16 pi-

a s
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lots,” he explains. “We've been out to
Nellis Air Force Base and witnessed their
ACMI (Air Combat Maneuvering Instru-
mentation) room and tactics, and seen
how that all lits together into a plan.
We've worked with the pilots in terms of
functionality and feel.” Of course, trans-
lating that advice into better program
code is still a challenge. "Pilots won't tell
you ‘oh, it has this Sin/Cos equation
equivalent,”” Blankenship explains.
“They yank it back and say ‘it feels a litle
sluggish here, it feels pretty good there.™

Matt Shaw and Bill Manders at Jaeger
Software are ereating an enhanced PC
version of Fiourer DueL, a highly realis-
tic head-to-head World War I1 air-combat
game that debuted on the Amiga. It can
be a bit harder to find pilots who've flown
Corsairs and Spitlires, but Shaw says
Jaeger has beta testers who've lown
many of the planes in the game. Shaw
and company have visited the Smithsoni-
an’s Garber lacility to better document
the performance of the aircralt in the
simulation. “Those guys [at Garber] are
Mlight simulator fanatics,” Shaw says.

VIEW TO A THRILL With state of the art advances in real-time 3D object
rendering and terrain generation, flight sims like Fatcon 4 are looking
more real than ever.

"'I"]l{:)-' were ragging on me to add more
realism,” Pretty demanding, since FiGir-
ER DUEL's realistic modeling of factors
such as torque and inertia has sent many
veteran sim fans sanrying back to virtual
Might school.

Both companies have [ound that the
faster, more powertul hardware has al-
lowed them to add a new level ol realism
to their sims. The challenge is finding a
balance, “Basically, if" it's not fun, we
don’t do it,” says Blankenship. “If you
have to set all your circuit breakers, ad-

Just your exhaust gas temperature, and

[check] your cross-leed valves in your fuel
system—that’s something a pilot has to



BAO Publishing

Presents the Complete PC Aviation Expetience.

BAO Publishing, developers of Microsoft® Flight Simulator™ presents the
ultimate flight simulation experience with BAO’s Europe 1, Las Vegas Scenery,
Flight Simulator Flight Shop and Tower, the most realistic ATC simulation available.

Feel the tension mount (and the sweat start) as you direct heavy traffic from the tower at Chicago’s
O'Hare airport; take a chance and play the odds in Vegas as you complete a fly-by of the casinos and
surrounding desert; proudly step back and admire your latest plane design with custom colors and graphics

all ready for her maiden customized flight adventure or fly the Alps and discover Europe from the air.
All this and more is possible with BAO. File your flight plan today and start your adventure.

"A sure bet for
computer pilots
who demand
realistic scenery”
—(Greg Harris,
Editor of
Full Throttle

Challenge your skills with a fly-by of Hoover
Dam and other famous Las Vegas landmarks.

Las Vegas Scenery offers you startling, realistic,
3D-level detail of Las Vegas and the surrounding
desert. The scenery combines actual satellite
images with special aerial and ground-base
photography to faithfully recreate more than 4,000 square miles of the
Nevada landscape. Tour scenic Lake Mead, the famous Vegas “Strip” or
catch a stunning view of Hoover Dam, one of the man-made wonders of
the world. You set the itinerary.

An easy-lo-use (windows-based) aircraft
factory lets you design your own plane.

Flight Simulator Flight Shop puts the tools in
your hands. You build, customize and paint
your own planes and a flight dynamics editor

Share your designs with other flight enthusiasts through BBS's such as
CompuServe®. Create your own flight plan and send it to the built-in
Flight Service Station (FSS) and then hop in your flight simulator
airplane for an ATC controlled flight.
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Europe I includes over 100 airports with
taxiways, moving objects, unique buildings
and approach lights.

Eurape I'lets you explore from the air the scenic
countries of Germany, Austria, Switzerland and

[ —————

the Netherlands. You'll discover beautiful cities

like Berlin, Munich, Vienna, Geneva and Amsterdam. All major roads,
waterways, lakes, cities, the Alps and landmarks are realistically recreated
including all IFR/VER airports. Experience Europe from your own cockpit.

"Best of Show"
at C.ES.
—Awarded by
Game Bytes
Magazine

You'll calmly choreograph the movement of
incoming and outgoing air traffic high
above Chicago’s O'Hare airport.

With Tower the responsibility is all yours! As
a tower controller, thousands of passengers

=

will rely an your ability to make split-second

allows you to specify the flying characteristics.

decisions. You'll handle realistic aircraft takeofls, landings and ground
movements through a 360 degree panable window view, Based on FAA
and Transport Canada’s professional training simulation software,
Tower puts you in the middle of all the action,

See your local retailer or call:

(217) 356-0188

for more information
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do, but it's no fun.” Still, FaLcon 4 will re-
alistically model the entire electronics
suite ol a real F-16, something that you
won't be able to just pop in and use with-
out careful study. So Spectrum has in-
cluded a sort of virtual flight school in the

game. “We'll have, at the lower levels of

the game, the ability to put you in the
cockpit and say ‘here’s how you bomb a

target,” Blankenship explains. “You

SURPRISE ATTACK Jaeger Software returns to the PC with its Ficuter
Duet, which aims to please hard-core sim buffs with more realistic

flight modeling.

watch it, and you see why the plane does
what it does, and you see how to make it
do that in terms of diving or turning or
accelerating or whatever, and then how

to release the weapons, Coming out of

our Nellis training grounds, you'll know
how to control the aircraft and deliver all
the weapons,”

Still, there are some who just want to
grab the joystick and start shooting.
Rather than creating a mode that dumbs
down Farcon, Spectrum has instead cre-
ated a less complex line of simulations for
the beginning pilot. Tor Gux, Blanken-
ship says, is targeted at fliers who want
“the yank-and-bank kind of fun.” Jacger
allows novice pilots to start in the air, with
a simplified flight model. “We have real-
istic gunnery,” Shaw adds, “but you can
turn it ofl"il you want laser-style shots.”

Now that flight models and enemy Al
are both pretty darned realistic, the com-
panies are turning toward making the au-
dio-visual experience more authentic,

Eventually the limited-view problem of

PC sims may be addressed by virtual-real-
ity gogeles, but Blankenship feels thai
current models are too slow, too limited
in resolution, and oo expensive to be vi-
able for FaLcon 4. Right now Spectrum is
concentrating on making the monitor
views work as naturally as possible.

“We're putting a lot of thought into the
view system. Whether that includes a vir-

wal cockpit or a padlock or a variety of

views like AIR WARRIOR, we just haven't
quite settled on one yet,” Blankenship
says. “IU's very critical that you be able to

gain situational awareness, but because of

the view limitations—and the machina-
tions you have to make with the keyboard
or the joysticks to get those views—there's
big tradeolls there.”

Jaeger's original ver-
sion ol FiGHTER DUEL
included an innovative
mouse-controlled view-
panning system. While
it was very flexible, giv-
ing you greal coverage
ol all areas ol the sky,
Jaeger realized in some
ways the full freedom
of movement was actu-
ally less realistic. “In a
real plane, you don’t
really scan like [you
can| with the mouse
view. Your eyes move
more like a view key—
they skip over, and then
you refocus again,” Shaw says, “That’s
hard to simulate. So in some ways the
view keys are very appropriate.”

Sound is important for situational
awareness as well. “There’s also a number
ol subtle audio clues
that are not included
with  most pro-
grams,” says Shaw.
“Things such as the
prop loading, which
we have in FIGHTER
DuEL. You can [eel
when a plane is
about to stall, but
there’s also a change
in the sound when
the plane’s about to
stall. There normally
is a certain whoosh
going past the wings,
but that stops, be-
cause the air's being
disturbed—it’s no
longer flowing over
the wing—and
you're not getting that whoosh from the
Venturi effect of the wing lift.”

Spectrum has always been goad at cre-
ating a realistic in-cockpit situation, and
now the company wants to extend that so
that you won't suddenly be jarred back

target.
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“TALKTD ME GOOSE!" For those who just want to hop in a jet and live out
their Top Gun fantasies, Spectrum HoloByte’s Tor Gun ought to be right on

into the reality that you're using a com-
puter once you've landed. “There’s going
to be a video interface, and 1 think that'll
be pretty exciting,” Blankenship says.” It
gives you a first-person perspective—
you're a pilot in the squadron, and you
go through the base, into the diflerent
rooms, and do what you need to do in
preparation for a flight. The idea being
that we didn’t want to break the lirst-per-
son perspective—the difference is typi-
cally so glaring between the sim and the
interface.”

Having now been at the stick in an I-15
in addition to a Mooney 231 and a Twin
Cessna, I'm even more impressed with the
level of detail and realism in the current
crop ol simulations, and I can’t wait for
what's to come, as faster processors allow
photorealistic graphics, and as new add-
ons bring VR goggles and controls with
tactile feedback into the realm of feasibili-
ty. But how realistic should sims get? “You
hear arguments all the time about how
nobody wants the realism,” says Shaw.
“They say if you put it in the game you're

just killing yourself in the market. But

there are @ lot of people in the PC market,
so there’s probably a sizable number of
people who do want the realism,”

He's probably right. In fact, I'd imag-
ine there are even a few sim pilots out
there who won't be happy until the pro-
grams support multimedia scent cards to

oo

get that new-plane smell part of the expe-
rience down right. But in the meantime,
those of us with more realistic expecta-
tions can look forward to climbing the re-
alism curve as upcoming sims get hetter
and better. €
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STRATEGY

The Savage Beast

The Road To The Winner’s Circle In NASCAR Racing Is Paved With Oily Wrenches

by Gordon Gohle

HE WEATHER WAS UNSETTLED AND 50

WAS MY STOMACH AS [ HEADED OU

THAT SUNDAY MORNING—T00 MUCH

pre-race celebration had seen to
that. My name’s Johnny Speed, and my
game is driving, driving fast.

[ didn't give a crap about the
lousy weather, because today I was
goin’ indoor racing—Papyrus’
NASCAR RacING to be exact. |
had heard of a guy who could set
up cars like nobody's business, and
if I could put up with his gulf, he'd
make my job a hell of a lot casier.
His name was Rick, and they said
he was pretty good with a wrench,
and with the dames too...my kinda
guy. I met him and we didn’t kill
cach other right away, so I figured
he'd be okay.

We wanted to set up two kinds of
cars—one that'd get us a screaming
fast lap, and one that'd keep us
near the front through a full race
without burnin’ up the rubber. The first
part would be tough, the second tougher
since we were gonna run against 100%
competition, and there were no wankers
in that group.

To prove our worth, we'd have to show
some variety, a little scope, a little range.

Since NASCAR RACING is a bunch of

short ovals, a bunch of long ovals, and
one road course, we knew that making
our mark at one track wouldn’'t he
enough. We'd have 1o go for two.

[t el [ 82 Loyl |

INT1216216 216,227 227 227

STORMIN' GORDON WINS AGAIN! Johnny Speed flaunts his perfect
car set-up (and consistent driving) by breezing to a win at
Martinsville. Tire temps indicate even heat across the meat.

Rick was hemming and hawing, but af-
ter I slapped him around a bit, he agreed
to my track choices. I'd been workin® on
my own full race set-up at the big 1.5
mile Atlanta oval, so it was in as our long
track, and we picked the almost flat Mar-
tinsville hall-miler, too, just ‘cause it's
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short and hellish—kinda like my sister.

Before we hit the garage, Rick babbled
on for a while about car set-ups in gener-
al, and damned if he didn't make some
sense. My reliel driver (we'll call him
Andy) and I knew a littde, 100, so
we started scratchin® notes—me
on the back of cigarette packs,
Rick and Andy on old betting
slips. Here’s what we wrote and
here’s what we did, with assistance
from Rick’s latest dolllace, an
English teacher fer cryin® out loud.
So the words get a little fancier
from here on in,

THE PHYSICS OF ROAD,
RUBBER AND 700
HORSES

If you want to travel with the
NASCAR [ront-runners, you've
got to understand how and where
the rubber meets the road, why a

RR

car can feel great one minute
then drive like a dumptruck just a few
laps later, and how modifying one setting
may well have an undesirable side elfect
on another, In short, computer drivers
must now hecome mechanics and physi-
cists 10o.
Fortunately, Papyrus has helped make

Fhotas courtesy of Papyrus



the whole procedure a little easier.
NASCAR RacING comes with an in-depth
manual that provides a decent tutorial on
this very subject, and furthermore, each
NASCAR wrack comes with several “de-
fault” cars, of which the “Qualifying and
“Ace” machines are generally a good, rel-
atively fast yet neutral beginning, And
neatrality is what you'll want to start off
with as you begin to explore the limits of
adhesion and horsepower, and come up
with a solid driving style.

This brings us to a very important
point, one that must be taken to heart.
Without doubt, the most effective set-up
weapon you'll ever have is your driving
style. Squealing rubber, early tire wear,
and slow straightaway speed may well be
attributed to the driver, not his set-up.
The one constant in NASCAR is “the
need for good exit speed,” and iUl take a
smooth approach to get it right.

Fly into a tirn as hot as you want, but i’
your entrance, turn-in, and cresting
points adversely affect your exit speed,
that lap will hardly be worth the effort.
IU's a difficult thing to judge in a comput-
er simulation, as moving pixels simply
can't duplicate the G's one would feel if
behind the wheel of the real thing. But a
smooth, constant drive will win out in the
end. At Martinsville, for example, watch-
ing the speedo fall below 70 mph in mid-
turn is not a pleasant sight, but that's
where it should be in order to get the car
cranked up again lor a fast shot down the
straight. Please remember, then, that this
advice and these set-ups are presented
under the assumption that one's driving
adheres 1o these principles, and is, by all
means, consistent.

Begin by choosing a chassis. They say
Ford has more downforce in the front,
Chevy more in the rear, while the Pontiac
is balanced fore and aft, and extensive
testing seems (o bear that out. However,
the aerodynamic difference is minimal.
Spending all day on chassis changes is
not recommended. Sullice it w say that
the Ford is marginally less “wwitchy,” and
therelore may be the prelerred choice for
short ovals. As for the tres? Well, we
stuck with Goodyear from start to finish,
as Hoosier just isn't in the real life
NASCAR race anymore. But if you want a
little more stick and a little less lile, go

with Hoosiers.

When first on the track with your Pa-
pyrus-supplied “Qual” car, start by find-
ing a smooth, consistent groove and
driving rhythm, one that lets you lay low
in the turns, swing out to the outside wall,
and keeps tire squeal to a minimum.
Watch the tach and speedometer, but
keep abreast of what's happening outside
the car as well. Wateh [or markers—sign-
posts, trees, anything—that'll help you
determine the ideal braking or accelera-
tion point. Monitor what the computer

guys are doing, and always remember to
allow a lew Iaps for the tires to come up
to temperature. (Don't forget to opt for a
pace lap during any racing efforts—this
will help raise the tire temps so the com-
puter cars don’t have an even greater ad-
vantage oll the start).

TINKER TIME

Whether you're out to beat the clock on
that one glorious orbit, or in scarch of a
durable long-term performer, there are
many similarities in setting up cars he-

CORNERING TECHNIQUE

"‘bllsnp view'to analyze your
l:omenng techniqte. A good tum-in spat at
Martinsville is just after the end of the big red
“MARTINSVILLE SPEEDWAY" sign on the outer wall,

he ﬂymg now’ wﬂ the throttle w!da open

MAY 1995

Try to be inside the edge of the cement section by
the time it appears. The author's hideous-looking
magenta caris trailing by several car lengths, but
not for long.

Blimp

Hang in there and stay low. As you can see, the #1
car of Rick Mast has come out far too early and is
losing a lot of ground. Ease the throttle back to life.

After completing. a properiy executed corner, the
author's car rides hot on the leader’s tail. Anyone
for.a little bump-drafting?

*» COMPUTER GAMING WORLD 129




tween the two. Generally, creating a
screamin’ demon for that record-setting
lap is a good start and that's what we did.
Later, it was “de-tuned” into a decent
full-race car—one that didn’t reach tire
burn-out hallivay to a pit stop.

There is no magie answer to the set-up
riddle, and undoubtedly some backtrack-
ing will occur as settings change, but gen-
erally you'll want to check out the gear
ratios first. Il you're red-lining near the
end of the straights, you're wasting time.
Rick calls NASCAR cars “torquey,” and
it’s certainly true that there’s a lot more
speed happening at 8,000 rpm than at
9,000. You should also assume that with
additional modifications the car is only
going to get faster, so don't be alraid to
give yoursell some room by lengthening
the top gear.

When you've made your initial gear sc-
lection, note the facts and figures on a
picce of paper or save it to disk, This is a
procedure that should be followed after
cach alteration, as car prep can get pretty
darn complicated in a short period of
time, Lven more importantly, never ever

Is she real,
or is she virtual?

GIRLFRIEND

make more than one change at a time
without testing first, or soon you'll be won-
dering just which adjustment did what.
You'll undoubtedly be re-gearing later
as the car improves, but if you're happy
with your top-end speed, it’s probably a
good time to take a gander at your tire

temperatures. Later, as you're gunning
for a long-distance machine, tire temper-
atures will play an even more critical role,

This game is so real,
you’d better break out the

aftershave!

Who says Artificial Intelligence (AI) has to
be boring? Does Virtual Reality (VR) always
involve killing? Are you tired of the “inter-
active" buzzword hype? Then it's time for you
to wake up to some real interactive All

Here's what serious gamers are saying about
the Girlfriend™ interactive virtual women:

"Undoubtedly the best Al program 1 have
ever uyed...", and "Exceeds my expectations by
leaps and bounds...", or "Since I met Girl-
friend Teri, | have become an Al junkie...", and

"One of the few I haven'tdeleted after a week”  for info on adult personaliries!
709 Lingco #106, Depr CG505, Richardson, TX 75081

Girlfriend has our trademarked Intelligent
User Interface™ (1UI) that allows her to talk,
listen, think, and remember. No other game has
Al on this scale. You'll think she's alive!

There are several different personalitics to
choose [rom - some with full motion! Call our
Order Line for details, or ask for a free catalog
of all the personalities, rated G toAdult! Put an
artificially intelligent Girlfriend in your compu-

ter - then put on the aftershave!
=
AV

Priced from $39.95. Circle 260
Corporation

(800) 324-2487
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UNDER PRESSURE Proper tire inflation is a critical aspect in racing.
But it's easier to get an edge in NASCAR: inflate the tires to 60 psi at
Talladega, stiffen the right side shocks, and you'll smoke everyone.

but it’s a good idea to run a few laps now
and see what they're doing. Hitting the
I'4 key will bring the temperatures into
view as you're running, and that's good
because cold temperatures are of no use.

Temperatures are shown across the
width of each tire, and ideally, the inside,
middle and outer
temperatures of cach
tire should be equal.
That doesn’t mean
each tire should be
the same tempera-
ture, just the readings
across each slab of
rubber. If one portion
of the tire is consider-
ably warmer, that tire
is not contacting the
ground as it should.
Increasing tire pres-
sure will bulge the
tire's center (and
cause you to travel
much faster down the really long
straights of Talladega or Michigan), while
deflating will cause the center to sag. A
modicum of pressure adjustments can be
made now, but save the drastic stuff for

later, when working on a lull-race dis-
tance car.

Now try overdriving the car through
the turns. What does it do? Is there a
“pendulum effect” as it swings out of
turns, or does it want to drive straight up
and into the outside wall. A “loose” car
will kick its back end around, and al-
though this may indicate a need for more
weight in the rear, making the back end
heavier may just add to the kick-out mo-
mentum. This is where things start to get
real tricky, and time-consuming.

Stagger (adding larger diameter tires
to the outside wheels to compensate for
the extra distance they must travel
around a turn) is a good place 1o start
some serious “dialing in” of your car. Ide-
ally, the right amount of stagger will have
your car “rolling” through turns, without
pushing up when coming out or skidding
when turning into a corner. A good rule
of thumb is to stagger the short tracks.

Now it's time to check out the spoilers,
fore and aft. These components add
downforce by directing wind either over
the car (thus pinning it to the track), or,
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in the case of the ront air dam, over the
hood or through the engine compart-
ment and under the chassis. In real life,
they tape over the front grille while the
air dam remains fixed, but NASCAR
RACING doesn’t go quite that far. You may
want less downloree at superspeedways 1o
keep speed up along their long straights,
but both Atlanta and Martinsville have
their fair share of turns. Usually the de-
fault Ace car is pretty close to spoiler per-
fection as is.

Shocks should be considered next.
NASCAR RaciNG combines both shocks
and springs into this one setting, and al-
though in real life springs would be set
before the car even gets to the track, we'll
pretend that Papyrus has given us a good
spring setting to start with.

Stiffening or softening an individual
shock will help decide how much weight
is transferred at thar wheel. Again, this is
very important in turns, and while stiffen-
ing the left front shock will help tighten
the car coming out of corners, stiffening
the right rear will help with entrance
speed and control. Also, since a solter
shock places less lorce on that wheel,

keeping the front right shock fairly soft
will help decrease wear on that all-impor-
tant corner. This should be remembered,
especially when setting for a long-dis-
tance run, as nothing will ruin your day
like a burnt right front tire.

Along the way, you sheuld be closely
monitoring the car’s overall performance

FULL SERVICE LANE The Kodak pit crew swarms over their car to
refill the tank, replace the tires and finish in less than 18 seconds.

and handling characteristics, as the bar-
rage ol modifications will have some side
elfects. Run a whole bunch of fast laps,
then pause the game alter popping out

of a turn. Check the tire temps (yes,
again!). If a given tire is hotter on one
side than another, try adjusting the cam-
ber. Positive or negative camber effective-
ly tilts the wheel in or out, placing more
force on that side of the tire. Camber ad-
justments will probably be needed
throughout the set-up procedure, and it
can’t be said enough—ury
your best to keep tire
temps consistent across
each tire.

Default “weight jack”
settings (the distribution
of car weight from front
to back, side to side, and
left rear to right [ront)
should be close to optimal
for a short-distance car.
Later, as you de-tune the
thing to make it roadwor-

L T

thy over long distances,
the elements involved in
weight jacking will be-
come more critical, and “cross weight”
will have a direct elfect on right front tire
wear. But be careful with weight adjust-
ments—their side effects will olten throw

He 3
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a good car way off.

Those are the basics. Don't be discour-
aged if you spend several hours setting
up just one car for one application—the
payoff is worth it and your name and
record time will come up each time thai
track is loaded. The best settings come
through patience, experimentation, and
by accident. If you've reached the final
step above and still aren’t satislied, don’t
be afraid to go back to the start. Jusi
keep track of anything new, whether it
works or it doesn’t.

When you've [inally clocked some
scorching laps, it’s time to refill the tank
(you did drop the fuel level when wning
for a fastest lap, didn’t you?), and de-tune
for a [ull-race car. The major area of con-
cern here is the right front tire, as usual.
If the car is just FLYING around the
track early, it's right front rubber will
most probably evaporate over the long
haul. Tire temperatures in the 200-230
degree range are ideal. Any colder and
you're just not getting enough contact;
any warmer and they may wear out too
quickly. Try and find that happy medium
between performance and long-term sta-
bility. It's up to you: de-tune or be pre-
pared to add one or two extra pit stops to
your run. Pour yourself a cup of java and
get ready to drive four-filths distance to
the first fuel stop; by that time you'll
know how a decreasing fuel load and
heated tives aftect performance. Oh yeah,
follow the groove—it's there for a reason,
and don’t worry about your brakes, they
don't lade.

Finally, drop that death grip on the
joystick or wheel (we used a CH Flight-
stick for testing), and make sure it's in
calibration. And remember, there'’s a ton
of variability under race conditions, not
the least of which is other traflic, so no al-
teration is ever completely wrong. I've
found that some of the best race settings
don’t work particularly well until a half-
dozen or more laps are behind me, so
take your time and, as they say, break a
leg, kid.

The author wishes to thank Rick Weaver,
the Pacific Northwest’s top racing crew chief,
and Andy Mahood, veteran Formula Ford,
Formula Atlantic and stock car driver, for
thewr assistance i setting wp cars for this re-

port. [
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MARTINSVILLE SET-UP OVERVIEW

Fast Car: Diligence paid off big time at Martinsville. This car was quite capable of turning high ©
97s, a few 98s, and one earth-shattering 99.666, obliterating the currently posted CompuServe

record with Goodyear tires by over a secand. Take four or five laps to warm things up, slow it down =

through tum three, and give ‘er hell coming out onto the front straight. Stay low in the corners and
remember, exit speed is everything. i

Race Car: Working mainly with tire pressures and camber, we developed a car that will literally toy, (
toy | tell you, with 100% competition. Tremendous exit speed and grip with a full tank of gas will
have you running consistent 95s and 96s early in the race. The advice fram this corner: get up

front, then coast. Let them try and catch you as your tire temps get down into the white all ‘round. A

This thing's a bit slippery as fuel load decreases, so be careful nearing each pit stop.

ATLANTA SET-UP OVERVIEW

Fast Car: Get this baby warmed up, then forget about the brakes. Aim for the geomelric apex when

entering the lums while gently rolling off the throttle, and never let the speedo drop below 165 |

mph. The less squeal you hear, the better. This set-up has notched a top one lap speed of 183.562,
but will nail several consecutive high 182s when driven right, |

Race Car: The surprise find of our research, this set-up is an amalgamation of two others, and a
definitive one it is. It offers dead even tire temps across the board, throughout the run from full to
empty, and won't burn up the rubber. It's a little finicky at first, but adapls quickly, and has been
known to crack off a high 179 mph lap in the early going. Like the Martinsville race car, slowly work
your way to the front, and make the enemy come affer you—you'll be quite able to pass them back,
at will. As an added banus, this car has qualified (with less fuel of course) at a 180.198, good for
pole. '
The rest is up to you. If you don’t find these settings to your liking, tough toenails. But

if you do (and you probably will), remember to tell them Johnny Speed sent you.

THE SET-UPS

CTRAGK | TLAWTAFAST AP | ALANTARACE | HARTINS FASTLAP | WARIINS.RAGE ]
TIRES :
RF 50 54 49 54
RR 91 51 51 a2
LR 51 52 50 4]
LF 48 41 43 N
STAGEER 1.100 950 750 890
FUEL o 2 1 22
AIR DAM 3.5 3.5 35 3.5
REAR SPOILER 10 70 60 60
RF -2.80 =240 -2.60 -2.30
LF 0 -10 +40 -.10
LEFT BIAS 1900 1300 1800 1900
REAR BIAS 1860 1850 1900 1800
CROSS WEIGHT -25 0 0 0
|
RF 20 20 a0 40
RR 20 70 30 30
LR 35 10 10 10
LF 10 100 100 100
WHEEL LOCK 8 8 10 10
Ist 9.80 9.80 10.80 10.80
2nd 5.80 6.90 8.50 8.50
3rd 4.30 4.90 6.80 6.80
ath 3.90 3.60 6.10 590



January, 1942,

The Imperial Navy looks unbeatable.
Their next stop is the mainland.
Nimitz's fleet is regrouping - itching
for a fight. Their courses would soon

cross near the island of Midway.
1942 PACIFIC AIR WAR"GOLD
the multimedia PC flight simulator

that puts you on the bridge and in
the cockpit at WWIl's most decisive
carrier battles. 'L

il A0 I, T

e ¥ B |

. . 4. 9

23— Vet WD W, W
- = e

Anything is possible.

For IBM-PC & Compatibles on CD-ROM. 1-800-879-PLAY.
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lay with thousands of gamers on the

Information Super Highway and lose

yourself in the graphic adventures
and traditional games offered on the
Multi-Player Games Network.

MPG-NET gives you something you just
can't find on a floppy disk...another
human mind. Whether you like fantasy
role-playing, 3D action, war simulation or
card games, MPG-NET offers games

24 hours a day, seven days a week with
players from all over the globe.

PLAY GAMES
WORLDWIDE ON THE
INFORMATION
SUPER HIGHWAY.

| Operation Market Garden |

i

MPG-Net Lobby

& 4

ACCESS
THROUGH
INTERNET
FOR ONLY

5200
per hour



In December 1994, MPG-NET goes
all graphic! No more text menus. No
headaches trying to log on. It's never
been easier to be on-line!

Here's what else you'll find:

¢ Electronic Bulletin Boards filled
with the latest adventure reports and
discussions by gpamers from all over
the world!

* Electronic Mail-send and receive
messages with all your | Inends antl
plan when to meet and play
favorite namel BT

ACCESSILII?‘DDI.TI

* Download files from our database
and read the latest in gaming news,
updates and stories from other
members. It's as easy as visiting
your hometown library!

* The Persona Creation Room-lets you
generate a face to match your on-line
personality!

= Conference Rooms-have real-time
conversations with people all over the
world and see more than just their

/1694 MPG-NET, Inc, Mulll-player

Drakkar Corp. Empire Bullderis a
Irademark of Maylalr Games, Inc.
Operation Market-Garden and Star
Cruiser are !radamarkn of GDW

‘words, you'll geta shancs tn see what_
AQhey lonlr'lika! '

| MPG-Net News

Games Network and MPG-NET are
service marks of MPG-NET, Inc. The
Kingdom of Drakkar |s a tridarnark of

, Inc. Fielquest and ¥
of the A ypse are |

trad ks of their
respel:tlva holders.

the Dreamers Gulld. All other branr.l
nncl pmducl names are trademarks or

* More games than you've ever seen
before!

MPG-NET can be accessed with a local
phone call from over 600 cities in the
USA and 40 nations worldwide. All you
need is a modem, a phone line and a
computer to join the fun! Call our 800
number from 9am to 8pm Eastern time
on weekdays to receive our free starter kit.

MPG-NET-twenty four hours a day,
seven days a week, bringing you games
that will take you out of this world!

Call now: 1-800-GET-GAME.

Your Multi-Player Games Network*

1-800-GET-GAME

Circle Reader Service #250
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STRATEGY/WARGAMES

Wargames For The
Rest of Us

CAMING DESIGNER AND PUNDIT EX-

TRAORDINAIRE, 15 A WARGAMER AT

heart. Sure, his eredits include my

[avorite anti-war game, BALANCE

oF POWER, and the ecological ser-

mon, BALANCE OF THE PLANET,

but don't let that fool you. Deep [

down, Chris Crawford can push =,

panzers with the best of us. He

knows all about the three Ns (NATO, Nukes and
Nazis) and may yet throw his helmet back in the
ring, marching to the sound of simulated guns.

It was not so long ago that Crawford set out to
design, program, and publish what he felt would
be the holy grail of wargaming: a wargame “for the
rest of us.” This wargame would be so compelling
that non-wargamers would, in fascination, pick it
up and jack their synapses into our hobby. It had
everything going for it. It had Nazis; it had Ameri-

- G-2

* A mole at SSI tells us that many Windows products are in the compa-
ny's future, including a Windows version of Panzer General. But will

we have to wait for Windows ‘95?7

) cans; it had a desperate, see-saw bat-
tle (the Battle of the Bulge): it had
multi-media pizzazz; it had hyper-
history by the handful. What it didn’t
have was a lot of takers. This noble
pursuit, PATTON STRIKES BACK, found
an ignoble end on the bargain
shelves ol most retailers. Few since
have dared to dream the dream that
there could ever be a wargame that

would reach out beyond the small, core group of

grognards in the hobby.

WE'RE #1!

Is Crawford's dream just a memory? Well, take a
look at this issue’s Top 100 Games for the answer.
There, atop the pile, sits SSI's PANZER GENERAL,
blowing away the likes of Doom and WinG Com-
MANDER IIT. T can’t tell you how exciting it is for me

to see a wargame, finally, after many years ol

draught, make the top of that prestigious list. But
PANZER GENERAL is more than just a critical suc-
cess. [t may have opened a hole into that
wargaming Shangri-La, the

mythical “mass market” of

gamers. Tales ol its impend-
ing conversion into a 3DO
version only confirm my feel-

PANZER GENERAL

MAY LAUNCH A

BLITZKRIEG OF

FUN, ACCESSIBLE

WARGAMES

* The Power to the Players prize this month goes to Nicholas Bell
for his Lipovka 1942 Tigers on the Prowl v1.2 scenario (HPS Simula-
tions). It's a nice bit of history and a fascinating study via play. It can
be found on CompuServe (Gamers Forum, Library 3, LIPVKA.ZIP) and
other networks.

* Tim Patterson of MicroProse announced that Master of Orion
Deluxe (MOOD) has been canceled, and taking its place will be MO0
Gold. N6 doubt this will be the MOO 2 we mentioned here in a previous
column that adds new races, faster game turns, and multi-player op-
tions. The compaiiy has projected a release date of Fall ‘95, but that
could change if SimTex can't find time for the game in their hectic
work schedule. Meanwhile, rumors of another “ultimate” strategic
space game, Master of Xenan (M0OX), have sprung up. When do these
guys sleep?

(continued on page 140)

ing that this game could see
the daylight of 100,000+ unit
sales. Perhaps it could even
reach the quarter-million
sales nirvana ol Avalon Hill's
PanzerBriTz or Milton
Bradley's Axis & ALLIES
board games.

Veteran gamers know that
this kind ol success usually
shakes up the gaming indus-
try and has far reaching cf-
fects (witness the impact of
games like Doom). But veter-
an wargamers also know that
exploiting a breakthrough

hy Alan Emrich
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properly is usually more difficult than
creating one. How, then, will PANZER

GeNERrAL shape the wargaming ways ol

things to come?

The most obvious elfect of PANZER
GENERAL's success will be sequels—SSI al-
reacdy has a few in the cooker. Other ef-
fects will be more subtle, It will be very
interesting to see how PANZER GENERAL'S
“role playing” concepts will be adapted to
new designs, We may see more “linked”
scenarios, and more [eatures that allow
the player to personalize the game and
identify with his units, alter ego and
country.

But for the most part, I expect that
new designs will make an attempt o be
more accessible. Generally, this means
simpler and easier to interface with. Al-
though that will make these wargames, of
necessity, more “game” than “historical

62 (continued [rom page 139)

* As QQP's The Perfect General 2 hits the
shelves, there are plans to release an editor
on a scenario disk which will allow players
to create scenarios (although not cam-
paigns). The release version of TPG2 will
support modem play and should include ap-
proximately 80 scenarios. The manual is
even supposed to have a Table of Contents
and an Index (somehody pinch me!).

* QAP has also heen working on a com-
puterized version of the wacky Tom Wham
hoard game, The Awful Green Things from
Outer Space (Steve Jackson Games). This
exercise in silliness pits the cute cosmic
crew members of the Exploration Ship Znu-
tar against the rapidly growing vicious
Green Things. The computer version still
features Captain Yid, Leadfoot the Robot and
the rest of the crew, but in the best QAP tra-
ditions, a fleet of ships will be there for
campaign game play, as well as player his-
tories and statistics.

* While QQP originally published Mer-
chant Prince, it is MicroProse which will be
releasing an enhanced version of the game.
Machiavelli: The Prince will feature a major
upgrade in the graphics (and, hopefully, the
documentation).

* Keith Zabalaoui of Atomic Games an-
nounced that titles to be released this year
in their World at War series for Avalon Hill
should include Kharkov, America Invades!
(working title for a revamped Utah Beach),
and Velikiye Luki. These titles are in addi-

simulation,” I can live with that. There is
a place in our hebby for more introduc-
tory level games, and other games [or
those who have made their acquaintance
with wargaming and are looking for
something a little more historically accu-
rate and realistic.

This process of simplifying and easing
entry into wargaming was already well
under way before PANZER GENERAL blast-
ed onto the top ol our charts. Empire 11 is
shaping up to be a fascinating opera-
tional level wargame construction kit, but
has been carefully designed and posi-
tioned away from the core wargamers in
an effort to better interest non-grog-

nards, Even on the paper game side ol

the hobby, products like Gamelix maga-
zine and Dixie (a great little Civil War
tracding card game) are current symbols
of the trend in wargaming toward small-

tion to Beyond Squad Leader and, hapefully,
Blitzkrieg.

* Many computer combat vets who re-
member SSG’'s Reach for the Stars have
heen waiting 10 since they promised Road
to Appomattox. According to a confession
recently heaten out of Roger Keating, these
are games “SSG would like to do but cur-
rently does not have the resources.”
Presently, SSG is concentrating its re-
sources on The Last Blitzkrieg, due in June.
While mum on the subject of future War-
lords games or another new wargame se-
ries, Keating chuckled at the questions,
providing some cause for optimism. We
were assured that play-by-email would be a
feature “in all future SSG games.” | wonder
how their designer lan Trout faired in his re-
cent Panzer General campaign?

* HPS Simulations announced some more
Aide de Camp releases, this time from hoard
game publisher G/RD (publishers of the Eu-
ropa series). It appears that Winter War will
be their first ADC release, followed by
Balkans, Fire in the East/Scorched Earth,
and Second Front. Prices should range in
the $15 to $30 range. For more information,
call G/RD at (515) 236-8899.

* MicroProse will release Multi-Player
Civilization in the second guarter of 1995
as a two-player modem version, with a full
multi-player network version in the follow-
ing quarter. They are working on three other
network games, developed with the Internet
in mind.
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er, cleaner designs where “playable is
beautiful” is the battle cry.

But will the success of PANZER GENERAL
influence the likes ol Impressions, QQP,
SSG, Alliance and the others? These
larger companies will almost certainly
add one or more Panzier GeNeral-like ti-
tles to their production schedules (but
they might take 18 months to reach the
market). Smaller wargaming companies,
like HPS, Adanac, and a host of other in-
dependents, are far more likely to serve,
unwavering, our need for deeper, more
intricate military simulations. Naturally,
this war correspondent will keep you
posted as I venture from The Bunker
the trenches all along the line. At the end
of the battle, however, 1 see our hobby at-
tempting to enlarge the PANZER GENERAL
bridgehead and do their best to exploit
it. Now, to take that fateful steppe. €

* Arsenal Publishing will be conserving
ammo. Jim DeGoey announced that Arsenal
will be “going direct” with all of their prod-
ucts for the next year or so. Customers will
only be able ta purchase their products—
such as the Windows version of TacOps—
directly from the company and some of the
major mail order houses.

* While speculators are making a fortune
trading and selling Magic: The Gathering
collectable playing cards, MicroProse con-
tinues to grind away on the computerized
version of the game. MicroProse says that
the game is still on track for a late Summer
release. | bet we won't find any Black Lotus
or Mox Stone cards on those CD-ROMs.

* Brian Walker, England's own refugee
from Harry Blackwell's list, informs us that
the computer conversion of Games Work-
shop’s Blood Bowl is proceeding apace. It
looks like they're sticking to the strategic
side of this wacky, monster-ridden foothall
game, which means that it will remain true
to its board game heritage.

* Last issue we mentioned that the 3W
hoard game Tahiti was being considered for
computer publication. It appears that an un-
named computer gaming company is work-
ing on a conquest and colonization game
engine and sees Tahiti as the spring hoard
for a large Pacific exploration game mod-
ule. Tahiti designer Kevin McPartland is
waiting in the wings with a sequel game,
Hawaii, featuring white men, guns, ocean-
going raiding parties and more. Aloha!
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......Play to' _
'@ yourself

SAVE UP T0

ake the ultimate move
for serious gamers who
know the score when it
comes to buying computer | "™
gaming magazines. Subscribe
to Computer Gaming World now and save

Score points and

cosmic savings now

S w1th Computer Gaming World.
We re worlds apart from any other
computer game magazine.

up to 47%! * One year/12 issues — $27.94.
YOU SAVE 41%!

Every monthly issue brings you exclusive e Two years/24 issues — $49.97.

first looks at the hottest, newest games... YOU SAVE 47%!

the latest in multimedia, CD-ROM and Savings based on annual cover price of $47.40.,

interactive environments. Plus winning
strategies, master clues, in-depth reviews — nll ““w "l sn“ IIP “] 47“
all the help you need to pump up your
system and play out your fantasies on this ﬂ“@ﬂ]ﬂ]‘@@y%m
planet and beyond.
To ensure savings, mention this code to the operator who
answers your call: 4295,
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CHIPS & BITS.Nc. BOARDGAMES & RPGS

AD&D
AD&D 2nd Edition Rules
Dungeon Masters Gde $15
Monster Manual $19
Players Handbook S16
Accessories
Ar of the AD&D Fntasy $14
Encyclopedia Magica 1 $19
Tomb of Magic 17
Adventures
Fighters Challenge 2  $6
Temple, Tower & Tomb 56
Al-Qadim Accessories +
Assassin Mountian $15

Cilles of Bone §15
Secrets of the Lamp ~ $15
Audio Adventure
Hail the Heroos s13

Karameikos: Kingdom 8§22
Night of the Vampire  $13
Dark Sun Accessories
Terrors of the Desert 812
Valley of Dust & Fire  S10
Forgotten Realm Box Set
Elminster's Ecologies 519
Menzoberranzan §22
Ruins of Undermnin 2§19
Forgotlen Realm Sourcebk
Dragon Kings Hardbnd $16
Elves of Evermeat 313
Guide to Forgottn Wrld $13
Monstrous Compendium
Compend Annual '94  $15
Fiend Folio Creatures  $10
Mystara Monsts Comp $15
Quler Planes Crealures $11
Planescpe Monsls Cmp315
Ravenloft Appendix 3 515
Planescape
Campaign Setling $25
Planes of Chaos Bxd 51525
Players Accessories

Complete Class & Race
Handbooks  each §15

Players Packs  each $16

Players Screens each $6

CGW 585 BG1

‘MAGIC THE
GATHERING
STARTER DECK'
Is the first in the
DECKMASTER
series of collec-
table trading card
games from
Wizards ol the
Coasl. Featuring
mare than 300 dil-
ferent cards, Ihis s
a fantasy game ol
epic proportions,
Some cands are fair-
ly common, some
uncommaon, and
s0Ime rare, S8

‘PLANES OF
CHAOS' Take the
plunge Into the
infinite depths ol
the Abyss, the pas-
sions of Arborea,
the randomness of
Limbo and (h

ous baltllefields of
Ysgard. Inside you'l
find The Book of
Chaos, The Trave-
logue, Chaos Adv-
entures, Monstrous
Supplement and
live lully
delailed, posler-
size maps. S25

ARS MAGICA
Ars Magica 3rd Edition $19
Deadly Legacy $10
Medieval Bestiary $13
Mare Mythic Places $9

Mythic Europe s15
Trials By Fire 87
Wizard's Grimaire 15
CASTLE FALKENSTEIN
Cstle Falkenstein H-bnd$25
Comme |l Faut $12
DICE POLY MEGATUBES

Opaque Dice Set each $3
Pearlescent Dice Set ea $6
Transparent Dice Set 55

Twinkle Dic Sets  each $6
GURPS
Bunnies & Burrows 314
Fantasy 2nd Ed. 315
GURPS Rulebk (3rd) 318
Hig-Tech 2nd Ed. 314
Magic Items 2 514
Martial Arts 513
Robots S14
Psionics 14
Ullra-Tech 2nd Ed S14
Vehicles 316
FANTASY
Fantasy GM Pack 58
Grimoire (Reprint) 514
Magic 2nd Ed. $14
PENDRAGON
Blood & Lust 214
Pendragon 41h ed. 519
Perilous Forest 14

Savage Mountains  $14

RIFTS
Conversion Book 1 or 2§16
Dimansion Book 2 515
Rilts 519
Sourcebook 1, 2,3, ea $11

‘GURPS BASIC
SET' the Generic

Universal Roleplay-
ing Systam, is lhe
! maosl flexible role-

playing system ever
created. With just
this ¢ Sel, you
can adventure in
any world you can
imagine. Rules are
included lor all types
ol weapons from
clubs to lasers... for
wirards and magic,
with more than 100
spells... for psionic
PXwers. §16

‘HISTORY OF THE WORLD' traces tha progress of
mankind from the dawn of cvikzation to the threshokd of
the modem era. Each player commands 7 empines

with anmies and fleets, and builds monuments, sa7

FANTASY RPG FANTASY RPG HORROR RPG HORROR RPG SCI-FI RPG SCI-FI RPG

CALL OF CTHULHU
Advntin Arkham Cotry 514
Blood Brothers 1or2  $15
Call of Cthulhu (5th Ed) $16
Fatal Experiment (‘'20's)$14
Great Qld Ones ('20's) 513
Harror on Orient Exprss$29
Investigator's Cmplor 2810
Keeper's Screen (5th) $12
Mansion Madnss ('20's) $14

Modern Adventure
At Your Door $13
Cthulhu Now (2nd Ed.) $13
The Stars are Right ~ $15

CHILL
Accessory Pack $12
Chill {Soft Cover) 516
Chilled to the Bona §9
Companion (Soltcover) §12
Horrars of M America §12

Lycanthropes §12
The Beast Wilhin 518
Undead & Buried 9
Vail of Flesh $9

Voodoo Sourcebook  $12

GURPS HORROR
Creatures of the Night  §14
ClhulhuPunk §18
GURFPS Horror 14
Vampire: Masquerade $16
Warewolf: Apocalypse $16

MAGE
Book of Madness 13
Mage Rule Book 519

Technocracy: lteratn X 8§10

VAMPIRE
Vampire (2nd Ed) 519
Vampire Plyr Gd (2nd) 518

Vampire Adventure
Elysium: The Elder War $13
Hunters Hunted 10
Under Blood Rd Moon  $10

VAMPIRE
Vampire Sourcebooks

Book of Nod

Clan Books each $10
Dark Colony $13
Eternal Struggle 57
Los Angeles by Night  §15

WEREWOLF

GM Screen $10

Werewoll (2nd Ed) $18
Werewolf Sourcebooks
Black Furies Tribebk  $10
Book of the Wyrm $13
Caerns: Places of Pwer $13
Drums Sround Fire 58
Flayer's Gd to Werewll $15
Rage Across New York $10
Storyteller's Handbook $15

Ways of the Wall $10
WORLD OF DARKNESS
Gypsies 513
Mummy s11
World of Darkness 513
WRAITH
Character's Kit s10
Storyteller's Screen s10
Wraith 519
Wraith Adventure
Haunts 513
Midnight Express 313
Wraith Sourcebooks
Face of Death 1
Necropolis Atlanta 515
Player's Guide 510
SCI-FI RPG
CYBERPUNK 2020
Cybergeneration $15
Cyberpunk 2020 316
Cybersheets 36
Data Scroen g10
Relerence Guide 10

*"TALISMAN:
CITY OF ADVEN-
TURE' New perils
awail the bra\.'e
adventurers

part in the qu
defeal the Dr!gon
King. Amot
crowded markels
and shops of the
City of the Em-
peror can be
found almost any-

thing an adventurer might desire, from a sturdy warharse

o a magic sword. M

while, far away from the hurly

burty of the city fies the forest realm of the Wralth Lord.
Contains 2 new board sections that allow players lo
anter the cily and lorest realms. §29

CYBERPUNK 2020
Sourcebooks
Chromebook 1, 2,3 ea$12
Deep Space 512
EuroSourcebook 510
Hardwired s12
Necralogy 39
GURPS SCI-FI
Aliens 14
Atomic Harror 14
Callahan's Time Saloon$14
Cyberpunk 314
Cyberworld (Reprint) 514
Lensmen $14
Robots $14

Time Travel (Reprint) S14
Time Trave Adventuras $14

War Against the Chioor $14
MACROSS 2
Macross 2 1
Spacecralt & Dk Pins ea$9
RDF Manual $7
PARANOIA
Paramilitary $13

Paranoia Boxed Set  $15
Paranoia Rulebook $13
Paranoia Sourcebook  $15
Paranoia Adventure
Alpha Complexities 36
Blastin® Out ofDmensnX 311
Death, Lies, & Vidtape $6
Great Secrel Project 311

ROBOTECH
Invid Invasion 1
REF Fiald Guide s13
Robolech g1
Sentinels S14
SHADOWRUN
2nd Edition GM Screen $12
Grimolre 2nd Ed, $13

Shadowrun 2nd Ed.  §19

‘GURPS MAGIC®
Presents a colorul,
detailled magic sys-
tem. Bul it's much
more. It is designed
for easy modifica-
tion...for the GM
who wanis to cre

his own lnck-
ground, or set
advenltures in the
world ol his favorile
fantasy author.
Completely com-
palible with the
magic rules in the
GURPS Basic
Set, 514

SHATTERZONE
Brain Bum s10
Boxed Set s25
Players Guide 313
Rulebook $13

Through the Cracks 513

STAR WARS
StarWars (2nd Ed.)  $19
Star Wars Sourcebook $18

Star Wars Sourcebooks
Dark Force Rising $15
Gamemaster H-book  $15
Heir to the Empires 815
Imperial Sourcebook 18
Miniatures Companion $13
Miniatures Rules (2nd ) $15
Movie Trilogy Sourcebk $19
Rebel Alliance S-bk $18
The Jedi Sourcebook  $19

Star Wars Supplements
Creatures ol Galaxy ~ $13
Deathstar Companion $13
Game Maslers Screen $10
Fantaslic Technology 13

Tramp Freighlers 813
TRAVELLER: TNE
Battle Rider $25
Brillant Lances $25

Deluxe Traveller: TNE $34
Fire, Fusion & Steel  $13

Long Ships 515
Player Forms $8
Referee Screen S8
Rform Coalitn Equip GdS$16
Striker 2 (Boxed) $25
Survival Margin 510

Traveller; The New Era $22

UNDERGROUND
Gamemaster's Pack $13
Player's Compendium 815
Player's Handbook s15
Underground Notebook $22
Underground 519



‘Call 800-699-4263

Int’l 802-767-3033

PO.Box 234 Dept 10273 Rochester, VT 05767

‘WARHAMMER 40.000' It's miore than just the game in
Ihe box, IS an entire hobby supported with a huge range
of supplements; boxed sels and blister packs of minia-
tures. Includes hundreds of different madels, 7

ANCIENT
4 Bat of Anclent Wrld ~ §21
Alexander at Tyre 518
Ancients $25
Barbarians §33
Baltles of Alexander  $33
Caesar: The Civil Wars $38
Hannibal 535
Imperator $21
Imperium Romanum 2 529
Peloponnesian War 529
Siege of Jerusalem  $27

VI Against Rome s27
AMERICAN REVOLUTION
1776 $22
Give Me Liberty 825

Robels & Rodooal 1 825
Rebels & Redeoal 2 825
War ol 1812 s22

CIVIL WAR
1862: Civil Wr QuadGm$23
1863:American Civil Wr $28

A House Divided $20
Across Five Aprils $23
Barren Victory $26

Bloody Roads South  $27
Bobby Lee:Amer Civ WrS37
Campaigns of Civil War $21
Civil War $19
Embrace Angry Wind 524
Geltysburg 515
Guns of Cedar Creek  $32
Hallowed Ground 42
Here Come the Rebels $23
Lee Takes Command $22
Lee Vs. Granl 316
Longslreet's Assaull  $25
Mississipi Forlress S22
No Befter Place To Die $24
Raid on Richmond $21
Roads to Geltysburg ~ $24
Stonowall Jacksn's Wy $27
Stonewall in the Valley $29
Thunder at Crossroads $27

‘MENZOBERRAN-
ZAN' the Home of
Dinzzt Do'Urden and
the famed dty of the
drow of the
Underdark, i1s a
place of greal nobii-
ty and great treach-
ery. Set includes 3
by stailing the
ways of the city, 4

poster size maps of
Ihe aty. map of the
House Baenre
compund, a House
De'Urden retrospec-

Fax 802-767-3382

Source 10273

OVERNIGHT SHIPPING in US S4 per oider, Mail 1o Canada, PR, HI, AK, APO, FPO %

tirmail 86 per ilem. Handiing 52

ping charge: Il for de:
AC and Dis SCOVer ac

1!l1c1|vn.s rephm[! wilh s.

nay vary. Price / availability may change, A

'CALL OF

& CALL Of \ cihuinu is's

“CTHOLAY

roleplaying game
based on the works

Kacros Balepleying b the Morkls ol NP Losbarstt of H.P. Lovecraft. in

s..a, Peteriend 1. Wiy,

which ordinary peo-
\ ple are confronted
by the terrilying
beings and forces of
the Cthuihu Mythos,
Players portray
invesligators of
things unknown and
unspeakable.
Excepl for dice,
everylhing needed
for play in included
nthisbook. 516

‘WE THE PEOPLE' American Minutemen have just

fired the shat heard 'round the world

live and

much

more 522

ECONOMIC
Global Survival 534
Slocks & Bonds $19
The Stock Market Gme §19

FANTASY
Advanced Heroqueat  $42
Ballle Masters $42
Dragon Lords $29
Dragon Masters 516
Dragon Quest $19
EllQuest (2nd Ed) 520
Iran Dragon §25
Magic Realm £23
Sindbad 833
Talisman (3rd Ed) 344

The Hobbit Adventure  $29

Tilan
Warhammer Quest

$23
$47

LEISURE/FAMILY

Acquire $19
Auction 514
Blind Justice $19
Class Struggle 519

Dinosaurs of Lost Wrid §15

Facts in Five
Gangstors

S16
523

Legends of Robin Hood $11

Organized Crime 525
Quest for Ideal Mate 515
Road to Whitehouse  $25
Spices of the World $18
The Brickyard $20
Tycoon $15
Uncle Happy Train Gm 8§13
Wild Space 534
Word Power 315
MEDIEVAL
Age of Chivalry 2 s27
Age of Chivalry g25
Black Prince 525
Hanry V 28
Ironsides 528
The Crusades Il s28

in in the war for

independence with this exating histoncal game that lels
you lead the forces of the Continental Army. 529

MODERN
6th Fleet 523
7th Fleet Sa27
Aegean Strike $19
Attack Sub (Cards) $19
Back to lrag 516
Batllelield Europe s22
Central America §23
Crisis: Korea 1995 §29
Firepowar $23
Flashpoint: Golan §$29
Flight Leader 821
Gull Strike 3529
Harpoon 525
Israeli Delence Force  $29
Main Battle Tank 524

Modarn Mavel Batlles 516
Modern Naval Bat 20r3 519
Modern Mavel Batlles  $16

Nato $15
Phantom Leader 525
Phase Line Smash g25
Stand & Die $50
Tac Air s19
Team Yankee 520
NAPOLEONIC
Auslarlitz $30

Batlles for Empires $32
Ballles of Waterloo ~ $33

Boredino $29
Empires at War g24
Empires in Arms 827
L*Armee du Nord 533

LaBaltaille d'aurstaedt  $30
LaBataille de Ligny $39
La Balaille de Wavre  $25
Napoleon at Austerlitz  $20
Napoleon on Danube  $19
Napoleon's Battles $23
Napoleons Later Billes £25
The Napoleonic Wars  §31
War & Peace 523
War lo Ihe Death 321
Wallington's Victory  $16
Wooden Shp & Iron Mn $19

RAIL ROAD
1830: RR & Robr Baron 520
1835 Boardgame $49
1870 Boardgame $30

Australian Rails $21
British Rails $21
Empire Builder $25
Eurorails £25
Express (Card Game) $11
Nippon Rails 21
MNorth American Rails 821
Rail Baron s18

SCIENCE FICTION
Alpha Omega 519
BATTSC Objectve Raid 513
BattleTech Compendm $13
BtleTech Tactical H-bk $10
Battletech 3rd Ed. $19
Blood Bowl $45
Cosmic Encounter $29
Fedaration &Empire Dix$38
Iluminati; Nw Wrld Qrdr$10
Imperium, 2nd Ed. §20

Man O" War 842
On the Edge Starter Dck S8
Roadkill $19
Slar Fleol Batlles 525
Star Trek :N Generation $9
Starforce Terra §19
Slellar Conquest §19
Warhammer 40K 47
SPORTS
Baseball Strategy S17
Bowl Bound $15
Decathlon $13
Football Strateqy s$12
Pay Dirt 519
Regalia 519
Spoeed Circuit §19

Slalis-Pro Basketball 524
Stalis-Pro Grt Tm Bsb 519
Stalis-Pro Amric Lgue $19
Statis-Pro Bsbll Crds 513
Statis-Pro Fibll Crds $14

Circle Reader Service #200

2 product. Most iter

SPORTS
Statis-Pro Fibll Crds ~ $14
Superstar Baseball $18
Tille Bout $19
Win, Place & Show $17
World Cup Fibll (Scer) $38
Wrasslin' (Card Based) 815

STRATEGY
Advanced Civilization $23
Blackbeard sav
Britannia $19
Civilization $29

Colonial Diplomacy 42
Deluxe Diplomacy $42
Deluxe Diplomacy S42

Diplomacy $19
Enemy in Sight 512
Feudal 518
Florida 225

Guerilla (Card Based) 318
History of the Warld 827

Kingmaker s19
Kremlin $16
Maharaja 523
New World $19
Pax Britannica $18
Republic of Rome 29
Viceroys 825
We the People 829
VIATNAM/KOREA

Frozen Chosin $25
Platoon $16
Silver Bayonetle 17
Tet Offensive

The Korean War 518
Viglnam 18

WORLD WAR 1

Acas High 524
Aces High:Americ Ace $24
Knights of the Air $19
Landships $27
Lawrence ol Arabia $20
Richtaten's War 318

hipment. Hardware orders may require additional

hipped same day. Shipping

'‘BATTLETECH' A
Dark age has befall-
en mankind. Where
the United Star
League once
reigned, five suc-
cessor stales now
battle for contral.
The Succession
Wars are fought
over water, ancient
EGIT and
spare parts facto-
ries. Control of
lhese elements will
lead lo final victory
and domination ol
known space.  §19

‘HORROR ON THE
ORIENT EXPRESS'
contains a massive
adventure for the
Call of Cthulhu role-
playing game
Beginning in 19205
London, the invest-
galtors journey to
Paris and thence to
the ancient city of
Constantinople.
With luck, they
also return home,
Four books, hand-
ouls

gage slickers, and
more. 29

WORLD WAR 2
A Line in the Sand 525
Advanced Squad Leadr $38

Afrika $21
Air Force 523
Ardennes 827
Avalanche: Salerno  $31
B-17 318
Barbarossa $a5
Battla for ltaly $38
Berlin '45 $17
Blood & Thunder $30
Breakout: Normandy  $23
Carrier s27
Danger Zone §25
Eastern Front, 2nd Ed  $44
Fire in the East 358

For Whom tha Bell Tolls$54
Gl: Anvil of Victory 828
Guderian's Blitzkrieg 333

Hitler's War s15
Last Ballle for Germany 529
Lultwatte §23
Matanikau $28
Midway $19
Mustangs $19

Omaha Beachhead  $14
Operation Mercury £27

Ovar the Reich S30
Pacific War 837
Panzer Leader $23
Pallon’s Best $19

Rise of the Luftwaffe  $21
Russian Campaign 517
Sink the Bismarck s23
Third Relch 819
Tunisia 833
Victory in the Pacific  $17
Waorld War 2; Pac Theat$33
World in Flames 349

WAR GENERAL
Battle of Alma
Cmp of Frederick Gt 324
Kolin:Frederick's Deleat$34
Lion of the Morth 529

CGW 585862



REVIEW '

Push To The

Volga

Atomic & Avalon Hill Hit The Russian _Sffppes

With STALINGRAD

by Tim Carter

h, spring. The thawing ol the
snows, the chirping of the birds,
the release of computer games
promised for the previous Christ-
mas. Even as the weather improves,
wargaming [anatics will still be dreaming
of snow, ice and [rigid winds howling
across vast and featureless steppes. The
reason: the release of Atomic Games/
Avalon Hill's STALINGRAD, an operational
recreation of the battles that took place

around the famous Sovi-

el city during the winter
Price: $59.95

of 194243, >
(Mac, 1BM ver-

'sions nn one CD)

AS DEEP AS THE
RUSSIAN SNOW

! '.Requllrementy

the system without making gameplay
awkward.

One particularly useful interface fea-
ture is the organizational chart, which
can be called up at any time. This chart is
quite helplul for keeping track of the
units in each army, and the chain of com-
mand. Now il only the chart had an op-
tion that allowed you to go from the
selected unit directly to the chart and
back again...

STALINGRAD
may be
played
against the
computer or
a human op-

STALINGRAD is deli-
nitely aimed at the ex-
perienced wargamer.
The game
players with an im-
mense amount of infor-
and
management ol relative-
ly complex supply, or-
and

})I'('h(.‘!ll!\'
the

mation,

ganizational

| IBM compatible

| 386/SX or better,

| 8 MBRAM,
SVGA graphics,

' CD-ROM drive,
mouse; supports most malor sound cards

Macintosh System 7. 0, 14" color monitor,

8 MB "RAM; Power PC mpat

# of Piayers. 1 =2l [same

mail)
 Protection: None
Designer: Atomic Games

 Publisher: The Avalon I-tlll ‘Game Company

ponent, face
to face or via
c-mail.  As
with many ar-
tilicial intelli-
gence

routines, the
computer is
still unlikely
to be a maitch

np(-rl‘:mnn'tll factors is Baltimore, MD
necessary for both suc-
cess and enjoyment.
This is not 1o say that STALINGRAD 18 in-
accessible,
good, as [ar as it goes, and the interface is
largely intuitive despite its complexity.
(Just remember, manual control of ar-
tillery and unit movement requires that
you hold down the Alt key.) In fact, the
designers should be congratulated for in-

The documentation is quite

corporating so much information into

146 COMPUTER GAMING WORLD « MAY

; (800} 999 3222

for an experi-
enced human
opponent.

The structure of STALINGRAD lencdls itsell

very well o e-mail play, however, and the
best games are likely 1o take place elec-
tronically.

While the e-mail lunction worked fine
for me, some gamers have reported
problems, especially in games played be-
tween Mac and IBM platforms. Atomic
and Avalon Hill should be complement-

1995

ed in sup-
porting cross-plat-

form play; but since similar problems
occurred with OPERATION CRUSADER, one
wonders how they let this slip through
testing. More disturbing is that STALIN-
GRAD crashes 'I'l‘.f]}(f}ll(!(“)’ when ll.‘iil}g a
Sound Blaster 16.

ROLLING IN THE FOG

A particularly well-executed aspect of
STALINGRAD is the game’s handling of the
fog of war. As in other games by Atomic,
enemy units only appear on the map if
they can be seen by a unit under the play-
er's command. Furthermore, unless con-
tact with an enemy unit is maintained
over a long period ol time, information
about the enemy is scarce and inaccurate.
It is also possible to lose contact with
friendly units if their disruption is too
great or they lose contact with their par-
ent HQ. One welcome addition to the
WorLD AT WAR system is the ability to or-
der air reconnaissance missions. A wise
commander will use aircraft for scouting
in most scenarios, as good information is
crucial to battefield success.

Supplies are once again a dominant el-
ement ol successlul planning and execu-
tion. In the campaign game, HQs and
their attached units may be supplied
from the air—a new feature for Atomic,
but one which is crucial to the faithful
recreation of the encirclement and de-
struction of the German 6Gth Army.

Maintaining the proper chain of com-
mand is crucial to maintaining both com-
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st, Fun & Good-looking!

As a strategy game, PANZER GENERAL will stimulate your mind. But
your eyes and ears won’t believe how great it looks and sounds:
stunning SuperVGA graphics,
authentic World War II
combat photography
and film footage plus
CD-quality music and
dynamite sound effects.
You'll love the way
it plays: PANZER
GENERAL is one
blazingly fast
and fun game!
The year
is 1939; you
are a German
General
with a fresh
command
in Poland.
Anything can
happen, and every
game you play will be dif-
ferent. Win and advance to the
next front of your choice. Lead well
and your increasingly battle-hardened
core group of units could be plowing across
Europe, North Africa and the Eastern
Front. You could even end up in England
by 1940 — or in America by 1945!
Besides the campaign game, there are
35 progressive scenarios which you can
play as either the Allied or Axis side.
Choose from 350 unit types, from
Tiger tanks to B-17 Flying Fortresses.

O /\3 On CD-ROM
1 and 3.5" disks

"/ for1BM & Compatibles. il &)

—— |

sfhejds|q YOAS 10(03-952 WAl

\ PINIER
Y GENERAT
200

A PANZER GEVERAL

To order, visit your retailer or call 1-800-601-PLAY with
VISA/MASTERCARD (North America only).

L1995 Steategic Simulations, Tne., A MINDECAPE® Company, All rights reserved,
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mand and control and adequate supply lines. As supply is de-
termined for combat units at the start of the day, however, they
are free to move out of supply during the course of the day’s ac-
tions, provided a viable supply line exists at the beginning of
the next morning. This provides combat units with considerable
autonomy—particularly in the scenarios with smaller map
scales, which have eight turns per day.

Smaller map scales? That's right, campaigners, the higgest
change to the WorLD AT WAR game system is the variable scales
at which scenarios take place. Unlike other products, which of-
feved just a single scale (and often a single map), STALINGRAD of-
lers three map scales—400m/hex, Tkm/hex or 3km/hex.

The shift in scales creates a few problems as far as realism is
concerned. A rather vociferous debate on various electronic bul-
letin boards has centered on the inability of the game engine 1o
support direct ranged fire, even at the 400m scale. As many ar-
mored vehicles and anti-tank guns had ranges in excess of 400m,
this would seem o be a weakness in the game's realism.

Furthermore, the stacking allowances at the smallest scale are
somewhat generous. Putting three battalions into an area 400
meters across is certainly possible, but it could hardly be consid-

The design-
ers at Atomic
and their de-
fenders have
countered
these criticisms
by arguing that
the 400m scale
is presented
5 | _ primarily to
400 METERS/HEX Ta the Volgal finds the German 6th  Simulate close
Army banging at the door of the Red Barricades combat within
Factory. Realism? Well... the city of Stal-

ingrad itself.
Within such a built-up area, ranged fire would be unlikely be-
yond 40 meters, let alone 400, Furthermore, within the tightly-
packed environs of Stalingrad both the Germans and the
Soviets employed massive numbers of men and large numbers
of equipment—unit densities which would have been unlikely
under other circumstances.

While this explanation sounds a bit more like rationalization
than justification, both critics and defenders seem 1o have over-
looked the larger issue here—variety. By adding two additional
levels of play, the designers have, within the compass of a single
product, produced three quite distinet gaming experiences,
though not all of the various scales will please the historically-
minded gamer.

At the smaller scales, the movement allowances for combat
units are much greater. This can lead to a much more open,
[ree-wheeling style of play. Furthermore, artillery ranges are, as
one might expect, considerably greater than at the larger scales.
This means that long-range artillery can cover a much greater
portion of the battlefield, providing commanders with consider-
ably more flexibility and firepower,
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USED IBM GAMES
COMPLETE & VIRUS FREE;
WITH THE DRIGINAL BOX,
DOCUMENTATION AND
DISKS
Game Tille Price
842 PACIFIC AIR WAR 20
A-TRAIN 15
A320 AIR BUS - AMERICAN 2
ABC BOXING 12
ACES OF THE DEEP k]
ACES OF THE PACIFIC 2
ACES OVER EUROPE 5
AD&D COLL: HEROES/DRAG 13
AR BUCKS 16
ALGE BLASTER 3 19
ALIEN LEGACY %5
ALONE IN THE DARK 15
ALONE IN THE DARK 2 17
ALTERED DESTINY 12
AMBUSH AT SORINOR L]
APBA BASEBALL ]
APBA BASEBALL - WIN 1"
ARACHNOPHOBIA
ARCHON ULTRA 2%
ARENA. ELDER SCROLLS ]
ARMADA 2525 15
ASHES OF EMPIRE 19
TAC 8
ATP FLIGHT SIMULATOR ]
BARD'S TALE 1 10
BATTLE BUGS %5
BETRAYAL AT KRONDOR 20
BIG BUSINESS 7
BLOODSTONE 15
BLUE AND GRAY 2
BLUE FORCE: NEXT OF KIN 16
BUZZ ALDRIN RACE 10 SPACE 15
CAESAR 17
CAMPAIGH 2 H ]
CAR AND DRIVER 19
CARRIER STRIKE 15
CARRIERS AT WAR 15
CARRIERS AT WAR 2 29
CASTLES ]
CASTLES 2 15
€D - 7TH GUEST 2
€D - ACES OF THE DEEP 35
€D - ACES OF THE PACIFIC 8
€D - ACES OVER EUROPE 29
€0 - AEGIS GUARDIAN FLEET 30
CD - AL QUADIM GENIE'S CURS 20
€O - ALIEN LOGIC a7
€O - ARMOURED FIST 35
CD-B17/SILENT SERVICE2 25
CD « BENEATH A STEEL SKY o
CD - BETRAYAL ATKRONDOR 18
CD - CHOAS. CONTINUUM 0
€O - COMPANION OF XANTH a2
C0-CORRIDOR 7 a
€0 - CREATURE SHOCK 3%
€D - CRITICAL PATH 2
CD - CYBERRACE b1
CD - DAEMONSGATE 19
CD - DAGGER OF AMDN RA N
CD - DARK LEGIONS a
COD - DARK SUN 33
CO - DARK SUN 2 WAKE RAV. 33
CD- DAY OF THE TENTACLE 25
CD - DEATH GATE 25
CD-DELTAY 32
CD - DOOM 2 32
CD - DRAGON LORE 33
CD - DRAGONSHPERE 16
CD - DUNGECN HACK n
€D + ERIC THE UNREADY 19
CD - EURDPEAN RACERS 7w
CD « FALCON GOLD 39
CD - FANTASY EMPIRES 29
CD - FANTASY PAK n

€0 - FORTRESS OF DR RADIAK
€0 - FRONT PAGE B8 ‘04

€D - GABRIEL KNIGHT

CD - GEEKWAD

CD - GOBLING QUEST 3

CD - GRANDEST FLEET

CD - GREAT NAVAL BATTLES
€O - HAMMER OF THE GODS
CO - HELL CAD - WIN
CO-INCAZ

G0 - INHERIT THE EARTH

€O - IRON HELIX

GO0 - JONES IN THE FAST LANE
GO - JOURNEYMAN PROJECT
GO - JUMP RAVEN

G0 - JURASSIC PARK

GO - JUTLAND

CD - KING'S QUEST §

€0 - KING'S OUEST 6

0 - KING'S QUEST 7

€O - KLIK & PLAY

€O - LABYRINTH OF TIME

€O - LAWKMOWER MAN

O - LOST IN TIME

CO - LUNICUS

€0 - MAD DOG 2

€0 - MAN EROUGH

£ - MEGA RACE

CO - MENZOBERRANZAN

€0 - METAL & LACE

CD - MICROCOSM

CD - MILLENNIUM AUCTION
CD - MYST

CD - NOCTROPOLIS

CD - QUTPOST

CD - QUANTUM GATE - WIN
CD - QUARENTINE

CD - QUEST FOR GLORY &
CD - RAVENLOFT

CD - REBEL ASSAULT

CD - RETURN OF PHANTOM
CD - RETURN TO ZORK

CD - RISE OF THE ROBDTS
CD - SHADOW DF THE COMET
CD - SPACE SHUTTLE

CD - SPEAR OF DESTINY
CD - SPEED

CD - STAR CRUSADER

CD - STAR TRAIL

CD - STAR TREK NEXT GEN
CD - STELLAR 7

CD - STRIKE COMMAKDER
CD - TONY LARUSSA BB 2

DRACULA - BRAM STOKER
DRAKKHEN

DUNGEDN HACK

EARTH INVASION - WIN
EARTHRISE

EIGHT BALL DELUXE

EL FISH

ELITE PLUS

ELVIRA 2

EMPIRE DELUXE

EMPIRE DELUXE SCENAHID
EMPIRE SOCCER %4
EVASIVE ACTION

EYE OF THE BEHOLDER 3
F-117A STEALTH FIGHTER
F-15 STRIKE EAGLE 2
FALCONGOD

FALCON 3.0 SCEN 2
[FALCON 3.0 SCEN 3 HORNET
FALCON 3.0 SCEN 1 FIGHT T1G
FALCON AT

FANTASY ENPIRES

FIELDS OF GLORY

FIFA INTERNAT'L SOCCER
FIFTH FLEET

FLASHEACK

FLEET DEFENDER

FLEET DEFENDER GOLD
FLIGHT SIM485: AEAL WEATH
FLIGHT SIM40

FLIGHT SIM &: AIRCRAFT & SCENB
FLIGHT SIM &: SOUND & GRAFH 10

FLIGHT SIM 5; SAN FRANCISCO
FLIGHT SIMULATOR 5.0
FREDOY PHARKAS FRONTIER

7 JORDAN VS BIRD 3 PATRIOT
B JUMP JET 19 PERFECT GENERAL
2 KASPARQV'S GAMBIT 18 PERFECT GENERAL - SCENAR
L KGB I PGA TOUR GOLF
4 KIRG'S QUEST 5 12 PGA TOUR GOLF - WiN
19 KING'S QUEST & 15 PIRATES
2 KINGMAKER 5 PIRATES GOLD
[ KNIGHTS OF THE SKY T PLANET'S EDGE
m ROSHAN CONSHTRACY 2 PLAYMAKER FOOTRALL
27 LARLHS V5 CELTICS B POLICE QUEST 3
] LANDS OF LORE 15 POLICE QUEST 4
"W LEGACY: REALM OF TERRDR 19 POOL OF RADIANCE
7 LEGEND OF KYRANDIA ” POPULOUS
15 LEGENDS OF VALOR ] POPULOUS 2
n LEFSURE SUIT LARAY 2 3 POWER HITS: MOVIES
7 LEISURE SUIT LARRY 3 1% POWERMONGER
4 LEFSURE SUIT LARRY 5 15 PRIVATEER
a LEFSURE SUIT LARRY G 2 PRIVATEER SPEECH PACK
L] LETHAL TENDER 9 PRIVATEER: RIGHTEDUS
9 LEXICROSS 3 PR TENNIS TOUR
7 LIGHTSPEED 4 PROPHECY OF THE SHADOW
] LINKS DISK - FIRESTONE 7 OUEST FOR GLORY 1 - VGA
4] LIRKS DISK - HYATT 7 CUEST FOR GLORY 1 -EGA
18 LINKS GOLF 14 DUEST FOR GLORY 3
30 LORD OF THE RINGS 1 15 GUEST FOR GLORY A:5HADOW
12 LORDS OF THE REALM 8 OUESTRON 2
L] LOST ADMIRAL 10 RAGS T0 RICHES
1 LOST FILES SHERLOCK HOLM 17 FAVENLOFT
" LOSTINLA 15 REALMS
15 LOST IN TIME 9 RED CRYSTAL
LOST VIKINGS 9 RED LIGHTNING
LUGAS ARTS AIR COMBAT " RENEGADE LEGION HTERCE
1% MAELSTRUM " RETURN OF THE PHANTOM
o MAGIC CANDLE 2 9 RETURN 10 Z0RK
15 MAGNETIC SCROLLS BUNDLE - 9 REUNION

]
L]
19
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WE SELL USED GAMES

All gumes are tested & IBM disks virus checked
games ore in eriginal box with crigial dowmentation
Call for current title availibility

ﬂ@ﬂ GAMES

Got Something To Sell?
Follow these Easy Steps

1. Prepore o st of the games you ore selling. Call, fox, or
mail your list lo GAMER'’S GOLD,

2 GAMER’S GOLD will quote ths currant buying
prices & iswo an outhorization aumber for your shipment.
Gomes will not be occepted without an cutharizetion no.
Price quotes e goed for 14 duys

3. Pack games in bax. Write autharization na. clearly on
suttide of bax. Mail 156 GAMER'S GOLD Sove your
autharizalion no, We con't answer quesfions aboul your
shipment withoul your number!

4, 1 you would lika to use your maney: or credit to purchase
games, incledn a “wish list" of titles you are interested in.

GAMER'S GOLD » 1008 W, 415! Street ® Sioux Falks » South Dokoto = 57105

your axpense,

WSd/wMEars‘f[e[rEgﬂlﬂgrm ju:?’;!‘tﬁ.::" ..mu, b mﬂosflo;:,mw?i lﬁ:qm{,t:?;

Mﬂl?f.‘,’ ofdcﬁ/fﬂshle{s f croddily iy Take K]I it y lmgw fo fill

‘mhm“ﬂhhlﬂmnr Gomus will be checked for viruses & completeness,
ok aman - Y M e bbb st

SPEAR DF DESTINY 19
‘SPEAR OF DESTINY. MISS 2 "
SPECIAL FORCES 1]
SPECTRE 17
SPELLCASTING 100 9
BPELLCASTING 204 15
SPELLCASTING 301 2
SPELLJAMMER: PIRATES n
SIAR CRUSADER 28
STAR FLEET 2 n
STAR LEGIONS T
STAR THEK 23TH ANNIV 15
STAR TREK: JUDGEMENT W
STAR TREKJUDGE MOVIE & 0
STARFLIGHT 1 n
STARSHIP: COMMARD ADV "
STELLART 6
STO0RM ACROSS EURDPE B
STREET FIGHTER 2 w
STRIKE COMMANDER 17
STRONGHOLD 15
STUNT ISLAND L]
SUBWAR 2050 16
SUPER SLOTS ]
SUFERHERD: LEAGUE HOBE 21
SYNDICATE 18
SYRDICATE: AMERICAN REVOL B
SYSTEM SHOCK 28
TAKE-A-BREAK PINBALL 111]
TANKS: CONST SET 2 L2
TASK FORCE 1942 15
TERMINATOR 9
TERRINATOR 2: CHESS L]
TERMINATOR 2029 16
TERMINATOR 2023.0FERATION 10
TERMINATOR: RAMPAGE 15
TEST DAIVE 3 15
TFK 21
THE PROPHECY B
THEATRE OF DEATH 1L}
THEIR FINEST HOUR ]
THEME PARK 239
THEXDER 1 [
THEXDER 2 8
THUNDER HAWK 8
TIE FIGHTER kF]
TIME QUEST [
TONY LARUSSA 2 NLIAL 3
TONY LARUSSA BASEBALL L]
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COVERT ACTION
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DARK SUN 2

DARKLANDS
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FULL METAL PLANET
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GAMES WINTER CHALLENGE
GATEWAY

GATEWAY 2! HOMEWDRLD
GATEWAY SAVAGE FRONTIER
GLOBAL COROUEST

GLOBAL DOMINATION
GOBLING 2

GRANDEST FLEET
GRANDSLAM BRIDGE
GREAT NAVAL BATTLES
GREAT NAVAL BATTLES 2
GREENS

HAND OF FATE

HANNIBAL

HARDEALL 3

HARPOON

HARPDON 2

HARPOON BATTLE SET5 EA
HARRIER SUPER VGA
HEART OF CHINA - VGA
HEIRS TO THE THAONE
HEXX

HIGH COMMARD (BY 360)
HORDE

HOVERFORCE

HUMANS

INCA

INCA2

INDY CAR EXP - CIRCUITS
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INDY CAR RACING

INDY JONES LAST CRUSADE
IRON CROSS

ISLAND OF DR, BRAIN

I1SLE OF DEAD

JACK NICKLALS COURSE DISK
JACK NICKLAUS GREATEST 18
JACK NICKLAUS SIGN D
JAMES BOND STEALTH ADV
JEOPARDY

JETRIGHTER 2.0

pal} MANHUNTER 1 NY 5 HEX NEBULAR COSMIG GEN
H MANTIS EXP FIGHTER 9 RISE OF THE (NIAGON - VGA
1] MANTIS EXP SPEECH PACK (5] RISE OF THE ROBOTS

25 MARTIAN OREAMS : | RIGK - WIN

1 MARTIAN MEMORANDUM q ROAD & TRAGK GRAND PRIX
2 MASTER OF MAGIC 1 ROBINSON'S REQUIEM

1 MASTER OF ORION 2 RAOCKETEER

9 MAKIMUM OVERKILL ) ROME: PATHWAY T0O POWER
15 MAXIMUM OVERKILL: MISSION 12 AULES OF ENGAGEMENT
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q METALTECH: BATTLEDROME 28 SAM & MAX: HIT THE ROAD
20 MICROSOFT GOLF - WiN 16 SANDS OF FIRE

12 MIG 29 {(SPECTRUM-HOL) 25 SAVAGE EMPIRE

25 ML FODTBALL 2 5 SCRABALE

T ML FOOTBALL DELUXE L) SCRABALE DLX EDITION

1 SFAWOLF

2 SEARGH FOR THE KING

15 FREE GAME SECOND FRONT

1 On orders over $75 SECRET WEAPONS EXP

15 ardel SECRET WEAPONS LUFTWATFE
14 Choose from list SERF CITY

7  Rex Nel SHADOW CASTER

2 = Power Mnuaq;r SHADOW OF YSERBILS

9 » Jordon Vs. SHADOW PRESIDENT

17 « When Twa Worlds Wor SHADOW SORCERER

9 » Realms SHUTTLE

12 « Dagger of Amon Ra $10 MEIER TRIPLE PACK

19 SIEGE

1% SIEGE & SWORD

2 MOQNBASE ] SIERRA ADV STARTER KIT
10 MORTAL KOMBAT 19 SILENT SERVICE 2

" WFL COACHES CLUD 17 SILVERBALL

12 WFL PRO LEAGUE FB 91 5 S CITY

17 NFL VIDED FOOTBALL 9 SIM CITY - TERRAIN EDITOR
15 NHL HOCKEY B4 o] SIM CITY 2000

15 10 GREATER GLORY 18 SIM EARTH

2 NOEUNGA'S AMBITION 10 SIM FARM

14 NOMAD 5 SIMON THE SORCERER

n OBITUS T SORCERIAN

19 QFERATION COMBEAT 2 w SPACE QUEST 1 - VGA

14 OUT OF THIS WORLD 17 SPACE QUEST 3

5 OUTPOST ] SPAGE QUEST 4 - VGA

9 OVERLOAD [ SPACE QUEST 5-VGA

17 PACFIC STHIKE SPEECH PACK 7 SPALE QUEST TRILOGY

T PACIFIC ISLANDS 17 SPACE SIMULATOR

12 PACIFIC STRIKE 18 SPACEWARD HOI

14 PAGIFIG WAR 24 SPACEWRECKED

ULTIMA 7 - BELACK GATE 18
ULTIMA 7 - FORGE VIRTUE L}
ULTIMA 7.5 - SERPENT ISLE 15
ULTIMA B : PAGAN 2
ULTIMA B : SPEECH PACK 10
ULTIMA UNDERWORLD 1 16
ULTIMA UNDERWORLD 2 5
ULTIMATE DOMAIN 7
ULTRABOTS 16
UNINVITED - WIN 8
UNIVERSAL MILITARY SIM 2 ]

UNNATURAL SELECTION 1]
UNNECESSARY HOUGHNESS a0
VEIL OF DARKNESS ]
VENGEANCE OF EXCALIBUR 5

VIKINGS 2 29
WALLS OF ROME 20
WARLORDS 9

WARLOANS 2 25
WAYNE GRETZKY HOLKEY 2 L]

WEAVER RASEEALL 2 5

WELLTRIS 8

WESTERN FRONT 15
WHERE IN SPACE CARMEN S0 27
WING COMM 2 SPEC OF 12

WING COMM 2 SPEECH PACK &
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WING COMMANDER 1 b
WING COMMANDER 2 15
WIZARDRY 4 11}

WIZARDRY & - COSMIC FORGE 12
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WORLD CIRCUIT w7
WORALD CLASS SOCCER 12
WORLD WAR 2: BATTLES 15
WW2IAIR FORCE COMMAND {F3
X-COM 2
XWING 24
X-WING B-WING mn
X-WING IMPERIAL PURSINT n
YEAGER'S AFT 4

ZAK MOKRACKEN 5

Prices & availabitity subject fo
change. Call Toll Free for current
litles and those nol listed-we've
got fots more! All Used Games
are com-plete & virus free with
original box, documentation &
disks. System com-patibility is
not quaraniesd. ANl sales are
linal-tlefective games replaced
with same tifle. Free shipping
(Reguiar Ground) in the
conlinental USA on orders over
§150.
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WINNERS AND LOSERS

The real strength of STALINGRAD lies in the design of its sce-
narios. But not all of the them are winners. Quietly Iows the Don,
for instance, embodies all of the weaknesses both ol Atomic’s
basic game system and many of their previous products. The

scenario is one segment of the campaign game—the collapse of

the northern lank of the 6th Army at the owser of the Soviet
counterattack—with the map, unit dispositions and reinforce-
ment schedules as they are in the larger baule. Tt offers ab-
solutely nothing that is not in the campaign game, and while
the designers may defend its inclusion as a case study, it looks
more like add-water-and-stir type seenario-building to me.

Yortunately, Quietly Flows the Don is the exception, rather than
the rule. From the mammoth campaign game, which runs 188
wirns and involves more than 1000 individual units on both
sides, 1o the wonderfully fluid Manstein’s Solution (200 units,
playable in an extended evening) the scenarios are original, di-
verse and a lot of fun.

Because ol the different map scales (2 scenarios at 400m, 2 at
Tkm and 3 at 3km), players will not notice that all of the battles
take place within the confines of a single strategic map. Also, the
campaign game map is so huge that smaller segments ol it do
not feel clansirophobic by comparison. The smaller scenarios,
particularly
those that al-
low  more
room  for
maneuver,
have an in-
ternal logic
and integrity
which clearly
separates

@ e Optiomy  Siaff Dulies  Flanning  Poase (v - >

them from
the more

sweeping
3 KILOMETERS/HEX The familiar Woto At War interface  scale ol the
and game system is at its best in the wide-open campaign.
Manstein's Solution scenario, The hest

scenario is
Manstein’s Solution. This hypothetical battle is based on the de-
signers” estimation of what Von Manstein might have done to re-
lieve the beleaguered 6th Army had he unlimited freedom of
action. Borh sides have strong, mobile forces, and neither starts
in possession of the field ol battle. The fog ol war rules, com-
bined with appalling weather conditions, mean that neither side
is likely to know where the other is, or what he is secking to ac-
complish. The resulting confusion is immensely enjoyable, and 1
had to force myself to stop playing it just to give the other sce-
narios a fair hearing.

Furthermore, the scenario does not feel like a repetition of the
campaign game, nor does it play like a cheap knock-oll created
as a throw away to bulk up the marketing of the overall package.
Against the computer, Manstein’s Solution can be completed in a
single sitting, bringing some welcome reliel from the more
lengthy scenarios. Against a human opponent, Manstein's Solu-

He ruled the shipping lanes.

.- Aristofeles Onaseis Photo: UPI/ Belt*Ii /
: g 4 ¥, =i
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We'd show you one or two of the

We'd play one of the
hundreds of audio effects.

We'd even share
the intense adventure with you.

Unfortunately,
paper has its limitations.

MARBUS

The Ultimate PC Adventure
on 3 CD-ROMS

(Special Introductory Price $59.95)

®
Call 1-800 465-CDCD
for the name of your nearest dealer or to order directl
DISTRIBUTOR/DEALER INQUIRIES WELCOME!
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tion took considerably longer, although the enjoyment factor was
commensurably higher.

Throughout the scenarios—except for Quietly Flows the Don—
the designers have managed to inject an impressive sense ol ur-
gency to the gameplay. Coordinating attacks in an uncertain
environment with the clock ticking is a tricky business. Devastat-
ing overrun attacks can be quite rewarding if players judge their
apposition correctly, but they may waste valuable time with no
results il their intelligence is inaccurate, It's one thing o build
the fog of war into a game system, it's another to create scenarios
that take advantage ol the [eature to build real tension and gam-
ing excitement. Not knowing where the enemy is (those Russian
steppes are big), or where the real crisis may fall, adds a dimen-
sion of unpredictability to STaLiNGrap that is sadly lacking in
many computer games.

In addition to uncertainty, the space, weather, limited unit
numbers and limited intelligence all combine to create ample
possibilities for another facet of warfare: deceit. Because intelli-
gence is so unreliable, and because most battles involve consider-
able mobility, it is possible to screen ofl a large enemy force by
creating the appearance of a strong defense where it does not
exist. On the other hand, a strong defense, particularly with mo-
bile units, might be more effective if weakness is feigned, luring
the enemy’s leading elements into a wap.

ALL INTENSE ON THE EASTERN FRONT

Obviously, everything in STALINGRAD doesn’t pass muster.
As good as the individual scenarios are collectively, the lack
of realism on the 400m/hex scale will irritate historical bulfs.
The e-mail and sound bugs are disturbing for a game engine
that has been around the battlefield as long as V ror V/
WorLD AT War. The computer opponent, although still bet-
ter than many wargame systems, isn’t as good an opponent in
STALINGRAD as it was in CRUSADER, mostly due to the larger
number of units involved in contesting the Russian steppes.

Even with all the above, this is one of the only wargames
for the PC that T can remember where the advice given by
Sun Tzu in The Arvt of War was actually useful. Overall, StALIN-
GRAD is a moderate success, not just because ol the [ancy

graphics, not because of the well-refined interface capable of

providing more uselul information on each individual unit
than any other THE EDITORS SPEAK

game 1 am aware STALINGRAD

PROS Lxcellent documentation,
superb graphics, and a mature

ol, but because of
the game’s ability 10
challenge its play-
ers to think both

strategically and
tactically. Unques-
tionably fun, Star-
INGRAD has enough
depth and variety
to keep wargamers
high stepping until
the snows come
again. €

interface make it easy 1o enjoy one
of the great battles of history.
Three dillerent scales ol combat
offer a variety ol challenges.
eonNs The 400m/hex scale
doesn't work historically, and the
Al is a slight step back from
CrusapeRr. Sound and e-mail bugs
onh some systems.

MAY
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REVIEW

Trade-R-Us

Ventures

Sail The Seas For Blood And Profit
[ Impressions” HIGH SEAS TRADER

by Johnny L. Wilson

annon erupt with their sullurous
stench, hissing like iron-mouthed
serpents as the gun crews sponge
Sails and rigging are
splintered, torn and shredded, unholy
banners in the black mass ol destruction.
Decks are splintered, scarred and bloody,
a sticky fluid carpet of death. This is the
glory, such as it is, of fighting sail.

Yet, in history, it took considerably
more than naval tactics to smooth the

them out.

pathway from uncharted waters “where

there be dragons™ to that thoroughfare of

commerce which Horace Walpole called
“the streets ol our capital, the ocean.”
Impressions’ HIGH SEAS TRADER is not a
mere fighting sail game, celebrating the
gory glory of that era through first-per-

son simulation. A simulation it is not,

even though your initial impression ol

the interface might lead you to believe so.
Nor is it Sip Meier’'s Pirates!, though
that is where the inevitable comparisons
will  be
Meier's classic game

drawn.

provided action se- “price. $69.95,
quences on  wo | GD- ROM__aﬁd
scales to advance its ﬂﬁPPY-'_'\".e.r.SiQF‘S'
adventure elements; | ystem

3 Requirements:
but there is only one gy compatible
scale of action in | 386DX-330r
which you can ap- = better. 4 MB
proach swashbuck- E;irdcg%gf;aph-

ling, ship-to-ship
combat in Hicn
SEAS TRADER.
Impressions has
created a largely
menu-driven,

(800} 545- 767?

Hicu SeEns 'I'nnnan

mouse; supports most ma]or “Sound cards.
Protec_tion. _N_nne

spreadsheet-based sirategy game that
captures something ol the spirit ol the
adventurous bravaco it took to meet the
cconomic challenge ol being a sealaring
merchant in the 17th and 18th centuries.

Fortunately, the menus are disguised
as colorful paintings
that reflect the cultural
similarities within geo-
graphical areas, and
those who use a General
MIDI card for the mu-
sic will be treated to a
number ol different
musical themes which
oller aural references to
ports both familiar and
exotic. Sadly, those who
use General MIDI do
not get the benelit of
some of the great sound
used in the
game—cannon fire, crew cheers and the

elfects

creaking of the
ship itsell. Unlike
many programs,
HIGH SEAS "TRAD-
ER does not give

installing both a
card for music
and a card [or
Conse-

those

sound.

quently,
who opt for
sound ellects miss
the distinctive
music because the
same basic musi-
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you the option ol

cal score acquires an annoying sameness
when played via FM synthesis.

TRADING PLACES
The goal of the game, much like the
goal ol the seafaring entrepreneurs for

PORT IN A PAINTING Although Hicx Seas TRAper is menu-driven, each
menu is a painting with “hot spots" for each possible selection.

which Hici Seas TrADER was named, is
to gain wealth and recognition. Your
character begins as a mere Peddler and
progresses through the ranks [rom Jouwr-
Merchant, Mas-
ter Merchant and reaches the victory
condition ol becoming Viscount. To

neyman to '!'l'il[ll.'ﬁlﬂilﬂ‘

progress, you need to do two things:
armass wealth and develop charvacter/pres-
tige. Your character is measured in four
characteristics:
through victorious sea battles), Honor
(determined largely by your reaction 1o

Daring (improved

random business propositions); Loyalty
(influenced by the way you treat fellow
countryman, allies and enemies): and
Nobility (based on your [amiliarity with



the entire world map). These are cleverly presented via a
graphic chart with sailors climbing up rigging proportionate to
your relative position,

Although your
fortune is mea-
sured in terms of
character devel-
opment, as well
as  gold and
property, the
bulk of your ac-
tivity will center
on the game's
trading mecha-
nism. Since this
area of the game
15 so  vital,
gamers will find
it very good
news that the
trading interface

' : “is commendably
PROVISIONAL ADMINISTRATION Provisioning a ship  user-friendly.
and buying/selling cargo is simple with Hicn Seas Everything is
TrADER'S mouse-driven spreadsheets. handled via

e e A e o

mouse  clicks.
You begin the game with a small, squat merchant ship called a
fluyt, a pragmatic design invented by Dutch traders. You have
about 5000 gold with which to outfit a ship with rations and ma-
terials and invest in cargo. By merely moving the cursor across
the painting ol your home port, captions appear which you can
click to bring up various pop-up spreadsheets or, in the case of
the tavern or charthouse, another menu disguised as a painting.

Want to repair or outlit your ship? You call up the Dock
spreadsheet. Want to buy or sell commodities? Go to the Mar-
ket spreadsheet. Want to find a navigational chart or hire a
helmsman? Call up the Charthouse screen. Want to
deposit/withdraw gold from the bank? Click lor the Bank
spreadsheet. All of these elements arve present in every port, but
three portions of the interface deserve special consideration:
the Market and Tavern screens.

The Market screen is a huge spreadsheet. For every available
commodity it shows the buying/selling price for that port, the
amount available at that port, and the amount aboard ship.
Merely clicking on directional arrows will allow transactions 1o
oceur, but the most welcome news is that each ton of each com-
modity being negotiated is kept in red letters in a pending col-
umn until you are satishied that you have the right amounts in
place. The deal is not done until you click the Accept button.
Uniil then, you can negate any pending deal with the click of
the Cancel button. This ability o back out ol an error is a wel-
come and useful feature.

Perhaps even more welcome is the Logs button at the bottom
of the Market Spreadsheet. Instead of having to make notes on
the dynamic marketplace a la MERCHANT PRINCE, the game as-
sumes that a wise skipper will be collecting price information in

Anything is possible.
1-800-879-PLAY. For IBM-PC & Compatibles.

€ 1994 MicroProse All Rights Reserved.
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his log. So, if you're making a trip to Cu-
racao, you can quickly discern the most
favorable price differential for commodi-
ties available in the current port and de-
liverable to Curacao. To make this
feature even [riendlier, the program
places the names of enemy ports in red
so that you won't have to hother with ir-

FRYING DUTCHMAN The combat interface tells you whether or
not the cannon hanks are manned and ready to fire, as well as
the amount of damage taken by your ship and compass/wind
headings.

relevant prices.

The Tavern is another graphic menu.
It is dynamic in that the hot spots are
characters: potential passengers, art deal-
ers, tavernkeepers, and sailors, soldiers
and apprentices to be recruired. Many
times, the tavern is the first place I go
when [ enter a new port, I want to know
what the possibilities are for making ex-
tra gold by taking passengers aboard.
Then, I can tailor my cargo to fit the pas-
senger's destination and maximize my
profit potential.

Finally, the Cabin is a major control
center for the game, Another graphic
menu, it allows you to check current alle-
giances, cargo, crew conditions, and
game status at the bookshelf, as well as al-
lowing you to set your course at the chart
table by setting waypoints, repair the ship
via the ship in the bottle, and set rations
by clicking on the plate.

TRADE PROTECTION

Of course, the true color of the game
comes from sailing. The nicest screens in
the game, in my opinion, are those with
the on-deck sailing interface and the
combat screens. EFach features colorful
bit-mapped graphics, but cach is disap-
pointing in its own way. First of all, al-

most anyone who plays this game is go-
ing to want to feel like he or she is actual-
ly sailing. Yet, everything has been
simplificd so much that it doesn't mater
whether you are beating or reaching. ‘The
direction ol the wind makes a dillerence
in terms of speed, but there are no visual
clues in the animated depiction of the

i&iﬁﬁ T Jib-shaped mainsail (as op-

- pr.m:(] to the square-rigged
21 sail most would have expect-
ed) to help sailors along,
The design choice was obvi-
ously to keep things simple,
but a chance to choose a
more robust sailing model
would have been nice.

Second, the combat does-
n't quite hold together. The
game offers three different
types ol ammunition and
they act differently in terms
of range. That's about i,
though. I've raked the decks
of pirate corvetres with
grapeshot, only to be boarded by obscene
numbers of buccaneers. This scems high-
Iy unlikely. Plus, crews that use chain shot
ave usually aiming at the masts and rig-
ging ol their enemies, the goal being to
make the enemy less mobile so that they
can be boarded in the futare. 1 couldn’t
see that chain shot made any difference.
Round shot acts appropriately, but the
bad news is that I have stern-raked many
a ship with my broadsides only to watch
them disappear on the horizon,

The inevitable conclusion is that there
are no visual or textual cues given to the
player as to the diflerences in effective-
ness of the ammunition because the dam-

age model only calculates in terms of

generic damage. 1 know the damage
model is probably calculated the same on
enemy ships as it is on your own, but it

very much appears as il *X” number of

hits equals a surrender, sinking or retreal
by the enemy as opposed to tracking ac-
cumulated damage in specific locations.
Also, the age-old gaming convention of a
critical hit seems to be missing, Where is
the exploding ammo that causes a ship to
sink on the first hit? Why doesn’t the cap-
tain die and leave morale low enough
that the enemy sirikes their colors imme-
diately? Why aren't ships ever dismasted?

156 COMPUTER GAMING WORLD « MAY 1995

Worse, it doesn’t seem that the enemy
ships are affected by damage. I've had
ships that looked like the ghost ship of
Flying Dutchman run away from me with
ease. Pirate corvertes that looked like
smoking ashtrays were able to dance
around my untouched ship as though
they were standing still. Impressions
claims that the herky-jerky movement
that I experience on my computer, where
enemy ships stop dead and then [ly away
from cannon balls after 1 fire, is distine-
Live to my computer.

Finally, fans of Sip MEIER'S Pirares!
and those looking ftor the “swashbuck-
ling” part of the strategy promised on the
game box will be most disappointed with
the boarding sequence, Instead ol getting
to fence, it's simply a battle of attrition
where you watch colored bars represent-
ing your soldiers, sailors and apprentices
go against the colored bars ol your ene-
my. There are no tactics, no decisions,
and no random variables to save the day
in this sequence. It is the age old gaming
rule: He with the most dice wins.

TRADE WINDS

The botom line is that I wanted to like
this game. The character advancement,
social climbing, estate and title acquisi-
tion, and subject matter made this a
“must have” game for me. Il the sailing
and combat had been designed as well as
the trading and navigational approach, it
would be an outstanding game. Unlortu-
nately, given the oddities of the combat
interface in particular, they do not pro-
vide enough to help this game reach its
potential, &

THE EDITORS SPEAK

HIGH SEAS TRADER

ravine Y

PROS Great trading interface, col-
orful subject matter, and an interest-
ing game structure designed for
replayability should have put this
game in a safe harbor,
conNs Very limited combat se-
quences, weak boarding sequences
and lack of sailing mechanics make
“captains feel more like Popeye than
Nelson,




THE MEEK TRULY
WiLL INHERIT
THE EARTH.

BECAUSE THATS
WHERE THEY'LL
“ALL BE BURIED.

In the not-s0-distant future, there will be new weapons, New communications. New technologies. And with it, new
rulers who are more ruthless than ever before, with the same goal that’s been around for centuries - world domination.

Command & Conquer’ is coming soon. Which side will you be on?

Curious? Contact Westwood Studios on the Internet ab info@Westwood.com or at WWW@Westwood.com esivesd W

COMMAND & CONQUER i8 a trademark of Westwood Studios, Inc. ©1995 Westwood
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REVIEW

Playing With
The Big Boys

Alliance Interactive Brings THE BIG 3 To The Big Show

by Josh Bruce

S A GREAT POET ONCE WROTE,
SPRING IS IN THE AIR. THE SMELL
OF FLOWERS, THE CALL OF THE
lake, and the stink of the baseball
strike. T have to admit that I'm
not sorry to see the new haseball scason
postponed, and might actually be a liule
disappointed when it is [inally resolved.
Do [ hate sports? Do I have some bizarre
desire to spend my days ofl'watching Wel-
come Back Kotter? Or is my otherwise hap-

py-go-lucky attitude
The Big 3

finally failing and leav-
ing me a broken and Price: $39.95

bitter old man? No,

5 System

worse than all of these, | Requirements:
I'm a Cubs fan. IBM compatible

Yes, the only base- | 386/25 or
ball team that never | better, Windows
:|ui||_: _‘"j'“""e““d ['rmln‘ Zr:;;}:{c;sﬂ:‘& ME
the Great Dust Bowl is - g sio =
the one that T call my space, CD-
own. But if there's one | ROM; supports

thing that a Cubs fan
knows, aside from how
to deal with abuse, is
that the personality
and charisma of a
team matters a lot
more than winning
games. At least that’s what 1 always tell
mysell until the World Series, when every
fan wants to see their heroes grab the
brass ring, and I must face the cold reali-
ty that it takes solid game play and flaw-
less execution to be a winner—and the
Cubs simply don’t have it.

Every time I play Alliance's WWII
game, THE BIG 8, it reminds me very
much of the Chicago Cubs. The game
has some “raw talent” and the caring
hand of a designer who loves his work, so

* Plantation, FL

Sound Blaster and compatible sound cards.
# of Players: 1-2 (modem play)

Protection: None

Designer: Steven D. Jones

‘Publisher: Alliance Interactive Software

. (305) 423-4289

you lind yoursell’ cheering for it. But
some disturbing problems keep it short
of the big leagues.

THE BiG 3 was originally released by
SD] Enterprises as designer Steven
Jones’ labor of love, and was strictly a
two-player game, with no computer op-
ponent. This new version by Alliance
brings a single-screen map of Europe to
your Windows desktop, along with some-
thing resembling a computer opponent.
Unlike many
WWII games
that empha-
size detail and
micro-man-
agement, THE
BIG 3 seems (o
take a page
from  SS8I's
STORM ACROSS
EUrROPE and its

“less is more.”
France and
Germany are
each only five
map  hexes
large, and the
armies  and
fleets ol the warring nations will never
number more than 20 or 30 units apiece.
The unit types range from the traditional
armor and infantry units, to heavy
bombers and U-boats, which fight
through scenarios that can be played in
under an hour. The game scale is strate-
gic with three “seasonal” rns per year,

and the focus is on the production of

fleets and armies which struggle with the
enemy for factories and cities in a never-
ending quest [or more production points.
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philosophy ol

THE Bic 3 will remind veteran players
of a traditional board game with its un-
computerlike concepts such as stacking
units, hexes and dice. In fact, anyone
who has their wargaming roots in the
board game side of the industry will rec-
ognize the design and implementation of
THE Bic 3 as an extremely simplified ver-
sion of Third Reich, with a hint of Axis and
Allies thrown in for good measure.

The map of Europe is divided into
three [ronts (Western, Eastern and
Mediterranean), and each turn the player
must decide whether or not to declare an
offensive, which lets you employ your air
force and [leets at the cost ol economic
points, or choose a tactical operation,
which costs nothing, but only allows the
use of armor and infantry units,

Another board wargame feature that
Tue Bic 3 borrows is the concept of
“force pools,” which restrict a nation’s
purchase of new units with set limitations.
For example, Britain cannot build a mas-
sive land army, and is limited to a few ar-
mor units, but may construct a massive
fleet. The Soviet Union always has a large
army, but only a very small air force, and
s0 forth, Units are purchased with build
points that are gained by holding cities;
at the beginning of each year, build
points are allotted and new units are
added to the force pool.

There are a number of variants which
add a great deal to the replay value and
unpredictability of the game. For exam-
ple, you may use Germany's Plan 7 to
construct a larger fleet, or gain an in-
crease in the amount ol Lend-Lease that
Roosevelt is able to give to England. His-
torical purist have the option to disable
the variants and get build points the old



ong ago, in the days when Ireland was far removed from the mainland
civilizations of Europe, the early Celtic tribes were locked in a bitter war
with the Other World. The tribes of Eire were joined as one people, the Tuatha
de Dannan. Their Other World enemies, who lurked off the islands shores
were known as the Fomors, their powerful leader, Balor of the Evil Eye.
When you enter Celtie Tales, you enter the turbulent struggle to save
the tribes of Kire from Balor’s evil. Tired and broken, your people have little left to
give to the struggle. Regarded as an intruder, your task is to rebuild the land, strengthen the
tribes and become High Ruler of Eire. Then with your trusting champions, you must seek out the

magical Runes, some of which are locked in Balor's grasp. Onee in your possession. the Runes will

Play 1 of 8 mythical characters from the tales, including the war goddess
Medb and Lugh the god of Light

Experiment with Rune magic, procure new Runes & expand your magical powers
Recruit Bards, Druids and Warriors to assist you in your quest
Direct your champions to develop the provinces you control
T g Align the tribes to your direction in a quest to become High Ruler
Orier WORLD T0 BECOME &N Take partin Tribal Council to learn of Balor’s movements as well
WiGn Ruum as the stats of your champions and tribes

Carry out cattle raids on neighboring provinces and use

them as barter for valuable items T MysTIcAL ARMOR
e : ; y-h PROTECTS YOU FIROM
With its RPG style game play, you must collect the Runes %8 Baian’s BviL

before battling Balor

m All commands are animated throughout your turn

, — @\ 1-4 players with two exciting scenarios G Available for IBM PC.
Coxsvrr e TriBAL ¢ " KOEI games are available
b} - COUNCIL ON WAR STRATEGY in retail ontlets nationwide!
] Circle Reader Service #81 KOEI 10 you ean’t find the l.{UlCI
product you are looking for,
| e | call us at 415/ 348-0500

e ; 4c i Ty . a (9AM 1o 50V PST).
KOEI Corporation, 1350 Bayshore Hwy, Ste. 540, Burlingame, CA 94010 ki Spert dxedion

et Takes; Bador of Ihse Evil Eye is  trademark of KDEI Cosporation. |BM i a trademari of Intemational Business Machines Corporation Commpuserse: COVIDPUD, Sert. 4




fashioned way il the unpredictability is
too distracting, but then they'll miss one
of the most interesting parts of the game.

Another nice touch is that the game
may be played with three factions,
USA/Britain, Germany/ltaly, and the So-
viet Union, with the computer able to
control any of these. When playing as ei-
ther the Soviets or Western Allies, and
having the computer control your allied
ne'er-do-well, the result can be quite un-
nerving, as you [irst curse the computer
Germans lor attacking Leningrad, and

then rant at the computer Allies

oG 3

for not sending a Lend-Lease
convoy. Moreover, should Ger-
many be conquered before the
game ends in 1945, the Allies and
Soviet Union will begin fighting
with a frenzy that only a Patton
could appreciate. OK, pal, now
we'll see who needs Lend-Lease!
You might be thinking that
Te BIG 8 has all the makings to
be a classic introductory wargame
that can be shared with the entire
family. And
il does.
However,
the simple ele-

Cunient Absolute Strategic Tactical Tactical Strategic Absolute
Poinls Defeat Defeat Defeat  Victory  Victory  Victow
2 3

24 28

HANDICAPPING THE FIELD Bis Turee's editor allows you to balance contests
between a novice and veteran human general, but it can't make up for the

lame Al.

gance of the design
is laid low by slop-
py programming,
plain and simple. 1
encountered sever-
al different bugs,
which ranged from
forcing air units to
retreat, to isolating
infantry, to being
kicked completely

Airflo Save  Sound  Mep-Markers

THE BIG PICTURE A Windows interface and crisp graphics
will make Bic Turee accessible to any WWII aficionado.

out of the program, or having the game
[reeze. This is in addition to other non-
fatal bugs, such as not being able to at-
tack when playing the USSR until the
German invasion (as opposed to 1942 as
stated in the rules), as well as an amazing
disappearing zone-ol-control phenome-
non. What makes this particularly unfor-
givable is that this game is targeted at
novices, who are the people that are the
least understanding of program glitches,
and are likely to shelve the entire hobby

230 Plaza Professional Bldg., El Cerrito CA 94530, 9-6 M-Sal. (PST) 1-800-478-0217 (orders only) Visa, MC, Checks, MO's
(510) 527-4699 (questions?) (510) 527-4690 (fax orders)
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System Shock
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[ XPLORATION

-Play as any of five
famous explorers,
including Columbus and
Vasco de Gama, or
create your own

-Form expeditions,
explore and colonize
a new land, build an
empire

-Gain fame and fortune
through commerce and
conquest

-Compete against up to
four players

INTERACTIVE MAGIC
P.O.Box 13491
Research Triangle Park, NC 27709

You've left a comfortable home and a loving wife
for 40 tough, smelly sailors who eat careless
captains for breakfast. In a creaky wooden ship
you plan to sail the uncharted, hostile waters of a

world many are certain is flat.

But hey, there's a little downside to everything.

Out there - somewhere - await Fame and Fortune
and adventure. Can you establish and nurture a
colonial empire against constant competition from
history's greatest explorers?

‘[ xploration. Embark on a journey you'll never

forget!

s
/ XPLORATION

for more information call: 919 461-0722

Circle Reader Service #37



alter one frustrating experience.
The computer opponent is prone to
error as well, and sometimes makes the

folly of Hitler look like the wisdom of

Clausewitz by comparison. Your silicon

WHAT IF...7 The Bic 3 does allow you to try ahistorical variants.
Here, the German forces prepare to invade neutral Spain.

opponent seems to have the ability to
form an overall plan, but then does inex-
plicable things in the heat of baule. For
instance, the computer will not attempi

to rescue units that are out of supply, and
will often pull its air foree so far back that
it can’t properly support front line units.
Something I hope is a bug, and not a fea-
. b . . L]
ture of the design, is the opponent’s re-
[usal to recognize strategic

defends against it. It will
watch passively while U-boats
blow rather nasty holes in its
supply convoys.

Worst of all, the computer
will declare war on countries,
particularly Yugoslavia and
the Soviet Union, without
having enough troops avail-
able to have the slightest

this, players will find them-
sclves making up their own
victory conditions—such as
conquering the world before
1942 as the Russians, while
watching Talk Soup and jug-
gling three tomatoes. The documenta-
tion clearly states that the computer
opponent is at a disadvantage versus a
human; but while I'm all for truth in ad-

warfare; it neither uses it nor

chance ol victory. Because of

vertising, I can’t imagine that this is what
the designers had in mind.

Tue Bic 3 really is like the Chicago
Cubs. Spunky and with no shortage of
personality, you [ind yoursell cheering
for it and hoping that it does well. But
when you see all of its problems and
glitches, it becomes obvious that The Bic
3 simply can’t compete in the big leagues
of gaming. This is a real shame, because
the game has all the makings ol a great
introductory wargame, but like the Cubs,
it can’t seem to eliminate the errors and
form a winning lineup. &

THE EDITORS SPEAK

THE BIG 3

marma N0

PRoOS With its nice graphics,
interface, and ease of play, The
BiG 3 could be a great
introductory wargame.

€ONS Under a heavy shelling of
program bugs and Al oddities, its
target audience will be running for
cover.

WANT TO PLAY THE

LATEST GAMES?

How about make some CASH?
How about BOTH?

CALL BARE BONES!
1-800-638-1123

Sell us your used software, then pick
up the latest games at great prices!

Call with list of your software for fast
quotes Prompt payment. NO WAITING!

| Call for free used software
listing. Ask about latest
ADULT CD's!

(over 21, please)

3060 East Ht 60 Hurncane WV 25526

Circle Reader Service #45

The Infinity Machine works with virtually ANY game.
Our easy lo use interface allows you to edit or freeze
almost any game fealure - such as lives, gold, or energy - in
real time, Qur slow-motion mode lets you breeze through the tough
spots like no tomorrow! What are you waiting for? Start living loday!

, $34.95..%=

1359 FRANK DRIVE » MONROE, MICHIGAN 48161

" 7O ORDER, CALL 800-457-1161

Circle Reader Service #119
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IT°5 LIKE 6OING BACK

[t may be Eden, bul a garden it's not.
t'sa primeval land filled with rain forests,
marshy plains and flesh-eating neighbors
named ‘Rex.” Not lo mention a slew of
other dinosaurs, from the peaceful, grass-
gating Brontosaurus to the brutal
Velociraptor. [n Lost Eden, you play

Adam-=not the first man on: Earth, but

he only adventure

ol

Lost Eden™ 15 4 fradémark of Virgin Interactive Entartainment, Inc.

Copyright ©1884 Virgin' Interactive Entertainment, Lid

trategy

possibly the last, Thatis, if you can't unite the
creatures of four continents againstatyrannical
Tyrannosaurus Rex. The taskis simple: Save
mankind. Ifyou're successful, you're a hero. If

you fail, you're a fossil.

Circle Reader Service #24

Interact with ovar 12 different dinosaurs
Lush, surrealistic graphics, cinematics and
{ex{ure-mapped sequences

Explore tour dilferent continents and seven
types of lerrain,

60 minutes of original ambient CD-guality
sobndirack and dlgitized speech,

Mada by tha same people Who created DUNEM™

GO-ROM.

All rights reserved. Developed by Cryo Interactiva Entertalnment.
Virgin is a reglstered trademark of Virgin Enterprisas, Lid




THE GAMER'S EDGE

Squaddie Moddies For
X-COM Leaders

Pump Up Your Weakling Soldiers With These Shareware Cheat Utilities

by Jeff James

EW GAMES IN THE LAST FEW YEARS

HAVE ATTRACTED AS RABID A FOL-

LOWING AS MICROPROSE’S X-

COM. Well-received by players

of all stripes, X-COM has

something for everyone,

Wargaming grognards love the

detailed squad-level infantry combat en-

gine, while novices marvel at the anima-

tion and graphics—and all agree that the

elements come together to form an ex-
tremely addicting challenge.

The game starts out slowly, making you

chase down tiny UFOs and lightly-armed

aliens as you learn the interface and con-
trols. As the game progresses, you're

bound to lock laser beams with a group of

mean and green alien hombres that make
your troopers look like cub scouts on a
camping trip. When that happens, it's usu-
ally a good idea to regroup and invest in
some better training and weaponry. That'll
usually be the answer to your problems,
but if you seem to spend more time on the
losing end of the equation—seeing your
bases blasted into rubble and your best sol-
diers turned into drooling zombies—you
can turn to a number of shareware game

CHEAT OF THE MONTH CLUB

Epic MegaGame's Jazz JackRabbit

Is your bunny struggling to stay one hop ahead of the stew pot? Here are some cheat codes that should
put some spring in your step. To activate these codes, pause the game (by pressing the “P" key), press the
backspace key, then enter the code as listed below. These codes appear to work with both the shareware and

registered versions of the game.

ARJAN  Displays a text message and causes Lhe screen to vibrate,

BAD  Gives Jazz a bird ally.

BOUF  Gives Jazz full health and turns invincibility on.
CSTRIKE Gives Jazz a cool airboard. (Look out, Silver Surfer!)

DOOM  Makes enemies tougher and faster.
GREETZ Displays a text greeting.

GUNHED Gives Jazz all guns, maximum ammo and rapid fire.

HOOKER Turns on 3D bonus level.

KEN  Exits game and drops to DOS.
LAMER Skips current level.

MARK  Kills off Jazz.

SABLE  Gives Jazz mega-speed and super jumping ability.

TIM  Displays text message.

Psygnosis’ Nova Storm

Here's a special warp level code for Psygnosis’ Novastorm arcade shooter, To activate the warp, just type
“TOMATOES" as soon as the game gives you the ability to move your fighter craft.

After typing the code, you'll be warped to a bonus level where you're given all special weapons. As an
added bonus, all your shots assume the guise of ripe tomatoes. After you've completed the bonus level,

you're warped to the final stage of the game.
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cheats and editing utilities to help you give
those uppity aliens the righteous butt-kick-
ing they so decidedly deserve.

MONEY.EXE

Archive title: MONEY.ZIP

by Doug Gesler and David Stall

One of the simplest X-COM utilities,
this little gem lets you play tooth fairy to
the X-COM treasury. Unzip the archive
and copy the MONEY.EXE file to your
XCOM/UFO directory. Upon starting the
program you're provided with a list of
your current save games and the funds
you currently have available in cach. En-
ter a saved game number and the amount
ol money you want (up to
$2,147,483,646), and the program will al-
ter the necessary files for you. Upon load-
ing the altered save-game you'll have
enough capital to fund even the most ex-
travagant of alien-bashing operations.

SOLDIER.EXE

BASE v2.11

Archive title: UFOCHE.ZIP

by S. |. Lamble

Once you've boosted your financial posi-
tion with MONEY.EXE, you can use the
utilities SOLDIER and BASE to soup up
your squaddies and boost your base equip-
ment. SOLDIER allows you to edit soldier
stats, transforming your grunts into a su-
per-human band of alien exterminators.
BASE is used to edit base layouts and
equipment; if you don't like the layout of
the base you're given when you start the
game, you can use this utility to reorganize
hangers and general stores to your hearts
content. I found both of these utilities to be
a bit on the touchy side; the author is ru-
mored to be working on newer versions of
both programs, which should be available
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by the time you read this.

UFO Save Game Editor v 0.3

Archive: UFOEDLZIP

by Dave Durbin

Winning the Swiss-Army Knile award
for X-COM utilities is the UFO Savep
GaME EDITOR, a }uck of all trades
XCOM/UFO wility. UFO Eprror can do
Just about everything an aspiring X-COM

player could want: edit base layouts, alter

base equipment levels, and adjust soldier
stats and experience. The interface is a bit

cumbersome (if you want 999 units of

Elerium in your base stockpile, you'll have
to hold down the “+" key a few minutes
to get the value you want), and it doesn’t
let your alter your funding. Glitches and
gripes aside, if vou only download one
XCOM cheat utility, the UFO Ebrror
should probably be it.

X-STAT.EXE

Archive: X-STAT.ZIP

by Andre Gauthier

If you've ever wanted to print out your

X-COM soldier stats and brag about them
to your [riends, X-STAT.EXE is just what
you When placed in

need. the

XCOM/UFO directory and executed, X-
STAT will pull the stat-lines, rank, equip-
ment and names of all your soldiers and

place them into o files: SOLDIERTXT

(ASCIT text format) and SOLDIER.CDF (a
comma-clelimired file format). You can use
the former to print out your soldiers, while
you can load the latter into your favorite
spreadsheet for further manipulation. It's

ideal for the comparing stats and skills of

your soldiers before you wade into combat.

YAXE.EXE

Archive: YAXEZIP

by Patrick Shea

This program doesn't let you get any
extra money or equipment, it simply fixes
what many X-COM users see as a faw in
the original game design. As any X-COM
gamer will tell you, the inability to
arrange your forces in the troop transport
belore hitting the combat zone is an irk-
some shortcoming. Using YAXE, you can
sort your troopers by all sorts ol criteria.
If you want the soldiers with the greatest
number of time units to exit the transport
first, simply type in YAXE followed by the
requisite command line options and

they'll be rearranged for you.

These utilities can be found on most
on-line services, as well as CGHs own fo-
rum on the Z1FFnet service. Some of
these programs can also be found on the
MicroProse BBS at 410-785-1841. As with
all game cheats and hacking utilities, be
aware that use of these programs carries
with it the risk of corrupted game liles
and other problems. Before attempting to
use any ol these programs you should
back up your save game files.

Jeff James, CGW colummnist and associate ed-
itor of InterActive Gaming, can be reached on
through the Internet at 74774.1635@eom-
Juserve.com. €

CGW headquarters on ZilINet. Files lea-
tured here can be downloaded from
ZilfNet both on CompuServe and on
Prodigy. On CompuServe, go to CGW's
forum (GO GAMEWORLD), Library 7,
Shareware Sizzle. On Prodigy, jump
ZilINet and Search by Title. Or, Search
by Category to browse the entire library.

To locate these liles on-

line, tune in to the

P.O. Box 5008 Glendale Heights, IL 60139
We Buy & Sell New and Used Game
Software.Call for a quote on your used games.

Call 1-800-525-GAME
Get CASH for your games or get an
additional 70% in credit, good for future
game purchases at great used prices like
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e Kung Fu Lovie * Spear of Destiny * Hockey * Hugo's Whodonit
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o Redhook’s Revenge  » Blake Stone * Galactix PLUS Many,

* 3D Chess * Monster Bash * Bio Menace Many More

FREE CATALOG INCLUDING WINDOWS, BUSINESS, UTILITIES, EDUCATION, GRAPHICS
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U PO, your birtl your likes an 5. GIRLFRIEND requires 7-10 MB of free space. We offer the .&DULT VERSION containing
fley d J dik ot fi
iffarent girls, USA and SUTY ot 0 special price of only $69. (ieg. price 5120 'cice Kit
. s Uik el [ f only $69. $120) NEW! Voice Kit $29,
King's Quest 7 $3 Deomll $30 Stimulating Games from Europel = Imported exclusively by 5§ Software
Under a Killing Moon $39 Tie Fighter $32 PHTRIS & the xﬁyhnnml:d version of the popular block gome. You reveol stimuloting pictures end movies while controlling the
[alling blocks. ORDER SG4
X-Com $30  Wing Commander lll $38 PsPIPE s the sophisticated version of the Windows hit - Fipe for Windows - but you dorn need Windows 1o run it - you atiemp! 1o
Metaltech Earth Siege $36 Cyberia $35 T b]tFul o pipeling whils ﬁpﬂilng pitllum ond movies = mn'immuﬁ ele%& : hR G5
allows you to reassemble the mest exciting women on earth - over 45 celebrities in this super ame » Use mouse of
System Shock $36  Ultimate Football $36 "'tﬁw‘ﬂf ORDER 5G6 g o
Dark Sun Il $33 Creature Shock $30 Price: $35 each or order our SUPER GAME PACK at $89 for all 3

and many more games...

All gamas mus! ba virus Irea , games will be checked. All games must ba in original box with all
instructional materials and orginal disks. NO GOPIES accapled. All games must be senl with account
number in order for your chock or credit to be processed. Any unaccoplablo games will ba sent back af

your expensa. Any delective games will be replaced with sama lile. Most game orders can ba filled in 2
weeks. Dua to high demand of certain games some arders may lake longar

tontort infomration. ORDER €D 59
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Yesterday, Games Were
Such A Simple Play

by Chuck Miller

SUSPECT I’ NOT THE ONLY: ONE WHO
WAXES NOSTALGIC OVER THE ARCADE
GAMES OF THE ‘705 aND ‘80s. WHEN |
think about the hours I spent blast-
ing space debris and detonating
nukes with my perfect missile
parabolas, it's no wonder that games
like Atari’s new 2600 ACTION PACK trigger
da ]')H]'El!iyl]l[_')illl](.‘l ic responsce from my neu-
ro-credit membranes. Simple though they
were, they captured my heart (and my
quarters!) and didn't let go.

With the new emphasis on whiz-bang
graphics and hard-driving stereo sound-
tracks in computer games, it's casy to
overlook the fact that, not that long ago,
games were [un without that stuff. These
days, il a game lacks stunning visual and
audio embellishment, we tend to shrug it
off as an inferior product—whether or
nol we've given it a chance to prove itsell.
That’s unfortunate, because there are a
lot of “gems in the rough” waiting to be
discovered, lacking only the final cut and
polish that separates them from the big
commercial titles.

More lamentable is the idea that a
game has to offer a new idea or storyline
Lo warrant our interest. All storylines are
rehashed and reblended anyway, so this
shouldn't matter as much as a good bal-
ance of gaming clements, To give you an
idea of what I mean, I offer for your con-
sicleration three games of stark simplicity,
not only elementary in their presentation

and scope, but enjoyable adaptations of

carlier classics. These games have one key
ingredient that makes them stand out and
transcend the need for digital smoke and
mirrors—simple, addictive play.

PIPE DREAMING
WarrL Pire 2.2 from Soleau Software

might take you back to happier times if

you played its predecessor, PIPE DREAM.

The gameplay is so
faithful to the origi-
nal that after a solid
hour of play, it took
a first-run episode
of “X-Files” to pry
me away.

For those unfa-
miliar with Prre
DreaM  and  its
clones, the objective
in WaLL PIPE is to
keep the water flow-
ing as long as possi-
ble by linking
together various
pieces of pipe to direct its path. Although
it sounds simple, maintaining a continu-
ous course of water is complicated by a
random stream ol pipe segments that ap-
pear in TErRIS-style. Stationary and mov-
ing bricks get in the way of your growing
pipeline, and a ticking clock keeps the
tension high. On the first level you have
40 seconds to lay pipe before the water
starts to flow; in the higher levels, you'll
have less and less time before the water
well “liquidates™ its assets. While you can
continue to place pipe after the water he-
gins its trek through your freshly con-
structed network, keeping ahead of the
flow is extremely difficult,

As in real plumbing, there are numer-
ous pipe segments available to keep the
water flowing. These plumber’s helpers
include standard pipes (right elbows, lefi
elbows, horizontal and vertical segments,
etc.), directional pipes (allowing water to
flow only in the indicated direction),
bonus pipes and tubs (providing extra
points i’ employed), cross pipes (offering
bonus points for causing the water to loop
past itsell) and sinks.

Though by no means an original idea,
WaLL Piee is still a thoroughly enjoyable

classic knock-off.
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PLUMBER'S NIGHTMARE Simple plumbing is but a "Pipe Dream” with this

game (more fun than writing this review!).
Although it could use a few added fea-
tures, like the ability to adjust the clock
and the mouse controls (the pointer
moves a bit sluggishly for my tastes), this
game is certain to appeal to any gamer
looking for a balanced blend of strategy
and action,

WALL PirE will low smoothly on any
[BM-compatible  computer with
EGA/NGA graphics and a mouse. The
shareware version of WarL Piee 2.2 is
downloadable as WALLPLZIP. Send a
check or money order for $12 to switch
on the full registered version, which does-
n't have registration “nag screens,” loads
much more quickly than the shareware
version, and has unlimited levels of play.
To register, send $12, plus $2 shipping
and handling (New York residents please
add the appropriate sales tax), to Soleau
Software, 168 Amsterdam Avenue, Suite
213, New York NY 10023 or call (212)
721-2561 with a credit card in hand to or-
der by phone. Adding another $6 will in-
crease your gaming pleasure with the
Soleau Software Member Game Pack in-
cluding eight of their most popular share-
ware releases.
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5th Fleet 44 Daedalus Encounter 50 Inferno 49 Spectre 44
7th Guest 11th Hour 69 Dark Forces 54  Jagged Alliance 47 Stalingrad 44
Absolute Zero 41 Dawn Patrol 44 Jorune Alien Logic 44 Star Crusader 44
AD&D Menzoberran 50 Death Gate 37 Knights of Xentar 43  Star Reach 44
Advanced Civilization 38  Deep Space 9 Hunt 43  Legend of Kyrandia 3 44  Star Trek Tech Man. 44
Alone in the Dark 3 50 Descent 44 Lords of Midnight 50  StarTrek NextGen 59
Battle |sle 2200 38 Discworld 38 Lunicus 42 Stonekeep d4ab
Blind Date 44  Dominus 38  Maabus 38  System Shock 50
Blood Bowl 37 Dragon Lore 50 Madness of Roland 33 Third Reich 37
Blood Net 50  Ecstatica 44 Magic Carpet 47  Transport Tycoon 47
Bureau 13 44 Flash Traffic 44 Mortal Kombat Il 50 US Navy Fighters 47
Buried in Time 50 Flight Commander 2 44 Nerves of Steel 22 Voyeur 50
Command & Conguer 50 Full Throttle 42 Panzer General 44 Wild Blue Yonder 45
Conqueror 48  Gadget 50  Phantasmagoria 56  Wing Commander lll 56
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CyberWar 50 Heretic 50 Rise of the Triad 44 X-Wing Collector's 50
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THRUSTMASTER

F-16 Flight Control  $109

Weapons Control Il $89

Rudder Pedals $99

Flight Control MK 1  $59

T-1 Driving Pedals $119

INTERACTINE

Touch The Future!
SPACE SIRENS

You are lured by the irresistible song of
the Space Sirens emanating from a mys-
terious space station. You venture into
the domain of the alluring and beautiful
Space Sirens only to realize that you've
been entrapped in VR chamber to fulfill
their every desire. Engage in a search
and fulfill mission in an exotic interac-
tive odyssey. !

VIRTUAL
VIXENS

NEURODANCER $39
SCISSORS N STONES

Journey into a realm where beautiful
women are available to challenge you in
a game of chance. A |
high tech adaptation 8
of the ancient game
of scissors-rock-
paper. Featuring
live action video
combined with
3D animation
and graphics.

$29

Phone (201)783-3600 » Fax (201)783-3686 ° FAXBACK (201)783-3374

800-999-7995

Send Orders To: Mission Control = 7 Oak Place = CGW0595 = Montclair, NJ 07042. MC, Visa, Discover, Checks

& Money Orders. Checks held 14 days.

Please Include Phone # /Shipping $7 OVERNIGHT (most areas)

International Shipping $25. Add $5 for Ultra Discreet Packaging! E-Mail MissionCD@aol.com
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SHAREWARE SHOWECASE

PYROMANIA [Accesst LXAGWADE]

“Game Dptions  Help

DEADLY DIAMONDS Make one wrong move and it's easy to find yourself

Six Feer Unoer in this new rendition of BouLoeroasH.

DIGGING IN THE DIRT

Greed drives men and women to all
sorts of extremes, even to the point of
risking life and limb. Films like Jewel of
the Nile and King Solomon’s Mines depict
the length to which some will go for
riches, especially in the form of precious
gems. Such is the case in SIX Frer Un-
DER, a timed game of strategy in the cast
of BouLpERDASH and a thousand clones.

Alone and deserted, vou're trapped in
a remote cavern underneath the Ari-
zona desert. All vour friends are gone
and no one answers your calls for help.
Then, just when you're about to give up
in despair, a glint of light catches your
eye—a diamond as big as Roseanne
Barr's ego! Excitement replaces panic,
and greed overcomes despair as you
race [rom gem to gem in the first of 50
interconnecting labyrinths. Your dilated
pupils register huge dollar signs!

Like the many strategic maze games
that have come hefore, the goal in Six
FEET UNDER is to collect the necessary
gems on cach level to open the exit to
the next. Of course, obstacles block your
path. Falling stones will squish the juices
out of the slow of foot, while giant spi-
ders and frogs will slurp you up without
a moment’s notice. It's also possible to
become trapped and expire from any
number of underground dangenrs.

Each level of the 25 provided in the
shareware version ol SIX FEET UNDER
begins with a password to proceed di-
rectly to that level. Afier the first few lev-
els, which go rather quickly, I suggest
you pause the game and write them
down. You'll need them. For instance,

Level 9 (Which Way
Do 1 Go?) is a killer
that has done me in
more times than 1
care to remember,
Timing here is jusi
too precise. One slip
of the direction keys
and it's “Game over,
man!”

While Six Feea
Unper  has
notch sound effects
and an animated
icon for the player
(your on-screen per-
sona actually walks
as he moves across

|l‘!p—

the screen), it does

lack some of the
more standard features. There is no way
to select a skill level or o "stop the
clock™ on puzzles where there never
seems Lo be enough
time. It would also be
nice to have some con-
trol over matters like the
numhber of points re-
quired for extra lives
and the number of ob-
stacles provided to chal-
lenge the player.
Nonetheless, Six Feg1
UxpER is a rich find in
the BOULDERDASH vein.
Il you have a 386 or
faster PC running Win-
dows 3.1 or higher, a 16-
color or better VGA card
and at least 4 MB RAM,
you'll be able to dig SIx FEET UNDER
(SIXFET.ZIP). A modest $15 1s all that's
required to unearth the full 50-level reg-
istered version (another 50 levels are in
the works, as is an upcoming level edi-
tor). Carve out a check to EnQue Soft-
ware, 25700 East 203rd Street, Pleasant
Hill MO 64080 or call (816) Y87-2515
to order by eredit card for instant grati-
fication (via an unlock code).

BIG PAC ATTACK

PacMmanIa is another simple game that
will bring to mind the countless quarters
you slipped into the silvery slots ol many
an arcade machine. An almost identical
clone of the original Pac-Man—oflering
all its simplicity, charm and addictive-
ness—PACMANIA will take you back to
the early days ol electronic gaming
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when four colors and some basic digital
bleeps were all that you needed to be
entertained for hours.

The goal in PacManIa is as simple as
the original: eat everything in your
path, avoid the ghosts, and score as
miny points as possible, Fruits are more
valuable than dots; scoring 10,000
points earns you an extra life. "That's all
there is o it.

Moronic as it seems, there's some-
thing in that yellow chomper that keeps
you tapping the arrow keys or yanking
the joystick for hours at a time, So, to re-
turn to a simpler, more basic gaming
era, chase down a copy ol PACMANIA
(PACMAN.ZIP). A stanclard registration
of just $10 (other options are available)
lets you reclaim a small part of your
gaming youth, PACMANIA is available
from Sophisticated Soltware Systems,
P.O. Box 4936, East Lansing MI 48826-
4930,

F'Ln'u"‘_E_l; ONE
)

RERDY?

I'M A PACMANIAC! Fortify your gaming diet with some cherries,
hananas and other fruits in this gobble down memory lane.

Chuck Mller is the editor of InterActive
Gammg and CGW's Shaman of Shareware.
He can be reached on CompuServe at
747741476, America Online at IGAMING
and through the Internet at interactive.gam-
ing@swebbs.com, €

To locate these games

on-line, tune in to the

CGW headquarters on
ZiltNet. Games leatured here can be
downloaded from ZilINet hoth on Com-
puServe and on Prodigy. On Com-
puServe, go o Compuder Gaming World's
own forum (GO GAMEWORLD), Library
7, Sharveware Sizzle. On Prodigy, jump
ZillNet and Search by Tide for the games
listed here. Or, Scarch by Category to
browse the entive Games Library.
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HEX, BUGS & ROCK ‘N ROLL

Crawford’s Quest

A Game Designer’s Search For Arthur And The Holy Grail Of Interactivity

hy Paul Schuytema

IFTEEN YEARS AGO, I WALKED
INTO MY LOCAL COMPUTER
STORE, DROPPED A FEW BILLS,
and walked out with a large zip-

lock bag containing the pride of

the Atari Program Exchange—
EasTERN FrONT for the Atari
800 computer. That wargame, with its
scrolling map and seasonal color changes,
was a milestone in the evolution of com-
puter games, and I have to say that it was
the first game to ever really hook me.
That game was the brain child of Chris
Crawlord, then an Atari programming
guru and now one of the last lone wolves
ol game design. Soon, Crawford will be
joining the pack, launching his own de-
sign house, as he realizes that creating a
full-bodied game to tempt today’s audi-
ence is 4 task too daunting for just one
man. Recently, I had the opportunity and
privilege to invite Mr. Crawford to my
neck of the Ilinois cornfields and wreat
him to a cholesterol-rich Midwestern
meal. I listened to his tale.

77 CYCLES OF HELL

His adventure began at Atari in 1979, as a
programmer/designer [or the Atari 2600
video game system. The cartridge-based
system was lean on processing power and
even leaner on megabyte real-estate,
boasting a whooping 2K of ROM for the
program code, and 128 hytes of RAM to
hold all of a game’s variables. To make
matters worse, that 128 bytes also served
as the machine’s screen buller.

“That was a ferociously tight environ-
ment,” said Crawford. “You actually drew
the display on the screen as the [electron]
beam was running across.”

The draw routines for the 2600 were
the property of Atari's TIA chip, which

had a buffer that would spill one line of

graphics to the screen at a time,
giving programmers the luxury of
77 machine cycles to prepare for
the next draw line. That meant
that progranmmers had to cram the
operational kernel of their game
into a series of instructions that
took exactly 77 cycles.

“You'd be in your oflice,” said
Crawford, “and suddenly you'd
hear some anguished wail coming
down the corridor, ‘78 cycles!" He
didn’t make it. And if you could get
it done in 75 cycles, then you were
screwing up, because you were
wasting two cycles. God, that was
intense programming!”

THE 12 BYTES OF
CHRISTMAS

After cutting his teeth on the 2600,
Crawford moved over to the Atari

“My big goal for many years,” says game designer
Chris Crawford, “has been to get real characters into
games. | consider that goal to be the holy grail of

game design.”

800 personal computer. It was on this ma-
chine that he created EASTERN FRONT,
“EASTERN FrRONT was, technically, the
most brilliant design I've ever done,” said
Crawford. “It had an inverted program
structure and a full Al system running in
just 8K of RAM. That's pretty good AI'”
One of the neat features of this carly
graphical wonder was the fact that the
icons for the trees changed color as time
progressed through the seasons. To this
day, Crawford is proud that the routine
for that colorshift was coded in only 12
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bytes of 6502 instructions.

Alter the collapse of the video game in-
dustry in the early 1980s, Crawford found
himself without a job at Atari, and set out
on his own as a [reelance game program-
mer and designer. He developed a port-
folio of games, some which did quite well
and others which just plain llopped. Dur-
ing this time, however, Crawford kept
coming back to two common themes: his
love of the legend of King Arthur,
sparked by the dark and moody film FEx-
calibur. He was also fascinated with the
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potential of the computer to serve as an
interactive storyteller, but not just narrat-
ing branching stories, but giving a player
an opportunity to interact with detailed
synthetic characters in “an emotionally
meaningful way.”

THE HOLY GRAIL

“My big goal for many years,” reflected
Crawford, “has been to get real characters
into the games. I consider that goal to be
the holy grail of game design.”

Three years ago, Crawlord decided that
the time was right. He was going to begin
work on an Arthurian game, entitled Lk
MoRTE D'ARTHUR. “I was going to do in-
teractive storytelling; 1 was just going to
do it,” said Crawlord. I would just keep
working at it until I solved the problem. It
turns oul to be enormously
difficult.”

First and foremost in the
design process ol creating
an interpersonal relations
engine was to define the
starting point. How could
you turn human conversa-
tion and personality into a
believable computer model?

“There is no simple pro-
gram you can create that
will present an interesting
character with which you
can have an emotionally
meaningful interaction,”
said Crawford, “and you're
sure as hell not going to do
it in assembly language.”

Crawford had been play-
ing around with the idea of sentences as
an output device in an earlier game, Bai-
ANCE OF Power. Tweaking his concept
slightly, he decided that the sentence
would be the essential “atom” of interac-
tivity in Le MorTE D" ArRTHUR. Crawford
also had a revelation when he decided to
treat input and output as essentially the
same beast. A player should be able 1o say
the same things to a “virtual” character
that the character might say back to him.

Working [rom that foundation, Craw-
ford began to build up a library of “inter-
relation algorithms” that would comprise
the backbone ol his game's interactivity.
One point that seemed essential was the
fact that people gossip—that information

spreads in finite and limited ways from
person to person. For Crawford, creating
a world in which his characters were all
omniscient was doomed to failure.

But attempting to translate the very hu-
man characteristic of gossip into a packet
ol Pascal procedures proved to be very
daunting. Crawford studied the problem
and designed a general assumption algo-
rithm which stated, essentially, that hu-
mans tend to tell things to their closest
[riends first, and they also prefer to tell
information that is near and dear their
hearts, and humans are especially willing
to tell information that is of vital impor-
tance to their friends.

Crawlord programmed this gossip al-
gorithm and set the court of Camelot on
its way, simulating an entire array of inde-
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A key component of Crawford’s vision is a facial expression sys-
tem that can capture the subtle, non-verbal aspects of human
communication. “The true test,” says Crawford, “was to see if
[his facial technology] could accurately represent Guinevere's
‘come hither' look.” (The graphics are still under-development.)

pendently functioning and thinking virtu-
al characters, all interacting with each
other. Soon, Lancelot had “plucked the
royal feather” by seducing Guinevere. He
was excited about it, and the algorithm
told him that he should want 1o tell a
friend. He would also want to tell a friend
who would [ind this information most

useful and important. That friend, of

course, was King Arthur.

“That's a Maw in the algorithm,” re-
marked Crawford. “Fixing that problem
stumped me for over a month.”

Crawford had o rethink his approach
to gossip and inter-character information

passing. Some of the core algorithms of

his program were the I)I'UL'C(]U]'L‘S that
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would allow a character 1o mull over in-
formation they had just been given and
pass verdict. A character would consider
how information alfected him and
whether it changed the way that character
felt about any ol the other characters in
the game world. Crawford discovered that
by using these routines, a character could
“place himself in another's shoes™ and
work through the ramilications of a piece
of gossip before he blurted it out to an-
other character.

Armed with the new procedures,
Lancelot was then able 1o imagine how
Arthur would leel when his best [viend
gleefully told him that he had just bedded
his wile and queen. Naturally, Lancelot
kept his mouth shut.

IN ARTHUR'S WORLD

So just what is LE MoRTE D'ARTHUR? 1t is,
at its simplest, a game of kingly diplomacy.
You are cast in the role of Arthur, late in
your reign. Your bastard son Mordred re-
ally wants to become king and urges you to
step down [rom your throne. Of course,
you refuse. The game begins at this point,
where you hold court at Camelot while
Mordred schemes in the background, wait-
g for the right moment to initiate a re-
bellion against your throne,

“When all is said and done, it all boils
down to a simple battle, and the loyalty of
the people,” said Crawford. At that cli-
mactic moment, your previous diplomatic
acumen will either bear ripe fruits of vie-
tory or you will be unceremoniously
ripped from your thrown by Mordred.

Throughout the game, you are con-
stantly interacting with 16 other charac-
ters, all who are vying for your attention
and approval. Some will attempt to se-
duce you, while others will urge you to
battle, to kick some Saxon burtt for the
good of Camelot,

“I've ereated something truly unique in
this game,” said Crawford, “the first
wargame done without a map. This is a
wargame with full tactics and troop move-
ment, only everything is done verbally.”

OF course, if you go off to attack the
Saxons and lose, then your prestige will
plummet. Like all good medieval tales,
your power and influence is based on
your prestige, by the appearance that you
can act like a King would act.

(continued on page 178)
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Call your Account Representative, Marci Yamaguchi, at
(415) 357-4920 for information on how you can advertise your game,
product or service in the economical MARKETPLACE section.
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GASS PEDALL for DOOMM!

Why use your fingers to do all the work maneuvering through your 3-dimen-
sional game, when you can step on the GASS PEDALL2 Go forward,
backward, fast, slow using one fool. Steer as before with your
keyboard. Your brain has special areas ready to control
mofion using your Eei. The GASS PEDALL pro-
vides a more natural involvement in the
game, reduces the burden on
your fingers. Plugs into 15 pin
DB game porl. Made mostly
of wood.
Send check or money arder
for|$95 plus $13 S&H 1o —
BODIONICS CORPORATION
475 FRONT STREET, UNIT 319

LAHAINA, HI 96761-1114
Call (808) 661-4835, ext 7319 for information about opfional joystick connector. Hawaii residents add 4% sales tax
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SSI's Out of Print Wargames Are Back For Only $15!!!

B-24 Mech Brigade Star Command

Battle of Antietam Rebel Charge Stellar Crusade

Battles of Napoleon Red Lightning Storm Across Europe
Conflict: Middle East Second Front Wargame Construction Set
Gettyshurg Shiloh: Grant's Trial Warship

Kampfgruppe Sons of Liberty Western Front

Scenario Disks for S5I's Battles of Napoleon for $10
Scenario Disks for SSI's Wargame Construction Set II: Tanks! for $15

Our hours are 8:00 am to 5:00 pm PST M-F
- o We accept Visa, M/C, Checks, Money Orders ) 3
To order or request a free catalog contact:

Novastar Game Co. = P.O. Box 1813 = Rocklin, CA 95677 = (916) 624-7113
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(continued from page 174)

THE LONE WOLF JOINS THE PACK

Crawford has been laboring on L MoOrTE D'ARTHUR for well over
a thousand days, working from his home in San Jose over-looking
Silicon Valley. His constant companion is his suped-up Mac 11, on
which he cranks out Pascal programs as he attempts to find his
own grail. Along the process of creating the engine for the game,
he realized its universal functionality as a storytelling tool.

Now, Crawford has entered into a partnership to create a de-
sign house that will not only finish work on LE MORTE
D'ARTHUR, but also perfect the engine as a development envi-
ronment that could then be licensed to other designers. Already,
he is planing two additional games, one based on office politics
and climbing the corporate ladder, and another a lusty soap
opera, but more akin to a Three Musketeers-type of romance
than a lunch time soap.

Alter a decade and a half as a lone woll programmer, doing
everything from design to programming to art, Crawford has re-
alized that a team is required to create the whole product. Al-
ready, he has worked with artists to create LiE MORTE D'ARTHUR'S
facial interface, since Crawlord firmly believes the human face is
the most efficient tool for reflecting the emotional state of a
character. e has had the artists create face “loundations”™ [or
each of the 16 characters, and a “Mister Potato Head” approach
of hundreds of facial tiles o create a desired expression.

“The true test,” reflected Crawford, "was to sce if this approach
could accurately represent Guinevere's ‘come hither” look.”

The first step in the “mainstreaming” of Crawlord’s work is to
get his Mac-based Pascal code optimized in C++ for the PC. Af-
ter that grunt work is completed, Crawford will set up his “story-
telling hierarchy” for creating his interactive stories. He
envisions a “master storyteller” who works on larger design is-
sues and character and story development. This storyteller will
then oversee three separate teams: a tools team for program de-
sign, a writing team for crafiing the substories and characters’
responses, and an art team to craft the most effective means to
present the story to the player,

Soon, Crawlford will invite his engine licensees to his facilities
for an intensive training period in this new type of interactive
story telling. After training, the licensees can then go ofl 1o cre-
ate their own tales of character conflict and interaction.

After three and a hall years, Crawford still has a lot of work to
do, at least another year until LE Mor1e I’ARTHUR is complete,
but he can see the light at the end of the tunnel. For years, he
has been outspoken visionary promoting the values of character
interaction in computer games, leeling at times like a solitary
woll howling at his own moon that nobody clse has seemed to
notice. Now, his journey is almost complete. From his begin-
nings at Atari, where 77 cycles were the Holy Grail, he has trav-
eled very far indeed, and stands on the brink ol something truly
unique in the realm of game design.

“It’s a massive challenge,” said Crawlord, “trying to ligure out un-
der what circumstances will a character respond with anger or burst
into tears? What kind of tools and techniques do you use 1o create
that level of interaction? It sure as hell ain't computer science.”



Hey! you've got two
bi-directional alien-finders
attached to your head

Now &bﬁ can use’em to play your
favorite games in 3D sound that zigs
when they zig and zags when they zag!

The Command 3D Sound Engine* can transform your favorite computer game into an in-your-face, look-
... out-behind-you, multi-sensory experience. Unlike other 3D sound processors, the
Sound Engine surrounds you with a 270° soundfield that responds to the
| movements of your joystick.

g So when you zap that Zorgon on your left, the KABOOM! will come

- from the left. When you nail that Ninja on the right, the WHACK! will come
from the right. Imagine: a previously unheard level of realism for about one
zillionth the cost of a virtual reality helmet!

The Command 3D Sound Engine works with any game
software, stereo or mono. All you need are an analog joy-
stick. any sound card with a line-out jack and two externally-amplified speakers.

Sorry, bi-directional alien-finders are not included. But, hey, you probably
have a pair of them already!

For more information, call 1-800-379-8558

MULTIWAVE INNOVATION, INC., 747 Camden Avenue, Campbell, CA 95008
Tel: AD8-379-2900 Fax: 408-379-3202
Command 3D Sound Engine is a registered trademark of Multiwave Innovation Pte Ltd *Patent Pending
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Stalking The Great
White Sound Card

ThOMAG Ty

Lips For Bagging The R{g/ﬂ Sound Card For Your Gaming Adventures

by Mike Weksler

N A RECENT SAFARI TO A CON-
SUMER ELECTRONIC “GIGANTA-
STORUS REX,” I WITNESSED THE
stalking patterns of two audio
hunting parties. One group
was interested in home audio
systems, and they had the
benefit ol experiencing it [irst-hand: a
salesperson explained [eatures while
tweaking knobs so the customer could
hear the difference between different
products. Then I made my way through
the jungle of multimedia hardware 1o the
personal computer sound card aisle. It was
there that I became acutely aware ol an
entirely different experience: there were
no beating drums, no chanting, but
rather, customers wandering up and down
the aisle in complete silence! They were
making purchases solely based on the
pretty pictures on boxes, the salesperson’s
often inaccurate explanations of features,

and recommendations from members ol

their tribe—but no one was actually fisten-

SHORT CIRCUITS

Hunting down the right cable that
connects your new sound card to your
existing CD-ROM drive can be a real
adventure. This magic cable allows you
to hear music CDs and, more impm‘-
tantly, the sound and music in some
CD-ROM games, out of your sound
card’s speakers. Without this cable, you
miss portions of a game’s music that
are on the CD.

SC&T makes a "Twin-Head” CD-
ROM audio cable that's compatible
with Creative Labs, Media Vision,
Aztech Labs, and Orchid Technologies
sound cards. Price: $12.95. For more
information, call (800) 408-4084.

ing to the products. As 1 peered down the
aisle from behind some boxes, 1 [elt like a
wildlife cinematographer, filming a
sprightly gazelle as it was chased and
mauled by hungry lions. Here are some
sound card salari tips to keep you, the
hunter, from hecoming the hunted.

THE NATURE OF THE BEAST

‘The first thing you should he aware of
before trekking into the bush is that the
hardware for producing voices and
sound effects (digital audio) and the
hardware for producing music (synthe-
sis) are two different animals—nothing
like your TV, where sound and music
emanate from the same box. Further-
more, you can vary the quality of the dig-
ital audio and music synthesis on your
computer, [rom scratchy sound effects
and kazoo-like music to much cleaner
sounding digital audio and orchestral-
sounding music.

After deciding how much ammo you
have for the hunt, the next thing to do is
select which options are important to
you. Most games only use 8-bit digital au-
dio (16-bit data, while sounding great,
has elephant-sized storage requirements),
Il your interests lie in digital audio only
and you don't mind M synthesis (often
relerred to as Ad Lib or Sound Blaster
compuatibility) for your music, you could
probably settle for an inexpensive, small
caliber 8-bit sound card like the SOUND
Braster Pro from Creative Labs. It's in-
expensive and a real no-brainer to install
and conligure,

Il you require superior music for your
“trophy piece,” you could add a stand-
alone General MIDI device, a standard
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for wavetable synthesizers, alongside an
8-bit sound card. Examples ol these Gen-
eral MIDI cards include the Turtle Beach
Maut and the Roland SC-55 SOUND CAN-
vas module, which is the General MIDI
synthesizer used by many game music
composers. Then, when playing games
like Raven Software’s HereTiC, you will
hear both the sounds ol combat from
your 8-bit digital audio card and rich, or-
chestra-like music from your General
MIDT synthesizer. The stalwart sound
card hunter should really listen to the dil-
ferent kinds of synthesis first-hand, per-
haps with the help of a fully equipped
acquaintance,

If you want better audio performance
than can be achieved with 8-bit sound
cards, consider higher lidelity cards like
Creative Labs’ Sounn Braster 16 or Me-
dia Vision's PREMIUM 3D, augmented with
a General MIDI daughter card. Daughter
cards snap onto the main sound card and
use chipsets from synthesizer companies
like Roland, Ensoniq, Kurzaweil and Korg,
which are all professional-level keyboard
manufacturers.

A good compromise is the “all-in-one”
sound card like Ensoniq’'s SOUNDSCAPE,
Logitech's SouNDMaN Wave, Aztech's
Waveriner, and Creative Labs' AWE-32,
These provide General MIDI wavetable
synthesis and 16-bit digital audio,

Now, when you reach the bush, here
are some questions to ask your guide:
first, ascertain if a sound card is upgrade-
able to wavetable synthesis, i.e., “Can this
model of SOUND BLASTER 16 accept a
wavetable daughter card?” Second, ask
whether the wavetable sound card will re-
quire you to wrestle an alligator-sized ter-



After hearing his
favorite games on
a Sound Blaster,
Vincent regretted
the ear thing.

So only buy genuine Sound Blaster cards. And look for

the Sound Blaster Compatibility Logo on software and
multimedia kits as well. That way, your software will sound
exactly like it should. And you won't feel a tinge of regret.
There are six different Sound Blaster sound cards to satisfy
the most discerning ear, i s

To find the one that’s best for CR = —T [ V'_
you, call 1-800-998-5227 Ext. 114,

Q Inferior sound cards can drive you to some

crazy ends. Sound effects built into this year's
Sound -
exsEn  hottest new games might seem muffled and

flat. Like you're only getting half the experience.

But a Sound Blaster™ sound card can spare you that
insanity. You get real 16-bit, CD-quality sound that brings
games to life. You hear ships explode, swords clash, tirs
squeal. That's why Sound Blaster is the PC sound standard.

A

nmbimes 155 Crativ

© 1995 Creative Technology Lid, Sownd Blaster and the Creative, multimedio 1 Creative, amd Sownd Blaster Compatibility Logos are trademarks of Creative Technology Led
International inguiries: Creative Technology Ltd., Singapore. TEL: 65-773-0233 FAX: 65-773-0353. All rights reserved.,
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UNDER THE HOOD

minate and stay resident (TSR) program.
Cards like Creative Labs' AWE-32 use a
big TSR to handle General MIDI
(though more games are supporting this
card directly), which will ear into your
available memory. (For more on the
AWE-32, see “Under The Hood" in issue
#123, October, '94.) Finally, since most
CD-ROM drives can be connected to
your sound card, you should try to find a
sound card that is compatible with your
CD-ROM. There are SCSI versions of
sound cards and, usually, you can [ind
the same card in a “Multi-CD" model
which offers more CD-ROM interlaces.
The most common CD-ROM interfaces
are Sony, Mitsumi, Panasonic/Matsushi-
ta, and 1DE.

On a parting note, don’t bother to get
a lion of a sound card if you are only go-
ing to use it with mousy litle speakers!

Mike Weksler, CGW's Technical Editor,
can  be reached by e-mail at
mweksler@mail.zd.com, or by US post at
Under the Hood ¢/o Computer Gaming
World, 135 Main St. 14th Floor, San Fran-
cisco, CA 94105, &

Featuring:
OVER 150 ADDITIONAL LEVELS!
Map creators & editors!

Sound & graphics utilities! ,

, All new sounds & graphics!

Doom loaders & front ends!

Information files!
Cheat codes & hints!

The Complete
Featuring: Accessory Pack

150 ALL NEW VOLUWME [1]

]l"Vl Lb TOR “ay el
QU and

500 ALL NEW
LEVELS FOR

plus: DOOM

Dozens of Graphics and Sound Patches!
Map Editors and Utilities and morell!

DEPT.

A LAPTOP COMPUTER
FOR THE GAMER ON THE GO

by Loyd Case

RECENTLY HAD THE OPPORTUNITY TO
CHECK OUT SOME HARDWARE SOLU-
TIONS FOR NOMADIC GAMERS. LArTOrs
have really been poor game ma-
chines for a number of reasons, but
the primary problems are poor graphic
performance and lack of audio. Howev-
er, a new crop of multimedia-enabled
laptop computers has hit the shelves
which show some promise. The one 1
tested, Texas Instruments’ T1 TRAVEL-

MATE 4000M/75, has 8 megabytes of

RAM, a 340 megabyte IDE hard disk
and a 75 MHz 486/DX4 processor.

On the surface, the TI has what it
takes to be a sweet game machine. It has
a built-in Jazz 16 chipset from Media Vi-
sion which supports Sound Blaster-com-
patible digital audio and FM MIDI

synthesis, There's a SCSI-2 port on the
back of the machine for attaching CD-
ROM drives, as well as a joystick/MIDI
out port and connectors for audio in,
out, and a microphone input. We didn’t
test the optional CD-ROM Docking Sys-
tem (pictured), but it has a double-speed
drive and built-in stereo speakers.

But how good is it, really? Some warts
begin to show up on closer inspection.
The first one is the mouse. The mouse is
one of those little knobby sticks that rise
out of the center of the keyboard. While
perfectly adequate for pull-down menus,
it's useless for moving around in games
like DOOM. However, it can be disabled
and a real mouse attached. The second
problem is the keyboard. The travel of
the keys is short, and the keys are closely

The Complete

A Acceéso .Pack

Featuring: ’ Volume li
600 ALL-NEW LEVELS!!
Map crealors & edilors!  Loaders & front ends!

Sound & graphics utiiies!  Information files!

| AII New sounds & graphics! Cheal codes & hints!

The Complete

“|Featuring:

Accessory Pack

LESOAILNEY VOLUYE 1V

3y LE\’ELb FOR

' 350 ALL NEW
M ““¢ LEVELS FOR

DOOM

Dozens of Graphice and Sound Patchesl
| Map Editors and Utilities and morel!!

Finished
DOOM™*
&
DOOM II
Already™?

Then you need to check out these:
The Complete DOOM Accessory
Packs. 4 CDs full of new levels,
map editors, graphics and sound
patches, utilities, loaders, tons of
info files (including cheat codes),

and much, much more!
Any 1 disc.....$19.95
Any 2 discs...$34.95
ALL 4 DISCS.....$59.95
To Order call:

MARKetpithel

MARKe
800-289-1ROM corom spsco:
RTA501-4860; TTebE oA

S§1. LOUIS, MO 63136

VISA/IMC/DISC/AMEX/COD

by MODERN MICROWANE
*requires registered version
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spaced, which often leads to incorrect
key presses. Again, no big deal i
you're writing—you can always run
the spelling checker—Dbut this can be
a major problem in some games. Hit-
ting the wrong key at the wrong time
can result in the untimely demise of
your warbird or yonr favorite charac-
ter, The cursor keys are even worse:
although laid out in a nice inverted
“1L," the pint-sized keys are less
than hall the normal size.
Okay, so the user in-
terface isn’t up to
snuff. What about
the display? As
we've noted in the
past, poor graphic
performance can g \ :
make a particular 1% GO
system useless for ' #
DOS-based games, The TI
uses one of the many Cirrus Logic
chipsets. Theoretically, it should be rea-
sonably fast in DOS and fairly mediocre
in Windows. We ran some benchmarks to
check it out. For comparison, we ran the
same benchmarks on a 486DX2/66 desk-
top system equipped with the DiaMonD
SPEEDSTAR PrO graphics card. Results are
helow.

Texas InsTRUMENTS Laptop VErsus Desktor ComMPARISON

Benchmark

30 Bench

Vidspeed (320x200) Writes
Vidspeed (320x200) Reads

Tl 4000M/75

41.4 frames per second
3004 bytes/second
1628 bytes/second

than a
minor
nuisance.
Surprisingly,
Avalon Hill's OPERATION CRUSADER [ared
the worst. Although it started up fine, af-
ter a move or two, the display locked up.
OPERATION CRUSADER is a Super VGA
game, Tunning at resolutions ranging
from 640x480 up to 1024x768. It ships
with a universal VESA driver, called Uni-
VBE, which wouldn’t even recognize the
graphics chipset. So SuperVGA games

486DX2/66 VLB

47.6 frames per second
7641 bytes/second
2732 bytes/second

Of course, the real test is in the game
playing. We wried out Doom 11, FLEET
DEFENDER (an F-14 Tomcat flight simula-
tor) and OPERATION CRUSADER (a
wargame [rom Avalon Hill). The results
were somewhat mixed, but Doow 11
lared the best. The 9-inch, active matrix
display, though small, showed off Doom
I pretty well—except in the dark areas,
when we had to crank up the gamma
correction a bit, FLEET DEFENDER actually
performed pretty well, although since we
didn't have the special joystick cable, we
couldn’t give it a thorough workout. In a
real furball, there was a noticeable slow-
down, though not enough to he more

may be problematic.

All of the music and digital audio
played well. The internal speaker is
small and weak, but if you're used to
the beeps from a PC speaker, it's a
breath of fresh air. Of course, if
you're playing Doom 11 in an airlin-
er seat, you might want to connect a
pair of headphones to the line out
Jack (which disables the internal
speaker). Then the sound is very
good FM synthesis and very clean dig-
ital audio.

All of this doesn't come cheap, The
street price for the TT 4000M/75 ranges
from $3,399 to $4,199 depending on the

MAY 1995 « COMPUTER GAMING WORLD
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size of hard drive and type of display.
Oh, and memory over 8 megabytes is in-
credibly expensive—about $1,800 for a
I6-megabyte expansion module (ouch!).
Still, if you're in the market for a laptop
for business, and you need to do some
multimedia presentations, and you just
can’t get away from Hereric, this might
be a machine worth checking out.

Price as reviewed, $3,999; portable
CD-ROM Docking System has an esti-
mated street price of $849. A 100mz
model is listed at $4,699. For more infor-
mation, call (800) 848-3927.

MEDIA VISION PCMCIA
SOUND CARD ISN'T THE
PANACEA FOR
PORTABLE SOUND

Alot of people already have laptops, and
some of them have reasonable graphic
displays. The only thing missing from
these systems is audio. The answer to this
problem lies in those little, credit card-
sized expansion jobs known as PCMCIA
cards (also known as PC cards). Original-
ly developed as a way of expanding
memory in hand-held computers, PCM-
CIA has recently become the hottest
thing in the laptop marker.

Almost every laptop shipping today
has at least one PCMCIA slot. Several
vendors are now making PCMCIA audio
cards, so we decided to try one out. We
installed a Media Vision PCMCIA
Sound Card in a Toshiba T3400CT, a
tiny, 4 Ib. laptop with a 7.5 inch active
matrix color dis-
play.

183



Games Catalog

The easiest way to get top quality
PC computer games and gaming
peripherals at low discount prices

* Hundreds of the latest games for
your PC always in stock

» Spectrum, EA, Thrustmaster,
Sierra, SSI Sir Tech, id, SSG,
Interplay, Microprose, & more

« Friendly phone operators help
you make the right buying
decisions

* We carry thousands of titles, so
get on our mailing list today.

Call Now!
1-800-247-54417

or mail the coupon below
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ONE W. SEMINARY ST.
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Bam-Midnight Eastern Time, Mon.-Sat.
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We expected problems—PCMCIA cards
are notoriously difficult to set up, and
compatibility between platforms is ofien
problematic. However, the only issue we
had was with DOS memory. PCMCIA
drivers—the card and socket services
needed to make a PCMCIA slot a uni-
versal interface—ate up a huge chunk of
DOS memory, even when we tried to
load most drivers high with MEMMAK-
ER. Media Vision thoughtlully ships a
custom driver, known as a point enabler,
with the card. The point enabler is a
small driver that doesn't need card and
socket services. (This means you can’t
use the slot for other cards until you re-
load card and socket services).

By using the point enabler, we were
able to get CiviLizaTioN, Doom 2 and
TRrANSPORT TYCOON running—sort of.
The problem is that PCMCIA doesn't
support DMA, which means that Sound
Blaster digital audio won't play. Media

Vision does supply an

il N ol NN & fa
E .‘ . ‘

emulation driver, but that

only works with games that don’t use a
DOS extender. Since both Doom 2 and
TRANSPORT TYCOON use DOS extenders,
digital audio was out. This was not a
problem with TrRansrorT TyCoON, but
try playing Doowm 2 without digital au-
dio and see how long you stay alive in
Ultra Violent mode.

We'll take a look at some more
portable solutions in the coming
months. This is a new and developing
area, and there are still a lot of teething
problems. In the meantime, imagine
setting up a HERETIC network on your
next flight. Who needs movies when you
can turn your [lying companions into
chickens at 35,000 feet?
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Price: $299. For more information,
call (800) 845-5870.

YAMAHA TONE
GENERATOR BRINGS
WAVETABLE SOUND TO
PORTABLES

It's a challenge getting good sound from
a portable computer, and the drawbacks
of the Media Vision PCMCIA Sounn
Carp only serve to underscore the prob-
lem. But don't give up yer—Yamaha
seems o have created a sound solution
with its MU TONE GENERATOR.

Al the heart of the Yamaha unit lies
an orchestra (albeit not a perfect one),
because the MU5S is a General MIDI-
compatible wavetable synthesizer. By at-
taching it to the MIDI port of a laptop,
or through the Media Vision Sounp
Carp, you'll enjoy clean, rich General
MIDI music on a portable computer.

Powered by a small power
supply or six AA batteries, the
unit even has a mini keyboard
to generate tones, although us-
ing it to compose music would
be a real chore.
But the benefits of the MUS are
not limited to portable users.

Many desktop gamers are relegat-

ed to the flat, tinny sound of FM
synthesis because they have a SoUND
BiastEr 16 withoul a General MIDI
daughter card connector or a Pro
Aupio SPECTRUM 16, Owners of these de-
vices can attach the MUbB to the MIDI
port of either of these cards and get
sound that's head and shoulders above
FM synthesizers. It's no match for the
Roland Sounn Canvas, but we ran a
number of MIDI files and several games
through the MU5, and they sounded ter-
rific. There is also a serial port connection
for the MUS5, but this only plays sound for
Windows.

There are more affordable solutions
for desktop systems, but if you have the
need for portable General MIDI, the
MUS is worth a closer look. Price:
$299. For more information, call (714)
522-9011.
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THE NEW
EXCITING
Quiz GAME

FROM SOFDEC, INC.

S&H $ 5.00 . -
in FL add 6 % tax ! : Four games in one
with questions

Mui the whole woeld

Programmed for ages 16 and up : i : s
with multiple chalces,diFFer:nth:v ik )4 ‘ - e | n'snfel' the world vi education.

levels, various skill levels, Select - i L5y -
from a wide range of topics such el For school and famtly.
as history, literature, art, music, fEsss ] .

sports, theater, movies, travel and

more.Delve into the world of science

and nature. Beautiful pictures and

great sound accompany you as you

match wits with your opponent

whether it Is computer or human. - to order call toll free

1-800-631-5141
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7| The Greatest
“>] _ Thing Since
Sliced Bread

No matter how you slice it, our free Consumer Information Catalog is
great food for thought.

The Catalog dishes up more than 200 free and low-cost government
booklets on subjects you can really sink your teeth into — such as
staying healthy, eating right, finding a job, getting federal benefits, using
credit, buying a home, helping your kids, taking care of your car, and

much, much more.
To get your free copy, send your name and address to:

'.

Consumer Information Center "

Department GT
Pueblo, Colorado 81009

A public service of this publication and the Consumer Information Center of the U.S. General Services Administration



lelections of, 1864,
jife linteractiye’s The
il lHar is the first

Gallcn'4

Tllustration by Da

This innovative game will redefine
the genre and provide for the first
time a stunning backdrop for full
action battles. A 3D texture mapped
battlefield with Gouraud shaded
terrain lets you control your forces
in spectacular combat sequences. In
The Civil War, you plan the campaigns
and fight the key battles that will
determine the fate of the nation.

The strategic game is suitably vast,
but well organised and very playable

The Civil War is a superb strategy
game that accurately recreates the
difficulties of this the first modern
war.

. |the campaign section allows you as

Battlefields can be rotated 360b giving

you powers of observation that real Civil
War commanders could only dream about.

i
i

units. During the battle action
situations, zoom in from a dazzling
panoramic view to minutely detailed
combat level action! Watch each

individual soldier react to rifle and

cannon fire!

Tutorial battles and a massive on-
line database coupled with historical
references throughout the manual give
you fascinating insight into the
trials and glories of The Civil War.
Review information regarding famous
generals and weapons! Enjoy songs
from the period and read accounts
written by the newspaper or soldiers

themselves!

Could you destroy “Stonewall” Jackson
at Manassas and end the War? Would
Grants Army of The Tennessee stand

against you at Shilch?

a Union or Confederate commander

to control the resources and the

movement of armies over a

CIVIL WAR IS5 THE STATE OF THE ART
REALTIME SIMULATION OF THE CONFLICT

THAT SHAPED THE NATION

Two Player mode available with play

over serial link or modem.

detailed map of the USA. Recruit
and train new armies and fleets,
build fortifications and railways. A
strong economic base is essential for
victory.

Using Empire Interactive's Intuitive
Combat Control Interface (ICCL),
strategic orders can be given to the

avarall

forces or just to specific

Circle Reader Service #83

PAGLER

MD 20874.

empire interactive, 13220 Wisteria Drive, Bay N-2, Germamtown,
(301 916 0437

Voice: (301) 916 9302 Fax:
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Welcome to the Cooperstown of Computer Games.
Here, raised upon pedestals, you'll find the games that broke the records, ==
established the benchmarks, and held gamers in delighted trances for hours untold.

KAMPFGRUPPE

STRATEGIC SIMULATIONS, 1985
Designed by wargame deity Gary Grigsby,
KamprGrupre is the granddaddy of Eastern
Front WWII wargames, the benchmark
against which many wargames have since
been measured. Graphically, KamprGrupee
was the [irst game to offer a miniatures-
style look on the computer, although the black and white
maps and units are primitive compared to today's high-res
games. The sound was ahead of its time, with stereo explo-
sions on the Amiga version adding a lot to the enjoyment.
The challenging Al is one of the main reasons that this vener-
able classic has been dusted ofl'and made available by Novas-
tar Games (916-624-7113), who acquired the rights to
republish the game from SSI. Military hardware freaks will
find that the variety of units—Iespe self-propelled artillery,
‘T34/85 tanks, Helzer tank destroyers, and even flame-throwers
[or infantry—make this an enjoyable WWII tactical game even
in today’s competitive market. KAMPFGRUPPE'S spirit may be
recaptured and recast for the ‘90s in Gary Grigsby’s forthcom-
ing STEEL PANTHERS.

InpocTionw Ceremony! | =

KING'S QUEST W

SIERRA, 1990

No graphic adventure series pushed tech-
nological advancement quite like the
KinG's Quest series. Graphically, the se-
ries led the way from EGA to VGA up
through SVGA in terms of video cards.
Along with Seack Quest 11, KING'S QUEST
[V was the first graphic adventure to provide solid sound card
support for multiple drivers (AdLib, Covox and Roland), as
well as a reason to use them—Iabulous musical soundtracks
by well-known composers. KinG's QUEST V used new scanning
techniques to offer beautifully painted backgrounds that
many simply could not believe (a precursor to some of the re-
splendent rotoscoping used in KQ6 and KQ7). KQ5 also her-
alded Sierra’s controversial move to the parserless interface.
No longer were gamers forced to type commands into a text
parser, as pointing and clicking on command icons became
the order of the day. KinG's Quest V was an important land-
mark in the best-selling graphic adventure series of all time,
and we pay tribute to the entire series and its creator, Roberta
Williams, by honoring this game.

CIVILIZATION (MicroProse, 1991)
Farcon 3.0 (Spectrum HoloByte, 1991)
GUNSHIP (MicroProse, 1989)
HARPOON (Three-Sixty Pacific, 1989)
KinG's QuesT V (Sierra On-Line, 1990)
LEMMINGS (Psygnosis, 1991)
Links 386 Pro (Access Software, 1992)
M-1 Tanx PLaTooN (MicroProse, 1989)

RamroAn TycooN (MicroProse, 1990)
Ren BARON (Dynamix, 1990)

THem FINEST Hour (LucasArts, 1989)

THE SECRET oF MONKEY ISLAND (LucasArts, 1990)
UrTiMA VI (Origin Systems, 1990)
UrriMa UNDERWORLD (Origin Systems, 1992)

WinG CoMMaNDER I & II (Origin Systems, 1990-91)

WoLrENSTEIN 3-1 (id Software, 1992)

INDUCTEES PRIOR 1888

BaTTLE CHESS (Interplay Productions, 1988)
CHESSMASTER (The Software Toolworks, 1986)
DuNGEON MASTER (FTL Software, 1987)

EaRL WEAVER BASEBALL (Electronic Arts, 1986)
EMPIRE (Interstel, 1978)

F-189 STEALTH FIGHTER (MicroProse, 1988)
GETTYSBURG: THE TURNING POINT (SSI, 1986)

KAMPFGRUPPE (Strategic Simulations, 1985)
MEecH BRIGADE (Strategic Simulations, 1985)
MiauT & Macic (New World Computing, 1986)
M.U.L.E. (Electronic Arts, 1983)

PIRATES (MicroProse, 1987)

SIMEITY (Maxis, 1987)

STARFLIGHT (Electronic Arls, 1986)

THE Barn's TALE (Electronic Arts, 1985)
VrTmMA IXI (Origin Systems, 1983)

UrtiMa IV (Origin Systems, 1985) _
WAR N RusSIA (Strategic Simulations, 1984)
WASTELAND (Interplay Productions, 1986)
WIzZARDRY (Sir-Tech Software, 1981)

ZoRK (Infocom, 1981)
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Colenization Version 3.0:
Corrects reported problems
and adds a map editor.
Works enly with the U.S. ver-
sion of the game.

Doom V 1.8: Olficial Id up-
grade works enly with version
1.666. 2/8/95

Sth Fleet Version 1.2 Up-
date: Fixes some reported

bugs. 2/2/95

Flash Traflfic Installation
Update: New INSTALLEXE
expands sound card support,
includes drivers for MS
Sound System and cards with
the Ensonigq chip. 1/27/95

FrontLines V1.01: Fixes re-
ported bugs. 2/10/95

Fronit Page Sports: Basehall
'84 V1.02: Fixes many re-
ported problems, including
crash bugs and General
Manager Al as well as roster
handling bugs. 2/3/95

Front Page Sports: Foothall
Pro '85 V1.02: Adds fans to
the stands and enables the
CD-ROM version of the
me to access extra plays
rom the CD, plus many oth-
er enhancements. 1/26/95

Hammer of the Geds Update:
Fixes mouse problems, low
memory issues and all known
related issues. 2/22/95

Harpoon Classic Macintosh
V1.57: Fixes some missile
targetting bugs; works with
version 1.5 or better. 2/3/95

Harpoon Classic for Win-
dows V1.53b: Corrects sev-
eral reported GPF errors,
and fully implements all ver-
sion 1.32 missile changes in-
cluding bearing-only attacks;
works with version 1.5 or bet-
ter. 2/2/95

King's Quest VII Update:
Corrects all known problems,
but is not compatible with
VI.1. 1/11/95

Computer game programs have grown so massive and the number of hardware
configurations has become so huge that incompatinilities and glitches are
frustratingly common, Software fixes, or “patches,” for buggy programs have
become a necessary evil until we reach the golden age of standardized platforms
and bug-free programs.
- These patches can usually be downloaded from most major
networks (CompuServe, GEnie, ZiffNet), but can also he
obtained from individual software publisher's own BBSs or direct from the
publisher with proof of purchase. Red Indicates naw files.

Mastor of Magic V1.3: Lat-
est upgrade to MicroProse
HII'}II(‘?B"}’(’!T‘]}IgiC gil]'ll{.‘ \\’il]l 1=
merous [ixes, new leatures,
and major Al enhancements.
2123195

MetalTech: Earthsisgs
V1.01: Adds difficulty levels
to carcer mode and support
l}}r Thrustmaster WCS throt-
e,

NASCAR V1.1 Patch: Prob-
lems corrected in this version
include: pole bug, interrupt
10 or higher for sound card
settings and some problems
with SET CONTROLS func-
tion when using ThrustMas-
ter T'1 and other pedal units.

12/19/94

Dut of this Werld Macin-
tesh V1.0.3: Bypasses the
need for the code wheel, fix-
es incompatiblities with S}'s-
tem 7.5 and takes care ol the
white screen problem with
the PowerPC. 2/17/95

Panzer General V1.1 Up-
date: Separate CD-ROM and
floppy patches fix some re-
ported problems. 1/6/95

Relurn e Zork V1.2: lixes
many bugs and inconsisten-
cies in gameplay, and flixes
many audio driver problems.
2/17/95.

SimTower V1.1 Update:
Macintosh only patch fixes
problems with metro station,
ranclom lock ups and some
graphics glitches. 1/20/95

Tanks V1.25: Unofficial
patch by Norm Koger adds
panic fire and retreats, hid-
den AT guns, variable weath-
er, horse drawn m'riller}r,
reduced effectiveness air ane
artillery and much more.
1/25/95

Ultima B V2.12: Compre-
hensive patch includes fixes
to many problems as well as
several game enhancements.
217/95.

Veysur Patch: Installs newer
sound drivers. Should ix
most problems. 2/22/95.

Warcraft: Ores and Hu-
mans Disk/CD-ROM Up-
date: Works with both the
disk and CD-ROM versions,
contains unit editor and
cheat codes. 1/27/95

Warlords II Power Mac
V1.04: Speeds up redraw off
hidden maps on Power Mac-
intoshes. 2/1/95

Wing Commander III QVi-
sisn Patch: This patch will
fix problems with the Com-
paq QVision in SVGA mode.
217/95

Wing Commander III Joy-
stick patch: Fixes reported

Joystick lockups when start-

mg up WC3. 1/2/95

Wing Commandsr III
ThrustMaster Paich: Adds
support for the ThrustMas-
ter coolie hat.

Wing Commander Armada
Proving Grounds Add-on:
Adds 6 player network sup-
port to Armadla. 1/2/95

Wing Commander Armada
v1.0 Patch: Fixes reported
problems. 1/2/95

190 COMPUTER GAMING WORLD = MAY 1995




.

NR 1 3

For centuries, war has raged among the demons and. fairies,

devastating this mystical land. Two young knights, separared at
birth and raised by moruals, chosen for the ultimate battle that
will decide the fate of heaven and earth. Never knowing their
true relation — or their own dark destiny they are fated to meet
and duel each other to the death. As Desmond, the Knight
of Xentar, you will be striving with many a winsome

NOT RECOMMENDED FOR
PLAYERS UNDER 13

enchantress to overcome mendcing foes —
and perhaps in victory, become the ruler of all.

So the challenge is on! An incomparable role playing
[fantasy game for your PC, with stunning, hand sculpted
graphics throughout, humorous script and thrilling
plots. But be warned — with its romance and intense

action, Knights of Xentar is not for kidsinor the faint hearted,

Available at finer software dealers everywhere or call
I 800258 MEGA. Visal/Mastercard accepted.

Download.the FREE demo by calling our 24 hour BBS 310 539 7739
(8 data bits, no pavity, 1 stop bit, filename kxdemo.exe)
or send $5 for the demo on diskette to

Megatech, PO Box 11333, Torrance, CA 90510.

Based on the

Japanese hit
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d

hy Edgar Alan Lovecraft

hould you find these scrawlings
upon my bag, you, dear reader
will comprehend the dreadful
mystery. I am not mysell. Nor
have I ever been. The schizo-
phrenic guises that adorned the
by-lines of my columns were not, as many

may have supposed, the nom de plumes of

one lorced to remain incognito, but the
trapped souls of beings who long ago fled
this mortal coil. And I will have joined
them by the time these blood-drenched
consonants catch your eyes.

I cannot aver that [ was not cautioned. 1
was told the Victorian was cursed, that the
local citizenry believed it haunted, Yet, it
was so brightly painted, so beautiful, 1
could not believe this glorious abade, this
antiquarian dream house could play host
to the denizens ol hell, From its bright sun
porch through the lead-glassed sitting
room and formal dining room, it was a ro-
mance come alive. | could not have con-
ceived a more perfect design. Even had |
the use of Kuk & Prav 2, the upcoming
offspring of Maxis' brilliant game design
utility. Even with the new product’s ability
to use .AVI and MOV liles, as well as the
capacity to write your own .DLL files, |
could not have constructed such perfection.
[ stepped into this domicile and found my-
self transported through time. Nay, not to
the time of Impressions” Casar 11, an ex-
panded sequel to the game of city manage-
ment in the Roman Empire which will
offer more strategic options than its ances-
tor, but to the time ol railroad empire
building, frontier expansion, and Abner
Doubleday's new game. 1 found mysell so

Computer Gaming World (ISSN 0744-6667) is published monthly by Ziff-Davis Publishing Co.

mesmerized by tinted stereopticon views of

the era that I couldn’t even imagine what
boys ol that day would think of Time
Warner's RBI Basesart, the new computer
game version of the classic cartridge hit.

As | walked through the formal dining
room, I spied the sliding doors of one hecl-
room ajar. | peeked through the narrow
view and felt my neck snap backward in
shock. There, beside the traditional win-
dow seat, rested the most unwelcome
anachronisms. Though it was obviously a
child’s room, it did not contain the wooden
horses and spinning tops ol the era T ex-
pected to see. Rather, there were metal and
plastic trucks askew across the [loor as
though some great debacle had occurred.
Had my mind been clear, 1 am sure 1
would have thought of Apogee’s monster
truck game which is curvently under devel-
opment. I would have remembered that
some wanted to turn the game into a Car
Wars type game, but the game's develop-
ers were opposed to the idea. [ would have
wished that I could have spoken to those
designers and agreed with the Car Wars
acvocates,

Yet, these vexing toys disrupted my
thoughts. Angrily, I muttered that they
might as well have planted a computer-con-
trolled telescope in the window and disrupt-
ed the venerable ambiance by playing space
games—Interactive Broadcasting's Ar-
MORED ASSAULT, a multi-player game which
features [uturistic tank battles and planetary
mining and is being designed o be played
over commercial networks, or CORPORATE
Coronies, QOP’s outer space business
game which emphasizes both strategy and

cconomics with just enough arcade ele-
ments thrown in to act as spice.

I continued my peripatetic viewing ol
the edifice by entering the basement.
There, 1 found what I thought was an in-
nocuous bauble, a child’s mask cut from a
paper grocery bag. Would that I had not
placed it on my head! For, as soon as I did
50, strange visions assaulted my mind. I saw
the hideous visage, the deformed physiog-
nomy from a horror film 1 had viewed at
university—the dreaded Pumpkinhead. On
the visions came, unwelcome and unbidden.
I sensed that Electronic Arts would distrib-
ute BLOODWINGS: PUMPKINHEAD 2, a tradi-
tional maze-oriented role-playing game
with a twist. The game will have lots of full
motion video upon which you much click to
grab items out of the horror movie scene.
Then, I sensed mysell becoming a succes-
sion of persons—ethnic caricatures, protag-
onists from film fiction, composite literary
figures, and sativical silhouettes of software
industry celebrities. I realized my existence
was a sham, my vaunted column a hollow
prevarication, an unnecessary stumbling
block. And then, I knew the truth. I was
mad. The bag had forced multiple identi-
ties upon me, thrusting me into the as-
sumption of one personality after
another—month by month—year after
year. I forced myself to remove the bag and
end this lunacy. Yes, dear reader, should
you find these raving declarations of a lu-
natic, written in his own blood, you will
know I have been successful—haunted no
more by this cavernous bag ol many per-
sons, this rumor bag to which I have been
enslaved. Farewell, €

. One Park Avenue, New York, NY 10016.

Subscription rate is $28.00 for a one year subscription (12 issues). Canada and all other countries add $11.00 for postage. Postmaster: Send
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- YOU WANT TO WIN...
Y0U HAVE TO HAVE CONTROL!

If you're going to beat today’s high-speed,

fast action computer games, you need a
Phoenix or Firebird programmable flight

and game controller. Change weapons, side
step and strafe without touching the keyboard
to dominate the action in Doom II™.

A simple change of button settings, and

you're the master in TIE Fighter™. Play to

win with a Gravis programmable flight and

GRAVIS FIREBIRD

» 17 programmable buttons If you've got to have one today, drop by any Electronics
Boutique, Babbages, Software Etc., CompUSA or
Computer City.

game controller.

« Point and click programmability
« Built-in throtrle and trim controls

Or get it direct from GRAVIS

at 1-800-244-3949
*

GRAVIS PHOENIX

Includes U.S. Navy Fighters™

« 24 programmable buttons
+ Buile-in throttle and rudder control

+ Point and click programmabilicy

GRAVIS.

* Retail price may vary. PLAY TO WIN

All others brands or products names are trademarks owned by their respective companies. Gl Eliiar Savics #118

Advanced Gravis Computer Technology Ltd. 1790 Midway Lane, Bellingham. WA, USA 98226



REAL WORLD.

A FIRST-PERSON AR
O
REAL TINE. & M

FIGHT TO THE DEATH \ /,/ : BT
e Teanon. B A=l
IN THE DEp'rﬁis"o%pAc= : = |

C haos reigns aboard the space stationiafadél. Crew members are now
horrible genetic mutations. Cyborgisecurity robots roam the corridors bent on
destruction. At the heart of it allis SHODAN; the ruthlesEisuper-computer that
has seized control of all station operations. Will you be'tible to fight.yz

through and destroy SHODAN ~ from within?

* Explore an immersive:3:Dworld with sophisticated phySicMOmmaean S
around corners, climb ledges, crawl through shafts — even§aokap and down'
= all from a lightning-fast first-person perspective. ¢ Tailor the gomeplay by
changing difficulty levels for combat, cyberspace, puzzles or plot. = "Jack in" to
the computer itself to steal information, hack systems and grapple with cyher-
creatures. » Play directly from the CD and enjoy VR headset support and full
speech for all logs and mail messages.

“This is an exciting, entertaining, wholly unique game, so fully realized in all its
diverse aspects and so completely immersive that it unquestionably raises
computer guming to a new level.”

“One of the finest, best-executed, and most enjoyable first-person RPG
shooters ever. A landmark achievement.” - PC Gamer

WINNER

Best Adventure Game, 1994 — PC Gamer
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Adtuol sureens may vary. A Stand-Alone Game. Made in US.A.
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