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Virtual Reality!

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

Game by id Sofiware.
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Features!

spectacular VGA virtual reality system
breathtaking musical soundtrack for
Adlib, Sound Blaster

digitized stereo sound effects for
Sound Blaster, Sound Source

over 20 complete floors to cover

4 levels of play difficulty

special extra challenges for advanced
game players

saves multiple games in process
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What the Reviewers Say!
M “the player is "there' Ilke no game

I've ever played..."

““the sound and the visual action, is

frighteningly realistic..."

I can't remember a game making

such effective use of perspective and
sound and thereby evoking such
intense physiological responses from
its players."
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You Love Cars.
Why Not Run Your
Own Company?

he Model-T originated a legend in 1908. Here's your chance to create your own! As president of your own car company, you

begin with only $60,000 and a blue print for one car. Use the latest in automotive technology to design, test and produce the
cars of your dreams, and then create a marketing campaign to help sell them fo the world! As your automobile empire grows,
decide when and where to open new offices throughout the world, and invest in research and development to keep your creations
on the cutting edge! With hard work, you could become one of the wealthiest and most powerful figures in the world! But don't just
think about doing it. It's time to get behind the wheel of your own company car and drive your way to fame and fortune!

e 7 types of vehicles, including sports cars, luxury cars and 4-wheel drives * Research new breakthroughs in steering, brakes,
suspension, safely and more ® Compele against 3 human or computer-controlled opponents
® Turn-based business simulation from 1908 to 2008 * Historically accurate ® Highly intuitive interface
* Modem play ® Print reporis to paper

Impressions
Committed to Excellence in Strategy Entertainment

Impressions Software, Inc. 222 Third Street, Suite 0234, Cambridge MA 02142 71993 Impressions Software inc
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THEY’RE BACK!!!

with new skills, for a hew world...

& 12 BRAND NEW TRIBES OF _
LEMMINGS, EACH WITH THEIR OWN
SKILLS

# SKIERS, SURFERS, BONGO PLAYERS,
SNAKE-CHARMERS & MORE

# PUZZLING PROBLEMS WITH

HILARIOUS ANIMATION

Psygnosis
29 Saint Mary's Court
Brookline, MA 02146
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* SAVE THE TRIBES & WIN THE
TALISMAN

* 8.WAY SCROLLING

* ENHANCED SOUND SUPPORT
WITH DIGITISED LEMMING VOICES
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The Labyrinth of Time
(on e.d.) e

The Labyrinth of Time. An epic fantasy of time travel and You must overcome the power of Minos and destroy the

adventure, possible only on CD-ROM. The legendary King labyrinth by manipulating the very fabric of history. But

Minos has commissioned a labyrinth bridging time and space. M beware, the future may not unfold in quite the way you planned.

e
"“ﬂiriga;”nl!il-'ﬁ;:" Available for PC €D. Coming soon for Macintosh® CD. Macintosh Is a registered wrademark of Apple Computer. ELECTRONIC ARTS'

95¢ for the first minute, 75¢ for each additional minute. If under 18, get parents permission before calling. Requires a touch-tone telephone. Messages subject to change without notice.
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tate of the Industry: The following story is true. Only the names

have been changed to prorect the guilty (and to save space).

Unfortunately, it is a story that is Eccoming more and more
frequent. A gamer buys a copy of Way Late Software’s Oedipus Pecs
graphic adventure and dutifully fills out her registration card. Being
a smart consumer, she elects to change the spelling of her name just
a trifle, so she can monitor the number of mailing lists to which the
software publisher would sell her name. She plays the game over the
course U|P1|u: next few weeks, experiences a bug that will not let her
finish the game, and erroneously believes that she just isn’t smart
enough to solve the game. She wies the Way Late Hint Line for any
clues, but doesn’t get an answer to her problem, since it is indeed a
bug and not a puzzle that she is encountering. She erases the game
from her hard drive in frustration and, since her local software store

ump The Excuses,
Not The Cards

afraid of adverse publicity and, consequently, hope that most gamers
won't norice the Lug. so they keep the patch a secret until it’s needed.
Unforrunarely, this may mean a lot of negative “word of mouth”
publicity from dissatisfied customers that mighr have been avoided if
they had followed through in the first place.

Second, there is the greedy capitalist theory. Since the shelf-life of
a game may not be very long (definitely much shorter than a business
or productivity application), a company may decide that it is not
worthwhile to continue to support a game after it is a “back list” item.
Unfortunately, gamers do not look upon a game as having value for
the length of time it is on sale. A game is of value as long as one owns
it and plays it. So, when a company fails to support the gamer’s
software, that company is telling the gamer that it doesn’t care about
either his/her current satisfaction or E.ltl.ll‘r‘_' business.

Third, there is the value-subtracted theory. If a company can
manage to sell the registration card names to a mailing list broker, it
manages to recoup some of the money it spends on ﬁ:ltﬂ. entry. If a
company can send out a catalog mailing, it can recoup some of the
data entry expense in new sales. If a company sends out thousands of
notices to customers who may or may not be continuing to play a

iven game, it stands to lose money for every customer who sends in
Eur the free bug fix or upgrade. Hence, it does not seem to certain
marketing  profession-

doesn’t offer return privileges, files the game in the
dusty box with her other disappointing purchases.
She suddenly starts to receive catalogs and contest
offers from a half-dozen sources, all with the variant
spelling of her name thar she put on her warranty
card. A couple of months go by and she picks up a
copy of Computer Gaming World. She looks at the
department we call “Parches” and discovers that there
is an updated version of Oeedipus Pecs. Her blood

When Are Software
Registration Cards Going
To Fulfill Their Promise?

als thac it is worthwhile
to make the bug fixes
too well-known among
consumerdom.

What  should be
done? We honestly be-
lieve that software pub-
lishers need to bite the
bullet and get the news

pressure rises as she discovers that the patch has been
available for weeks. Her warranty card had garnered a bonanza of junk
mail, including the larest Way Late catalog, but no word of the patch.

The story is not isolated. One day, a gamer who knew thar I was
the editor of CGW simultaneously thanked me for having the
“Patrches” column in the magazine (ironic, because [ wasn’t sure that
it was a very useful column wﬁcn the rest of the editorial staff proposed
the idea) and asked why a major software company had the time ro
sell his name and address, but not to let him know when there were
major bug fixes (ironic, because the latter is exactly whart I thoughe
software companies did with the registration cards).

The same night, | spoke on Phoenix radio’s “Taking Command of
Your Compurter” call-in talk show. Almost the firsc question from a
caller was “Why do you have to have that Patches column in the back
of your magazine? Thats not your responsibility, that's the job of the
software companies.” 1 answered honestly that we provided the
column as a service because most of the publishers were not updating
their customers sulficiently. Since the information was not readily
available, we provided it. I went on record as stating that I could see
no excuse for the publishers not sending a notification of bug fixes
and upgrades to their registered customers. I still don’r.

I've spent a lot of time trying to figure out why many of the
publishers do not follow through on providing information o regis-
tered owners. First, there is the damage control theory. They may be

Page 8

about these patches to every registered gamer. We will continue to
help get out the word with our “Patches” column, but we think it is
time for the entertainment software industry to take a mature cus-
tomer service approach rather than acting like a “fly by night”
industry. There are some publishers, particularly small publishers,
that have really done a good job of serving their customers, even when
it cost them a significant amount. However, we think it is high time
for all publishers to use those registration cards for what they were
designed for rather than playing “hide and seek” with their own
customers.

State of the Magazine: This issue features a record number of pages
and we are rather excited about the amount of material we’ve covered.
Our special section focuses on games which can be customized by the
gamer. We take a look at Origin’s Wing Commander Academy and
Digital Alchemy's Adventure Writer for Windows. Then, we excerpt
guidelines for creating Empire Deluxe scenarios from Alan Emrich’s
new book Empire Deluxe: The Clﬁfirz! Strategy Guide. Emrich’s co-
author, Mark “Skulker” Carroll, follows up with a look ar New
World's celebrity designer scenario disk for Empire Deluxe. Then,
after M. Evan Brooks forms a line of battle and reviews Simulations
Canada’s Man of War, Johnny Wilson offers fresh scenarios for the
new game of fighting sail. Designer Scott Hamilton offers designer
notes on his popular Aide de Camp PBEM udlicy. We hope you

€njoy.Ccew

Computer Gaming World



BUY THE BEST OF '93*

And get the best of 91 & 92 /¢

*As Chosen by Computer Gaming World & PC Games

e TRILOGY

solp
WIZARDRY V, VI & VII

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

vERISADERS ® LA » 8§25  REDEFINING ROLE-PLAYING FOR AN ENTIRE INDUSTRY
" DARK SAVANT L rﬁ/‘\ smeﬁll 902 RolLs: . G L )
Tk x4 ; tep -
b _’.” .‘ -I ] ! s .‘_\" i : p I | { v
NG . ?f" . i Tl' .| 1992  Fantasy Role-Playing Game of the Year
Sop | [ A e | PC Games
e i v 7w oo e men (1992 Role-Playing Game of the Year
= iz — Strategy Plus Magazine
P

PAVING THE WAY FOR THE SYSTEMS OF THE FUTURE
1991  Best Game of the Year

Strategy Plus Magazine
1991 Best Role-Playing Game of the Year
Strategy Plus Magazine
: 1991  Top Role-Playing Game, April 1991
i Computer Gaming World

BREAKING AWAY FROM THE WIZARDRY SYSTEM OF THE PAST

SIR-TECH
Ogdensburg Business Center, P.0. Box 245

Ogdensburg, NY 13669 (315) 393-6633
FAX# (315) 393-1525

THE WIZARDRY TRILOGY
Scenarios I, Il & 11l
The original classics that set the trend in Available at a software retailer near you, or call:

ek (800) 447-1230
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READ.ME

The Latest News From The Gaming World

Atari Jaguar Unveiled—Stalks 3DO

sing quotations from rival CEO, Trip Hawkins of 3DO

Corporation, Sam Tramiel unveiled his company’s answer to this

Fall’s 32-bit game machines. Atari’s Jaguar will use a 64-bit RISC-
based architecture with a true 64-bit data path. It will feature both a
graphics processor and digital signal processor for sound at 27 MIPS
(million instructions per second) respectively. Like the machines to be
built by the competition, the Jaguar will feature a programmable object
processor to handle sprites, pixezrs or character maps. It will also feature a
“blicer,” a piece of hardware that provides fast Gouraud shading. The
Atari executive stated further that the machine would feature 32-bir true
color graphics on NTSC screens and would feature 16-bit CD-quality
digital stereo sound.

Tramiel seemed annoyed by Trip off carrridges (the Jaguar allows up to six
Hawkins' pre-unveiling specufarion thar megabytes of code per ROM carrridge)
the Jaguar was actually two 32-bit proces- :mchhc third playing off a custom devel-
sors running in parallel. In classic LL_'batc opment system,
fashion, ‘I'ramiel asserted that the Jaguar
would be a 240-bit machine using
Hawkins' logic. Atari also used Hawkins’
assertion that the next level of game
machine had to “provide a pcr%ornmncc
level that puts the stake way out there” in
order to stress how much they believe the
Jaguar’s technology is beyond 3DO.

The basic Jaguar system will be car-
tridge based and will sell for around $200.
The CD-ROM drive will cost an addi-
tional $200 and will feature the Cinepak
digital compression scheme from
SuperMac that is being used on several
platforms. Games are expected to retail
between $39 and $69 per cartridge, and
Atari revealed rhar the launch of the CD titles may cost less.
machine will take place during the holiday
season of 1993 in New York, San
Francisco, Paris and London. [c will ship
with a joypad and one
bundled car-
tridge from
their library
of five titles
available at
launch. These
include Club
Drive (wurking
ritle, a driving
game), Dino
Dueedes (an
enhanced version
of Gametek's
Humans game),
Trevor MeFurr in
the Crescent Galaxy (a horizontal serolling
space shoot-"em-up), Alien vs. Predator (a
first-person 3-D seroller with smooth-
scrolling 3-D texture-mapped graphics);
and (,_‘)15)‘:';'»”):}!;& (a flying shooter with
gouraud shaded objects). The last three
ritles were demonstraved at the press con-
ference with the first two actually playing

CGWreminded Tramiel abour Arari’s
assertion that the
Jaguar was capable of
being a set-top box
for the “digiral
highway” and asked
if there were specif-
ic plans in the
works for either
interactive relevi-
sion connections
or ISDN hook-
ups. Tramiel
responded by
observing that
Time-Warner
still owns 24% of Artari and
suggested thar a relevision test was on a
furure agenda. Then, Tramiel pointed to
the numeric keypad on the joypad (con-
troller) and said that they were having dis-
cussions with an unspecified phone sys-
tem. Asked about modem links, Tramiel
observed that there is a comm-link port
for multiple machines to be connected via
direct connect.

! Yage 10

Does 3DO Live
Up To Promises?
3DO Executive Responds
To CGW Concerns

rior to the Atari Jaguar press conference,
P(,‘(}'\l’/intcwicwcd Trip Hawkins concern-
ing 3DO’s plans. In particular, CGW
asked if 3DO had settled upon a storage
scheme for their new game system, :mcli why a
disk drive or flash memory was not chosen.
Hawkins responded that the designers had
opted for a 32K battery storage capacity on the
machine itself. This would allow for a gamer to
store his/her preferences and perhaps one save
game state. Asked if this wasn’t too limited for
storage capacity, Hawkins drew from anecdotal
evidence concerning EA’s heyday ol interactive
stories. He said that designers were always
urged to get the save states down to well less
than 32K. “Anything more,” contends
Hawkins, “is ineflicient
design.”

Hawkins went on

to say that disk drives were too
expensive for the small benefit they would pro-
vide when the basic delivery system would be
CD-based. He did observe that flash memory
may be manufactured for the machine in the
future, but said that nothing was definite.

Asked about the one port for a control pad
and the seeming limited capacity for muldi-
player interaction, Hawkins pointed out that
the control pads could be daisy-chained ro
allow up ro cight controllers. Showing CGWa

roduction model of the Panasonic machine,
|:c observed thar rhe control pad thart ships
with the machine has to be at the end of the
daisy chain, but said that additional pads
would allow for the daisy chaining,

CGWexpressed concern about the need for
an expansion module in order to take advan-
tage of the many future peripherals expected
for the 3DO. Hawkins affirmed that the
expansion module is definitely being manufac-
tured by Matsushita (and possibly other hard-
ware manufacturers) and will reach the market
around the middle of 1994.

Regarding the promised modem, Hawkins
assured CGW that -:mnfmnies are cnmrcring
for their designs to be the standardized tech-

Comprer Gaming World



nology for the 3DO. He did

reveal, however, that the 3DO
architecrure has been established so
that the addition of a modem or
other peripheral will simply extend
the bus so thar they add ro the dara
path of the machine.

Reminded thar interacrive rele-
vision was part of the original
premise of the 3DO machine,
Hawkins explained something of 3D0’s
current strategy with regard to making the
machines into set-top boxes for cable relevi-
sion delivery. He stared that the company
could use the 3DO core technology with an
analog television tuner, Genlock device
with MPEG2 and a port for the CD drive.
Providing a port for the CD drive saves on
cost of goods (and many cable operators do
not really want to spend the exera dollars
per unit on a drive thar they are nor sure
will enhance business).

Queried abour a digital future, Hawkins

3D Adventures
(left) and
Crash 'N Burn

unequivocal-
ly asserted
that 3DO
could pro-

vide for
HDTV
immediately. {59
He then A

noted that

they would be way ahead of the growth
curve on that technology to build the capa-
bility into 3DO now and questioned
whether cable operators would be willing to
implement very many HD'TV channels ini-

thelow) for 3DO.

4

tially, since there is a bandwidth problem
(()I]C \-V(“ih.l l)(: ill'lllf o l'll'(]lld('ﬂsl IL'S!\'
HDTV channels than NTSC channels).
“Whenever there is a sufficient HDTV user
base,” Hawkins continued, “there will be a
3DO machine ro serve it. We could do i
now. We'll do it berrer in the furure.”
Questioned as to why 3DO is not the
set-top box for any current interacrive
relevision rests, Hawkins observed thar
the company was not commirted ro
manufacturing custom prototypes.
“That way, you can easily end up with a
4,000 unit kluge that you won't be able
o usc &TI'[}’\VI‘ICT‘L‘,“

Aflter the interview, Hawkins demon-
strated sampler programs on the
Panasonic production unit. CGW was
impressed with the Cinepak video perfor-
mance and the firmware (permanently
installed software). The performance was
impressive on all counts, and we await the
release this holiday season.

Can We Talk?

New Hardware Offers Voice Recognition And 3D Sound

“Mr. Chekhouv! Fire when ready.”

tar Trek fans who have dreamr of

barking orders from the command

chair of the U.S.S. Enterprise may
soan have reason to shout out loud. Sierra
Semiconductor’s new Aria chipset, when

teamed with Interplay’s new version of Star

Trele: The 25th Anniversary, may make
curt, overacting Shatners of many comput-
er gaming fans.

The new Aria chipset fearured in a new
wave of sound cards from Diamond,
Computer Peripherals, Inc. and
Prometheus offers several gaming enhance-
ments, including a voice recognition sys-
tem that actually works. The chipset’s
Listener voice recognition is unique in that
it does not need to be rrained to the user’s
voice. Tt uses a “database” of 70 different
voices to allow for a wide range of pronun-
ciations and verbal idiosyncrasies. One
need only seleet the Aria Listener voice
recognition option in their game serup, and
the game is all ears. The system, as imple-
mented in Interplay’s Star Trek game,
worked quite well and impressed a skepri-
cal CGWstaff. The first three episodes of
the Star Trek game will be bundled with
Aria products in the future. Several other
companies have commirted ro supporting
Aria as well, among them Bethesda, Id,
Impressions, LucasArts, Maxis, Sierra, and
Twin Dolphin.

Voice recognition is not the only Aria
feature to speak of. In addition to provid-
November 1993

ing OPL-2 (YM3812) FM emulation and
wave table synthesis, the DSP offers
QSound, a system that creates 3D audio
with two speakers. A pilot in a flight sim
using QSeund could hear bullets stitching
his tail from behind, and in a game like
Wolfenstern 3D, one could hear the sounds
of Nazi guards echoing from side corridors.
With a decent set of speakers the effect is
very realistic.

The hardware power behind these fea-
tures is a non-proprictary DSP (digital sig-
nal processor) from Texas Iustruments. The
DSP delivers Arias sound enhancements
without stealing additional processing
power from games. Thus, a gamer could
have QSound, digital audio, and wave rable
synthesis, or voice recognition, digital
audio, and wave table synthesis running at
once, without any degradation in game
performance.

At a projected street price under
$200, the Aria-equipped sound
cards may give gamers a ranta-
lizing sound solution. And since
the cards will be sofrware
upgradable, owners will nor have
to scrap the board in the future if
they want enhancements to the
FM emulation and wave table
synthesis; they can upgrade with a
simple software installation.

For more information on the
Aria chipset, contact Sierra
Semiconductor ar (408) 263-9300,

Laptops Take Flight

aptop owners grounded by their

portable’s lack of a joystick can finally

get a grip. Two companies have released
pmaucrs which allow a joystick to be con-
necred into a laprop’s serial or parallel port.
The two products already support a num-
ber of popular flight and racing sims.

Genovation's Parallel Geaine Port is a
small adaprer that enables gamers to plug a
joystick inta the parallel port of their
portable computer. A 3 1/2-inch disk has
“patches” for several games, making the
product compatible with X-Wing, Wing
Commaneer 1, Aces of the Pacific, F-15
Strike Eagle 111, World Circuit, Wolfenstein
3D, Strike Commander, Red Baron and
Stunt [stand. In addition, consumers receive
a toll-free BBS line for downloading new
game patches, bringing the rotal number of
supported games to more than 50. The
product performed flawlessly in a casual,
two-hour test with Microprose’s F-15
Strike Eagle 111,

The
Genavation joy-
stick adapter
offers the poten-
rial for a highly
customized joy-
stick. Because
the product uses
the |apmp's par-
allel game porr,

128 keys can
be pro-
grammed for
different func-

tions in a

adapter
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game. No joystick has that
many buttons, bur the trend
towards more butrons and
greater control on joysticks

won'’t be lost with this product.

Genovation's Parallel Game
Portis available now for $45.
For more information, call

(714) 833-3355.

The Notebook Gameport
from Colorado Spectrum
enables joystick and mouse
connection through a laptop’s
serial port. A disk is included
with a joystick driver; installa-
tion is painless. The Norebook
Gameport is supported by F-15
Strike Eagle I, X-Wing,
Microsoft Flight Simulator 4.0,
Mig-29 and Faleon 3.0.
Support for other games is
expected in the near furure,
including Aces Over Europe,
Speed Racer, World Circuit,
Wing Commander, Strike
Commander, and others.

Colorado Spectrum’s
Notebook Gameport is available
for a suggested retail price of
$49.95. For more information,
call (303) 225-6929,

30 Frames Per Second? Get Reel!

current multimedia products should take a
look at Sigma Design’s Ree/lMagic card. The
card attaches to a video card’s feature connector
and will allow gamers to view MPEG video at 30
frames per second at full screen resolution,
whether on a 386-16MHz or a hot-rod 486. In a
demonstration of the hardware, CGW saw a Bon
Jovi video playing as clearly and smoothly as on
MTV, with CD-quality sound. The playback
program ran in Windows, and the CD was play-
ing off of a single speed CD-ROM drive.
ReelMagie achieves this
incredible performance by
doing MPEG video decompres-
sion on its own on-board
processor. The processor churns
away at the video decompression
independently from the comput-
er’s processor. Even on a single
speed CD-ROM, the resulr is high
uality video withour the annoying
gl'ivc—access pauses associated with
current CD-ROM ritles.

The ReelMagic card also incorporates 16-bit
sound with OPL-2 FM synthesis, making it
Sound Blaster and Ad Lib compatible. Sigma
Design plans to incorporate the OPL-3 in their
next generation product.

T]wsc unimpressed by the video quality of

Many multimedia game publishers who have
had to degrade the quality of their video to deal
with current hardware limitations are very excited
about the card. Access, Interplay, Psygnosis,
Readysoft, Sierra and Trilobyte, among others,
are currently developing titles that will take
advantage of the card’s capabilities. Interplay’s
Lord of The Rings CD-ROM, featuring footage
from the Ralph Bakshi film, and Trilobyte’s

sequel to The Seventh Guest,
The Eleventh Hour, will both
feature MPEG video footage.
A special version of
Activision’s Return to Zork
will be packaged with the
initial release of the board.

As it is based on the
MPEG video standard, the
card with be compatible
with an upcoming
VideoCD standard. The

standard will allow movies to be played
from a standard CD-ROM. With the current
compression algorithms, 74 minutes of S-VHS
video and CD-qualil‘lV audio can be packed onto

one standard silver platter.

Look for the ReelMagic card this holiday sea-
son ar a suggested list price of $449. Sigma
Designs can be reached ar (800) 845-8086.

Commodore Puts In Its 32-Bits Worth

Amiga show in Pasadena, CA saw the
unveiling of Commodore’s Amiga
CD32. In their rradirional low key fashion,

Commodore quietly introduced its new
gaming console, scheduled for US distribu-
tion in November. But don’t expect to run
down to your local Toys-R-Us and pick
one ur in time for the holidays. The limit-

iday season distribution will only tar-
get key cities; mass distribution will not

Th is September’s World of Commodore

ed ho

begin undil January.

video module (available by year end for

out the package. Supported are standard
audio CD, CD+G
and the new
VideoCD standard
for movies on com-
pact disc.

Third party
supfpnrt is provid-
ed for system

bus provided for an MPEG-1 full-motion

about $200). An 11-button controller fills

products) are being converted for the new
console, too. As far as new CD specilic
titles go, several game developers are hard at
work producing games designed to exploit
the CD32’s C:lp:l%)i]itics. These are, among,
others, Maxis, Ocean, Psygnosis and
Virgin. Look %or Jurassic
Park, Zool 2, Diggers,
Micracosm, Defender of
{ the Crown 2, Dune and
SimCity in the upcoming
- months.

Will CD32 Succeed? As

Commodore’s Amiga CD32 is the first
32-bit game console available to consumers,
and the only one currently employing a
double-speed CD-ROM drive. Retaiﬁng
for $399, the Amiga CD32 also debuts sev-
eral hundred dollars below the 3DO and
the Jaguar with CD drive.

A CD-only gaming platform, the CD32
provides no cartridge slot. Based on an
Amiga 1200, the CD32 employs a 14MHz
68EC020 Motorola processor; 2MB 32-bit
RAM; custom processors for video, graph-
ics and sound; and a double-speed CD-
ROM drive. Outputs allow for connection
to NTSC composite color, S-VHS and
standard RF modulated TVs, plus sterco
headphones and stereo audio jacks. The
custom graphic chips allow 256,000 colors
to he displayed at once, with an expansion
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expansion with
ports for two
game con-
trollers/joy-
sticks, a serial
port, local and
video bus connectors and several
auxiliary ports. Inevitably, hardware add-
ons will soon appear (mice, controllers,
memory cards, keyboards and virtual reality
headsets), provided the CD32 gains its nec-
essary market penetration.

A significant amount of software will be
available immediately. Limited compatibili-
ty with CDTV, Commodore’s earlier CD-
based machine, offers existing titles that
will play in the CD32, inclut(.?ing a mix of
24 games and educational programs. Many
Amiga computer titles (from floppy-based

with each of the new sys-
tems ready to emerge (3DO,
CD32 and Jaguar), the ques-
tion of the CD32’s [uture
remains open. If Commodore
7. sticks to their traditional mar-
keting plan (of stealth-like,
atrophic advertising), they could deliver
their new gaming machine stillborn. Ye, as
it stands, the CD32 has a good chance of
getting an early lion’s share of the 32-bit
and beyond console game marker. It's cer-
tainly the most cost effective alternative at
present, and the most expandable console
device to arrive thus far. For more informa-
tion, contact Commodore Business
Machines, Inc., 1200 Wilson Drive, West
Chester PA 19382, (215) 431-9100. cew
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SNEAK PREVIE

ife is full of conrrasts: light and dark-

ness, good and evil, pleasure and pain,

sorrow and joy, life and dearh. Though
most of us would prefer to focus on the
positive side of these poles, the posirive as-
pects would not be as artracrive wirthour the
negative (o cast them in relief. Sierra’s Gabriel
Kunight: Sins of the Father takes seriously the
juxtaposition of these contrasting elements.
Everything about the game emphasizes the
struggle between light and darﬁncsr‘., good
and evil, love and betrayal. From color palette
to soundrrack, background story to puzzle
clues, this game emphasizes personal struggle
wirhin the context of this dialectic.

In other words, Gabriel Knight is that rarity
in compurer games, a work that is artistic
enough to convey a message and present real-
istic characters so that the player really cares.
[t is more of a vicarious experience than it is
intellectual exercise. The puzzles are inte-
grated into the story line so effectively that the
gamer genuinely feels like he or she is discov-
ering more of the story, rather than jumping
through a series of menral hoops to get to the
next ctfmpn-.r. The conversation branches fea-
ture so much variery and so much charac-
terization that one feels that there are
authentic characters rather than game con-
structs in the story. The dream sequences that
advance the story are psychologically consis-
tent with the way our minds symbolize the
problems with which our subconscious wres-
tles in sleep,

For Mature Audiences Especially
It is the kind of dream that causes stamach

muscles to contract, pulling one into a sitting
position from out of a restful sleep. The bon-

Gabriel Knight
Explores The Shades of Gray

by Johnny L. Wilson

fire boils menacingly in the mind’s eye. The
lcopard costume of the priestess blends the
human and creature together, evoking the
primitive, the dangerous and the sensual. Per-
spiration and grimaces accent the native
d‘mmhc;n. beating subtly in sync with the
dreamer’s heart. The snake, that curious sym-
bolic blend of evil and wisdom, death and
regencration, wraps around a neck. Suddenly,
it is personal. The snake undergoes a meta-
morphosis into a hangman’s noose tethered
abour the dreamer’s neck.

Such is the dream sequence that opens Si-
erra’s Gabriel Knight: Sins of the Father. 1t was
the first time I've actually experienced fear
when viewing a computer game and that’s
because the designer understands where
real horror exists—within the human
mind. Jane Jensen, co-designer of King's
Quest VI and the designer of Gabriel
Knight, understands hm'mr. Shirley
Jackson, Anne Rice and Stephen King
are her inspiration. These novelists
should be proud of their admirer’s crea-
rion. It is a study in contrasts, a fascinat-
ing and, at tmes, frightening tale.
Indeed, there is a possible cameo in
which an Anne Rice character may ap-
{:car at Napoleon House (a location

ased on an actual restaurant in New
Orleans).

As Gabricl explores the immediate
problem, the ritualistic voodoo murders
in New Orleans, he discovers that his
entre family has had a checkered past.
Images of slavery, prejudice, superstition
and hypocrisy blend together in the
background story, a tale where berrayal
conquers love. Fortunately, in the midst

Sneak Previews offer early coverage of games still under development,
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of the psychological horror implicit in the
game, Gabriel has the opportunity to reverse
the deeds of the past.

Gabriel Knight is an exceptional blend of
art, game and understanding. It is for macure
audiences for all the right reasons. It does nor
use frivolous nudity, gratitous violence or
abrasive language to garner this reputation.
Rarher, ir offers an adult and refreshing per-
spective on the characters and situations
within the game. Take, for example, the char-
acter of Gabriel himself. Gabriel is a biblio-
phile who wants to write a detective novel, As
such, he unfolds as the kind of person who is
willing to “use” people. Conversations reveal
that he is not beyond considering women as

Computer Ganing World



objects; one definitely gets the feeling thar he
doesn’t mind being inconsiderate in the rasks
to which he puts his lovely assistant, and he
doesn’t even consider the risks he takes with
Detective Moseley's career (the supporting
cast member who supplies him with officia
police informarion). As the realistic charac-
ters confront very difficult choices, one real-
izes the mature nature of the story. Before the
game is over, the character may be well on his

way to a new career with new understanding,
and the mature gamer may have more sophis-
ticated perceptions of what love and sacrifice
mean. The less mature will simply not get it.

The graphics underscore the entire theme
of the game because the artists have used dark
slettes for most of the backgrounds, ena-
ﬂing the use of numerous styles of |ight
sources to illuminate the scenes. These run
the gamut from bonfires and torches through
street lamps and refracted light. The theme is
also visually enhanced by icon systems (the
snake, the dragon, the medallion) which re-
cur in unexpecred places and implicitly re-
mind the gamer of the quesr itsclf. Further,
the graphicartists on the game are aficionados
of graphic novels, so they advance some of the
story with transition screens resembling pages
found in higher quality works of this nature.
This, '.lfuni,; with the talking profiles L|u|'ing
the conversations and animated sequences
(dreams and other free-running events),
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breaks away from the familiar Sierra
look and offers a nice change of pace.
T'he music is also thoughtfully inte-
grated into the game. Bob Holmes is the
primary composer and has a theory con-
cerning  scene-specific  compositions.
IZach room in the game will have a spe-
cific theme, as will each of the free-run-
ning animated sequences. For example,
Holmes will use piano instrumentation
o catch the light side of New Orleans,
but strings and pipe organ instrumenta-
tion in a requiem style for the scenes that
emphasize darkness. In the dream se-
quences, there are lots of percussion,
particularly timpani. Holmes gews wre-
mendous assistance in the sound cate-
gory  from  professional  R&DB
percussionist, Orpheus, who not only
orchestrates the percussion and rhythm
aspects of many of the pieces, but is a
master of sound effects, as well. The
Hoppy disk version of the game will be
fairly rich in sound effects, bur the CD
version may well be the most sound
cffect-intense game product yert.
Finally, the care in which the chrome
of the game is integrated with the sub-
stance can be illustrated by considering
the casting of voice talent for the CD version

of Gabriel Knight. Vim Curry of Rocky Horror

Picture Show fame will play the part of
Gabriel. Michael Doran ol Star Trek: The
Next Generation will play Dr. John. Long-
time television star Efrem Zimbalist, Jr. will
play Wolfgang, Mark Hamill will play
Gabriel's friend, Detective Moscley, and
Rocky Carroll of the television series Roc will
play Willie Walker.

The interface is rather typical for the Sierra
icon-based system, though it does offer some
new features to enhance the conversational
aspect of the game and a graphic look
consistent with the old New Orleans
setting. There isn’t any revolutionary
new technology in the game, just a
smooth integration of existing  tools
around a remarkably well-rounded de-
sign. The game itself is divided intw
various days with a series of Must Do’s
which have to be completed before the
game will advance. This keeps the pac-
ing taut and the frustration level down.

There Is Nothing Like A Jane

The most refreshing aspect of the
game, however, must be the marvelous
perspective which Jane Jensen brings to
it. As a female writing about a male
protagonist, she injects a fair share of
humorous needles into any male player’s
cgo, but she brings the strength of a
people-oriented way Uﬂuuking at prob-
lems. Much of the game L'mpll:lsiuccs
conversations, Jensen says that the
strength of this tool is the fact that
gamers can glean as much or as lictle as

they want from the detailed background and
subplots of the story in interacrive conversa-
tion mode. These are not simply conversation
trees built off key words that exist simply o
advance the story. The conversations are real
attempts to enrich the concepr of characeer in
a computer game. For example, one can in-
sult Moseley and flirt with Malia (the femme
fatale, lady of mystery), as well as ask ques-
tions, As Jensen observes, the interactive ap-
proach to storytelling is ideal because one can
fit in a lot of marterial thar would have o be
trimmed from a more linear approach be-
cause of pacing. Now, the gamer decides how
much of the exposition will be unveiled ar a
given time.

As in the best fiction writing, the characrers
came to have a life of their own during the
development of the game. There was a time
when the plot required Gabriel’s  friend
Moseley to be killed. Yer, as the conversarions
were written and Gabriel’s relationship with
Moseley became more integral w the story,
Jensen elected to keep him alive. One of the
characters was so real that she used the same
name as a real voodoo priestess in New Or-
leans. Jane had to quickly change the name of
the characer after secing the real-life name-
sake on television,

We like thar. Are char imicares life is art that
is relevant for those who enjoy living. Gabriel
Knight: Sins of the Father stands a chance wo
be the kind of story we'll never forger. Ic
cerrainly may prove a point as ro whether
gamers merely want new technology or
whether they wane an in-depth seuing/story
to explore. Gabriel Kuight certainly exceeds
the standard in the latter, cew

Page 13



LAY

CTOASITIAY 51 ETHIA DN) SO00LS DOOMISIM CE6L “IK1 'STIONLS OOCMLSTM B2 NUVITROVML W 51 1% JO ONVH THL “SONIL 7 53004

KISS GONVENTIONAL

LOGIC GOODBYE



Nm\' vou see it. Now yvou don’t. The land of Kyrandia is disappearing picce by piece
and all the evidence points roward one perilous con-

; 0 5
clusion: a cursc. Thus begins The Hand of Fate,

second in the Fables & Fiends”

series, where you are
the offbeat, young mystic who must voyage to the center of the world to break
the spell. Out of sync and out on foot, your aberrant journey reveals nothing

is what it

scems., Everything is what it \:

isn’r. And vou can count vour friends on

\

one hand. :. I
|

the twisted edge of cinemagraphic entertainment, Westwood Studios has

. W ;
Literally, ‘_/ Conspiring to push

4

designed more puzzles and gameplay in the first few chaptrers of

The Hand of Fate than in all of

The Legend of Kyrandin!

' advanced graphics

on the marker are first pencil tested, then painted
vk . i

on-screen to surrcalistic perfection. Breakthrough

Trulight technology illuminares cach scene more cinemat-

ically for a fuller, fourth dimensional picrure. t:‘/r The new

Shadow Sunlight
State of Mind System, along with superior intuitive inrerfacing, enables vou and

over 50 characters to change your mind, mood and

¢ r 3
mayhem based on preceding events, ‘/ Don’t just

play with vour mind. Change the way your mind plays.

Grasp The Hand of Fare and kiss conventional logic goodbye,

THE HAND oF faTE

ng;wood‘

sTamn
DL B

-
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-The- Legend Lives: ®n In Gafeway Il Homeworld

hat starts out as a |'|.'|-.txing morning

in 2112 AD San Francisco, sipping

a litdle joe as you peruse the news-
fax reports on the Phoenix cult, turns into an
all-out sprint for your life. You thought that
was all behind you; you have 50 million in
the bank, a nice condo with a private elevator,
and the smug confidence of one who has
saved the world. Now, an alien artifacc many

kilometers long has appeared ar the edge of

the solar system, whipping the Assassin-lov-
ing "hoenix culr into a frenzy and forcing the
United Nations into around-the-clock pl:tll-
ning sessions. ..and now they wanr your help.

Just as vou begin to think it over, an anony-
mous informer tells you that you are the next
target for a Phoenix cult hit squad, and
they're making their way to your condo right
now!
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In Gateway, Legend'’s first ofteri ing based on
the Hui_.u— and Nebula-winning hard science
fiction of Frederik Pohl, Earth was blessed
with the discovery of a space starion left or-
biting the Sun some 500,000 years ago. The
space station, called Gareway, was a treasure
wove of high-technology lefc by the race
known as the Heechee, Sadly, this treasure
came wilh a Curse, for not I)Il])f (ii(l I|1L’
Heechee leave behind 1,000 faster-than-light

Pave I8

by Paul C. Schuytema

:;t;u‘ships n pcrﬂ'ct condition, but also evi-
dence of the Assassins, a race of aliens whose
hobby was hunting and destroying any civili-
zation that had made the technological jump
into faster-than-light travel,

(:lrm’mr:;r followed the player on a series of

prospecting missions in the ancient Heechee
~.I1|p~.. and finally on a mission to ser up a
giant, multi- p'dl‘l(_l scrambling device, aimed
at obscuring the entire 1\I1H\y Way from As-
sassin sensors. Homeworld, | u,cnd s latest
game based on Pohl's Heechee saga, takes up
where Gateway lete off. Home world is not
taken directly from one of Pohl’s works, and
he is only given a one line credit on the back
of the g game box, yet the game is a rich and
fascinating story which maintains the proper
feel of P(}h 5 0r |;_,1|1.il fiction.

Hameworld is an adventure game in which
the player takes on the role of the story’s
protagonist, nl.'(.'il'l‘:" from an initial assassina-
tion attempt and F.'}”ing hu;u”nng into a
sweeping, galaxy- wide stary centered on the
mysterious artifact which has appe: ared near
Pluto. Is it a Heechee ship, aver halfa million
years old, or is it a tool of the Assassins,
coming to wipe out the race?

Homeworld, with its rich prose and ad-

vanced input parser, feels like an extension of

the old Infocom text-only
games, even though it pre-
sents the player with crisp,
Super VGA graphics. The
game screen is divided up
into a number of windows
that provide access to a
movement  compass,
scrolling list of action
verbs, a list of object
nouns (essentially an in-
ventory list of what the
player is carrying and

what is in the immediate vicinity), a text box
for descriptions, and a small window where
the first-person graphics are displayed.

The interface is one of the most unusual I've
come across in today’s world of “icons every-
where,” and it is at once a boon and a bane.
The scrolling windows and “traditional” rext
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input line allow the player to assemble clear,
but incredibly derailed acrions, and pulling
the verbs from a scrolling list ends the old-
time “command not understood” headache
of texr adventures. On the other hand, the
interface is rather L‘|un!{_\', rcquirinf_\ the p|a_\-':_‘r
to scroll through a long list of verbs to see if
one fits, with no casy way to switch back and
forth, mid-command, berween mousc selec-

TITLE: Gateway 1, Homeworld
SYSTEM; [[Eh8]
PRICE: $59.95

REQUIREMENTS:  286-1 6Mhz or better, VOA or VESA SVGA
graphics; supports AdLib, Roland, Sound
Blastir sound cards

Mo

Mike Verdu, Glen Dahlgen

I.vy‘u:til Entertainment Company

PO, Box 10810

14200 Park Meadow Dirive

Chantilly, VA 22021

(703) 222-8500

PROTECTION:
DESIGNERS:
PUBLISHER:
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The Uitimate Multi-Player Conguest Simulation

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

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

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

UL HY

Here's where you amass your armies Take tactical control of a battle in gp
and make your moves! stunning animated combat!

hically

Take our ego for a rollercoaster ride as you
see your empire rise and fall!
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tion and typing. T'o my mind, the interface
feels like a developmenr rool, an interface
used by designers to test the game rather than
a polished and ergonomic f%nishcd producr.
It could be that I am just jaded from playing
countless games with less imposing interfaces
that don’t dominate three-quarters of the
game screen.

By blending the use of a first-person graphic
wirﬁ a text description, Legend has hit on a
way to get the most information pos-
sible to the player. The graphics are
static “slides” of whar the character
sees, and objects disappear from the
scene when they are taE«:n, bur there
is no animation in the standard in-
terface. Each time the character en-
ters a new locale, a new slide is
presented along with a text descrip-
tion. The player can click the mouse
on the graphic window to pull up a
text description of the various ob-
jects, and a double click will serve as
a “rake” command, placing the ob-
ject in the character’s inventory.

While the command interface
feels awkward to me, | enjoyed the
picture/text combination used ro
present the game’s data. I truly felr
that [ was immersed in a rich, complex world
in which even the simplest observations, such
as examining a leaf or a robot arm, yielded a
derailed and complex description.

While the graphic “slides™ are static, the
game does provide some gorgeous cut-scene
animations and scrolling pans across beauti-
ful panoramas. Unfortunately, it’s obvious
thar several different approaches were taken
ro render the various scenes and animations,
resulting in a lack of continuity. An example
is a gorgeous still painting ofyu probe ship
ready to blast into space. The detail is won-
derful, but later, when we see a 3-ID anima-
tion of the probe ship flying, only by context
do we recognize it as the same ship: the color,
shape and lines are all different.

The heart of Homeworld is its prose, and
there are two things to note about it: first, the
detail and depth of the game truly shows in
the multicude of objects the player can ex-
plore and examine, and never once did I
examine something only to receive a one line
“you see a bowl” or “you see a box” response.
Every time somerhing new appears, the de-
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scription is intelligent and rich, and even the
simplest objects have color, rtexture and
weight.

On the other hand, it is obvious that the
text wasn't written by Pohl, or a professional
writer for that matter. While T was hard-
pressed to find any technical errors, and while
the descriptions were incredibly rich, the
srose still had an amareurish feel o it. The
|;mguagc was often “chatty,” and dialogue
phrases like “Whar do 1 do when [ get the
stuff” didn’t seem to fir the proper tone for a
character conversing with an emissary from
an ancient and highly intelligent race. The
descriptions of the various alien lifeforms fele
slightly ethnocentric, with phrases such as
“ahcns with beady eyes” belying the awe of
discovering a new species. That type of flip-
pancy goes against the grain of the hard sci-
ence fiction of Pohl and brings the gr;ldc level
of the game down a few notches. It is inter-
esting to note, though, that this consistent
flaw in the text of the game relates mostly to

encounters with living organisms. The “hard
tech” of the game, the computers, alien inter-
faces and robots, are all described to the utmost
derail, and the “pseudo-science” of the game
presents us with a wealth of detailed computer
readouts and measurements. Probably the best
advice 1 can give ro the prose authors of the
game is to pick up a copy of Orson Scorr Card’s
Characters ¢ Viewpoint, since they have nailed
the inanimate down pat.

This character problem spills over o the
player as well. I felr as if my “player” was not
an actual individual, but more of a moving
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window on the warld. Maotivation and per-
s(_m;lliry scem to be cnrirc|y lost from the
central consciousness. When he (1 assume he
is a he, only because I am) is catapulted our
into space, there is no sense of hesitation, no
sense of fear or regret in being forced out of
one’s home and life, and most importantly,
no sense of awe or curiosiry when the charac-
ter encounters the many amazing objects and
creatures in the game. A case in point is when
the character runs into a robotic spider
who has a penchant for sawing open
human skulls while the victim is still
alive; there is no sense of the fear, the
horrendous fear the character must feel
when encountering this creature while
trapped in an alien environment.

As far as general play goes, Home-
waorld is a science ficrion lover’s dream
come true. While I may have my prob-
lems with the game, T liken the experi-
ence to participating in a good, and
very interesting, science fiction novel.
There is a lot going on in Homeworld
that made me stop and think, and
times when I just nodded my head and
said “cool!” The plot is fairly linear, in
which the player moves from one puz-
zle to the next attempting to escape
situations and g:ltln:r intelligence, and
while the puzzles are not that difficult, they
do require resourceful thinking.

Homeworld comes packaged with a hinc
book, which is a great idea. More games
should have included hint books, since most
players will “slam into the wall” ar least once
or twice in every adventure game, and having
a well laid out hint book will provide the
answer without breaking the rhythm of play,
or incurring the nasty expense of a 900 num-
ber hint line.

For a die-hard sci-fi gamer, this game will
provide many nights of wandrous entertain-
ment. My complaints, while significant, do
not destroy the character of the game; it s still
quite an achievement. Homeworld has the feel
of a good sci-fi novel, with all of the pleasures
of explorarion and wonder thar curling up
with a good book provides, and the “Info-
com-esque” feel of the interface is pleasantly
nostalgic. When you sit down to play Home-
world, make sure you have a cozy chair and a
bowl of prerzels, because you're likely to be
“in there” for quite a while. cew
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You can outfly this guy...
- But can your COMPUTER?

Yesterday's high speed games have pushed your personal computer to its limits.
Today's games are breaking them.
You need a computer with no limits.

You need

to fly a FALCON.

Introducing the Falcon MACH 5

The latest advance in our line of high speed personal computers, the MACH 5 is the ultimate machine for
gaming, personal and business use. It features new VESA Local Bus technology and the fastest 486 processor to
produce over 40 VGA frames per second. 30 frames per second is flicker free to the human eye. The MACH 5 is
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Multimedia Speakers
Microsoft DOS 6.0
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and Labor Warranty
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ike Terry Brooks' novels and Steven

Spielberg’s films, Sierra’s Kings Quest

games are probably beyond criticism at
this point. Kings Quest is one of computer
gaming’s few true brand names and, as with
brand names in other fields, one has to deal
with the tradeoff between comfort and recog-
nizability on one hand, and freshness, novelty
and excitement on the other. It's a choice
everyone has to make for himself—go for the
known quantity or try something differ-
enrz—and for the most part people will make
it according to habit. Those who liked the
first five games will try—and enjoy—the
sixth, while those who didn’t, won't.

That said, there is a good deal abour the
CD-ROM edition of King’s Quest VI to ree-
ommend it even to gamers who would not
ordinarily pick up a Kings Quest game. 1f
King’s Quest is the vanilla ice cream of com-
puter games, at least this particular scoop

comes with some interesting roppings, such
as the by-now-well-known imrm{ucmry car-
won in which the brooding, harmonal Prince
Alexander goes off on a sea voyage in search
of his lost Cassima and finds, instead, ship-
wreck, intrigue and danger. This impressively
rendered bit of computer cinema may be
laughable in terms of drama, bur visually it’s
incomparable—not quite worth the price of
admission, bur close.

Of course, the cartoon is a holdover from
the original edition, as are the gamc’s sro-
ryline and all its puzzles. What the CD edi-
von adds pri mariry are voices, speaking every
line of text in the game. (It also throws in a
few bonuses, such as an “art gallery” in which
players can browse through all of the game’s
background art and a short, full-motion
mini-movie, accessible anly to Windows us-
ers, describing “The Making of King’s Quest
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VL") The voice actors pressed into service
here are much stronger than the amateur crew
Sierra assembled for King’s Quest 'V, though
one still has the sense thar they are wying a
little too hard. Sierra boasts of a cast of “in-
ternationally famous actors” but neglects to
name even one; players are entitled, T think,
to a measure ofcynici&:m on this point.

The narrator sounds like the fellow who
narrated every grammar school filmstrip ever
made, over-emphasizing all the goings-on in
an awed, hushed voice. The actor who reads
Prince Alex’s lines was clearly inspired by
Disney films from the “Escape to Witch
Mountain” era. Everyone breathes too much
and speaks with too many exclamation
points. But so whar? Kids will love ir and
indulgent adults won’t mind.

In all other respects the soundurack is fine,
except for the oclld claim Sierra makes that it
is coupled with a “revolutionary, patented
lip-synching technology.” The technology
may be patented, and it may even be revolu-
tionary, but it’s not lip-synching. At least half
the time a character speaks, the voice goes one
way and the lips go another. Still, the voices
are solid and the graphics are good; the fact
that the two are not perfectly coordinated is
unlikely to send gamers back to the store
clamoring for a refund.

A word or two about the game's plot is
necessary, | suppose—but that’s all, since
anything more will only expose the paper-
thin storyline. Through the use of a magic
map, Prince Alex hops around among the five
“Green lIsles,” solving puzzles and collecting
trinkets that will help him overcome obsta-
cles. Quests are dolcc.rout in the most heavy-
handed way imaginable (“I will give you the
spellbook if you bring me a book that is
rarer,” “I will give you the rare
book if you bring me a complete
sentence,” wih give you L;u:l(
your ring if you bring me some-
thing of equal value™), yet many
gamers will find this scraighcfor-
ward approach reassuring,

The overriding goal of the
game is for Alex to rescue Prin-
cess Cassima from the evil Vizier

Al-Hazared, who will otherwise —

B VEHAAK, G0N WO

take a cue from Prince of Persicand marry her
against her will. Note, however, that unlike
Prince of Persia, King’s Quest VIis not set in a
world of relendess evil. Though Alex has
many opportunities to perish, it is clear
throughout that he has washed ashore in a
fairly innocent fantasy land. Not only docs
the game have its share of gnomes, crying
cabbages, and sassy, talking sticks, it also in-
rroduces the player to such mythical creatures

as an honest pawnshop owner and a sea cap-
rain who, rlmuﬁgh nominally a rogue, waxes

rhapsodic over how “pure” the princess is. |
kept waiting to meet a polite New York cab-
bie or a truthful politician around the next
bend.

It should go without saying that players
seeking copious bloodshed, mind-bending
puzzles, or complex characters ought to look
clsewhere. King’s Quest VIis a heartily inof-
fensive game full of light touches and not a
great deal else. However, gamers who enjoy
light touches will find that few games pull
them oft with as much grace as Kings Quest
VI This is not exactly the highest praise a
game could receive, but, by all signs, it is the
highest praise to which the King s Questgames
aspire. or plain vanilla, King'’s Quest VI on
CD-ROM is about as good as it gets. caw

King's CQuest Vi

67,95
1M
JHO5X or better, CR-ROM
| drive, DOS 5 or greater with

20 RAM or Windows 1.0

| or greater with AMB RAM,
MOuse

Ca i, CA
(BO0) 326-0054

PROTECTION: Mone
LIESIGNER: Roberta Williams and lane lensen
PUBLISFIER: Sie |Hu-lim.:
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transports you to a world already under his dominion.

Now you must confront alien realms and powerful new
enemies in a battle without allies. But wait! Perhaps
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Lands of Lore
Doesn’t Look Bac

Westwood’s New RPG Breaks With Tradition In Character
Creation, Spellcasting and Gaining Experience

rom the folks who brought us Eye of the

Beholder (EOB) and Legend of Dark-

moon, Westwood Studios’ new Lands of
Loreoffers some familiar features to players of
those carlier games. But Lands of Lore (LOL)
also breaks new ground in a number of pleas-
antly surprising ways.

The player’s mission is to seek out and
destroy the evil hag, Scotia, who has the
ability to change her form at will. She tried to
wipe out King Richard of Gladstone, who
survived the arrack, bur was left in racher bad
shape. Most of your quest involves finding a
cure for Richar({and then hunting down and
terminating Scotia with extreme prejudice.

This makes the game a fairly linear one,
with the group going from one location to the
next in a pre-determined order. However, the
structure is open-ended enough so that you
can backtrack to most of the major areas,
which may be necessary if you missed some-
thing important in one of them.

[nreracrion with other characters is limited;
as with the FOB series, the focus is mare on
hack n’ slash and puzzle-solving than any-
thing clse. Sdll, there are some people
around, and they give the world a bit more
depth, unlike the lifeless sewers of Warerdeep
and the tunnels of Darkmoon Temple. A few
outdoor areas and a town add reality to the
world as well.

Graphically, the game is a step up from
EOB. The deail, especially in facial close-ups,
is finer. The animation is good, spell effects
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have been improved with interesting visuals
(my favorite is the Mist of Doom/Death
Wand), and overall, Lands of Lore has a
brighter appearance than previous games.
The ourdoors do need some work, however.
When looked ar sideways, trees and related
scenery to have a 2-D appearance.

Happily, feeding your party is not a prob-
lem in this game. You can get on with your
mission without having to fill up your inven-
tory with supplies, or worrying about starva-
tion. Considering how often the party will
need to rest up and restore themsclves, this
was a good design decision.

Since chis is an original game, not based on
Advanced Dungeons & Dragons, the experi-
ence system and character creation are quite
different from EOB. In fact, you do not create
a character at all. Instead, you choose one of
four pre-created characters (all males, alas) to
be your hero for the duration.

Each comes with three skills: fighring,
magic and thieving. These skills increase as
they are used. The more you fight, the better
a fighter you become; the more you cast
spcli)'. the better a mage you become. In this
regard, the game is closer to Dungeon Master,
which used the same system. It is a much
more sensible way of handling ability gains
than giving improvements after "X’ number
of experience points.

You do not, in fact, ever sec any experience
points at all, which is a pleasant change from
most CRPGs. Of course, they exist under the
surface, but the display only shows three bar
graphs that chart each character’s progress in
the three abiliries. This helps to keep the focus
on “learning by doing,” rather than trying to
reach some numerical figure.

In another break from rradirion, there are
no attributes like strengeh, intelligence, dex-
terity and so on. You see only four stats: the
character’s hit points, which go up with
fighter ability; magic points, which increase
with magic ability; might, which varies ac-
cording to the weapon equipped; and armor

protection, which changes depending on the
types of armor worn.

Going even further from the well-worn rut,
Westwood has stripped magic down to the
bare essentials. There are exactly seven spells
in the game: Spark, Heal, Freeze, Lightning,
Fircball, [‘[:m([ of Fate and Mist of Doom.

Thesc spells are available (once found) to the
entire party at all times. There are no spell
books to worry about, no frantic flipping
through long lists to reach the desired incan-
ration, and no need to give up a weapon or
shield ro cast a spell.

][ iGN ]

In a CRPG, thac’s almost all you really
need. Most games burden the p|;lycr with 30
or 40 spells, to little advantage. For instance,
ADerD has Cure Light Wounds, Cure Seri-
ous Wounds, Cure Crirical Wounds and
Heal. All of those do exactly the same thing,
except at increasing levels of effect. The single
Heal spell in Lands of Lore replaces all of these
and achieves the same results by using power
levels, which go from 1 to 4. The higher the
level, the more potent the casting,

The only thing missing in this otherwise
estimable system is a protecrive spell or two;

TILE: Lands of Lore
PRICE: £62.99
SYSTEM: 1M

REQUIREMENTS: 386-16MHz ar betler, 2MB RAM
NGAMCGA graphics, mouse,
22 MB hard drive space

PROTECTION:  Documentation ook up
DEVELOPER: Westwood Studios
PUBLISHER: Virgin Interactive Entenainment

Irving, CA
{B00) 874-4607
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a rather surprising omission, in fact. Some
form of damage reduction or protection
against physical or magical artacks would re-
ally have been useful.

Ourside of this, the entire system has a
pleasing simplicity that in no way detracts
from the play of the game. It allows you to
get on with it withour having to worry about
a lot of picky details. This is one instance
where less really is more.

‘Auto-mapping is available
and is one of the best
around.’

Inventory management follows along the
same lines, Instead of each person lugging
around his or her own items, all equipment
sits in a sliding pool, making it casy to review
what you have. Only weapons and armor
actually in hand or worn are not part ol this
pool. (Undocumented command: clicking
on cither arrow with the #ight mouse button
will move the bar a complete section to the
left or right, rather than one item ar a time.
It’s quite handy for quick scrolling.)

Auto-mapping is available and is one of the
best around. While it cannot be sent to a
printer and you can’t write on i, the map will
faithfully record all doors, stairs, buttons,
chests, secret doors, pits, floor plates and
special locations (shops, caves, etc.), both in-
Jonrs and out. No longer do you have o
scrutinize every wall for a button or switch,
or fill up graph paper with your own hand-
drawn cartographs. The map is also scrol-
lable, allowing you to look back at any rime
at any location previously visited.

Most of the monsters in Lands of Lore are
new, original and full of little surprises. Some
can melt armor; others are “chumpers,” malk-
ing the ground shake and thereby disarming
cvérynnc (nasty!); and there’s one type that
can stun you with a single blow. Always be
careful when coming up against something
you haven't seen beforc.

The party itsell will never have more than
three people; for a good chunk of the game,
it will consist of ane or two. Your hero starts
out alone and a little later picks up Timothy,
who stays for a short while. He is replaced by
Baccata, a four-armed wonder who does stay
for the duration (so it’s okay to give him some
of the good stuff). Much later, you also pick
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up Paulson, and he too remains with you to
the end.

Asyou can see, Lands of Lorehas several very
good features. Bur, it also has a few that are
not so good. Combar, for example, has not
improved much, ifarall, since the EOBseries.
In one instance, [ was disappointed that noth-
ing along the lines of the £OB 11T *all attack™
feature was implemented. While two or three
seople are certainly easier to manage in com-
[1:11 than four to six, it is still a pain o click
individually on the attack icons. Some form
of auto-attack for hand weapons really needs
to be added to the engine.

Fighting tacrics scemed more limited than
in the EOB series; the rwo most popular
methods, backing up and slip 'n slide (also
known as the Dance of Dearh) usually did not
work too well here. Many opponents have
distance attacks of their own, so backing up
to fight from afar just gives them the chance
to hit you with missiles or spells. Not all
critters can do this, of course, but there are
enough around who can to make backing up
(when you have the room) a poor choice.

Slip and slidehitting monsters did not fare
any better in combat. Quite a few of the
hostiles moved rather quickly, and there often
wasn't time to hit and run. Further, in many
areas, the opponents come in large groups of
five, six or more, and waltzing around is a
good way to become su rrounded (and dead)
in a very short time.

When eritters gang up on you, expect some
unusually difficult fights. After taking out the
first two or three, you often have to run away
quickly to find a safe spot to rest up and
restore the party, because everyonc is in bad
shape and out of spell power. While there are
potions to restore hit and spell points, they
are quickly exhausted in heavy fighting, lcav-
ing you with little or nothing for later.

A few sitnarions like this are acceptable, but
Lands of Lovesports too many of them, adding
unnecessary frustration to the game. Lots of
monsters is one thing—lots of them coming
at once from different sides is quite another.

Relared ro combat, there is one segment of
the game thar ought never to have been in
there. Before you enter Scotia’s castle, you
come upon two races, the Xcobs and the
Knowles, who are ar war with each other. The
reasons for their spat is never given, Regard-
less, you are forced to choose to fight for one
side or the other; there is no way out of it and
no way to bring peace. With nothing to go
on, most players will likely make their choice
based on expediency: whichever race they
find easicr to kill is the one they’ll go after.

This is disturbing for several reasons. First,
it has nothing whatever to do with Scotia, nor
does it advance the plot in any way. Second,
this situarion is forced on you, with no alter-
native. Third, and worst of all, you are com-
mitting genocide, wiping out a race for no
reason other than to get on with your own
business. Why Westwood felt it necessary ro

include such an irrelevant and outrageous
activity is a mystery, but we will hope that
they don't do it again.

A sore point of a different kind is the pleth-
ora of fancy weapons in the game. Everyone
likes Neat Items, but we also like to know
something about them. There are many
named weapons here: Long Sword Entropy,
Valkyrie Crossbow, Great Axe Master, Tri-
dent Mandible, Rapier Talon, Mace Thum-
per and Halberd Widow, to name only a few.

What's so special about them is often diffi-
cult, and usually impossible, to determine.
You can learn something by equipping them;
this will always have an cffect on Might and
occasionally on Armor Protection, as well.
Beyond that, you have no idea, even with
experimentation, what other abilities they
might possess (except Grear Axe Master,
which adds +1 thief level when equipped, and
the Valkyrie Crossbow, which raises natural
thief ability quickly when used frequently).

There isn’t any way to find out for sure,
cither. The game has no “Identify” spell and
no one who can tell you about the irem.
There is a witch doctor in the swamp who says
he can tell you about objects (for a price), but
that is just so much fluff. I showed him the
Entropy Sword, paid 50 crowns, and he re-
marks, “Ah yes, that is the Long Sword En-
tropy.” End of identification. Wonderful.

: TRl
‘Most of the monsters in

Lands of Lore are new and
original.’

When fancy items, especially named weap-
ons, appear in a game, there must also be
some method for determining what, if any,
special properties they have. It isn’t enough
to provide the thing: players need a basis for
making intelligent choices about which
weapons to keep and which to discard. Going
only by the might/armor protection provided
by the item may not be the best coursc.

Overall, Lands of Loreis a better-than-aver-
age game of this type. [t does have some weak
points and design flaws which need to be
cleaned up in future producrs. Still, the im-
proved game engine and graphics, and the
move roward streamlined play make ita game
worth playing, especially if you enjoyed the
first two EOB adventures. cew
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You have a choice of four characters at the starg; of these, Conrad and
Al'shel are the best. Conrad is well-balanced, just as he s
nicely over the course of the game. Ak’shel is a dynamite m
a lot of magic points, and frequent spell-casting will bring him up a couple
of levels faster than anyone else.

s, and will develop

we; he starts with

If you do take Ak’shel, remember that hit points only come with fighter
levels and he starts off somewhat low in hit points, After you've impl'tJ\'L‘\l

lll".

T'he auto-map is a valuable tool. Check it frequently o see if you've passed
any wall buttons, switches or secret doors. There are alot of these in Lare. Be
sure 1o save before you fool with them, as some are traps.

There are several times when you will have to drop down inta pits (the
Draracle cave, for one). When there scems to be nowhere else o go, ke the
down express! Damage is always minor, so unless someone is badly injured
before the drop, the party should be okay. Actually, everyone should be in
good health before going down a hole, as monsters are usually waiting for
youl,

Aside from weapons and armor, there are a number of objects in the game
with obscure uses. Swarms are one-shot weapons. Bezel cups both heal injuries
and cure poison. Ace of Oblivion functions as a Mist of Doom spell, and Ace
of Infinity restores magic points. To use such items or magic wands, pick up
the object, hold it over a character’s attack icon and righe-click.

In the Upper Opinwood forest, inside one of the locked tree stumps, is the
Valkyric Crosshow, probably the bese missile weapon in the game. only

GUESS
WHO 1§

COMINGT0
DINNER....

Tips For The Tillerman

Warning: Scorpia’s game solving wit cuts to the quick! Among her general hints there may be
specific solutions lying in wait. Visit her lair with care.

him a bit as a mage, switch around and have him do some fighting to beef

does it shoor miniature fireballs, but frequent use of this weapon raises Rogue
skill quickly...and I don't recall ever seeing anyone miss while using it

If you complete an area with keys remaining, you can dump them.
Westwood indicates that some locks are harder to pick than others, and keys
are provided in case you can’t get them open.

The carly stages of the game are prewy straightforward. Be sure to take all
the good stuff Timothy may have (such as his rapier) before you enter the
throne room in Gladstone chp. That's where '|'ilmll||y leaves you, and you

need the good stuff more than he does.

It isn't necessary to buy anything at Buck’s Skins; before long, you'll have
quitea collection of weapons just from exploring, fighting and opening chests.
Besides, you need Roland’s money to buy passage back to Gladstone.

The Draracle caves are where things start to get tough. The rat men are
nasty opponents, so try to fight them in narrow corridors where they can’t
gang up on you or surround the party, Keep your ginseng handy in case of
poisoning. You can only use one eye (green or blue), so don’t worry that you
didn’t get both wall sections open. The important things here are to find the
silver cup (for the Draracle) and obtin the clixir recipe from the Draracle.
Rest up if you can before leaving the caves—a welcoming commirtee is
waiting outside.

When you reach Opinwood, go over it thoroughly, but be careful—there
are other things besides Ores lurking about. Do not open the door leading
into the mines until you have the green skull from Upper Opinwood.
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The critters who live in the swamp have something you need, so find the
chicf as soon as you can. The Wirch Doctor can help with che riddle scroll,
The frecze spell is useful for gerting around. There isn’c much you can do
abour the swamp gas, sorry to say.

The Urbish mines are nasty, so take your time. The machine on level one
must be fixed sooner or later. Be sure wo pick up one red heart gem (dropped
after a combat). You must leave here with Paulson in the party, as he has the
Vaclen's Cube that can destroy Scotia’s barrier. In the right circumstances,
the cube can be duplicated endlessly, which will be very helpful in the White
Tawer and Scotia’s castle. Save the game and experiment a licele.

When you reach Yvel Forest, stick to the west side of the map.
Greater Ores are running around in the woods, and they are twugh
opponents. When you get to the city, be sure ro go into all the houses
as many of them have useful items.

The White Tower is anarher rough place. On level one you have
to deal with the Amazons. Most importantly, you have to reach
Jana, the queen, who has a mystic key you need. Remember “ri ng
for admittance.” Close the rwo grates to stop slug creatures from
appearing.

Level two has the flying one-eyed chickens that toss fireballs; if you see one
coming, duck around a corner fast. They only use them from a distance, so
you don’t have to worry about being fried in hand-to-hand fighting,

Level three is the worst, being inhabired by ghosts. Use Vaelen's Cubes (ver v
effective!) and emerald swords against them. The snakes are not affected by
the cubes, and they can be dcndl)& Weapons work against them, but you have
ta be quick. Expect to take more damage from snakes than anything else.
Fram this level, you want the ivory key that opens the door on level one
leading to the sublevel. The “faith door” is optional. Inside are two chests:
you can only open one. Save and try both ta see which ane you like berter.

[n the Carwalk Caverns (after the big fight), check walls for hand marks
and use the Dark Gauntlet on them. Go over the caverns thoroughly; you
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QNG Brought Home!

Strategy Plus calls The Shadow of
Yserbius "a champion among multiplay-
er fantasy games."And now the champ
comes home in a deluxe single-plaver
edition, offering the same intrigue (hat
has already mesmerized over 50,000

““You'll be hooked long afler you Solve
(he-volcano’s mysteries.”
— QuestBusters

on-line players. Sierra's packed
Yserbins willl Wwo additional features
no other FRP can offer: The Fates of

need two keys (one from the West and one from the North) w open the door
leading to the Kowle/Xcab confrontation. These caverns are the last time
you'll be needing the lantern, sa you can dump any extra oil flasks when you're
done.

I chose o fight the Xeobs, as they were easier. The Knowles secemed
impervious to any spell below Fireball, were extremely hard to hit, and they
were also thumpers, making the ground shake. This disarms and causes
damage, 100. Xeobs can dissolve armor, bur were still easier to kill than
Knowles. Both sides give you the same reward, so you might as well rake the
CasIer one.,

Scotia's is a mean place, as you might expect. Level one has ghosts (usc
the cube) and flying axes (Freeze spell is good here). Level two has flying
eyes (can dissolve armor, kill these fast) and scorpion-like critters who can
stun. Level three has only giane roads, but they are thumpers. Fortunarely,
they do not regenerate and are gone forever once you kill them off, All
other monsters do regeneriate, so expect muany combats as you
make your way around the castle,
Be wary of traps. You may find yourselfin a place from which there
is no escape except the Restore opion. Don't go purtting things into niches;
you may never see them again (there is an exceprion to this on level three).

On level one, there is a section where you lose your automap. Don't panic.
The area you have o map (room of pits and spinners) is small, and the
compass still works; just be patient and you'll ger through this. The automap
is restored when you reach level owo.,

You want to collecr two figurines from level one, one from level two, and
one from level three. Do NOT visit Scotia until after you have rescued King
Richard.

At the final confrontation, only the whole truth can help you. You mus
stop Scotia from doing any transformations or you're done for. Once the
Nether Mask has been neutralized, she can be killed with weapons and spells
(save a Guardian for faster resulis). Good luck! cew

Y0U ALSO GET...
30 HOURS ON-LINE FREE!

[MPORT THE CHARACTER YOU'VE

BUILT AND SET 0UT ON YOUR

(UEST WITH REAL PEOPLE FROM
AROUND THE COUNTRY...

Real people. Real time. Real danger

Twoiion, \he long-awailed single-user
sequel 1o Yserbins, and a chance 1o go
on-line for a month and battle other
adventurers from around the country.

You'll build vour character by com-

pleting quests, acquiring spells. and

gaining experience. Then vou can
import your character into a multiplay-
er environment where you can lace the
challenge alone or form your own
band of heroes.

Buy your weapons, armor and
spells at the local tavern. Then set
oul in search of the secrel buried
(eep in the heart of an ancient vol-
cano. But play as though vour life
(epends on it—or you could wind

p someone’s dinner,
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with a sophisticat-
ed combar system, N
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inventory, or form

monstrous friend-
ships with other
adventurers. Explore

a shadowy kingdom | f
and be back in time
for dinmer. Jt's all in
a day’s play.

See your local
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STRATEGY

Tips and Tactics for Origin’s Strike Commander

trike Contmander mixes elements of a

role-playing game and a combat flighr

simulation to put the player in an ac-
tion-packed, movie-like adventure. Because
of the scripted nature of the missions, the
player has a very well defined goal and must
execure a linear sequence of intermediate ac-
complishments in order to realize it. Though
somewhar constraining, Strike still grants its
plavers considerable leeway in how they
achieve rthese  intermediate  steps.  Even
though every Strke player has to complete the

same goals in each mission, there is plenty of

room for individual style to shine through.

Allocating Resources

Most mission briefings give the plaver very
lirtle information to work with. Vague details
about the target are given, bur no photo-
graphs or mission profiles are discussed. An-
ticipated threats are mentioned in passing,
but the player is given no significant intelli-
gence information. 1t's even difficule to know
which weapons should be carried. Further,
the squadron’s tight budget makes it difficult
to stockpile weapons. Weapons purchased
immediately before a mission may deplete the
Wildeats' bankroll while being insufhicient or
inappropriate for the planned mission.

The element of surprise is an intended part
of the game, bur those looking for flight sim
fidelity rather than shoot-em-up action may
find the surprises frustrating. Thercfore, pre-
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by Tom “KC” Basham

strike recon patrols are usually called for. |
generally save games after completing each
mission, then proceed to the next mission,
read the bricfing, and fly the mission with
defaule armaments. Since each
mission is identical every time it
is played, this allows me to get a
good idea of what T am up against.
I then restore the last saved game,
buy the appropriare weapons, and
execure the mission. Is tlhi.s cheat-
ing? By Strike’s rules, maybe. But
remember: Strke hardly follows
the real-world rules. A flight of
F-16s would never artack a
ground targer withour first going
aver the site in derail, noting en-
cmy air defenses, and making
some form of racrical decision on
how to deal with said defenses. Besides,
there's an old fighter pilor saying: if you ain’t
cheating, you ain’t trying,

Air-to-Air Combat

As another old saying goes: Use the right
tool for the job. In the case of Strike Com-
mander air-ro-air combat, the right tool
seems to be the AIM-9M missile. Of the four
air-to-air weapons available in Strike (the
AIM-9], AIM-9M, AIM-120, and 20mm
cannon), the AIM-9M gives the best bang for
the wargaming buck. Since Strike puts you in
charge of the squadron’s finances, maximiz-
ing available bang should be your top prior-
iry.

Why the AIM-9M? The AIM-9] is simply
tao unreliable. Although very cheap (in rela-
tive rerms), its Gnm range, rear-aspect-only
targeting restriction, and poor hit ratio makes
for a very unatractive purchase. The AIM-
120, although more reliable than the AIM-
9], is the most expensive air-to-air missile at
your disposal. At $200,000 per unit, its 40nm
range makes it ideal for long-range, BVR

(beyond visual range) intercepts. However,
BVR engagements never happen. Bandits will
always appcar out of thin air about 8nm away,

just inside the 10nm range of the AIM-9M.

“ .r. "é‘ i Ik

Since the AIM-9M costs only $60,000 per
unit, has all-aspect targeting capability, and a
reasonable hit rate, why waste an extra
$140,000 per portential kill using AM-
RAAMSs? The 20mm cannon is far cheaper
than any missile (it's free, you never pay a
dime for 20mm rounds), bur due o the
jerkiness of Strike’s controls, many users find
it extremely difficult to saddle up for a guns
kill. Alchough it is possible, it takes pracrice,
a steady hand and a fast computer.

AMRAAMs have only one advantage: you
can put two of them on the inside wing pylon
which will only carry one AIM-9M. By using
both types, you can carry up to cight missiles
into combar, bur by using only the AIM-9M
you can only carry six. It's a tradeoff. You
carry the potential for two more kills (if all
missiles  perform  perfectly), bur it costs
280,000 extra dollars. If you're rolling in
cash, then maybe ir’s worth it, but I found
Most campaigns to operate on extremely tight
budgers, and the AIM-120"s combat per-
formance not good enough to warrant the
CXLIA eXpense,

Computer Gaming World



DEFENDER

The F-14 Tomcat Simulation!

Actucl screens may vary.

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

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

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

MENT » SOFTWARE
© 1993 MicroProse Software, Inc. ALL RIGHTS RESERVED.
For IBM-PC/Compatibles.
Circle Reader Service #84
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A computer-controlled wingman responds
to your every command. And, you'll

interact with strike packages that include
F/A-18 Hornets, A-6 Intruders, A-7 Corsairs
and E-2C Hawkeye AWACS.

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

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

logetourfree c
ar fill out the
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Air combart in Strikeisn’t roo difficulr if you
know the secret: compurer-controlled pilots
rarely use the vertical. The Al loves horizontal
turns and will crank high-g circles all day.
Simple vertical maneuvers by the human will
almost always confound the compurter-con-
trolled pilots. For example, ifa MiG-21 slides
in on your six and you just can’t shake him
no matter how many ¢'s you pull in hard
turns, try rolling out slightly and execure a
barrel roll. As you pitch up, the bandir will
nearly always overshoot, and you'll finish the
roll by diving down into his six o’clock. Loops
are also a great way to shake bandits.

Air-to-Ground Combat

Most missions are combination missions:
fly to waypoint 1, engage fighters, proceed to
waypoint 2, attack ground target, fly to way-
point 3, engage more fighters, etc. Since only
a few mission failures (sometimes as few as
one) can abruptly end your career, it's im-

perative to succced on every sortie. This
means the player has o be as proficient at
bombing as dogfighting,

In bang-for-the-buck terms, the Mk 82
iron bomb is srobably the best value for the
Wildcars' dollar. These do a reasonable
amount of damage, but require accurate
bombing skills anﬁ overflight of the rarger.
Most targets require multiple artack passes
(always a bad idea in combat), and multiple
passes over heavily defended targets will al-
most certainly mean damage to your aircraft
(and more money out of the Wildcats’
pocket).

In terms of effecriveness, the AGM-65
Maverick is the clear winner of the day. Al-
though it can’t destroy some of the larger
targets, it’s deadly against vehicles, air de-
fenses and small htlihling& Being fire-and-
forget makes it especially useful. On the first
pass at a given target, fire a barrage of Maver-
icks at the air defense batteries. This clears the
skies for subsequent passes and allows you to
rain truckloads of Mk 82s down on the target
with litde risk to your aircraft. Mavericks
aren’t cheap, so they should be used sparingly
to take out defenses, then followed by iron
bombs to take out the high value targets.

The Target That Won’t Die

Sometimes it seems impossible to complete
a mission. You follow the instructions to the

letter, but still the mission was a [ailure. Anti-
runway missions are the most commonly
cited example. Many rimes, pickling Duran-
dals undl the entire runway is annihilated
won’t complete an anti-runway mission. The
key is to destroy some of the surrounding
structures. After bombing a few extra build-
ings you'll ger the familiar “Mission com-
pleted, let’s head home” message. In some
cases, direct hits on the runway aren’t even
needed to complete an anti-runway mission.
In one mission ecarly in my career, all of my
Durandals missed the runway, leaving me
with only cannon and air-to-air missiles. |
made several strafing passes on the surround-
ing buildings with the 20mm cannon. After
destroying a handful of buildings 1 was told
the mission was complete and to return o
base! The moral of the story is: if you can’t
complete the mission, or miss with your pri-
mary weapon, don't give up! Strike seems to
always give the player a second chance. cew
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ell, Danny, these Canucks are
certainly a game bunch. Losers of
their first seven games, tonight
they're giving the powerful Canadiens all they
can handle as they look for their first victory of
this young season.”

“That’s right, Foster. An early first period
marked by Stephan LeBean looked as if it would
stand wp until litele Clifly Ronning jammed
home a rebound at the midway juncture of the
third to send us into this overtime.”

€€

“The crowd at the Coliseum is standing and
roaring their approval as the referee gets set to
drop the puck for this five minute overtime
session....it s Renning against Denis Savarve on
the ﬁn‘e-oj].' s

“Marouelli a'r?s the puck and Ronning flips
it quickly to Linden. Linden winds up and slams
a ng blast.. ITS IN ... HOLY TOLEDO!
THE CANUCKS HAVE WON THE
GAME...THE CANUCKS HAVE WON
THE GAMEN

Being a Vancouver Canuck fan for oh-so-
many years has, until recently, been an exer-
cise in frustration. Since their 1970 inception
and prior to the esteemed Pat Quinn regime,
the Canucks’ record has been anything but

sparkling,

In the real world the Canucks’ fortuncs
have begun to change, but on my compurer
they remain submerged in the basement of
the Smythe Division standings. It is just nine
games into the 93/94 season and, aside from
this glorious home ice overtime triumph over
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EA Recruits NHL Hockey
From The Cartridge League

by Gordon Goble

“Les Habitants,” the fans ar Pacific Coliseum
(or “Pacific Mausoleum” o we Vancou-
verites) have had little ro celebrate,

Although curiously leading the league in
penalty killing, the Canucks™ real-life power
play woes have been digitally intensified in
this computerized league, and they currently
sit 24th and dead lastac a pitifully inepr 6.1%
success rating, Compare that to the 23rd
place Hartford Whalers at 21%, and first
place Quebec at 49%, and the sad story be-
comes quite clear.

Bur the courageaus Canucks will continue
to strive forward (and perhaps win some re-
spectability through time and experience) for
one key reason: the human master of this
game is thoroughly addicted.

Electronic Arts has achieved with NHL
Hockeya rare accomplishment in the realm of
team sport simulations—a slaying environ-
ment that is flush with realism, excitement
and credibility. Players do what players do,
action unfolds as it should, and victory is a
constant challenge. Most importantly, NHL
Haockey may prompt one to forget that he or
she is in control of mere images on a com-
puter screen, and not much, much more.

Licensed by both the National Hockey
League and the NHL Player’s Association,
NHL Hockeyis far from foible-free, and these
misgivings will be explored later, but the ma-
jor clements work together in harmony to
rroduce a cohesive product. Essentially, EA
Il:ls taken the quick reflex action of the Sega
Genesis/Super NES version of the game
(NHLPA Hockey), added coaching and league
management funcrions, thrown
in a whole lor of statistics, and

ing puck sits on-screen, flashing glimpses of
real player animations on both front and
backside. The letters “N,” “H” and “L” are
everywhere, the cursor used o access the pull-
down “Windows” type menuing system is a
hockey glove, and one is left with the impres-
sion that EA has spared no derail.

Following the opening ceremonies, one is
plunked into Sports Central, the primary in-
terface for accessing gameplay, updating sta-
tistics, and managing |c;1gu:: transactions and
play. Naturally, the first order of business is
to leave the instruction manual on the floor
and get into the game action as quickly as the
whir of the hard drive will allow. NHL Hockey
has an “exhibition game” mode for just such
purposes. Pick a pair of likely candidares and
begin.

1 . 'Vilﬂ:i?“l'iﬂ:

amiable Mr. Barr introduces to-
night's game, a scouting report listing the
various weaknesses and strengths of borh
teams appears on the screen. Elements such
as goaltending, power play and defense are
analyzed, and an overall ranking is displayed.
It is recommended that newcomers pick a

NHL Hockey

allowed up to 24 human com-
petitors (one for each team in the
NHL as of 1993) to compete in
a full 84 game season.

NHL Hockey is immediately
endearing. As the program opens,
a crystal clear voice-over by EA
sports announcer Ron Barr wel-
comes one and all, while a twirl-

FITLE: NHL Hockey
PRICE: 564,95
SYSTEM: 16M

REQUIREMENTS: 380 or beller, VOA praphics, 201
RANCEMS), 7MB hard drive space;
suppaorts Adlib, Roland and Sound
Blaster sound cards

MNone

1-2 thead-to-head)

Lhave Wariield, Richard Hilleman

Flectronic Ans

San Matea, CA
71

PROTECTICMN:
PLAYERS:
DESIGNERS:
PUBLISHER:
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powerhouse squad such as the Penguins or
Canadiens, while offering Mr. Computer the
lowly San Jose Sharks or Tampa Bay Light-
ening. VHL Hockey is anything but casy, and
in the carly stages any advanrage is welcome,

y =
ﬁ?;k e

“Tuday'

Following a pre-game display of line-ups
and scratches (which can be altered if one
wishes), the final few strains of the American
or Canadian national anthem are played, the
appropriate billowing flag flown, and the
contest is underway. The player has one view
of the ice, and one view only, a 3/4 angle from
the end of the rink, although when action
moves down ice, the sereen pans with it As
fans of Bethesda's Wayne Gretzky Hockey will
tell you, this perspective (hr{)ught about just
last year in Wayne Gretzky 3) conveys much
more of the unfolding action than an over-
head shot was ever capable of doing.

A joystick is highly recommended for NHL
Hockey as almost every action can be control-
led through the sticlk and its cwo buctons, The
player will have personal control over just one
of his players at any given moment (while his
other charges will behave in an intelligent
manner), but depressing Button 1 will shift
control to the skater currently closest to the
puck. Furthermore, anytime a player gains
possession of the puck, he then will become
manually controlled. Button 1 is also used to
make a pass, and Butron 2 to blister a shot.
Unfortunately, NHL Hackey does not allow
for velocity modifications to either the shor
or the pass.

The pace of play is quick, and even the
shoddiest of opposition will pass and sweep
down the ice with remarkable precision. Early
on, it behooves one to slow the play down
when needed and get a solid grasp on passing
withour losing possession of the puck.
Thankfully, there are no guaranteed set plays
in NHL Hockey upon which one can always
depend (as there seems o be in most team
Sport sims), and a full game with evenly
matched opposition will tax the mind as
much as the reflexes. Each athlete, ream and
game will have its own distinct flavor, and
most players behave in much the same man-
ner as their real life counterpares. Hockey fans
may have the odd quibble with a specific
attribute here and there, bur overall, the Pavel
Bures of the league are quick and deceptive,
while the Bob Proberts are punishing and
solid.

Speaking of Probert, there is no substitute
for a crunching body check in both the real
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and digital rinks. Getting a perfect line on a
puck-carrying opponent and then forcefully
closing the Llﬁ::ll will most often result in a
momentous collision, complete with a re-
sounding “OOF!" or “UGH!" and the appre-
clative cheers or moans from the crowd,
depending upon their allegiance, In some
instances, a penalty may be called or oppo-
nent injured, bue that’s the chances raken in
such circumstances. For the most part, pen-
alties are obvious, although the acrual infrac-
tions are quite randomly assessed, and the
controversy of fighting does not seem to be

part of the NHL Hm'.(’::j-' world. Sadly, one of

the most nail—l‘:i[ing clements of real |‘|ur;|{cy,
the penalty shot, seems to have been excluded
entirely from this program.,

Thoughtfully included in NHL Hockey
however, are such niceties as delayed penalties
and offsides, the ability to “pull” a goalie ac
anytime for an extra actacker, referees tha
skare with the |1];lyc|‘s, “Player of the Game”
sclections that acrually I'I‘I:lﬁ'.c sense, and the
ability to choose specific power play and pen-
alty killing personnel combinations. Between
periods, game stats are disclosed, highlights
from other games shown, and an our-of-town
scoreboard updates one on other happenings
from around the league.

A fast moving sport like hockey is made for
the instant replay, and NHL Hockeyallows for
25 second segments. Replays can be viewed
full speed or in slo-mo, then saved if wished,
bur are categorized only by game time and
date. Therefore, one cannot, for instance,
access “That great play when Lemicux
waltzed around the entire Flyer team and
popped it into the right corner,” or even
LEMWALTZ.REP. When reliving incred-
ible moments from the past, it may be hard
to find the right incredible moment.

Adding to the visual feast of NHL Hockeyis
an admirable audio selecdon, including mu-
sical selections and crowd-rousing drum beats
(such as the opening o Queen's “We Will
Rock You”) during stoppages of play, blaring
horns mixed with crowd noise, goal signaling
sirens, and all the appropriate thuds and
bonks that players and pucks make when they
do what they do. Never annoying, these
sound cffects only enhance the mood and stir
the soul toward victory.

Several pre-game options are available. In-
fractions such as icing and a two-line pass
offside can be tageled on and off, and one can
choose between manual vs. computer con-

volled personnel changes. Hockey purists
will want to handle line changes themselves,
and although keeping one’s best players on
the ice all night is a nice idea, even the game's
superstars are human and will eventually tire.
The energy level of current on-ice skaters is
displayed on a small bar graph at the bottom
of the sereen, and the idea is o keep the best
talent involved in play until weariness begins
to take a toll. Line changes are :lccomplisﬁ‘]cd
via a single keystroke, and this procedure
couldn’t be simpler.

Once a litde on-ice exactitude and knowl-
edge has been attained, experimental exhibi-
tion contests will undoubtedly be shed for
1t::lguc p|:1_v, and NHL Hm‘){'tjr provides a
number of options. Although the defauls
NHL setup will be the choice of many, one
can custom-tailor any number of teams and
leagues to their liking. The statistics of each
and every 1992/93 NHL team and player
(including a digital rendition of each player’s
photograph) is available to prospective mana-
gerial candidates, and they can be moved
aboutand re-grouped as desired. One cannot,
however, make up their own team names and
players.

As league play progresses, NHL Hockey will
update the latest stats on both players and
teams, and if one shows considerable skill, a
berth in the Stanley Cup Playoffs will be the
reward. At any time during the season, the
current team and individual leaders in a num-
ber of categories are at the ready, and this is
helpful in determining who's doing what.
After all, a forward with a lot of goals may be
lacking in other areas, or a team (like the
aforementioned  Canucks) might get that
much beter with a lictde concentration on
certain areas of their game, such as the power
play. Individual trt)piius are also handed out
at scason finale, and judging by the level of
competition in NHL Hockey, having onc’s
own star forward snarch the Art Ross is cer-
tainly a feather in hisor her cap. The bad news
is that all this informarion will forever remain

inside the compurer, as no facilities have been
allowed for printer connections.

the frustration and the glory of professional
hockey’s highest level. At times, players will
lose themselves in the simulation and feel
they are in control of a televised NHL broad-
cast. It simultancously puts you inside the
head of both coach and player...and thar is
an experience well worth the price of admis-
SO0, CEW
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Close encounters nightly.

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

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

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

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

GEnie is aoregistered rademiark of General Electric Company.

There’s only one way to [ind out. Sign up
and meet us in Federation 11 — available
only on GEnic™.

Sign up now:

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

3. At the U#=promptenter XTX99225, NIGHTLY
then press RETURN 4. lHave a major credit
card ready. In the U.S., you may use your
checking account number. (There is a $2
monthly fee for all checking accounts.) For
more information in the U.S. or Canada,

call 1-BO0-638-9636.

Federation 11
O1

GEnier
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he Madness of Roland, a CD-ROM

based multimedia novella by Hyper-

Bole Studios, offers a dynamic me-
dium for interpreting the written word, while
exposing the intriguing tapestry of medieval
knights, sorcery and romance to an entirely
new, computer literate and marure (rated R)
audience.

Combining an electronic book format with
clements of a movie, The Madness of Roland
is a pastiche of technology, interwoven with
a rich use of language, classical works of art
and contemporary images. Beginning with
the siege of Paris in 778 AD by Muslim
infidels, the reader is transported into the
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Symbols And Sorcery In The Madness of

by Maxwell Eden

medieval French legend of the paladin Ro-
land, a knight in service to Charlemagne,
king of the Franks.

The Muslims have surrounded Paris be-
cause they want revenge against Roland, the
“demon” knight who won the magic sword
Durendal in a battle with the Saracens. This
begs the question: If Durendal was an en-
chanted weapon, how was it won over by
Roland? Perhaps the sword magically trans-
fers its ownership to the more deserving war-
rior as it goes aboutr its life of merry
“Widowmaking,” Speculation is what Reland
is all about, and trying to determine what
actually happened, and why, is a major part
of the story’s appeal. For example, Charle-
magne’s account of why the
Muslim’s “really” laid siege to
the city adds quite a different
spin to the story. .

Primarily text-based, Roland
is creatively embellished and
specifically designed to take
advantage of the mass storage
capability of CD-ROM, fea-
turing  QuickTime  video
(which lets the Macintosh play

back movies like a VCR),

original film and music, 256-color graphics,
Monty Python and MTV-style animation,
sound effects, plus character narration per-
tormed by actors—a technique that made the
radio dramas of the "40s come alive.

The opening title sequence is immediately
gripping. A grating, lumbering noise of what
could be a huge stone door slowly grinds
open. Next, an ominous, war-like drumroll
beats, setting the stage for passion, magic and
madness.

The main screen displays finely rendered
Taror card icons for each chaprer, and each
chaprer opening presents the reader with yet
another set of individual Tarot cards. Each
card represents a character and their distinct

The Madness of Roland

TITLE: The Madness of Roland
PRICE: $59.95
SYSTEM: Macintosh with CD-ROM

REQUIREMENTS: Mac LC or better, 4MB RAM for color,
2MB RAM for B&W, CD-ROM drive,
System 6.07 or bener

PROTECTION:  None

AUTHOR: Greg Roach
DEVELOPER: HyperBole Studios
DISTRIBUTOR:  Complon’s New Media

Carlsbad, CA
(BO0) BH2-22006
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Beyond fantasy. Beyond legends.

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

Online, in GemStone [TT™.

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

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

Sign up now:

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

At the U#= prompt, enter X' TX99224, FANTASY
then press RETURN Have a major credit
card ready. In the U.S., you may use your
checking account number. (There is a $2 month-
ly fee for all checking accounts.) For more
information in the U.S. or Canada,
call 1-800-638-9636.

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

GemStone 11l makes every other fantasy
game history. And your friends are
already here. So sign onto GEnie” today,
and welcome home to GemStone I11.

GemSwone HI is o mmdemark of Simutronices Corp.

Shadow World is aregistered imdemark ol Tron Crown Enterprises, Ine. _m
Giknie is aoregistered trademark of General Electric Compriny., =: 5MuUT Ro n IC)
Optional graphic fron-end progrum available for IBM PC only. T 708

l GemStone ITT™:
Shadow World®

on

GEne

multi-player games
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point of view, induding those of Charle-
magne, Roland, the enchantress Angelica,
and even Roland’s m: igic sword Durendal—
sort of a female Fxcalibur with a lust for
Roland’s hand.

Hearing of the characters’ desires, doubts
and experiences, which often provide con-
“iuing accounts of events, the reader feels
CUI“PL'”L'(I to fi{.':ll'(.'l'l out LIIL' ll'Lllh. or l]ci']]il}]-\
all of the “truths” there are o consider. Pre-
senting a dramatic account from different
points of view has been done in classic films
such as Kurosawa's Rashomon and, in litera-
wure, 1The Afc.\';mdrm Quartet by Lawrence
Durrell. Bur neither of these previous works
enabled the reader ro swirtch berween charac-
ters ar will, or ro access special fearures like a
brief film of Roland's writer and producer,
Greg Roach, explaining how he came to de-
\-'v|np this srory.

Clicking on one of the Tarot icons begins a
hclll'anL' Ufh‘u‘u”—' El“.' ["il;__’,‘.'ﬁ '.h'-!l lL“ l‘l}L‘ Stl‘)l')’
of the chosen character. Accompanying the
text is a sound track with music, sound effects
and actors reading their words as they appear
on the screen. Borderi ing cach page is a Tarot
icon of the other characters in the chapter,
plus tools such as bookmarks, text scarching
functions, and a map showing just where the
reader is in the story, A spu.ml finale awaits
those who read cach page of every chaprer.

Every time a new chapter opens, the Tarot
icons shuffle abour the screen into new posi-
tions, as il a new hand of cards were being
dealt and the outcome might somehow
change this time around. As the actors read
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the story aloud, colored text on
the screen indicates different
types ()E-‘il}i :ech: white-narration,
blue-thoughts, orange-speech by
the narrator of that Lh apter r, and
green-words spoken to the narra-
tor of the current chapter. The
main text also includes key
words or phrases that are bold-
faced. Clicking on a key word
retrieves a pop-up hypertext link
in the form of an explanation, a
graphic or some amusing aside,

With so many potential en-
hancements o the rale, jumping
abour Multimedia Land can
somerimes work against the reader. For exam-
ple, it's casy o read ahead of the narration and
start clicking on key words, an approach that
interferes with the flow of L‘m‘nprchcnding
the story. Reading on-sereen rext can also be
tiring; liste ning to tlu narration is much more
entertaining. With ar least several hours

The Madness of Roland
is a pastiche of
technology, interwoven
with a rich use of
language, classical
works of art and
contemporary images.

worth of storyline, Roland is best experienced
in small doses. Going through the story sev-
eral times while paying attention to cach mul-
timedia facer separately allows the subtleties
and richness of Roland to surface.

As each character reveals their own percep-
tions of events, the reader can skip from ane
character to another for comparison. Which
character the reader encounters first can be
i'nc:lningill:l since readers can be  casily

swayed—the dialog and actors are very

¥
w Tile Chaplers Characlers Oplisos

In addition to the different points of view,
there are two layers of commentary that en-
hance the dimension of the story. There is a
Sun and Moon icon found at the beginning
of every chaprer and for cach character within
H| L}]‘II)TLI ( I1LI\|[]" I}'Ii.‘ \HH 1Icon h'll“'"\ lli'! an
cclectic range of rv{tud] commentary from
Sun Tzu, Carlos Casteneda, Anais Nin and
Carl Jung (characters in Roland are arche-
typal—king, knight, magician), that clabo-
rate, often cryptically, on the story so far.
Selecting the Moon icon takes the reader into
the visual realm with QuickTime movies in-
rended o evoke moods, and nor necessarily
illustrate the text.

A complex, adult wle, Roland is thought-
fully presented with provocative ideas and
images that make the production arristically
LT)I“PL'I“I'I” .I’\IIUHl:r’r".?."ﬂIr I'I('I\\'L’\'L'I' E‘s no
technically perfect than is the technology.
Depending upon the computer model, av: ail-
able RAM, and CD-ROM drive access h!}ur.{.
performance
glitchy. A set of external stereo speakers such
as MacSpeaker by Monster Design is a big
plus in appreciating the audio segments.

maore

varies from near seamless to

In a marketplace known for pandering o
the lowest common denominator and the
almighty bottom line, the intellecrually and
emotionally stimulating experience Roland
provides stands out as an example of artistic
mtegrity and vision. Roland won'’t replace the
concept of a traditional book or movie; it is
an innovative multimedia form of expression,
ploneering the evolution of electronic fiction.
CGW

convincing. R(Jlll‘ld s courage in
defending Paris from the supe-
rior Muslim forces may sound
heroic until Charlemagne’s ver-
sion disputes not only the loca-
rion of the bartle, bur calls into
question Roland’s level of inrel-
ligence. Of course, whose per-
ception comes nearest the truth
is anyone’s guess. When Roland
begins his spiral into darkness,
readers can revisit the different
points of view while tying to
unravel the cause of his descent
inta self~doubr and lunacy.

T
w File Chapters Characlers Opliony

D E
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We don't know from friendly skies.

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

Hmm...

Maybe you are ready for Air Warrior®.

That is, if you think you can handle the
most realistic combat flying there is. Because
Air Warrior does more than correctly model 28
different WWI1 aircraft. complete with spins,
stalls and buffeting.

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

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

the-loop, look elsewhere. If you’'re interested in
a career, sign on to Air Warrior — only on GEnie”.

Sign up now:

1. Set communication software for 8IN or 71E
half duplex (local echo) at 300, 1200 or 2400
baud. 2. Dial toll free: 1-800-638-8369.
Immediately upon connection, enter HHH

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

call 1-800-638-9636.

Adr Warrior is a registered trdemark of Kesmai Corporation,
GEnice is o registered trademark of General Electrie Comprany.

Girnphic interface required wnd available for selected machines,

.
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hen most MS-DOS computer own-

ers think of Psygnosis, they think of

Lemmings: the cute, cuddly, insuf-
ferably stupid critters that face certain extine-
tion without the aid of a sympathetic gamer.
Yet, as many Amiga owners know, Psygnnsis
got its start doing enterrainment products of
a more mercenary nature—games in which
the player destroyed everything thar had rhe
temerity to wall, crawl, fly, hu‘(ﬁ'\ orotherwise
poke its pixels into view on the game screen.
Underneath  the warm, fuzzy exterior
Psygnosis portrays with such cutesy ritles as
Lemmings, Lemmings Il and Creepers, there
beats a dark, brooding heart of unmitigated
arcade carnage. With the release of Walker,
Psygnosis returns to the gaming meanstreets
from whence it came, giving Amiga gamers a
healthy dose of non-stop arcade excitement.

Wilker is essentially a side-scrolling shoot-
em’-up, with the player’s Walker (looking
much like a steroid-pumped Locust "'mech
from FASA’s BattleTech) positioned on the
right edge of the screen. This mechanical
beast stomps into action with a unique bird-
like gait reminiscent of a hungry Jurassic Park
velociraptor, swinging its head to face the
location of the targeting cursor.

The keyboard or joystick is used to move
the Walkerfrom left to right, while the mouse
is the ideal conrrol device to move the target-
ing cursor abour the screen. A lefi-click of the
mouse fires the cannons, while the right
mouse-button locks onto an enemy unit, di-
recting cannon fire onto the targer unril it is
destroyed. To mete out punishmenr, the
Walker boasts a gruesome twosome of death
dealing appliances: twin cannons which spew
depleted-uranium tipped 30mm shells, able
to shred through the toughest enemy armor.
As a secondary weapon, the Walker sports a
pair of exceptionally large feet. Using what |
call the “trampling two-step,” the p|'.|yvl"s
Walker can dash forward, squishing flar any

Puape 40}

Me

by Jeff James

11bESD

unfortunate enemy soldier who happens to be
direcdy in the center of the Walkers path.
Unfortunately, only a very narrow portion of
the screen can be used for trampling; troops
on the edges of the screen are immune to such
a tactic,

The premise for the Walker gameworld—as
laid our in the brief introduction in the 10-
page instrucrion manual—is a murky setting
that sounds like a bizarre cross berween Dr.
Who and The Terminator. The player must
time-travel to four distinct rime zones to bat-
tle the enemy. At the end of cach level is a
“boss” enemy that must be defeared ro ad-
vance to the next time zone. The first level
takes place in 1944 Berlin, where the player
is assaulted by tanks, horse-drawn artillery,
P-51 mustangs and other WW Il-era military
hardware. Next up is Los Angeles 2019 AD,
where the player is pitted against hi-tech mili-
tary hardware suspiciously reminiscent of the
Terminaror films. Finally, the last two levels
involve trips to the recent Persian Gulf war
and a final blast into the year 2420, respec-
tively, to complete the game.

While each time zone has its own unique
military vehicles, one assailant is ever-present:
the infantryman. These tiny troopers can be
seen in each of the four levels, covering the
game screen like insects and harassing the
[)|;1_\'L'I' with rifles, grenades and other hand-

1eld weaponry. Ironically, the tiny hordes of

soldiers that the player must obliter-
ate en masse scurry about the screen
in Lemming-like fashion, racing to
their inevitable doom. It's as if the
programmers  at  DMA Design
cracked under the sickening sweet-
ness of their previous games, and the
ensuing psychosis traded the altruis-
tic bliss of Lemming salvation with a
bloodthirsty desire to exterminate
anything under 20 pixels in heighr.
This bloodthirsty zeal extends to the

ch Is Made For Walker...
...And That’s Just What It’ll Do In Psygnosis’ Latest

digitized samples used in the game, with the
piﬁ)l of the player's Walker occasionally
shouting “Die, Scumbags!” after eliminating
a particularly large batch of enemy soldiers.

Walker will run on any Amiga with at least
I MB of RAM, including the Amiga 1200 and
4000. Unfortunately, Walker does not sup-
port hard-drive installation, forcing players to
swap the three program disks during play.
One particularly irksome foible was the lack
of level passwords or save game options; this
would allow less-dexterous gamers (such as
myself) and anyone over the age of 12 1o
complete the game wirhour having ro resrart
when the last continue has been used. The
graphics and sound effects are up to rhe usual
Psygnosis standards, although rﬂm new AGA-
chipset (found in the A1200 and A4000) is
not used.

EosBD

DOHGER
(LOCNOEE)

Fans of earlier Psygnosis action classics such
as Menace, Blood Moneyand the Killing Game
Showwill find that Walker employs the same
frenetic arcade formula found in those games.
[t does eventually become tedious, as each of
the four levels are remarkably similar in game-
play. With level passwords, hard-drive instal-
lation, AGA chipset support and a wider
varicty of scenarios, Walker could have been
an ourstanding game. In the final analysis,
though, Walker ends up as a pleasant diver-
sion long on gaming sizzle but short on gam-
ing substance. tew

TITLE: Walker
PRICE: $49.99
SYSTEMS: Amiga

REQUIREMENTS:  1MB RAM; hard drive
installation pot supported
Disk-hased

DMA Design

Psygnosis

Brookling, MA

(617) 497-5457

PROTECTION:
DESIGNER:
PUBLISHER:

Computer Gaming World
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* Real Experience all
new Papyrus 3-D Super Texture™
technology. Bit-mapped cars,
tracks, terrain and scenery,
accurate down to the last detail;
including billboards, paint
schemes and decals on actual -
IndyCars. Tread marks “groove”
every turn to help you find the line.

Graphics:

From the creators of

Indianapolis 500%; The Simulation™
First in a series of Real World 3-D
Racing Games

Available
November 1993

Offlcla!!y

Sanctioned

LG )

eal'Game ' Gobs of
Nawtnnlan physics calculate real
car behavior...speed, chassis,
engine set-up, tire temp and wear,
fuel load, track bank, etc...
hundreds of calculations per
second. What you do makes a

. real difference.

—

[

:Michigan
Internatnonal Laguna Seca,
Milwaukee Mile, Long Beach...
you get it all in IndyCar™
Racing...right down to the grass,
fans, stands and six real TV
camera-type replays from
car-cams to blimps.

eal Set- : You choose wing
angtes, t|re types and pressure,
suspension, camber, gearing, and
more. Adjust turbo boost, brake
bias, roll bar settings from the
cockpit. Custom tune engines in
the dyno room. (Or take the default
car and hit the track running.)

S/ W

SHING, IN(I.

by
Virgin Games, Ine,
The indi 500 s n reg) of the
Indlnnnpalis Motar ngudwn\r.
lis 500 : The § i isa of

Eivl:lrullil: Arts Inc.
Actual IBM PC sereons shown.
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iddle: What do a bowling ball, a tram-
poline and an alligator have in com-
mon?
Answer: They are all puzzle pieces in 7he
Even More Incredible Machine.

Anyone who has ever enjoyed the board
game Mousetrap, or delighted in Rube Gold-
berg type machines that go to extravagant
lengths to accomplish a simple objective, will
appreciate the effort that Dynamix has put
into The Even More Incredible Machine (Even
More). Even Moreis an extension of the origi-
nal 7he lncredible Machine, offering 10 more
rln}fing picces and considerably more chal-
enging puzzles. Whereas the original had 75
pre-generated brain teasers, Even More offers
160. As before, there is also a free form mode
thar will allow users to design and save their
own puzzles.

The Scientific Method?

For those who have never played 7he In-
credible Machine, some background is in or-
der. Fven More adheres to the scientific
principles of gravity and air density. The puz-
zles provided have preset values for these
sertings, which determine the physical behav-
ior of the objects in the game, but users of the
free form model can specify their

That's Even
Movre Incredible!

Dynamix Develops

More Devilish Puzzles
by Ed Dille

lationships of kinetic and potential energy,
though one need nort be a physicist to appre-
ciate these aspects of the game. The simplest
example of the exchange of these energy
forms as depicred in the game is provided via
a fulerum (see-saw) and rwo bowling balls. In
addition to these types of energy transfer,
players may also adopt some standard and
non-standard motive forces. For the conven-

altered from normal to complete The Even More Incredible Machine

weightlessness, and armospheric
pressure, which determines air
resistance, can vary from what
one would experience on the
bottom of the ocean to the vac-
uum of deep space.

Even More also respects the re-

TITLE: The Lven More Incredible Machine
PRICE: S49.95
SYSTEMS: 136, Macintosh (IBM Reviewaed)

REQUIREMENTS:  3865X or better, VGA graphics,
1.2MB hare drive space, mouse
Documentation look up

Jeti Tunnell, Kevin Ryan
Prynamix

Fupene, Oregon

(5003} 343-0772

PROTECTION:
DESIGNERS:
PUBLISHER:
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tional, there are electric generarors, morors,
solar panels and similar devices. For the more
esoteric, machines may be powered by rars
running in a cage wheel or monkeys pedaling
bicycles. The lacter are motivared by a banana
dangling in front of them, but the player must
contrive a way of opening an intervening
window blind to get them to start pedaling,

Brainsmrming

Every puzzle begins with a stated goal (such
as “make all five guns go off”), a preset ar-
rangement of pieces on the screen which can-
not be moved, and several pieces ina box. The
player’s goal is to find the proper arrangement
of the pieces in conjunction with the existing
arrangement to accomplish the objective,
Sometimes, more objects than are necessary
are provided, such that the “red herring” fac-
tor may come into play. Also, the more so-

phisticated puzzles require the user not only
o ﬁlld [h(.‘ pr(]pl:l' Hl'l'ilﬂgl:l'l'lcl'l[ {JF [}'I(.' pitCt‘S‘
but to employ elements of timing as well.

Many of the carly puzzles are designed o
allow players to learn the funcrions nlr differ-
ent objects withour having to consult the
manual. The role of pulleys in translating the
dircction of pull for ropes may scem nﬁapnrcnr
to most, but some younger players will appre-
ciate the puzzles which illustrare chem. Excla-
martions of “OH, now I ger it,” are not
uncommon from these players. Indeed,
though Fven More isn’t billed as an educa-
rional producr, it is a valuable tool in devel-
oping analytical thought and an appreciation
of physics in young minds.

Mind Warp

Livery puzzle is presented with two bonus
values. The first is for speed of completion,
decreasing as time passes. The second is a
preset value based upon the difficulty of the
suzzle. Early puzzles are casy for most adulrs,
ater ones can be cruelly mind bending, Ger-
ting a bowling ball to progress over a series of
trampolines may sound casy, but the angle of
attack is the key (Pool players will love this
game). One hint is in order here: in puzzles
that require these rypes of actions, allow the
machine to remain in morion as long as the
ball is active. An incorreer first trajectory will
often rebound along the series of obstacles

and find the correct path on the second, or
even third pass.

The free form area allows players to hop on
the other side of the screen, as it were, and
release their creative side as designers. The
potential objectives and types of machines
one can create are virrually limitless. The only
constraint seems o be that they must be
confined ro one screen size. With this fearure,
users design fully functional machines, then
remove whichever pieces they desire to form
the puzzle. After this, addirional non-func-
tional pieces may be added to the mix w
throw players off track.

The Even More Incredible Machine lives up
to it’s billing, surpassing the original in terms
of play value, if not presentation. Registered
owners of the previous release can upgrade o
the new release for $19.95. eaw

THE ONLY THING

If it were any more real, your

chair would be in a 30" bank. Our

new Microsoft Flight Simulator”

IT DOESN'T SIMULATE
IS EAR POPPING.

has four planes, cach with its own
instrument panel created digitally
from actual photographs. There are
storm clouds and sunsets to fly
into. Crashes are scarily real. And
you can fly to airports anywhere

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

scenery enhancements. Everything is
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at your reseller. So, take off.
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s far as careers go, that of a Space

Marine in Electronic Arts’ Space Hulk

can be one of the worst. After endur-
ing years of back-breaking labor, mind-
numbing training, and the sadistic
ministrations of a commanding officer,
they're unceremoniously stuffed into an in-
terstellar spacecraft and sent off to do battle
with a race of unfriendly xenoforms. Not only
are these aliens (called Genestealers) averse to
polite small ralk, they have a bothersome
tendency to tear Space Marines into fish bait.
To make marrers worse, the Space Marines
are often loaded inro mrpcdu-Iikc craft and
launched into the deprhs of derelict space-
craft, known to be the favarite hangout for
Genestealers the galaxy over.

As vicious as the Genestealers may be, a
good Marine commander can even the odds
for his troops. Sitting, aboard the command
ship ar a safe distance from the conflict, a
commander sees with the eyes of his men,
thanks to tiny cameras mounted in their hel-
mets. This gives the commander the unique
ability o j'irccr his troops as he sees fit,
matching the savagery and physical supc-
riority of the individual Genestealer with
sound group strategy and ractics. We offer the
I‘nllnwing; ractical tips and strategic sugges-
tions to aid prospective Space Hulk com-
manders in their fight with bug-eyed aliens
everywhere.

ﬁf‘; 1. The mission is everything.

Before accepting a mission, the player
should fully understand the objectives of that
mission. As part of this process, a thorough
study of the information—especially maps—
presented in the Space Hulk missions booklet
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STRATEGY

Tddﬁcs o)

by Jeff James

is essential. Once as much dara as possible has
been collecred abour the mission, an overall
strategy should be formed to achieve the goals
of the mission as quickly and cﬂi.'ctivclfy as
possible. If the mission requires that an area
be destroyed with a heavy Flamer, the mission
should be structured around rthar goal: the
Terminator with the flamer shmllthc pro-
tected ar all costs, shiclded from enemy artack
until the mission is complered. Tenderfoot
Marine commanders must fight the urge to
use random search and destroy ractics with
every mission. Always keep the objecrive in
mind and achieve it as quicH)' as pnssih]c.

?’}; 2. Move it or get munched.

As advanced as the Space Marine combat
exo-armor is, it possesses one glaring flaw:
slow speed. Terminators may be able to wade
through hecrares of enemies with impunity,
endure a cold vacuum with glee, and emerge
from any conventional weapons attack un-
scathed, but they can only move at one of two
speeds: slow and slow enough to be caten.
s
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Therelore, it is vital that a Space Marine
commander keep his charges continually
moving at all times. In any mission, taking
advantage of a lull between Genestealer wave
attacks to move Marines towards the objec-
tive is a sound strategy. Think of the duel
between Space Marine and Genestealer as a
tortoise vs. hare situation: Marines may plod,
bur persistent plodding serves them well.

P
‘fﬁ 3. Cover the brothers.

Learning how to advance a sluggish squad
of Terminators towards their mission objec-
tive without having them gobbled by
Genestealers is a skill essential for victory.
Rookic commanders often will rush every
Marine ar their disposal helter-skelter to-
wards the mission objective, hoping that
cnm:Fh Terminarors survive the ensuing
slaughter to complete the mission. Other
players may adopt a rigid defensive posture,
making it difficult to advance through the
mission arca. The answer lies between these
WO exrremes.

Immediately upon arrival
into the combar area, a de-
fensive perimeter should be
immediately  established.
Space Marines with long-
range weapons  (ideally
Storm Bolrers) should be
moved to seal off all ap-
proaches to the entry point.
After the entry point is se-
cure, the remaining Termi-
narors should be moved a
distance past the Termina-
tors providing covering fire
to a new defensive position.

Compurer Gaming World
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Then the first set of Terminarors should be
moved past the positions of these Termina-
tors in a tactical game of leapfrog. This tacric
should be used all the way to the mission
objective. Of course, some mission objectives
require that the player adopta more defensive
posture, such as defending an area or killing
arequired number of Genestealers, For offen-
sive operations, however, a fast- moving (well,
relatively fast) squad of Space Marines that
can Sil“lllli“lcﬂubl}’ :ld\’;in(.'{.‘ ﬂnd Pl’(]\'i[l(.' cCov-
ering fire will have the odds in its favor.

E;":’: 4. Master the planning screen.

Conrrolling Marines directly may be satis-
fying, but the slow reaction speed of any
human commander ensures that some Ma-
rincs will have to fend for themselves, When
conrrolling more than one or two marines,
using the planning screen is a must.

Using the planning screen, Space Marine
commanders can essentially program individ-
ual Marines to perform certain pre-defined
actions, such as moving to a certain location,
opening a door, or flaming an objecrive area.
Since a complete squad of Marines is impos-

iy iy

Genestealers. Conversely, Ma-
rines in Overwarch secem o
lack the intelligence to turn
and face an enemy or plot a

course around any obstacles.
Players must learn to jump in
and intervene when a Marine is
in dire straits. Players with a
Sound Blaster (or compatible)
sound card ger the added bene-
fit of hearing the Marines call
out their numbers when
they're under attack, making
rescue just the press of a func-
tion key away. Learn to balance
Overwatch mode with direct control for suc-
cess,

?}‘: 6. Trust your Storm Bolter.

Of all the ranged weapons in a Space Ma-
rine’s armory, the Storm Bolter is the most
vital. Other weapons are more glamorous: the
Assault Cannon and the Heavy Flamer can
climinate aliens with awe-inspiring displays
of destruction. As effective as those weapons
can be, they both have the same fatal flaw:
limited ammunition. Only
the trusty Storm  Bolrer
never runs out of ammo.
Space Marines using As-
sault Cannons and Flamers
are Ill_llhil]g morc !‘E!;ll'ﬁ
quick and easy meals-on-
l\lc—gu for angry Genesteal-
ers when their ammo has
been  expended.  Storm
Bolters can jam with con-
tinuous use, so they should
be fired in short, controlled
bursts to minimize jam-
ming. Finally, wise Space

sible to control all at once, having a well-pro-
grammed set of tactical instructions for the
bulk of a player’s squad is viral. I’s usually a
good idea to have the player directly control
only those units that are under arrack—Ma-
rines under human control fire more accu-
racely and jam weapons less often than
Complilcr—u‘:mru”cd troopers do. 1’|.'uti|1g
Marines on  ready status—called  Over-
watch—will cause them to shoot at any en-
emy that crosses their line of fire. Withour
mastery of the planning screen, any aspiring
Space Hulk captain will be sending the sol-
Liil;']'S Und(_'r I'IiS Cﬂl“l“;lnd on \"Cr}' short, \'UI'}"
bloody and very unsuccessful missions.

2
Vi 5. Overwatch: use at your

own peril.

As vital as mastering the planning screen is,
players must realize thar Marines in Over-
watch mode fight poorly. Overwatch mode
does have irs uses: a Storm Bolter-equipped
Marine in Overwarch mode at the end of a
long corridor can destroy  dozens  of

Page 40

an approaching
Genestealer when firing, Shots aimed at the
head or extremities of the enemy are more
ikely to bounce harmlessly off their hard
exoskeleron.

e

™ In hand to hand combat,
the right tool is everything.

Every Space Hulk commander realizes chat
Genestealers are deadly in hand to hand com-
bat. Simply put, the best tactic for fighting
Genestealers hand o hand is—don’t: keep
them at bay with ranged weapons as long as
possible. If close combart with the aliens seems
inevitable, equipping Space Marines with any
hand to hand weapon is preferable to using
Power Gloves. Lightning Claws and Thunder
Hammers are ideal for mission areas consist-
ing of short, twisting passages, where ranged
weapons will have lietle effect. Chain Fists
and Power Swords work well with Storm
Bolters, giving a Space Marine both long-
range punch and berter odds in a melee. If the
mission requires that an object be recovered

Marines aim at the chest of

from the hulk, a Terminator equipped with
Power Gloves is a necessary evil. Remember,
Terminators (with the exception of those
equipped with Lighting Claws or Thunder
Hammer/Storm Shield) are destined to lose
nearly every  close  encounter  with 2
Genestealer.

vim 8. Control is key.

Mastering the finer points of conrrolling
Marines is key. Using a combination of the
mouse and keyhoard is the superior playing
method: put a hand on the cursor keys for
movement (1I1LI one on [hl:' maonsc {‘('Il' ?il'in[:“,
switching squads and selecting objects. Hit-
ting the function keys (F1-F10) is the best
way to move berween individual Termina-
tors, while a rap on the 'F’ key is an alrernarive
to clicking on the "Freeze” button. In addition
to mastering the controls, developing good
fire and movement tactics can also |1c helpful.
Being able to fire while moving backwards is
im}mrl;ml‘ as is I-:;ll'ning to pic « Genestealers
off by aiming at the corners of corridars,
eliminating them before they have a chance
to rush a player’s Marines.

vim 9. When all else fails—cheat!

For commanders who don’t mind a litde
bending of the rules to achieve vicrory, mak-
ing multiple copies of Space Hulks single save
game file can bea godsend. In the Ij('.‘ll‘h\\-’iﬂg
campaign, information about the squads used
is contained in the fle CAHULK\
DAT_DIR\SSQUADINE.DAT. Making a
backup copy of this file (renaming each
l‘r.l(.‘lulp something like SQDINFI.DAT,
SQDINF2.DAT, ectc. can be helpful) will
allow Hulk commanders to venture into new
missions with impunity. Some missions are
impossible to complete ac the first acempt,
especially in the Deathwing campaign. Using
saved games as insurance, players can run a
squad or two through the mission to recon-
noirer the area and get a feel for the strength
of the enemy before bringing in the “real”
troops. Since individual squads do gain expe-
rience (and commensurate increases in shoot-
ing and close combat ability) by surviving
missions in Deathwing, backups can ensure a
skilled and deadly squad of space grunts. cew
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ary Grigshy's WAR IN RUSSIA®
is the most comprehensive
simulation of the World War 11
campaign that pitted Hitler's superior
forces against Stalin’s 5 million-man
army from 1941 to 1945.

One or two players can re-enact this
epic struggle with four campaigns, eight
hislorical scenarios and one hypotheti-
cal scenario. An all-new Scenario Editor
allows you to revise the existing maps,

units and equipment — creating the
potential for unlimited play.

This massive game offers unmatched
complexity in scale and detail — as you
would expect of Gary Grigshy; however,
the mouse driven interface makes it a
breeze Lo play!
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WAR IN RUSSIA is an advanced game,
but novices can enjoy it too — three
difficulty settings make this simulation
accessible to players of all skill levels.

Available for IBM/COMPATIBLES.

To Order: Visit your retailer or call

SSI Direct Sales at (408) 737-6800.

To receive our complete product catalog, send
$1.00 to: SSI, 675 Almanor Ave., Suite 201,
Sunnyvale, CA 94086.

(11993 Strategic Simulations, Inc. All rights reserved



Mlustration by

omputer simulations of small-scale in-

fantry combat have not been a popular

topic for game developers. While other
segments of computer wargaming have expe-
rienced considerable growth in recent years,
state-of-the-art simulations of small unit ac-
rions have been few and far between. Micro-
Prose’s Airborne Ranger and Special Forces
leaned towards arcade action, foregoing real-
ism for instanr shoor ‘'em up gratification.
Interstel’'s D.R.A.G.O.N. Force offered more
tactical depth, but is now sorely outdated.
Into this open genre, armed with state-of-the-
art tech nul()gy and backed by a vereran team
of developers, jumps SEAL Team (ST), a
first-person, squad-level simulation of special
team operations. With its excellent graphics,
sound, and rigorous attention to derail, ir
seems that the genre has been “reborn hard.”

Mission Briefing

In SEAL Team, the player directs the ac-
rions of an elite squad of U.S. Navy SEALs in
Vietnam’s Meckong Delta, from 1966 to
1969. The simulation begins with the selec-
tion of a characrer from a group of SEAL
recruits to serve as the player’s on-screen aleer
ego.

Once in Vietnam, the player and his squad
receive their first mission. Each mission is
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sresented in the same order: firse is the intel-
Iigt:m:c briefing, giving the player a brief sum-
mary of the forthcoming mission and its
general location. The mission bricfing screen
is up next, offering more derail on the objec-
tives of the mission and the latest intelligence
report. A short animated briefing is available
from this screen, visually displaying the ob-
jectives of the mission and describing the
insertion and extraction methods used to get
the team into and out of the area. Players can
use the marching orders screen to choose
which members uirthc team will be part of the
four-man mission squad. Weapons and sup-
plies can be selected for each SEAL from this
screen as well; nearly two dozen types of
pistols, machine guns, grenades and light
anti-tank weapons are available for arming a
SEAL ro the reeth.

After the squad isarmed and ready, the boys
engage in a time-honored military tradition:
the bull session, In this segue sequence, a
digitized animation of SEALs preparing for
the forthcoming mission is shown while a
series of rumors, tactical tips and soldierly
banter is displayed at the bottom. The advice
presented during the bull sessions is worth
paying attention to. Some of the SEAL chat-
ter is somewhat ironic: in one bull session, the
SEALs discuss what it would mean to fight in
the Middle Last. Aside from
deciding that the hot climate
would allow them to work on
their tans, they conclude that
the SEALs would be as fear-
some a fighting force as ever.
Although a relatively minor
picce of the game, the bull ses-
sion added considerably ro the
depth of simulation. As highly
trained and disciplined as the
SEALs are, hearing them dis-

Patrolling The Mekong Delta
With EA’s Elite Forces

by Jeff James

Heasel pilot aiding

HILD: “An F-4 W
the B=52 borbi

aigon went down."

cuss their concerns and [ears make them more
believable—and more human. After the bull
session ends, an animated sequence shows the
team clambering onto the insertion vehicle,
usually a river boat or helicopter. Soon after,
the squad is inserted into the objective area.
Here the program gives the player the option
of re-inserting the squad at another map lo-
cation, making it possible to make feints and
false insertions to confuse the enemy.

In The Mud

After the player has accepted an insertion
point, the game switches to an impressive
viewing perspective: a first-person, mud-on-
your fatigues viewpoint where the player sees
everything the SEAL point man would. Press-
ing the F'1 key brings up this visual perspec-

tive, while a press of the F2 key calls

SEAL Team forth an above-the-shoulder view of

TITLE: SEAL Team
PRICE: $49.95
SYSTEM: 1BM
REQUIREMENTS: 386DX-33MHz, 2MB RAM,
VGA praphics, AMB hard drive space;
disk compression not suppoited
PROTECTION: Mune
DESIGNERS: Andre Gagnon, Howard Hays-Ebents
PUBLISHER: Electronic Arts

San Mateo
{415) 571-7171
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Lead a Kingdom.
Conquer
an Empire!

Create alliances, defeat enemy
~ kingdoms — and rule Mystara!
~ Build your own empire as you play
the first D&D" game to feature a com-
puter DUNGEON MASTER, who mediates
all elements of game play. Thanks to
- superior animation, 256-color VGA
- display and sound effects, the DM

- virtually comes to life on the screen.
~ Face one to four adversaries, either
human or chosen from among twenty
computer—controlled opponents. Interact

‘of troop types, deploy special forces and
-Zf ;onstruct a variety of buildings:
- Extensive character interaction,
unlimng advanced Al and
~ Neural Network technology
mmughout the game,
prowdes for diplomatic

tactlcs When combat

- occurs, the game
. switches to one
. of the most
. spectacular
 tactical

. views
yet!

Available for
IBM/COMPATIBLES.
To Order: Visit o
your retailer or call |
1-800-245-4525
(in USA & Canada)
with VISA/MC.

catalog. send $1.00 to: | b o
SSI, 675 Almanor Ave., Suite 201
Sunnyvale, CA 94086. R

DUNGEONS & DRAGONS, D&D. DUNGEON mnsren, i
FANTASY EMPIRES and the TSR logo are trademarks
owned by and used under licénse from TSR, Ino. vf
#1893 TSR, Inc., ©:1993 Stralegic Elmulaiions. Ine. *’
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the player’s point man. Using either a joys-
tick, mouse or the cursor Ln.“ the player can
direct his SEALs to move at one of three
speeds: stop, slow and run. Pressing the ‘I’
key causes the entire squad 1o hit the dirc and
crawl; a press " key calls for a crouch;
<||1(|

3" causes the SEALs ro stand upright.

For most missions, play involves traveling
yme distance of terrai :
nlr;u.tm. points. True to the varied real-life

ns U! Llu: . .J\L'., i [UL{L' variety ul

..’:\x .

uup(:u

ambushes, demolitions, rescues, recoveries,
snatches and observarions. Rescue and recov-
ery mi s require the SEALs to
downed U.S. pilots/POW and recover
tain supplies. Observation missions require
the SEALs to designate a Luuu—smh as a
bunker—for destruction by attac

rescuc

Depending on the mission, the play

}lll\’t.' I‘I'l)l!ll one Lo s .':ll l..\l

having to patrol a village, demolish a bunker
and snatch a high-ranking Vier Cong official,
all in one operation. As ‘the point man, the
p] ayver's SEAL gives urdus to the n\l of the
mluni h\ the way of authentic SEAL hand
i and stealth are l]lc hall-
ilent battle Q::‘\Llllu-‘
) ng these
es, the player can make his squad
ume one of four marching formations,
ssue a variety of firing orders, and pcril:-rm a
number of other commands. When used, a
tiny window appears on the screen with an
animation of the hand signal in question.
Combat is usually fast and furious, with
Viet Cong (shown on-screen clad in black
garb) soldiers usually opening fire—with
every weapon at their disposal—on s
en \-::»wmv [hL action rhmuuh

l‘l.'[icl;.' will p|-u.".|l'unlhl.: neares

Cong soldier or building, indi

the target and the |r|ubdl:ll|l\' 0

hit (indicated by the color of lItL‘ wmlc)
Hitting the b key advances the redicle
through available targets, while a tap on the
fire burton, enter key or left mouse button
fires the currently selected weapon ar the
riil'i._"l.'[.

The Devil In The Details

The graphics used in 87" are raken right

aht of

i Aight simulator
wllh p lygon ll“ul graphics rep-
U..“iL]Ilil'i" th |t)|hlUL‘ l)lll]tl“l"\ .l[lﬂl L|L(1'
gl:lp]l!t.dl features of the game world, The
SEALSs, enemy soldiers and civilians are all
rende in birmaps, making them more re-
alistic.” Several other graphic touches add
depth to the game, including the addition of
birds and insects which fly across the pl
field of view. Occasionally a bomb-laden -4
Phantom will streak across the objective area,
¢n rourc ro some (]I‘I"SCI‘(’(']] l'."‘:’f’f ar l)l)ii'(’."
tive. Although the poly plm s are
tion seems scarce given the sewing is Viet-
nam), the addition of rhe aforementioned
graphic touches help draw the player into the
me. This detail extends to other game cle-
ments as well; the SEALS are only allowed to
use weapons historically available during the
same time period. For added detail, the game
offers cighr difficulty and realism scrtings,

IDEA OF A GOOD TIME

IN THE DARK,

EVIL FORGES

COMES UF
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allowing adjustment from the effectiveness of
enemy |mu.||1"Ln<.-:. to the time it wkes
reload. Sound and music (composed by
George “The Far Man” Sanger) are excellent,
with the digitized report of automatic weap-
ons fire and uplodinu hand grenades, Turn-
ing off the music and ]LJ\]HL on the sound
cftects brings on a host of natural noises, such
as the rustle of flying birds and the chirping
of insccrs.

1 Feb 1964
1= m I:‘;Jnllu Beacud

ML Kedn Wl.w
® —

[€eLwmn
In Line

As mentioned previously, detail is a hall-
mark of SEAL Team. The designers report-
edly consulted with Navy SEALs who served
in Vietnam, in addition to consulting the
UDT-SEAL Museum Association, for facrs
and mission details. The manual is filled with
excerpts from the book Point Man, a novel
written by Chief James Watson, one of the
first operational SEALSs, describing his expe-
riences in Vietnam. The excerpts add an im-
measurable amount of substance to the game,

11

blood-thirsty marauders. State-
of-the-art CyberMan" puts an unlimited
range of motion within your grasp:

three directions [x, y, and z] and three
rotations [pitch, yaw, and roll].

Just move or twist it any way you
want to go. Plus it’s the only con-
troller with vibrating feedback that
lets you feel the action. CyberMan is
100% compatible with conventional

mouse applications, and comes with 3D game
titles that will pull you inte the next dimension in
PC entertainment. CyberMan is available now at

your local dealer; or call |-800-732-2928.

™ Trademarks belong to their registered owners,

el PROFESY )

A mouse and keyboard are fine for tackling
spreadsheets, not teeming legions of

fleshing out the polygons and birmaps of the
game with real human drama.

As novel as some aspects of the game are,

SEAL Team does suffer from a number of

minor foibles. Screen updates can be choppy
even on the fastest 386 machines. Although
the game will run on most 386 systems (the
designers recommend at least a 386 running
ar 33 MHz), a 486-level machine is almost
essential. Although the game only occupies a
frugal 3.8 I‘I‘li'l‘.lh\'lt‘\ of hard-drive space, disk
access 1s nfun Iu}mrua. thankfully, hard
drive access is minimal once the player has his
SEALs in the mission area.

I salute the arrificial intelligence of enemy
forces, which seem to act with almost human
cunning, crouching behind obstacles and ly-
ing in wait for the ideal time o surike. Unfor-
tunately, the same cannot be said of the
player’s support craft. On several missions,
watched my riverboat support team come
under fire as it calmly stationed iwself right
next to a village full of VC. Although not a
vereran of combar, | would think that hay ing
a support unit station irself right in front of
the objecrive area is an exercise in ractical
suicide.  Strangely, support units  never
seemed to take any damage from being ma-
chine-gunned or struck by grenades thrown
h}’ r}lt' K’I'II’I'J'I.\'.

Debriefing

Admittedly, most of the aforementioned

ey —
o by |
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CONTROLLER

deficiencies are minor ones. Through this
product, designers Gagnon and Hay-Eberts
have not only succeeded in making an enjoy-
able picce of computer entertainment, butan
educational and enlightening one as well.
Like many CGW readers, | wasn't yet born
when the missions described in SEAL Team
were carried ourt. For those of us who weren't
there, SEAL Team ofters a tiny glimpse at
whar the vererans of the Vietnam conflict
went through. The designers adroidy sidestep
any political stance on the Viernam War,
I'ULLI\II'I” instead on the men and the difficule
missions they had to accomplish. Although
not perfect, $7'is unarguably a major t: acrical
victory for the infantry-level computer com-
mander.

The author would like to thank (,;m‘j. Kevin N,
Lawson, U.S.M.C., for his assistance in prepar-
ing this review. tew
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aving “acquired” Jim Walls, the ex-

cop who created the Police Questseries

of games for Sierra, to write their firse
police game, Tsunami Media appears to be
trying to go head-to-head with the big boys.
And that’s not just Sierra, but also ex-Los
Angeles top cop Darryl Gates, whom Sierra
brought in as Walls' replacement for the nexe
Police Quest game. The jury is still out on how
Gates will fare in the role of game designer,
but Walls may not care for the verdict on Blue
Force. 1t is simply not as strong as Walls’
previous games.

Force Majeur

In Blue Force, the player steps into the shoes
of Jake Ryan, rookie motorcycle cop in the
town of Jackson Beach. Ten years carlier (or
possibly 11, dcrcnding{m whether one trusts
the game or the game box), Jake’s parents
were gunned down by a mysterious, long-
h:lirahms:lilanr. Now, by a sequence of coin-
cidences too enormous to describe, Jake is
about to end up on the trail of their killers.

The game is divided equally between rou-
tine police activity (answering a domestic vio-
lence or drunk driving call, booking suspects
and evidence, showing up for inspection) and
Jake's personal investigation into his parents’
death, for which purpose he enlists the help
of his father’s ex-partner, Lyle Jamison.
When, midway [hroth the game, Jake is in
a random motoreycle accident, his sub-
sequent time off from the force allows him
(and the player) t concentrate on the latter.
Not to worry, though: in the end, Jakes
private investigation ties into the domestic
violence call he was sent on at the start of the
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UNNECESSARY
FORCE

A Performance Review Of
Tsunami’s Blue Force

by Charles Ardai

game. A near, lictde, improbable package—
whatr more could one wanr?

A coherent story, to begin with, I suppose;
and, second of all, a story over which the
player has some control. In Blue Force, one
rarely knows, between episodes, where to go
next; but it rarely matters because some char-
acter or event always comes along to lead the
player by the nose into the next sequence.
Experimentation is discouraged. If the player
tries to go anywhere other than where the
compurer wants to go, he cither finds nothing
when he gets there, or he isn’r allowed 1o ger
there at ;1ﬁ.

As in Electronic Arts” The Lost Files of Sher-
lock Holmes, one travels around the city by
clicking on hotspots on a city map. Also, as
in the Holmes game, a trip to any location
other than the one the computer wants the
player to see is a waste of time. The player will
only find a locked door or an empty room
when he arrives, or an admonition from the
computer and nothing else. Try to wke Jake
to the “Bikini Hut” while he is on duty and
the computer says, “No time for pleasure.”
Try to take him there after hours and the
computer says, ‘No tme for pleasure.” It
sinks in slowly: the computer is just not going
to let Jake in, ever.

Eventually, one realizes that many of the
locations in the game simply don’t exist ex-
cept as prop-up facades. T'here is no bowling
alley; one can go into the Alley Cat as far as
the main counter and no farther. The police
station consists, essentially, of one room. The
jail consists of two. After a while, it becomes
clear thar Tsunami hasn't even bathered to
simulare a game world.

Objects in the game get simi- B Il_]e FOI‘CE

lar trearment. At one point,
Jake opens the trunk of a car
to reveal two boxes. The box
on the right can be opened; as
far as the compurer is con-
cerned, the box on the left
does not exist. Opening the
box on the righr reveals some
flares and a spring-loaded

punch, he can; if he tries to take the flares he
is told, “You have no need for flares.” Why
put them in the picture, then?

Even characters must endure this disre-
spect. At one point, | spent several minutes
urying to click on Lyle Jamison and wonder-
ing why the computer kept saying things like
“That serves no purpose.” Eventually, | fig-
ured it out: the computer didn’t know Ly?c
was in the room, since in that room Lyle was
merely part of the background graphics.

Keep wour hoands in the air and turn around ,
slowly,

It gets worse. When one clicks on objects ina
Sierra or LucasArts game, one usually gets clever
or interesting descriptions. When one clicks on
objects in Blie Force, one is lucky to ger descrip-
tons at all. (A bulletin board: “It’s the usual
boring stuff.” Jake’s badge: “It’s your .D.” The
Bikint Hut: “It’s the Bikini Hut.” A mobile

home: “It’s a delapidated [s7e] old trailer.”)

Conversations with characters are mostly a
matter of “Hello,” “Gotta run,” and “See ya,”
or else they are strings of silly obscenities han-
dled clumsily and inconsistently: “damn” is
spelled something like “d*#1*”, but “pig ass,”
“sheeit,” and “puck off” (when Jake is n-kuﬁ'r:d
by an air hockey player) stand as they are.

‘The planning and structure of the
game’s dialogue are also abysmal.

TITLE: Blue Force

PRICE: $60.95

SYSTEM: 1BM & IBM CD-ROM
REQUIREMENTS:  386-16MHz or hetter, VGA ,:f.||l||it'k,

TIMB hard drive space, mouse;
supparts Adbily, Sound Blaster, Roland,
Extermal General MIDI

Mone

lim Walls

Tsunami Media, Inc.

O Box 790

Coarsepold, CA 94614

(B00) 245-7744 for orders only

PROTECTION;
DESIGNER:
PLIBLISHER:

punch. If Jake tries to take the
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For example, if the player clicks th ‘ralk”

icon on the duty officer when Jake returns to
the police station after recovering from his
broken leg, the ensuing conversation is of the

standard “Gort things to do, see ya” variery.
Only if Jake shows a cockuail napkin ro the
duty officer does the game produce rthe
proper, “Welcome back, how’s the leg?” dia-
logue. Later, Jake asks Lyle, “Does the name
Cobb mean anything to you?” immediately
after Lyle finishes telling him who Cobb is!

All of the above contributes to the game’s
generally cheap feel. It's skerchy, like a rough
draftora preparatory drawing, For the amount
of moncy it costs, pl ayers descrve better.

Insufficient Force

From a technical point of view, Blue Force
is more of a scooter than it is a policeman’s
Harley. Even on a 486/33 it runs painfully
slow. In the amount of rime ir takes for Jake
Ryan ro walk acrass a screen, a real cop could

have arrested a perp, beaten him up, and
stood trial for brutality. Making matters
worse, when two characters are on a screen,
cach moves separately: first Jake begins the
slow trek across the screen, and only when he
is finished does Lyle start.

As in Tsunami’s Ringworld, the command
interface has all the icons placed on a pop-up
window. This device is fine, bur for it to wan
the pnr-up window must pop-up immedi-
atelywhen one calls for it. There is no excuse
for the game to chug along for up to three
sa:mndslrn‘.l'brc deigning to give the player his
command options.

Nor is mrptdny the game's cml)' technical
flaw. As in Ringworld, ‘the player’s character
accasionally moves to locations on the screen
other than the one on which the player
clicked. In ar least one sequence this is disas-
trous. | wanred Jake ro look ac a bookshelf.
Instead, he exited a room a) that contains
something the player needs in order to get
further in the game, and b) that the player

cannot reenter (without good reason) if he
exits it prematurely,

In addition to its technical flaws, one h: as
no choice bur to take note of the g‘um s
.lppdnll"lg spelling errors and factual inconsis-
tencies. Was Tsunami so hard up for cash or
pressed for time that they couldn’t hire an
editor to change “your” to “you're”, “par-
ent’s” to “parents’, and “bartenders” to “bar-
tender’s”? Couldn’t someone just decide

€C O M P UTER

when the murders ook place and make sure
that the same date was used throughour the
game? (The date is given, variously, as 21
March 1983, 14 June 1983, and 16 May
1984.) For a company that wants to be taken
seriously to put out a product this shoddy
and needlessly so—is insanc.

May The Force Not Be With You

While playing Blue Force 1 was reminded of
Capstone’s Stephen King-derived game, 7he
Dark Half, which loyal CGW readers will
recall I deemed the worst adventure game of
the past wen years. While Blue Foree is nor in
that category, that's a little like saying that
pneumonia is not as bad as cancer—true
cnough, bur one wouldn’t want to ger either.
Jim Walls and Tsunami both have better
work in them, I take comfort, as should they,
in the knowledge that they have nowhere to
go but up. cew
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/ You've been cast out of the palace as a beggar. The princess has
turned against you. The palace guards want your head on a skewer.
And you haven't even had breakfast yet. This is not good. & It gets
worse. One minute you're fleeing for your very life across roof tops.
The next, you find yourself washed up on a desert island. ..or amidst
ancient ruins, face to face with a disembodied head (and boy is it
hungry!). This is really not good. ¥ You stumble upon quicksand,
serpents, spikes, magic spells, a skeleton with a sick sense of humor,
and then...well...things get just a mite tricky. & Introducing
Prince of Persia 2% The Shadow & the Flame” Some call it a dozen
Arabian Nights movies rolled into one. Actually, it's your worst

Ar ahmn mght,mare & So get some sleep. Once this WB d b d
swashbuckler begins, you may never sleep again. m ef Uﬂ
PULSE-QUICKENING ACTION * RICH MOVIE-LIKE STORY AND SOUNDTRACK  INCREDIBLY REALISTIC ANIMATION

A CINEMATIC ACTION GAME BY JORDAN MECHNER * SUGGESTED RETAIL PRICE: $69.95 (MS-D0OS VERSION ). SEE YOUR LOCAL DEALER OR CALL
1-800- 521-6263 AND REFER TO CODE 262 TO ORDER AT A 23% SAVINGS. « REQUIRES 10 MHZ 286 OR FASTER MACHINE. HARD DRIVE AND VGA REQUIRED.

E1993 Braderturd Software, Inc. Prince of Persia is a registered trademark and The Shacow & the Hlame 1 a trademark of Braderiund Software. All tigits reserve.
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erurn with us now to those thrill-
ing days of yesteryear” still echoes
in the minds of  the “baby
boomer” generation. The opening line from
“The Lone Ranger” television series has just
the right amount of nostalgia to re-introduce
The Seven Cities of Gold. This classic game has
a perfect combination of clegant design, in-
triguing subject marter and solid play balanc-
ing to hit the mark in roday’s marker.

44

So, return with us now to those thrilling
days of carly computer games, ca. 1984. Riﬁ
and Dan Bunten introduced a joystick-di-
rected game of exploration, economics and
conquest that captured the imagination of the
computer gaming world and proved to be the
Buntens’ T)iggcsl seller ever. The graphics
were blocky, the colors were limited, and the
interaction was basically limited to pixel
avoidance (as one frantically tried to avoid
natives) and number swapping (balancing the
risht number of gifts in order to purchase
v:hu:ihic commodities). Still, The Seven Cities
of Gold managed to lure players repeatedly to
the role of dlrismphcr Columbus, “discov-
erer” of the New World.

In historical terms, (thumc begins in 1492

and may continue indefinitely if the player
meets the required victory conditions. In es-
sence, the player has 10 voyages to establish
at least one Colony, one Mission and three
Forts in the New World. If these conditions
are met, the player may continue to explore
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and expand the Spanish Empire indefinicely,
provided one’s voyages remain profitable.

Seven Cities has three levels of difficulty:
Novice, Journeyman and Expert. Victory
conditions are consistent thraughout the lev-
¢ls, but the amount of support one receives
from the Crown decreases at the higher levels.
To start off, the player selects a desired diffi-
culty level and determines whether the New
World will be historically correct or ran-
domly generated. The latter option exists to
keep Seven Cities infinitely replayable.

With the world established, the player is
transported to an adventure-game-like dis-
play. Here, the first order of business is to visit
the palace and receive the Crown’s charter.
Upon cach return from the New World, one
must visit the palace for updated guidance
and receive any promotions. The second stop
is the Commissioner’s office. Here, one can
view the latest map of the New World and
review a written record of the voyages. The
log book contains information on the vicrory
conditions, profit records for cach voyage,
and a cumulative record of the percentage of
New World discovered, the number ()Fshi])s
and men lost, and any special discoverics.

The final stop before setting out for Terra
Incognita is the Harbor Master’s office. Here,
one can buy all of the provisions, men and
equipment necessary to undertake the jour-
ney. Initially, it is best to stick with one ship
and provision it well in lieu of leaving with
half laden ships. Profits from the inirial voy-
ages should allow one to expand
the transportation base rapidly.
Explorers are the cheapest men
to hire, though they consume
food faster than their more stal-
wart compatriots, soldiers and
clergy. Keeping in mind that
explorers are necessary to map
the new world, and one needs
to establish sectlements quickly,
it is best to begin almost exclu-
sively with these men and incor-
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sorate the others on later voyages. Several
|wr:ics are important both as a mode of rapid
transportation and to pack imlmrt and export
goods more efficiently. As for Old World
cargo, animals, old world plants and weapons

can be used for trade with rtribal chiefrains.
Food can be used as a trade commodiry as
well, but is primarily used to keep the party
on its feer,

Shoving Off

I.eaving Spain, one is transferred to an over-
head view which forms the backdrop for all
navigation and exploration in the game. A
single ship icon represents the group while at
sea, but several men move across (Ec terrain
once landfall is made. Players use cither the
keyboard arrows or a joystick ro control
movement; mouse support is not provided.

Upon making landfall, a pop-up menu al-
lows the player to drop off men and equip-

The Seven Cities of Gold

TITLE: The Seven Cities of Gold
PRICE: £49.95

SYSTEM: 1B

REQUIREMENTS: 286 or better, VGA graphics,

1AM hared drive space

MNone

Michael Kosaka;

ariginal desipn by Bill & Dan Bunten
Flecironic Ans

San Mateo, UA

A15) 571-7171

PROTECTION:
DESIGNER:

PLIBLISHER:
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Your Father, the last king of Alonia, failed his
quest to liberate the realm from inhuman tyrants.
Now it’s your turn. As Tris, the last heir to the
throne, it’s your destiny to match sword and sorcery against the foul Ruzakian Hord. Seek incredible magicks to augment
your power as you delve into the conquered city of Hedburg. A virtual 3-D fantasy world awaits your next command - Explore
the dangers of the Old City, pit your awesome might against horrible creatures in a dark dungeon. Fight well and you may
free the kingdom. Discover the Forgotten Castle and you may learn of your fathers fate...

® Cinematic animation sequences unfold stories of mystery.
® Fully digitized musical score and sound effects.
® Combat system has adjustable skill levels.
® Monsters, characters, magic items and props are rendered with full 3-D effects.
® A smooth scrolling virtual world, complete with unparelled realism for
die-hard fantasy role playing enthusiasts!
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ment for the overland expedition. If some of
the crew is to remain with the ship, one must
ensure that there’s enough food for both par-
ties before departing. Once established, the
expedition willl begin movement ashore. Ifat

least one explorer is present in the |‘mrry, these
travels will be mapped permanent

y. The rate

of travel is affected by the mode of travel
(mounted on horses is naturally the fastesr)
and the various terrain types. Movement is
fastest on rivers and over plains, desert and
beach, slightly slower in forest or jungle
squares, and very slow over mountains. The
party’s food is consumed based on the passage
of days, so the more difficult the terrain to be
traversed, the more time and food is con-
sumed.

As the party travels it may stumble upon
burial mounds or gold mines in addition to
native civilizations. The desecration of burial
mounds is an easy way to gain some artifacts
to return to the Old Warld, bur it can have a
decidedly negative impact on the local popu-
lace. Gold mines are wonderful discoveries,
yielding some quick profit as well as a new
feature. In the old system, mines generally
had more than the party could carry in one
trip, so they were visited several times, but
once the initial supply of gold was exhausted
the mine was considered tapped. In the new
system, the player may leave men behind to
work the gold mine and keep it productive
and profitable for a longer period of time. As
before, one must ensure such groups are well
provisioned such that they don’tstarve before
the player returns,

“Savage” Culture

Interaction with the native civilizations is
essential to success. On the overhead explo-
ration map, their sertlements are depicred by
various icons ranging from crude huts for
warrior and hunrer tribes o the elaborate
pyramids of advanced cultures. Upon collid-
ing with one of these icons, the player’s per-
spective changes to the tribal screen.

The tribal encounter is a close-up overhead
view centered on the player characrer. Boxes
in the lower right corner of the screen show
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the party strength and whether or not they
are brandishing their weapons. The latter is a
decidedly hostile gesture, but it may be nec-
essary when trying to establish trade with a
tribe that is less than wt.:|cmni|1g to the Euro-
peans. The level of hostility or suspicion of
the tribe is denoted by the tempo of the tribal
drums; the faster the beat,
the greater the levels of ag-
gression and the speed at
which natives will pursue
the player icon,

The objective of the player
is to explore the village, find
the chief, and begin trade
negotiations. Until che chief
is approached, the other na-
tives will pursue the player
and try to “bump” into him.
S“Ch CONGCcts cause Cl!.'il]ill'
ties to hoth sides and in-
crease the level of hostiliry.
As such, p];lyurx intent on
peaceful trade will enrer the
village without brandishing
their weapons and avoid all
contact with the wandering natives until the
chief is found.

Powwowwing With The Chief

By approaching the chief, a sur;u‘au‘: screen
pops up for negotiations. The player’s objec-
tive is to develop the relationship to the point
that the Chief will agree to trade. One can try
to amaze the chiefwith technology (generally
only effective against the most primitive
tribes), threaten him with violence (usually
not a good idea), or give him gifts. The chiel’s
reaction to the gift can be seen in his facial
expression. Animals and horses tend to be the
most effective gifts for quick trade, as two or
three usually constitute sufficient cribute.
Old Warld plants are less effective, as the
Chief may become too tired to continue ne-
gotiations before he has received enough of
these items to allow rrade. Arms Sh()llhl be
offered only to warlike tribes, otherwise the
passivistic, aggrarian chief may be disgusted
by the offer. Once trade is granted, the player
has access to all the gold, artifacts, spice and
new world plants of the tribe, as well as some
food and native bearers. In this
sense, it is not trade at all because
it is unnecessary to provide any
further Old World items o strip
the tribe of all its resources.

This ability to get Manhattan
for a string of beads, as it were, is
the only holdover of the less than
adequate  portrayal of Nartive
Americans in the ﬂrigin:ﬂ game.
The first game made it somewhat
easy, and even fun, to go on Indian
pnciﬁc;uinn war  partics, some-
times eliminating whole tribes.
While some may justifiably argue
that the Spaniards had a history of

rule by force, the design team at Electronic
Arts has limited the player’s ability to do so.

Tribes now possess a tribal memory that
encompasses a fair portion of the area sur-
rounding their se.rrL::m-.nm If neighbaring
settlements are treated harshly, the pﬁl}ycr wih
receive a cold or hastile response upon return
to other villages in the area; likewise if burial
mounds are desecrared. Further, when play-
ers insist on remaining aggressive, one of two
outcomes resule: eicher the natives engulfand
destroy the expedition or, upon rerurn to
Spain, the player is called up shorr for his
un-Christian treatment of the native popula-
tion and thrown in jail.

On the whole, much of the original design
has been retained and those modifications
which have been made enhance, rather than
detract from game play. Seven Cities of Crold
is still the fresh, simple, playable game that
broke ground in the early days of computer
gaming. Players will delight in exploring
countless new worlds, building fame and for-
tune, and extending the glory of the Spanish
Empire. cew
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warves of legend—not of Walt Disney

movies—are stout folks possessed of

decidely hot tempers. On the island of
Tarq, the two largest Dwarven clans are war-
ring for dominance and secking allies among
the smaller dwarf factions. They didn’t pick
the best of rimes for this dispute, as the land
is being invaded by Taldor and other nasty
creatures. Minderaft’s Bloodstone is the “epic
Dwarven tale” of rheir bartle for survival and
control of the isle.

Your character belongs to one of the smaller
clans that the larger ones are trying ro win
over to their side. In this case, the marrer is a
moot one, since the game begins with your
clan being massacred by the Taldor. Only you
and three companions make it our alive.

At this point, the player may feel a licde
aimless, bur the introduction in the manual
makes it fairly clear that the hero’s destiny is
to unite the clans behind one leader to repel
the invasion. In facr, the game has parallel
quests: finding the ancient artifacts o be
given to the leader of your choice, and finding
away to reach the fabled home of Ruhrkll:uﬁ
God of Dwarves and Crearion.

You'll learn the "hows’ and “whys’ of this as
the game progresses, mostly by ralking ro
people and doing some research. In berween,
there is the usual dungeon-delving for impor-
tant items and treasure. The game plays much
like any of the Magic Candles, and in facr uses
the the same engine as Magic Canele II. The
events in Be’nr:z};rn.w. however, rake place in
the remate past, long before the lands of
Deruvia are even known of.

As usual, your character comes pre-created
with a set group of attributes and skills, but
you do get to choose the gender and name.
You also begin with a very nice magic axe, an
heirloom of your clan.
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Your starting com-
panions are chosen
from a group of eight.
There’s plenty of time
to look them over and
choose, as the action
doesn’t begin until the
party is complete.
Each companion you take also comes with 30
points that you allocate to his or her skills and
auributes, allowing you to adjust them to
your liking.

Magic is very important in this game, o at
least two, perhaps three, companions should
have decent magic abilities. All come with a
limited number of spells and no spell books
(called “totems” here); to make your friends
truly effective, you'll have ro buy some totems
when you find the people who sell them. In
the meantime, you can pass around your own
totem to other members for spell learning.

The usual array of potions, mushrooms and
herbs is available, and you cerrainly wanrt to
stock up on them, especially nift, gonshi,
mirget and sermin. There are many new
monsters in Bloodstone, and they are all nasty.
Make no mistake, these critters will be tough.
Most come with hit points
in the hundreds (some in
the high hundreds) and
high armor protection.
Quire a few of them have
spell casting ability as well.
You are going to need all
the help you can get, and
without those herbs, you
won't last long,

As you might expect,

Hi Ho! Hi Ho! It’s
Off To Tarq We Go

Mindcraft’s Dwarven Tale
Comes Up Short

by Scorpia

these monsters also hit very hard. For exam-
ple, Ranak (whom we picked up early on as
another party member) had 31 hit points,
Dwarven chain mail and a bronze helmet. He
took two hits from a Taldor and was dead—
just like that. Ouch!

This means you can’t depend on your ar-
mor for much protection, at least not until
you can afford steel place and steel helmets.
There is litde point in upgrading anyone’s
armor before then; the party will have o rely
on nift to keep them safe from physical blows.
Nift should be active at all tmes for everyone,
indoors and our.

Auto-mapping is present and still as crude
as it was in the MC series, being a blocky,
low-res display of the immediate area, with
no scrolling. In dungeons, the auto-map
doesn’t work; you need a map flask and spe-
cial pearls to get a look at your environs. You
may want to draw your own maps on paper
from the display on screen, as pearls can be
used up pretty quickly in big dungeons where
the map does not show thc entre level at
once,

Auto-notes are here, o, with user-selected
detail levels allowing you to capture every-
thing or just the most important

Computer Gaming World
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The King is dead. His brother is
returning from the crusades. The
barons are vying for power. It is your
job to challenge the rogue barons
and bring the kingdom together. The
others have made their stand. Now
you must lead your troops to victory
over mountains, swamps, deserts,
and through forests. You have the
potential . . . it's up to you and you
alone.
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30 DIFFERENT OPTIONS FOR EACH GAME (You
control it all)
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MANY TERRAIN TYPES (Effecting Production and
Combat)

HALL OF FAME
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conversations and information. Redundant
entries can be deleted, and che notes are
searchable by keyword. You can also insert
your own notes at any time, as well as run off
a copy of everything on your printer. While
the auto-map may be primitive, the auto-
notes (which very few games have) are quite
good.

Dungeons follow the rooms/corridors pat-
tern of Magic Candle, and you can ber that
most doors will lead to hastile confronta-
tions. It is best to be prepared for the worst
before opening any doors. In fact, be ready
for a ﬁgru at any time, as you never know
when an ambush might occur. As before,
dungeons that are cleaned out stay that way,
so il you need to leave to restock supplies you
won't have to fight your way back in again,
and empty rooms are good places to rest up
and memorize spells.

One major change from the MC series is
that Bloodstone does not require eating. An-
other is that energy levels do not drop while
walking around. In previous games, the party
usually tired rapidly during outdoor treks,
requiring frequent rest stops or the use of
mushrooms to revitalize everyone. Now, en-
ergy is used up only while fighting or casting
spells. However, as many combats will be
extended ones, a good supply of sermin for all
is still necessary.

Teleporters are also in the game, although
there seems to be fewer of them than in the
MC products. Typically, there will be one on
the last level of each dungeon to get you back
our quickly, and a few teleportals can be
found in the outdoors.

While the game ran cleanly, it had some
minor and major flaws that, taken together,
seriously detracted from the experience. For
one thing, while my character was supposed
to be a Dwarf, she looked distinetly Lum:m
on screen. 1t's hard to rake all this Dwarven
stufl seriously when you don’t even look like
a Dwarf.

The town of Rulaan is inhabited entirely by
Amazons, and as you might expect, they have
a low opinion of males. They also appear to
be extremely near-sighted, since their remarks
clearly showed they thought my character was
male, not female.

This problem also shows up ar the begin-
ning, where the graphic of the axe being
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handed over displays two male characters,
and again at the end, where the concluding
text includes such phrases as “Scorp passes Jis
knowledge on...” Since the playtesters were
all male, it is likely none of them tried a
female hero; otherwise these gaffes would
have been caught and fixed. If the designers
are going to uig‘lbr the possibility of a female
main character, they should provide
the appropriate text and graphics.

Further slip-ups occurred when |
_received wrong informarion at two
points in the game. One person rold

me the magic Tlengle sword was in
a certain dungeon, when it was actu-
ally in the possession of a hermir far
from any (ﬁmgcon.

In Haraza, the Loremaster gives
you a teleportal combination that is
supposed to send you to Shatlam,
but actually drops you into South
Balat, not a good place to be if you
have a low-level party.

Magic, as an offensive weapon, is hardly
worth considering. Whar good is a spell that
does 50 points of damage against a monster
with hundreds of hit points, when one
fighter, pumped up with mirger and using a
magically-sharpened weapon, can do 300+
damage with one blow? Even with turpin (a
magic-enhancing plant), spells did nowhere
near the damage they should have consider-
ing the power of the opponents.

Most of the time | used such spells as Dis-
appear, Jump, See, Sharpen, Weaken, Quiver
and Time Stop. On those rare occasions
when offensive magic was used, it was mainly
to polish off already-weakened enemies.

Poor design shows up :1[1;;1in with the place-
ment of a very nasty dungeon
close to the starting rown. No
magic word is nt'.cdt:(hu enter; the
party can just walk right in and ger
trashed by a succession of power-
ful monsters. This place was
meant for an advanced group, not
beginners, yet it sits right there
where the party starts out, a vi-
cious trap for the unwary.

The real “starter dungeon™ hap-
pens to be Pr;ul:ulu Tower, ha!l':
way across the island, and it is
much easier for a new party. It is
thoughtless planning, to say the

and no one has a word to say about it. You
might think it doesn’t exist.

It turns out that there is one store that sells
the canvas, and that’s in a town you won't be
visiting for some time in the game. You won't
even know its for sale untl you acrually ask
to buy something; even the shopkeeper him-
self doesn’t mention anything about canvas,
An item this important (and 1t /s important)
should have been clued somewhere in the
game; it is o easily overlooked otherwise.

The big flaw, however, comes at the end.
Most of the party’s acrivities have been di-
rected to retrieving Dwarven artifacts to give
to one leader or the ather. That doesn’t have
to be done at once; you can hold on ro them
while you decide which one to favor. The last
of these arrifacrs is the mighry axe Khamalk-
had, buried below Rohrkhad’s castle. You'd
think thar after getting the axe you would sail
back and present all the items o the leader
you want, who would then unite the clans,
throw out the Taldor, cre.

No. It doesn’t work that way. The moment
you take the axe, the game is over. It goes
automatically into the ending sequence, and
you do not have the opportunity to give
anything to anyone. If you have given even
oneartilact to aleader, he becomes the chosen
one. If you still have them all, then the game
makes a default choice which may not be the
one you wanted.

When thar happcncd, I sat there thinking,
“I spent most of the game collecting these
items, and for whar? | still have them and the
game is over.” The whole focus of the game
is made pointless, even irrelevant, by this
gaffe, which is right down there with the *quit
and win” finale of Realms of Arkania.

least, to put an advanced dungeon
(casily entered, yet!), at the start, and the
beginner dungeon so far away. It would not
surprise me if some players gave up right
there, thinking, “If this is the beginner dun-
geon, what are the rest of them like?”

Another problem | had was finding the
“all-weather canvas.” You need several items
to build a ship, and all but one are found in
dungeons. For most of the items, someone,
somewhere, will give you a clue to the loca-
tion. But the canvas is not in any dungeon

Toavoid this, you must hand off all artifacts
collected to the clan leader of your choice
before sailing to Rohrkhad’s castle. Minderaft
has put inserts into the game boxes, advising
players of this same thing. Too litde, oo late,
perhaps, but better than no warning at all.

Overall then, Bloodstone turns out to be a
disappointment. The interesting story and
improvements over MC [ITare overshadowed
by design flaws and inadequate playtesting,
Very likely, only dedicated Magic Candle fans
will want to slog through this one. cew
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tronghold is a unique release for SSI,

having a greater kinship to strategy

games like Populous or Powermonger
than to other tites in the AD&D line. As
such, many fans of their role-playing games
may be baffled by the play mechanics and
objectives of Stronghold. Rather than lead a
party of characters into another dank dun-
gcon, players must dircet five central charac-
ters as they build and support a vast kingdom.
Computer-controlled opponents are building
kingdoms in the same territory, and the player
must expand and control the entire map o
carn the title of Emperor.

The resources available to the player are
extensive and exciting. Players can Luild aver
100 structures, including a castle, factories,
dragon hatcheries, armaries, schools of magic,
forges, guilds, outposts and temples. As play-
ers CONSIFUCT new Luildin%s the populace and

kingdom grow stronger. Factors such as the
farmland, population and raxes can be con-
trolled by the player or delegared to the com-
puter, pmvi&'ing a flexible management
system. Players will know how well they are
(ining based on morale. Content peasants are
productive; demoralized peasants boo, hiss
and throw romaroces.

Laying The Foundation

When beginning a game, the player may
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choose to play on a randomly generated map,
or on one of five pl'c-gcner;uc(!r maps, cach of
which poses a unique challenge. Unlike some
other games with a map generator, the cohe-
sivencss and logic of the maps created by
Stronghold are sound. Using this feature, one
can expect a lot of replay value.

With the geography of the world estab-
lished, players must seleet the level of hostility
they desire. The Peaceful, Aggressive and
Hostile worlds have different starting values
for initial gold, rotal gold storage, rate of
promotion based on morale values, and
whether ar nor auro-build fearures will be
enabled.

A Custom option also allows the user to
specify the total number of monster oppo-
nents which will appear in the world. Al-
though the manual states that a maximum of
60 are possible, the addendum sheet contains
a small note limiting this figure to 30.

With these preliminary issues resolved, the
player begins the game on the main display.
T'wo views are possible in this window-based
interface. The first is an overhead map of the
entire region; the second is a “postcard” type
view of the cursor location. The latter is a
first-person, 3-D polygon view with bit-
mapped images of objects. An arrow between
the two disp%ays allows the player to quickly
swap these views in the main window.

REVIEW

City Planning
And The Sword

SSI’s Stronghold Moves The AD&D
Line In New Directions

by H.E. Dille

central characrer. Four other characrers will be
created subsequenty; these are used to found
Keeps to support the main castle. Standard
AD&D rules are used in the character rou-
tines, though players must consider facrors
beyond the normal combar bonuses if they
wish to succeed. Character alignment deter-

mines the final outcome of the game. Lawful
characters must progress through nine pro-
motion levels ro reach Emperor or Empress
status through proper management of their
kingdoms. Chaotic characters must destroy
all enemy strongholds ro win. Neutral charac-
ters must achieve both abjecrives, making this
option the most challenging scenario,

Each character race has different bonuses
and liabilities, Successful players will balance
their five characters ro complement one an-

other. Dwarves are a good choice for the

Human (and Elven —

and Dwarven...)
Resources

The first task is to tour
the terrain and select the
location of the main cas-
tle. Once satisfied with
the locale, selecting the
“Create Baron or Baron-
ess” option will ereate the

PROTECTION:
DESIGNERS:

PLIBLISHER:

TITLE: Stronghold

PRICE: $59.95

SYSTEM: 1M

REQUIREMENTS: 386 or greater, 2MB RAM, VOA graphics,

6MB hard drive space, mouse; suppors Adlib
Gald, SoundBlaster/Pro, Pro Audio Spectium
aned Roland sound cards

Documentation look up

Mark Buchignani, David Bunnen,

Ban Daglow, Chris Green and Cathryn Mataga
Strategic Simulations, Inc.

Sunnyvale, Califoinia

(408) 7A7-6800
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first settlement, as their mining bonus will
yield quick income if one places the settle-
ment 1n a mountainous area. Halflings are
wonderful food producers and are capable of
supporting a vast kingdom if two conditions
are met, First, their settlement should be built
close to water, ;1||0wing a double bonus in
food production. Second, other settlements
must build granaries so that the food may be
distributed equitably.

With a Dwarl settlement promoting cash
flow and Halflings feeding the masses, the
player may want ro consider sending the
Dwarf character ro the Halfling sertlement ro
build other buildings that they can sub-
sequently claim. Ownership of buildings and
resources ties the income and maintenance
casts to the respective character, In this fash-
ion, wealthy characters can aid struggling

H

communities. Also, one should make the
third character an Elf and send him off across
the land claiming every tree in sight. Trees
produce money and resources for the owning
player, but unlike buildings do not degrade if
unattended.

Diotancek

The Planned Community

As one considers the types of buildings to
construct in each of the sertlements, several
factors should be kept in mind. First, farms
are necessary, but one should skew farm pro-
duction roward the Halflings, who are the
only ones capable of making bakeries. Second,
Markerplaces are essenrial ro every sertlement.
They are quick producers of income, they
increase the productivity of farms, and they
allow the distribution of goods from other
manufacrurers. If onc only h:as 500 gold, then
one could do a lot worse than produce five
Marketplaces with these funds.

Some structures are never worth the re-
sources required to build and maintain them.
The two main culprits in this area are public
baths and city walls. Public baths provide little
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benetit to the populace (remember, this is
similar to the Dark Ages) and are expensive to
maintain over the long haul. Likewise, City
Walls are only minimally effective against ma-
rauding monster groups, have an exorbitant
construction cost, aml their maintenance is
debilitating to even the most productive king-
doms. As such, city walls are best placed in
areas where their effect is maximized, such as
strategic mountain passcs.

The Power Of The Pyramid

With the five central characters in place and
initial construction underway, the player
must begin to influence events using control
icons known as “pyramids.” Each character
has its own pyramid located on the right side
of the screen. Each pyramid invokes one of
three actions in the area the player is
currendy viewing: Recruit, Train and
Build.

The yellow portion of the pyramid rep-
resents the amount of recruiting desired.
The more intense the recruiting, the
larger the existing units will become and
the more new units will be atraceed to
the stronghold. The light red part of the
pyramid represents the amount of train-
ing. The more power one allocates to this
portion of the pyramid, the faster the
units will increase in level. Naturally,
higher level units perform better in com-
bat, possessing more hit points and better
spellcasting abilities. The final portion of
IEL‘ pyramid, colored dark ch. controls
the rare of construcrion.

Combined, these three settings reflect
100% of the populace’s effort. As such, it
is necessary to alter the settings to reflect
the changing situation. In the beginning,
a heavy emphasis on construction helps
the kingdom get off to a good start. Later,
one must allocate a major portion of the
cffort to building and training new unics; that
is, unless one wants to tempt neighbors with
a wealthy, undefended kingdom ripe for
plunder.

The Call To Arms

Considering that no kingdom has ever
thrived through pacifism alone, it is no sur-
prise that Stronghold requires a mastery of the
combar arts. Combat occurs whenever units
ol opposing sides occupy the same block of
the map; it continues until one side has con-
trol. From the overhead view, combat appears
as flashing red and white dots. T'o draw addi-
tional friendly units into the battle, the player
goes to the first-person view and turns up
“magnets” that attract readied units immedi-
ately and others as time passes. An overview
of the battle’s progression is provided via a red
and white sliding bar, the dominant color
depicring the side with the advantage.

Successful combar is essenrial if one has
chosen any alignment other than Lawful. Un-
F(}I'n]l'lﬂt('.l)’. [I]C man l]i]l {.]()CS nor ﬂdd ressa ;{{Z‘}’

aspecr of this process. If one is successful in
destroying an enemy stronghold, any surviv-
ing monsters will rush off to storm the battle-
ments of the player’s kingdom in a mass
kamikaze ;1tmri:. As such, one should not
draw off all of their armies to pursue these
offensive campaigns and leave the kingdom
undefended. Also, if one had to build bridges
across the water to attack the enemy, it is best
to burn the bridges before pursuing the main
:1rt':1:ck. In doing so, one delays the counterar-
tack.

The Emperor’s Diary

In addition to the situational strategies dis-
cussed thus far, the player will do well to keep
three other considerations in mind. First, one
should use characters in cooperation to de-
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"velop well rounded and self=supporting settle-
ments. Second, it is better to upgrade existing
strucrures than to build new ones; large,
sprawling kingdoms tend to be unstable lacer
in the game. Finally, one will lose if training
halls are not built. The more training halls per
character, the greater the rate ofadvancement.
With multiple halls per character, levels will
advance very fast. Also, one should ignore the
incorrect annotation in the manual concern-
ing a maximum of ten Markerplaces. While
the farm bonus will only apply to the first ten
Marketplaces, additional ones are still cheap
sources of income,

If one builds a stronghold with Dwarves in
the mountains and Halflings near water, and
uses sound straregy, it is almost impossible to
lose. This one pl?y balance flaw is the only
notable weakness of Stronghold. Players will
have to avoid this powerful character combi-
nation as they become more skilled with the
other portions of the program in order to
maintain a challenge. Otherwise, Stronghold
offers a new perspective to players of SSI's
other AD&D products and is highly recom-
mended. cew
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KEVIN DESIGNED A GAME WITH 56 T0OLS, 1=
PUZZLES, AND THOUSANDS OF POSSIBLE SlllTIllNS.

KEVIN'S GOT WAY T€&S MUGH TIME N HIS HANDS.

The Even More Incredible Machine. Even teeter-totters 0 form mode so you can create your own
more incredible than the original. We're shoot some puzzles and drive your friends
talkin® Computer Game Review’s hoops, pop crazy. Just like Kevin did to you.
@ “Puzzle Game of the Year.” It's our some balloons, Kevin's crossed that fine line between
A Latest puzzle contraption game for or fill some buckets. Before you know i, genius and insanity. Why not join him?

the obsessive-compulsive lurking within you.  you're spending hours shooting goldfish,

It starts off innocently enough. Creating  pushing cats off cliffs,

even more
THE INCREDIBLE

elaborate contrap- and feeding litle men to alli-

gators. Yes, alligators.

And as if that’s not enough, there’s over “c“ """“E

70 new puzzles, 11 new tools, and a [ree

tions by rigging

conveyer belts,

bellows, and =
Available at retail for
IBM / compatibles, Windows, Macintosh.
$19.95 updates for registered owners,
Call 1-800-757-7707

DDynammix:

PART OF THE SIERRA FAMILY
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YOUR BELLY TANK IS ON FIRE.
YOUR RADIO IS GONE.
YOUR AIR FIELD IS 135 MILES AWAY.
GODSPEED.
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FLY ALL NEW AIR-TO-GROUND
MISSIONS, TAKE OUT ENEMY
BRIDGES, AND STRAFE
ARMORED VEHICLES. FACE OFF
AGAINST FAMOUS WWII ACES
SUCH AS ADOLF GALLAND AND
HuB ZEMKE.

SDAR THROUGH

FLAK-FILLED SKIES IN
THE COCKPIT OF YOUR
SUPERMARINE
SPITFIRE. OR ONE OF
15 OTHER AIRCRAFT
FROM THE INFAMOUS
SECOND WORLD WAR.

Forces Acting on /\
an Airplane | ‘ Lift

Thrust

SHIPS BURN IN THE
WATER. OlIL DRUMS
BLOW ON THE HORIZON.
YOU'RE FLYING FOR THE
BRrRITISH RAF ONE DAY.
THE GERMAN
LUFTWAFFE, THE NEXT.

———
Dypais

AVAILABLE AT RETAIL FOR IBM / COMPATIBLES.
OR CALL 1-800-787-7707.

ACES OVER EUROPE

THE LATEST IN THE GREAT WAR PLANES SERIES.

— Ty
DDynarnix:

PART OF THE SIERRA FAMILY
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EXCELLENCE

FRONT PAGE SPORTS

IT’S MINUS 25 DEGREES
WINDS ARE HOWLING AT 45

MPH

AND THERE’S TWELVE FEET
OF SNOW ON THE GROUND.

FOOTBALL ANYONE?

That's right. Football. Yeah, in this
weather. What are you a wimp? This
is how football was meant to be
played.

§ Front

8 Page

Sports:

| Football

i = | Prois the
real thing. For the die-hard fan who
lives for Sunday afternoons and
can’t stand the thought

whole season with real
NFL rosters and stats.

You're in charge.

your team, call the
plays, and watch your
players spin, flip, dive

and risk career-ending
You're the coach so S injuries.
you control everything,
from designing your Front Page Sports: Football Pro.
own plays to signing So real, you'll wish you were
free agents and wearing a helmet.
making trades.

There’s even a college draft! Sub in
and out whenever you want. Design

of the off-season.

You're not just coach for
aday. You run the
whole league for the

uniform colors.

This is your chance to
prove you can coach
your way out of a
paper bag. So pick

[BALLP

Available at retail for IBM/compatibles.
Or call 1-800-757-7707.

Dfficially licensed product of the NFL Players Associaton

DDynarrix:
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Little White Houses
For Grue And Me

Activision’s Return to Zork

by Charles Ardai

the woods that adventure gamers know

well. Unlike Robert Frost, they do nor
know “whose woods these are”™—or whose
house, for that matter, standing there all
boarded up and abandoned. Whart they do
know is who the Great Underground Empire
located beneath the house chon s to. It be-
longs to all the creatures of the nig%lrwho lurk
in its dark tunnels and caves; it belongs to the
Flatheads, lords and rulers of the t:’[:n-m{ of
Zork; it belongs to Marc Blank and Dave
Lebling, the “great implementers” of Info-
com who dreamt up the original Zork trilo
more than a decade ago; anﬁ it belongs to all
the adventurers who have played the Zork
games over the years, painting wondrous
scenes in their minds ro illustrate the words
Blank and Lebling put on the screen.

In attempring to revive and modernize
Zork, Activision is treading on sacred ground.
It’s a lircle bir like daring to remake Casab-
lanca—or worse, since what Activision has
undertaken is no mere remake. Return to Zork
utterly transforms the most famous of Info-
com’s all-text universes, turning it into a cine-
matic showcase for curting-edge graphics and
sound. There’s hardly any text at all in the

me, which is sure to make diehard Infocom

ns cringe; and the parserless, point-and-
click interface resembles the latest offerings
from Tsunami or Sierra much more than it
does the classics from Infocom. Gamers have
had every reason over the past several months,
since advertisements for Return to Zork
started appearing, to wonder whether Activi-
sion’s wholesale renovation of their favorite

fantasy world would render it unrecogniz-
able,

Thcre is a white house in the middle of

November 1993

The designers, aware of these concerns, de-
vised an ingenious and satisfying manner to
allay them in the very first scene of the game.
Contrary to expectations, Return to Zork
opens with white text on a black background,
just as an Infocom game should. Nor is it just
any text—it's text lifted straight from rthe
opening of Zork I. A few scconds after the rext
appears, a full-screen image fades in behind
it: the white house where the Zork legend
began, drawn with such fidclity to the original
description that no old-time gamer (_‘Olllg fail
to recognize it.

The rext fades out shortly thereafter, never
to return, but the point has been made: the
writers behind Return to Zork haven’t lost
touch with their roots. Gamers who have
been worried can rest assured thar the Zork
legacy is in good hands.

What of those gamers who are new to Zork,
the graphics-hungry generation to which Re-
turn to Zorkis presumably intended to appeal?
They ger their fix in the opening scene as well.
After a moment, when the house starts to
rotate, one realizes thar the image is not static
and flat, as in a conventional
graphic advenrure, but a de-
tailed, three-dimensional
rcndcring around which the
is able to swoop
and glide, as in the best
scenes from The 7th Guest.

Following a bit of business
suggesting a magical abduc-
tion (giving the designers a
chance to show off a sample
of the full-motion video and
spoken-word audio  em-

loyed to capture the human actors), one is
E:ﬁ soaring over a fractal-rich landscape while
the soundtrack throbs ominously and Holly-
wood-style credits roll.

It’s a stunning opening sequence, on par
with the opening of King’s Quest VI, and it is
sure to win even reluctant players over. By the
time players land at the mountain pass where
the game begins, they are ready to be raken
on a fantastic ride. What follows is only occa-
sionally fantastic, but when it falls shorr it is
never the video or audio thar is ar faule. The
designers could stand to hone their storytel-
ling and puzzle-writing skills, as well as their
game engine—bur as for the game’s multime-
dia rendering, producer Eddie Dombrower
and his crew have pulled off a performance
thar leaves its competitors far l:uerlind.

Where Have All

The Flowers Gone?

The game is divided into three sections.
First, for a few screens, one finds oneselfon a
mountain by a river; then, for a few more, in
what remains of a town; and finally, for most
of the game, in the Grear Underground Em-
pire itself. The dominanr characteristic of all
three sections is emptiness: though one meets
characters here and there, the bulk of the
locations are deserted. This is maore disturb-
ing than it sounds, since according to the
storyline the player goes to Zork expecting to
find a ﬂuurisEing community.

The player’s task is to find out what is goin
on. The town of West Shanbar has vanishcnﬁ
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the Road to the South has become a pestilen-
tial No Man’s Land, the “Valley of IEIC Spar-
rows” has turned into the “Valley of the
Vultures,” and someane called Morphius has
been terrorizing the few souls who are left by
invading their dreams. Only a fearless and
resourceful explorer—hardy enough to wield
a sword, dogged enough to map mazes, and
clever enough to solve puzzles—will get pase
all the obstacles and uncover the land’s se-
crets.

As in carlier Zork games, the storyline
here is often incidental to the goings-on.
One spends most of the time dealing
with the random obsracles laid in one's
path, which can usually be overcome by
making clever use of'ytl'.c objects one
finds :lTuug the way. A simple example:
there are quite a few locked doors in the
eame, certainly more than there are
keys. So, other objects have to be pressed
into service.

Other puzzles include standoffs the
player has to end, such as onc between a
blind archer and a petulant, frisky fairy
(played by the apdy named Robin
Lively) who is pelting him wirh acorns; and
“relationship” puzzles which involve figuring
out how ro get certain characters (a staggering
lush played by Harold Smith, a timorous waif
played by Edan Gross) to part with objects in
their possession. There are interlocked puz-
zles that the player has to solve in sequence,
and one even encounters a few rraditional
puzzles, hearkening back to the likes of the
treasure room maze in Zork HE a sliding-tile
puzzle, two mazes, a boardgame, and two pop
quizzes on GUE trivia.

Aside from some special interfaces for these
“puzzle” puzzles, one interacts with the game
in fairly conventional point-and-click fash-
ion. One moves around by clicking on direc-
tional arrows that appear when the cursor
passes along the border of a screen. One
handles objects on the screen or in one’s
inventory by clicking on them and then se-
lecting from the menus of action icons that
appear; which icons appear depends on the
situation. For instance, clicking on a whistle
by itself will produce, among other icons,
“blow” and “examine.” Clicking the whistle
on the cow will produce, among others, “feed
whistle to cow” and “throw whistle ar cow.”
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More gcncr:]] command icons,
including “save,” “restore” and
“look at map,” hide just off
screen along with one’s inven-
tory, ready to be called up by
clicking on any blank portion
of the screen.

If the game's system of select-
ing icons from nested menus is
not entirely comfortable, it is
less because it is novel than
because the designers define
their commands in counterin-
tuitive ways. One must “pick
up” an object before one can
use it, even if it is in one’s inventory; if one
invokes the “use” icon, one is given the
choices “pick up,” “drop” and “examine.”
Consequentially, one finds onesclf “using”
objecrs and then “picking them up.” To fur-
ther confuse matters, “picking up” an object
is not the same as “putting it in one’s inven-
tory"—the latrer requires a separace step.

According to Activision, these arce deliber-
ate choices made with the intenrion of mim-

icking the feel of a rext adventure; but, delib-
erate or not, one cannot escape the feeling
that they could have been berrer thought out.
The fact is that no icon-driven interface, how-
ever complicated, can replicare a text parser.
I can’t count the number of rimes I wanted
to type in a command thar was not on my
menu of options: one finds a box but is not
allowed to “open” it, one finds a frame with
buttons but cannot “push” them, and so on.
Failing to offer the depth of a rext-based
parser, Return to Zork’s interface regrerrably
also loses the to-simple-but-
agrecably-intuitive quality of,
say, Sierra’s icon-driven sys-
tem. It's the old story about
trying to sit on two stools and
falling in between: the intent
was commendable, but the
execution leaves much o be
desired.,

Similarly excessive is the
complexity associated  with
movement which stems from
Activision's ambitious attempt
to simulate a three-dimen-
sional environment. Each loca-

tion in the game has up to four “views”
associated with it: at the location, facing for-
ward; at the location, facing in the opposite
direction; at a distance from rthe locarion,
facing it; and at a similar distance, facing ir
from the other direction. Nor all “exit” path-
ways are visible from all four views, meaning
that one has to treat each view as a separate
location. The main problem with doing so is
that it makes mapping the game a real head-
ache.

Tripping the player up further is the fact
that movemenr within mazes is different
from movemenr elsewhere in the game. In
general, clicking on a left-pointing arrow
means “go left.” In a maze it means “pivot o
face left.” One is not warned of this distine-
tion, however, resulting in much unpleasant
fumbling when the player finally gets to the
mazes.

The third way the player interacts with the
rame (after using objects and moving) is by
hukling conversations with the characrers he
meets. In conversation, one is supposed o be
able to influence the path one’s discussions
take by clicking on the emotion icons
(fascinated, bored, threatening, apolo-
getic) that appear on the si(k: of the
screen. Unfortunately, in the interest of
realism, the designers deliberately do
not have the characters stop talking o
wait for the player’s input—one just
has to jump in and hope for the best.
In some cases the icon one sclects only
alters the conversation by a few words;
in many it has no effectatall. Alas, one
is never sure that this isn't one’s own
faule: one might have sclected the
wrong icon or clicked on the right one,
bur at the wrong instant. So, one trics
again, and again,

In time, one realizes that there just aren’t
that many different conversations in the
game; much of the time, one can click all one
wants and still never get a character o say
anything substanrially different. In the proc-
ess of learning this, however, onc ends up
sitting through every conversation four or five
times. No matter how exciting one finds the
prospect of watching human actors in a com-
puter game, and no matter how good the
actors are (most here are excellent), four or
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not all that sparkling even the first rime
around.

None of the above makes Return to Zork
unplayable, but the gameplay is less smooth,
and the learning curve somewhat steeper,
than one would ideally want it to be. Return
to Zork takes some getting used to. Because of
the game’s good qualities it’s worth it, but
players should be prepared to invest some
time in the process.

Zork, Sweet Zork

The new look of the Great Underground
Empire also takes some getting used ro.
Gone, for the most part, are the dank caverns
and convincingly subterrancan settings of the
original. In their place is a mixture of, on one
hand, semi-Tolkienesque outdoor scenes
and, on the other, florescent light-strips,
modern furnishings, and giant signs saying
things like “Welcome To The New West
Shanbar.”

The player’s first clue that things are going
to be different is thac he starts the game in
possession of a Polaroid camera, a pocket tape
recorder, and a box of matches from
“Chuckle’s Comedy Club.” The camera and
tape recorder are really just convenient ways
to let the player keep track of where he has
been and what he has heard, bur they ser an
unexpectedly modern  tone that persists
throughout the game.

Mixed in with the usual ruins, forests and
wooden buildings are an armorer whose sign
includes a laser-sighted rifle, an inn which
looks more like a Holiday Inn than anything
that belongs in Zork, and a trailer with a

Puage 78

refrigerator, oven and running water. The

comedy club, when one
reaches ir, looks just like the
Improv, complete with brick
walls, stand-up microphone,
and parrons in modern arrire.

The gag value of cach of
these scenes is considerable,
but the net impact of so many
anachronisms packed into a
small space is somewhat disap-
pointing. Again, the designers
are tying to straddle two
horses: they don’t want to give
up Zork’s traditional fairies,
trolls and dwarves, but they see
no harm in repeatedly breaking the illusion
with modern references and settings. Maybe
other gamers will mind less than 1 did; |
found the “anything we want o throw in”
tone disorienting. It is hard enough to im-
merse oneself in a fiction unfolding on a
computer screen without the added distrac-
tion of a milicu that shifts from Mid-
dle Earth ro Middle America and
back again in the blink of an eye.

Adding to the sense of disoricnta-
tion is the confused storyline which
continually leaves the player won-
dering just what he is doing. Is the
game about finding Morphius? [s it
about figuring out what happened
during the much-talked-about Great
Diffusion of magic? Is it about find-
ing “Rooper,” the fellow whose
sweepstakes mailing is what lures the
player to Zork in the first place? Is it
about the disappearance of West
Shanbar? Is it about none ol these
things? All of them? Some? Which?

The answer, I think, is “all of
them,” which is example number
three of Activision trying to do too
many things and ending up with a
muddle. If ever a game would have
benefited from some judicious par-
ing down, this is the one. Yet what a
gorgeous muddle ic is! For all the
criticism the game merits, and for all
its oddities and excesses, Return to
Zork persists, scene after scene, in
satisfying the gamer, largely because
of irs extraordinary effects.

The mix of digitized backgrounds, fore-
ground action cither com-
puter-rendered or videoraped,
full-motion video sequences,
and genuinely thrilling com-
puter-generated “movie”
scenes will leave the most jaded
player breathless. One’s climb
down the Cliffs of Depression,
one's boat ride to East Shanbar,
and even such simple sequences
as one’s trip across a gift shop
to get to the cash regisrer arc all
exquisitely rendered.

First-rate actors lend their

hand to the process as well. Though none
except the prating Wizard ‘Trembyle (Will
McAllister) has more than a handful of lines,
all do a creditable job of bringing their char-
acters to life. Michelle Dahler is a ine witch,
with a hint of Sigourney Weaver about her;
A.J. Langer plays Rebecca Snoot, one of the
good guys, with the role’s requisite spunk and
(mild) sexiness; Jojo Marr does a fine job as
the peculiar, scruffy Canuck; and Howard
Mann lends some welcome comic relief with
his turn as the garrulous Lighthouse Keeper.
There are plenty more, all of them fine, ex-
cept semi-celebrity Jason (The Wonder Years)
Hervey who plays the part of a troll in a scene
TV Guide properly singled out as embarrass-
ing.

Beyond Zork

The eood news: Return to Zork is not bad.
It’s a tlawed game full of grear visual mo-
ments, well worth the arrention of anyone

who wants to see what the future of compurer
gaming looks like. If the Zork legend had o
rest on this game alone, there probably
wouldn’t be any Zork legend; but as an addi-
tion to the series, Return to Zorkis more than
satisfacrory.

The better news: Activision is still working
on their design, their technology and their
interface. They are learning from their mis-
takes and refining their successes, so that their
next Infocom game should be even better.

The best news: their next Infocom game is
going to be a sequel o Pfrmef(?fﬂ. I'd predict
that with Steve Meretzky calling the shots,
that’s going to be one 1o sce. cew

|
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owdy! You're the feller what took over
the old Sim homestead, aren’t ya?
Well, I've seen 'em come and go.
Seems like some city slic...I mean sophisti-
cated urbanite like yoursell is always coming
out here to try their hand at farming. Come
on in and I'll try to give you an idea of what
SimFarming is all about. Get off that chair,
Freddy! Don’t mind the hog, have a seat.
First off, you need to understand that farm-
ing ain’t no dag-blasted hobby. It’s all about
money. You don’t have any chew on you do
ya? [ didn’c think so. Like I was saying, it's all
abour money. You starr our with $40,000
dollars, a homestead and nine plots of land.
That's when you design your own. There's
another way to ger .t:mrn:({:md that’s ro take
over one of the eight farm see-narios that're
already up and running—from an apple or-
chard in Washington State to a cattle feedlor
in Michigan to waves of amber grain in Towa.
But the best way to learn farming is to start
from the ground up. There’s a saying around
these parts: “Teach a man to fish and you just
might ruin him for farming.” Freddy, 1 can
hear you trying to get into that cookie jar! Can

you believe that dad-burned hog?

Now, whar you want to do is make money
by growing crops and livestock. “So what's
the first thing I should do?” you’re probley
asking. Well, you're going to need equipment
to farm your land, so you should buy a tractor.
And you need something for the tractor to
pull so you'd better buy a plow and a planter
and especially a sprayer. You're going to be
doing a lot of spraying, let me tell you. Do
you like to spray? Wuh. that's good because
you're going to be doing a lot of it. Fact
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by Randall Black

is, sometimes it seems like that’s all you end
up doing in SimFarm. But there’s enough
other stuff to keep it purty interesting.

Now let’s see what else you're going to
need. Well, you've got to harvest your crops
so you'd berter ger a harvester, a truck and a
trafler. That's the minimum  equipment
you'll need to ger a crop in the ground and
ger it harvested. Once you've boughr all thar,
you can turn off the “autolease” option.
That’s a bunch of fellers from town who'll
come and do the wark for ya if you don’t have
the equipment to do it yourself. Bur they
chargea E}[ of money and farming is all about
money. Did | say thar?

Now, if you leave your equipment out in
the rain, it’s going to rust. So you'd better buy
yourselfashed. While you'reat it, get yourself
a couple of silos to store your crops. If you
don’t have silos, you can’t store whatever
you've growed, and that means you have to
take whatever price the dag-blasted com-
modities marker in Chicago says your corn or
romatoes or sorghum is worth on the day it’s
harvested. You're going to find our thar the
price you get for your crops makes all the
difference between makin™ a go of it and
having the tax man come and yank your land
right out from under you. So buy some silos.
That gives you a little time to think abour
how much they're offering and how much
you want to get.

Now you're just about ready to plant your
first crop. If you were smart, you'd put your
sheds and the like off to the side, maybe near
your homestead, so as they don’t take up
good ground thar can be pur into production.
A big part of making your farm productive is
laying it out right. You may of noriced that
your land is covered with rocks
and trees. Before you can plant
you're going to have to bulldoze
them. Unless, of course, you set
your options for “autodoze.” In
that case you can plunk down a
crop without worrying about
rocks and trees. But then there’s
those that like to do it themselves.

The nexc thing to do is click
your mouse on the plant icon and

he Best Game
On American Soil

An Old Hand Jaws About
Maxis’ SimFarm, SimCity ‘s Country Cousin

drag it aver to the crop you want ro planc. I'm
partial to strawberries, but you can make
money on just about anything. It's real im-
portant that you plop down your crop in a
spot that gives you a little bit of elbow room
around the edges for roads and irrigation
ditches. The minute you plant a crop, your
problems start. Nobody said farming was
easy. There’s a pretty good chance you're
going to see a picture of a wave on one corner
of your field. That’s bad. Unless you and

Annerte Funicello plan o go surfing, you've
got ro get rid of that wave. [t means your crop
is being flooded. The best way to do thac is
click on the picture of an irrigation ditch and
run a line of trench around one edge of this
field ro drain it. The best place to put irriga-
tion ditches is on the right side or the top or
bottom of a field "cause you want to leave the
left side available for a road. 1f your farm is in
a dry climate, you should hook up your irri-
gation ditches to a windmill or a water pump
that you put in next to a river or lake. Figger-
ing out how to connect up all your irrigation
ditches can be a right interesting puzzle—
kind of like hooking up clectricity in SimCiry.
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Sil‘l‘lFarm crops is real important 'cause it you
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don’t, your going to wear out your machinery
faster. So click on the dirt road icon and run
a stretch up the left side of your field and
connect it to the shed where your equipment
is stored. Just between you and me, the farm
hands that operate your machinery are
dumber than possums. They'll drive :1?{ over
tarnation looking for a road, and half the rime
they can’t figure out how to get around a
durned silo and end up wearing out your
tractor. But then again look at what your
payin’ them: room and board and all the
clectrons they can eat. Nobody said Sims
Were Smart.

By now the irrigation ditches should have
gotten rid of the wave, bur there will still be
a picture of fertilizer sirring smack dab on
your field. That means the soil qualiry is poor
and you need to spray your ﬁ;]ld with ferril-
izer. Do you like to spray? Here's your
chance. Click on the spray button, drag over
to the fertilize option and let go. Your pointer
now looks like a spray can and any field you
click on will receive a dousing of the very best
clectronic manure money can buy. You'll
norice that your tractor will pull the sprayer

back and forth across the field real fast and
then head back to the shed. Did I tell you ro
click on the hand icon and move all your
equipment into the shed yet? Oh well, a little
rust gives machinery that quaint, rustic look
50 l)c[fuvcd by city sl...sophisticated urbanites.
You can also make the soil more fertile by
rotating your crops. No, I don’t mean going
our and twirling your sugar beets. I mean
planting different stuff, like soy beans, every
few harvests.

Okay, now your crop is growing. You
might want to check on how it’s doing by
clifl;ing on the magnifying glass and then
putting it on the field and clric <ing again, Up
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|mps your crop’s rime line with gauges at the
hottom  showing how it's doing vis-a-vis
pests, weeds, disease, water and soil qualiry.
You didn’t think a clod hopper like me could
use a phrase like vis-a-vis in a sentence, bur
there’s a lot of things you don’t know about
us Sims, Depending on the kind of crop you
selected to plant, aiout now you should be
seeing some problems with pests or weeds or
disease. There are a couple of ways to get your
crops sprayed. One way is to just click on the
spray you want and then on the field you
want sprayed. Another way is to go into the
crop’s timeline and set up a stit:du]e for
spraying ahcad of time, but golly if that ain’t
tedious!

But there’s still another way to spray. When
your farm gets big and the town has growed
enough to get an airport, you can buy a crop
duster airpﬁmc. You buy fuel and whatever
kind of spray you want to put on your crops
and then you fly it yoursun using your key-
board. As a flight simulator, it’s pretty primi-
tive, bur the first few flights are fun cause you
have to worry about running out of gas and
not crashing. Don’t tell my wife, but I had a
good time crashin’ crop dusters into different
stuff, just to see what happened. I blew up the
town real good! Once you ger the hang of it,
though, spraying with the crop duster gets to
be as much of a chore as any other way of
spraying,

It's a darn shame there ain’t no “autospray”
option "cause a body can sure get tired of it.
Seems like whart really keeps a person from
buyin’ lots more land and puttin’ in lots more
crops is knowin’ that he’s gonna have to spray
it :1|]|. Heck, once my farm got big enough, I'd
even be willin’ to pay a percentage of the crop
on cach acre of land that was being sprayed
for me, sorta like hiring a manager or a share-
cropper. Maybe the folks what dreamed up
this game mighr consider it.

Once you've planted the right kind of crop
and irrigated and sprayed, there’s a good
chance the harvest will come in with a “high”
or at least “fair” quality, and now we're talk-
ing pay dirt. If a crop is poor, you'll still make
alittle money, but iFit’s bad, you’re not going
o get didcﬁey squat. To make any real
money, you have (o keep an eye on the com-
modities market. You can store your harvest
and wair unil the price for a particular crop
roes up, or you can do something called a
!fulurcs contract where you lock in a price
while the crop is still in the field. A big part
of SimFarming turns out to be checkin’ prices
all the time, and it would be nice to have a
“business page” or a “broker” option thar
would let you know when the price for pea-
nuts or almonds or apples or whichever O}rhc
24 crops has reached a high price. Still, it’s
not a big problem.

You can borrow money if you don’t mind
payin’ some goll-durned banker 15% inter-
est. But be careful that you make your loan
payments and pay your taxes ‘cause those

sons-of-guns will sell your assets, and even
your land, and thart’s after they’ve blowed up
all the buildings on it. When you do manage
to pay raxces, rEe rown will grow and you ger
to vote on whether you want the Sims to put
in residential or commercial districts or
maybe a fairgrounds or airport. When you do
real good, your homestead gets fixed up and
you get to see a cow with fruit on her head do
a little dance, which is something I hadn’t
personally never seen until that implement
convention in I'resno,

Once you get a little money, you can uy
your hand at raising cows, sheep, pigs or
horses. You build a corral and putin fccg and

water troughs, which are kepe full if you have
awater tower. Keep em fed and warered until
they're big enough to have babies—thar’s
when the real money starts rollin® in, least-
ways that’s what I hear. Livestock are dumber
than farm hands, so don’t be shy about piling
on the feed. Before they can eator drink, they
have to run smack into food and water and
they move so randomly thata horse looks like
a Brownie-in-mortion. Livestock ear less and
do better if they have a barn to go in. If they
run out of food or water, warch our. 'I'hey'?!
break down your fences and run through
your fields, eatin’ up big patches and gettin’
run over by farm implements.

Well, I've got chores to do so you're on your
own, neighbor. It’s not perfect, but learning
how to SimFarmis alot of fun. The manual’s
a humdinger, real top shelf, with plenty of
advice and just the right amount of jokes.
And somebody took a lot of time making
SimIFarm ook real purty. Sometimes it seems
like you can almost smell the gladiolus
blooming. You'll appreciate the sound ef-
fects, especially if you know what a real pig
sounds like, isn’t that right, Freddy? eaw

EOCIENEE
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For IBM PC and TANDY compatibles. Supports EGA/VGA/SVGA graphics.  SRP $49.95  Made in USA.

UHveil the
mysteries of
your future.

The stars may have a clue about your destiny. Seek your fortune in the Tarot card room. ? ﬁ ?

I.et Rosemary
be your personal
computer advisor.

. - . . . Villa Crespo
Vivid, animated SVGA, VGA. and EGA graphics.  Available at Software Sellers Everywhere! Villa Crespo Software, Inc. Software
Display, print, and save past, present, :m(_i future  For more information. call 1-708-433-0500 1725 McGovern Street, ©1993 Villa Crespo Softwaze. I
predictions. Digitized speech and music with  or fax 1-708-433-1485, Highland Park, IL. 60033, : n,uu:’.m.?..‘m&m;}:é' i
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COCKPIT

Power Tools
For Pilots

Organizing Your Flight Simulator Workspace

fyou're like me, a die-hard Flight Simula-

tor 4 fanatic, then you probably own a

horde of add-on accessorices for the prod-
uct. Aéreraft and Scenery Designer (ASD), Air-
craft and Adventure Factory (AAF), a bunch of
scenery packages, scenery utilities and tons of
flight adventures-—-in total, over 50 megabyres
of files--overpopulate my hard drive real es-
tate. Organizing this much data can be a real
bear: Either you stuff everything into one
dircctory, or you try to organize it through
multiple directories. In either case, locating a
specific file or group of files can be quite a
cimrc. What we need is a utility that
will organize all of our F54 files and
free up some hard disk space.

The folks ar Mallard Software, who
happen to produce most of these <S4
add-ons, have developed a good solu-
tion for managing scenery, aircraft,
adventures and other associated FS4
files. The package is called Pilor’s
Power Tools (PPT), and it includes file
management utilities, ASD utilities,
AAF utilities, and the Mallard Flight
Plannerwhich has been previously re-
leased as a stand-alone package.

Zippidy Do Dahs

PPT uses PKWare’s ’KZip file compres-
sion utility to group and compress files into
packages that are easier ro manage. PPT will
keep track of the files and will allow access
and exccution of any program within a
“zipped,” or compressed, file. For example,
you could “zip” the entire directory contain-
ing Mallard’s Japan Sceneryand view the con-
tents of the zipped file within 727 You could
then tell PPT o run Flight Simulatorwith the
selected zip file. PPT will unzip the needed
files, then load and run Hight Simulater with
the selected scenery. When you're done fly-
ing, PP Twill rezip the scenery files and delete
the uncompressed files. And you're nor lim-
ited to just one file; a group of zip files can be
selecred and launched with /54, So you could
select the San Diego, Los Angeles and San
Francisco scenery files, uncompress and load
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by Timothy Trimble

the three files, and then fly from Mexico to
The Bay.

ASD Utilities

PPT also provides a set of udlities and
reports for use with Airerafi and Seenery De-
signer. Reports can be generared thar will lisc
;1|f of the navigational aids within a specific
scenery file. Another report will show rhe
coordinates, radius and all of the navigational
aids. The navigational aids include informa-
tion on all of the runways, VORs and NDBs.
Another report will show the amount of over-

Pilot's Power Tools
Huin

- Flinht P

lap berween various scenery files. The udilities
will allow a scenery designer to change the
boundary radius and the center of a scenery
file. A graphic plor can be produced thar will
show a single scenery file or multiple scenery
files showing navigational aids and arcas of
overlap. This can Ec quite helpful for some-
one trying to trim down unnecessary territory
within a scenery file.

AAT Tools

Owners of the Aircrafi and Adventure Fac-
tory package will also enjoy a set of udilities
and reports. The reports are designed to assist
in “programming” adventures for £89. PPT
can generate a_cross-reference report that
shows a list of functions, variables, frequen-
cies and North/East coordinates that AAF is
using, and which lines of code the references
appear on. PP will also count the number
of labels that are being used by an adventure,
which is impartant ro track since AAF will
only allow 4000 labels for cach adventure.

New Generation Of Adventures

One of my favorite aspects of PP is its
ability to convert flight plans into adventures
for use with AAF. Using the Flight Planner
portion of PP7; an armchair pilot can create
a complete flight plan consisting of departure
point, waypoints, destination point, speed
and alticude en roure, and weather condi-
tions. PPT will then run chis flight plan
through the adventure generator that comes
with AAF The end result is an adventure in
which Air T'raffic Control will stay in touch
with the pilot and issue directions for
the planned flight. Deviation from the
“filed” flight plan will result in a scold-
ing from the controller unless the pilot
has requested permission to deviate.
The generated adventure allows for de-
viation, repetition of ATC instructions,
ATC radar check, and flight plan auto-

pilor.

Final Approach

PPTisa DOS-based program with its
own graphical interface. Tt requires a
minimum of 590K of available mem-
ory (more if it is going to be used as a shell for
loading Flight Simulator 4). All of the pro-
gram options are presented via pull-down
menus and pop-up windows; a mouse is pre-
ferred but not required.

Before PP, 1 don't know how | was able
to manage 50 megabytes of Flight Simulator
related files. 1 highly recommend it for any-
one who is suffering under the weight of their
Flight Sim fanacicism.

Until next time, this is the Timinator say-
ing, “Remember to turn your head before
spitting from an open cockpit biplane!”

For more information on Pilors Power
Tools, contact:

Mallard Software, Inc.

3207 Justin Rd.

Flower Mound, TX. 75028
(214) 539-3481 Vaice

(214) 539-6676 2400 baud BBS

cGw
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EVEN THE BEST EQUIPMENT NEEDS SOLID SUPPORT.

_ \ 16 bit, 44.1 KHz sompllng/playback a 20-voice Yamaha OPL3 stereo synthesis chip,
% sound-enhanced jumperless installation, and a bundle of multimedia fitles including MCS
\\ %‘\\ MusicRack, Screen Craze |l and ICON Hear-IT Lite. It's guaranteed 100% r N
%“\& SoundBlaster™ and Adlib® compaitible, and is the only 16bit sound board backed by Logitech’s Ll
reputafion for quality and service. Pick one up atyour local dealer, or call 1-800-732-2959. LOGTECH

™/® Trademarks belong fo thalr respactive owners The Senseware™ Company
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The Scorpion’s Tale is a warm and comfort-

able tavern of the mind, complete with a
cozy five of vibrant images. Our resident
storyteller “conjures up il luminating hints
about games, so if our geutft' readers eschew
hints, let them bewarel

0 West Young
Scorpial

Our Adventure Game Expert Ropes n’ Brands Freddy Pharkas

h, it’s autumn again, and none too

soon. That wasn't one of the better

summers around, and even Ired was
grumpier than usual (and that’s grumpy!).
But if you think the weather was bad, you
ain’t seen nothing undl you ke a litde wip
out west to Coarsegold, CA...now there’s a
place with problems!

Yessiree, buckaroos, it’s time for high jinks
and Lowe (very low) humor in the wild and
woolly west (the wild is provided by the jokes,
and the wool is provided by the sheep).
There's more adventure in being a fronrier
pharmacist than you ever imagined.

One thing to keep in mind is that the mouse
“hot spots” can be troublesome. Sometimes
you have to click on exactly the right spot to
get a reaction or accomplish something, If
you're sure you're trying the right thing but
nothing happens, move the cursor around
and keep trying.

Okay pardner, before rhin{;s start o ger
interesting, mosey on through the rown. It
helps to know where everything is, and noth-
ing much will happen until Freddy enters the
pharmacy, so take the time to learn your way
around. And remember the Golden Rule of
Adventuring: Snarf everything you can ger
your hot little hands on because you'll prob-
ably need it sooner or later.

So it's time to ger cracking., There’s not
much to say abour Act T of this saga. Freddy
just does his job, filling preseriprions. It is all
pretty simple—just look up the formulas in
the handbook. All right, it was simple unil
Madame showed up with that illegible pre-
scription (personally, |1 wouldn’t trust any
doctor who's drunk most of the time).

Better visit Docabourt this one, Freddy. But
ya still need ro read what he wrote down, and
Dac's no help there. Maybe there’s some way
you could sce things the way he does. (Had
your eyes checked lately, Freddy? Could be
you need glasses, ¢h?)

Hold on, you're not done yet. Check your
handbook on that stuff. Like 1 said before,
this docror isn’t the most trustworthy physi-
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cian around. Okay, now you can fix up Ma-
dame’s medicine.

By golly, it’s a busy day here at the phar-
macy. No sooner does Madame leave than
another customer waltzes in. No mixing this
time, though; off-the-rack stuft is what you
need here. (Freddy didlook over all his stock,
right?)

Uh-oh, here comes the Sheriff...and he just
closed down the pharmacy! Something sure
is rotten in the town of Coarsegold, and
Freddy’s gonna have to do something about
that "cuz no one else is.

Bur first it’s time for Freddy Pharkas, Fron-
tier Hero. You thought being put out of
business was bad? Hah! Act 11 opens with the
Deadly Equine Gas Actack...well, we know
where flatulence comes from, so let’s just
move right along here.

First thing Freddy-boy needs is a way to
breathe. He's not gonna last long in that
gas-saturated air. Check out that blacksmith’s
very carefully, and drop in on Mom’s, roo.

Now ya gotta make the antidore, and thar
requires a sample (the things a hero has o
do...and it doesn’t get any ?;r:rrcr from here
on). After that, just analyze the stuffand whip
up the right medicine. Be careful where you
putit, though. [ wouldn’t try stuffing itdown
a horse's throat.

Whew! Everyone can breathe casier now.
Good work, Freddy! Wair, what's thae?
Someone just came running in with dire
news: A snail stampede is heading right for
the town! You gorta head em off at the pass,
Freddy, or the whole place will be slimed!

What do we know about snails? Well, salt
would worl, but there’s none around. Noth-
ing you can brew up in the lab for this, either.
I tell ya, problems like this are enough to drive
a man to drink, or maybe even religion.

Okay, the snails are taken care of, but now
there’s that Indian (a real, from-India-type
Indian) you have to get off that anthill. This

uzzle is mere child’s play, and soon Freddy
Kas a devoted friend and assistant (optimistic,
our Freddy, taking on help when his store is
out of commission).

This is no time ro ke it casy, though,
‘cause there’s more problems ahead. All you
gotta sce is half the town lined up outside the
single outhouse to know it’s trouble on the
run (ahem). Good thing your handy hand-
book has just the solution. Remember this is
potent stuff, so make sure it’s watered down.

It’s been a busy day. Bet you're ready for a
good night’s sleep, ch? Forget it! You've got
more work to do—like putting out the hrc
before the pharmacy (and maybe the whole
rown) goes up in flames.

Now, being a smart pharmacist, you prob-
ably figured out that’s what the baking soda
is for, and you'd be right. But simply tossing
the sacks on the fire by hand isn’t gonna help
a whole lot. Using that method you can only
do one sack at a time. You'll have to dump
the load ar once, so get into the swing of
things and hop to it, because there isn’t much
time left.

After all thar excitement, Freddy's too
pumped up to sleep, and that’s only natural.
Hey, doesn’t Madame owe you a little some-
thing? This could be a good time to collect
on Tﬁ:ll’ debr.

So, the Big Boss, the person who's our ro
destroy the town, is gonna bring in some
heavy guns. That doesn’t sound too good,
Freddy, especially for you. It’s time to head
into Act 111, the Eig disguise extravaganza.

So whaddaya need? New clothes, a new ear,
a pair of six-guns...some ammo would help,
and them shootin’ irons could use a good

Computer Gaming World



Beat The NFL Coaches
At Their Own
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beomad raphial

Marv Levy. Jimmy Johnson. Bill Parcells. Chuck Knox. Marty Schottenheimer. Bill
Cowher. These are just a few of the sideline strategists waiting for you on the gridirons of
NFL Coaches Club™ Football, the most authentic football game ever created for the PC.

Each gameday, you'll go head-to-head against NFL coaches. Coaches that will be
cursing themselves as you create your own trick plays, bark out any of 80 offensive and

80 defensive plays, and hand-pick the players that will carry your team to the Super Bowl, ~ "®3 four Olun NFe team dynasty

This is NFL action so real you'll be scraping the mud from your face. You'll plow through
the trenches. Shake off bone-crunching tackles. Perform acrobatic catches. And choose
players based on true-to-life characteristics like blocking and coverage skills, height,
weight, and speed.

No other football game brings more to the playing field. Full 3-D field display lets you
view the action from every conceivable angle. Detailed instant replay function lets you
quickly analyze plays. And individual plays or entire games can be saved so you can view
your greatness (or learn from your mistakes!).

NFL Coaches Club™ Football from MicroProse. Your chance to learn from the best, Choose players based on
Then beat them at their own game. skills, size, and speed.
Hm‘.. i |_Tu get our free catalog, call 1-800-879-PLAY Mon.-Fri., 8:30 am-3:00 pm IFSI'_l
71— I or fill out the coupon and mail it to: MicroProse Software, Inc. I
21—\ I 180 Lakefront Drive » Dept. D10 # Hunt Valley, MD 21030-2245 I
ENTERTAINMENT o SOFTWARE |N |
ame: T
T
SERIOUSLY FUN SOFT\WARE | Addess |
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cleaning. Whittlin® Willy can give you some
advice—listen carefully ro what he says.

Ber Freddy's had his eyes on Mom’s pie for
awhile now. Maybe a “trade” of sorts could
be made here. Whar has no wheels and flies
around? (An old joke revamped just for this.)
That should do tlu‘ trick.

Don't forget to do a litde digging (this is a
grave matter, after all), and be sure to take a
souvenir, too, Gun practice can be easy or
hard (1 went for medium difficulty and did
okay), whichever you want, just 50 you get
through it.

All right, Freddy’s spiffed up, fancy outfit,
new ear, and all. It’s \hnwdm\*n time!

Well, nm ¢ llIl‘L yet, but at least ya made it

to Act IV. There’s a couple of things to take

care of hvlmr meeting the Boss, like that
cheating gambler in the saloon, for one.

Don't figure on a straight shoot-out with
this guy—you'll never make i it, Freddy. This
is where trick shots are berrer. Pur a little
bounce into your bullet, so to speak. Ya never
know what ya might bring down with it.

No sooner is Ace out of action than a bunch
of drunken cowboys decide to hurrah the
town. You nceded this, huh? Well, walking
out the front door isn'l the smartest move you

can make, unless you're looking for lead poi-
soning. Once more, you gotta be devious
(whi;:ﬁ reminds me, hu:n to the barber's
’\"L’t?)-

Good, that puts the cowboys out of action.
Hey, what's this? Yes! It's what you've been
waiting for—the gunslingers. No more fool-
ing .uoundr I hms real slap-leather time. And
just because it's clum- upasa shooting gallery
doesn’t mean it isn't serious. Blow rhg m var-
mints away!

Thar'll show the Boss that Freddy Pharkas
is no one ro fool with. Siill got that old
gunslinger touch, he does. Wair...coming up
the strecr...it’s (gasp) Kenny the Kid, the
same guy who sent Freddy to ';lr—I_\' retire-
ment way back when. Uh- “oh. Can our boy
handle this?

Not quite. Sorry Freddy, there goes that
other ear. And you got better rlunzbs ro do
than lie there in the street, bleeding to death
(you took everything from rthe bank box,
right?). Kenny let slip who the Boss is, so you
better skedaddle right on over there.

Onpx the Boss got the drop on you. Good
thing it's a one-shor gun; grab wmutlnnv
quick, and maybe you Il still’ have a chance.
Or maybe halfa chance, "cause now F reddy’s
down in the cellar, tied to a chair, and the
building’s about to go up in flames. Hey, after
everything else so far, this should be ecasy.
Righe?

Right! So don’t just sit there singing “Rock-
a-Bye Baby.” Ger a move on to cut those
ropes and vamoose before you're Freddy

lw.

What Do PC Jet Jockeys \"AT£=Tg) ard NEW PRODUCT
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Death Defying Maneuvers
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Pharkas, Frontier Fat Spot. Remember, every
cloud has a silver lining.

Finally, it’s just you and the Boss in a fair
fight. Well, kmd.l fair. What does a gun-
slinger know about swords? Not much, I'll
bet. (I have to admir, [ couldn’t get through
this one, even in easy mode, so | le.lmu.d
out and hypassed ir altogether, Perhaps you
can do betrer.)

And just after you win over the Boss, who
should sashay in but Kenny the Kid. There’s
no time to go looking for your guns; you'll
have to take him out another w ay. Poctic
justice, I call it

Yay! It’s done. You've saved the town,
cleaned up the bad guys, and you'll even have
customers again! Whew!

And that's abour it for now. Remember if

you need help with an adventure game, you
can reach me in the following ways:

On Delphi: stop by the GameSIG (under
the Groups & Clubs menu).

On GEnie: visit the Games Round1able
(type: Scorpia to reach the Games RT).

By US Mail (enclose a sclf-addressed,
\ldeLd envelope if you live in the United
States): Scorpia, PO Box 338, Gracie Station,
New York, NY 10028,

Until next time, happy adventuring! cew

The Mark Il WCS™
(Programmabile Throttle;
Also Allows you to
Program your Joystick)

T

FCS™ (Joystick)
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INTERACTIVE HORROR MOVIE

HERE NO ©ONE
RESTS IN PEACE.

Ii ks

Over 90 minutes of captivating
+video and an ariginal

gothic soundtrack draws you into
the center of the action.

Dracula is

back, driven by

revenge and a hunger for
human blood. Follow a

trail of vampire brides,
corpses, and wolf tracks
through the streets of London.
You direct the drama,
_suspense, and passion as

" you are drawn into a world of evil ; Over 150 riveting scenes propel
where every decision and action you you down multiple pathways
make is inextricably tied to the fates B © final confrontation:
of those you love. W '
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From the creators of
Sherlock Holmes.Consulting Detective™

_ -
T Unigue interactive
. experience that you've never
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encountered before.
U N L\E A SJH E Dmwm

VIACOM .

NEW MEDIA

Contact your local retailer or call 1-800-877-4266.

AVAILABLE ON CD-ROM FOR PC AND MAC
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inancial games have been popular since
the carly days of compurer gaming. |
have fond memories of spending hours
creating financial empires with such classic
games as Millionaire and Tycoon. In recent
years new entries in this ficld have been few
and far berween. Sure, a player could build a
railroad empire, build a city from scrarch, or
conquer the known universe, bur an updaced
financial simulation has nor been forthcom-
ing. Interplay’s new financial market simula-
tion, Rags to Riches, atctempts to fill that void.
The premise of the game is simple. The
player takes the role of a budding financial
genius fresh out of college who borrows
$200,000 from his parents t get into the
brokerage business. Starting with this meager
capital, the player can start to build his or her
financial empire.

The game offers a choice of two scenarios.
The first is that of the 1929 stock marker
crash. This allows the player to participate in
the giddy speculation and rtragic disaster thar
occu rrc.{|yi n that year. It's also a good scenario
for beginners since there are fewer variables
involved in the financial model. Players can
trade four of the hottest blue-chip stocks
from thar era: GE, AT&T, RCA and U.S.
Stecl.

The other choice is a modern-day environ-
ment. In this scenario, players trade portfolios
based on blue-chip stocks, bonds, oil and gold
futures. Not only is the pace much faster than
the 1929 scenario, but players can trade in
one of three world-wide financial markers:
New York, London and Tokyo.
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REVIEW

Go For The Green In Interplay’s
Rags fo Riches

by Ken Hill

Success cannot be had withour a
dedicated staff of professionals. The °
game provides the player with saaff |
members who will perform their du-
tiecs quickly and efficiently—for a
price. Hiring personnel involves a
call to your favorite head hunter;
he'll send his candidare for each pos-
sible opening on your payroll.

Six types of employees are avail-
able, the most imporant for the
budding J.P. Morgan being pit run-
ners. These fellows actually make the
transactions on the trading floor for
the firm. You cannot play the game
withourt pit runners, Secretaries are
needed to run your office and screen
or hold your phone calls if you can’t be
disturbed. Then, to keep on top of
your financial position, you can hire
an accountant. Having an accountant
on staff allows you to get an up-to-
the-minute financial statement for
your firm on demand. Apprentices
are needed, as well, to do some of the
mundane trading activities and allow
you to attract clients and additional
cash to your company. Finally, on the
seamier side of the business, you can
hire informants, who will keep you
up to date on your competitors and
the SEC, and lawyers, who can keep
you out of trouble if the SEC gets on
your case.

The interface for the game is nicely
designed. The main office screen pro-
vides access to all of your employees, trading
information, telephone and other important
objects. To use an object, such as the phone,
the player simply clicks on rhc‘plmne book to
select the number ro call and clicks on the
phone to be connected. There

informarion abour their performance. Click-
ing on the compurer screen will cycle through
the four types of securities available for rrad-
ing. The screen also shows the current price
of the security and information about the
player’s position in the market. A running
graph at the center of the screen shows the
daily price trend for this security. It's easy to
tell ac a glance how well this item is doing
today by checking out this line graph.

Clicking on the graph portion of the screen
takes you to :mmEcr full screen of informa-
tion abour that item. It shows a daily price
trend graph, a monthly trend graph, and a
graph showing the player’s current position
in that security. Information on the player’s
profits over the last 30 days (as compared to
the computer players) and his client base are
also avaiLthlc.

The game mechanics work in a way very
similar to life. You arrive ar your office ar 8
a.m. (or whenever you chose if you like a
relaxed lifestyle) after a good night of sleep.
Once in the office, you can take phone calls,
watch the newspaper and television news re-

: rts, eyeball the ticker, and
are also keyboard cquivalents — PORR SHORR HUSISIRREL

provided for every possible
command, but the interface is
clearly designed for the mouse.

The office screen is where the
major activities take place. The
heart of the operation is the
trading computer which allows
you to buy and sell the various
financial instruments and get

TITLE: Rags to Riches

PRICE: $59.95

SYSTEM: 1BM

REQUIREMENTS:  286-10MH2 or better, SVGANVGA
praphics, 15MB hard drive space

PROTECTION: None

DESIGNERS: Thomas R. Decker and R. Leigh Ardrey

PUBLISHER: Interplay Software

Trvine, CA
{714) 553-6670
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CHIPS & BITS inc.

FREE GAME WITH YOUR $75 ORDER*

Shipping to US,PR,AK,HI,APO & FPO $4 per order. Alr Mall to Canada $6 per order. Handling $1 per shipment.
2 Business Day Air US $6 per order; PR, HI 512 1st item + 52 ea. add'l; AK $19 18t Item + $2 ea. add'l. Handling $1 per shipment.

Europe, 5. America Alr Mall $19 1st Item + 56 ea. add'l. Asla, Australla, Africa, Alr Mall $25 1st item + S6 ea, add'l. Handling $1 per shipment.
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Acou Research P570 $319
Acou Research P622 5239
AdLib Sound Card $34
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Flight Stick Joystick 536
Flight Stick Pro Joystick $59
Game Card 3 Automatic $39
Labtec 105 Powr Speakr $21
Maxx Cobra Flightstick $54
Maxx Conltrol Yoke 854
Maxx Flighl Pedals $38
Media Concept £59
Pilot Control Stand 820
Pro Audio Spectrum 16 S159
Pro Audio Spectrm Plus$149
Rudder Pedals Driving  $39
Sound Blasler 16 ASP 3219
Sound Blaster Deluxe  $89
SBlastr Discovery CD 85399
SBlastr Discovry CD 1635469
SBlaster Edutainment 85448
SBlaster Edutainmnt 1655189
Sound Blaster Pro Dix 5129
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Sound Galaxy BX2 865
Sound Galaxy NX2 §79
Sound Galaxy NXPRO 5119
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Snd Galaxy Multimedia 5399
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Sound Machine 594
Thrustmaster FCS 859
Thrustmaster FCS Pro 599
Thrustmastr Game Card 527
Thrustmaster Rudder C5599
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Thunder Board 579
Thunder Board WIN 589
Video Blaster $349
Virtual Pilol 569
Voice Blaster 564

IBM CD ROM

12 Roads to Gettsyburg S48

7th Guest 554
7ih Gueslt 2:11th Hour 885
A Chrislmas Carol S18

Adv of Willie Beamish ~ $39
Aegis: Guardian of Fleet $54
Aesop's Multimdia Fable $30
Airworks Music Library  $34

Alone in the Dark S48
American Vista §52
Americans in Space 541
Atlas Pack |

Atlas of U.5. Presidenls $26
B17 w/ Silent Service 2 542
Backroad Racers 543
Barny Bear Goes School$23
Barny Bear Goes Space 523
Ballle Chess 546
Blue Force: Next of Kin 844
Bodyworks:Adv. Anatomy$52
Britannica Family Choice $64
Buzz Aldrin Race Space $59

California Travel 9
Campaign 335
Capstone CD Collection $45
Castles 2 S50
Chessmaster 3000 546
Conan s21

IBM CD ROM

Conquests Robin Hood 542
Crossword Cracker $50
Curse of Enchantia 526

Cyber Space 538
Day of the Tentacle 545
Desert Storm 532
Discoveries of the Deep $37
Don Quixote 524
Dracula 548
Dracula Unleashed 551
Dragon's Lair $36
Dune 554

EcoQuest Search Cetus $42
El Grito Del Jaguar WIN S46
Enc The Unready 536
European Racers 544
Eye ol the Beholder 3 S48
F15 Stike Egle 2 w/ B17 $44

Family Doctor 551
Fantasy Empires 538
Fascinalion WIN $39

Fally Bear's Funpack  $34
Fatly Bear World Games S44
Fally Bear B-Day Surpr $38
Gabliiins $30
Gaobliiing 2 30
Gofer's Winkel Advet  $29
Greal Cities World Vol 1 852
Great Cities World Vol 2 352
Gunship 2000 W/ Scen  S44

Guy Spy s29
Guy Spy Terror Deep 36
Hell Cab §52
Hi-Tech Aircraft 543
Impressionist Sources 549
Inca 42

Indy Jones Fale Altantis S52
Interactive Storylime V1 530
Interactive Storytime V2 $30
Interactive Storytime V3 $30

Iron Helix 560
Jack and the Beanstalk 534
Japanese Alive 5118
Jersey Devil 534
Jones In The Fast Lane $42
Jungle Book WIN $24
Jutland $52
King's Quest 5 WIN 542
King's Quest & 548
King's Ransom 538
Labyrinth $39
Laura Bow 2 S42

Learn lo Speak Spanish $64
Legend of Kyrandia $49
Library Art: Renaissance S80

Loom 539
Lord of the Rings §38
Last in Time 842

Lost Treasures Infocom $39
Lost Treasure Infocom 2 $29
Mammals 892
Mantis Exprimntal Fightr 545
Mario Teaches Typing 548

Microcosm 551
Mosaic Magic 534
Multimedia: Vivaldi WIN $34
Myst S64
Omar Sharil on Bridge S46
Oshkosk '92 $39
Phantasmagoria £59
Pilgrim Quesl 5684

Presidents:Start George $94
Putt Putt Goes to Moon 44
Putt Pult Joins Parade S48
Putt Putl's Funpack 534
Rebel Asault S44

Pl e ol 'SEAL - TEAM'

Treated as Cash. Most ltlems Shi
guaranteed. Check compalibility
with same product. Offer, price &

%pcd Same Day. Shipping t

‘MECHWARRIOR
2' Climb into one of
16 Battle Mechs
and prepare to set
yourimaginationon
fire You're
strapped into a
100-ton machine
that can annihilale
a squadron of
F-15s in a heart-
beat. And you're
aboul to battle your
way across the
planelary terrain
From ice to desert
to urban land. 842

‘A320 AIRBUS' is
a true pilot's flight
simulator. Startoul
as a trainee and go
through an inten-
sive program de-
signed to help you
understand the
laws of flight phys-
les and apply them
to actual flight ex-
perience. Features
authentic naviga-
tional system and
exact simulation of
actual A320 instru-
mentation, 844

Lock and load!
Relive the exploits
of the U.S. Navy
SEALs through 4
separate cam-
paigns with B0 real-
istic missions
based on actual
combat reports.
Callin Air, Gunboal,
& Gunship strikes.
Choose from 35 dif-
fterant pistols, rifles,
machines guns,
rackels, & grenade
launchers. 542

‘CH PRODUCTS -
FLIGHT STICK
PRO'isthe ullimate
battle stick for com-
puter pilots. Il can
aclivate radar, arm
& disarm weapons
and view your air-
craft without ever
removing  your
hand from the stick
The trigger & 3 fire
bultons gives you
full range of com-
bat while the view-
er gives you lolal
command,  $59

Visa & MC Accepted. GODs $6. Checks Held 4 Wooks. Moner' Orders

mes not
elore you buy. Delectives replaced

ility subjoct to ch
“SEL PAGE 8 FOR DETAILS
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Return of the Phantom  $42
Rodney's Funscreen 546
Secret Monkey Island  S39
Secret Weapn Luftwalfe S42
Shadow of the Comet 548
Shelly Duvall It Bird Kife 542

Sherlock Holmes 1 544
Sherlock Holmes 2 544
Sherlock Holmes 3 551
Shuttle 524
Sim Ant 348
Sim City S48
Sim Earth 548
Slater & Charlie 542
Software Toolworks Ref 579
Space Quest 4 $39
Spirit of Excalibur $32
Star Trek 25 Anniversary$46
Stellar 7 542
Street Atlas USA 5108
Stronghold 536

Talking Classic Tales  $60
Talking Jungle Safari 60
Team Yankee 2 529
U.S. Atlas 3.0 Multimdia $52
U.S. Atlas with Automap $64

U.S. President 53z
USA Wars: Civil War 532
Ultima 1-6 Bundle 559

Ultima Underworld 1 & 2 §52
Under a Killing Moon S48
Velveteen Rabbil Childm $58
Video Cube 845
Vitl Sign:Good Hellth Res$61
Wayzata World Fact Bok$32
Where in the World Dix 559
White Horse Child $29
Wing Commander DIx S48
W.Commander/Ulima 8 857

W.C. /7 Ullima UW 859
Winning Elections 583
Walt Pack §39
World Allas 58
World Vista $52

Wrath of the Demon $29

IBMSIMULATION

AT P Flight Simlator 2.0 $29

AT.AC 830
A10 Avenger 1893 S48
A320 Airbus 544
AH-64 Helicopter 546
Aces Over Europe 542

Aces Europe Mission 1 527
Aces Europe Mission 2 527

Aces of the Pacific 542
Aces Pacific Miss Disk 527
Aces of the Deep 542
Air Combat Classics $45
Air Duel 538
Air Warrior SVGA 535
Aircrait Scenery Design $35
AirportFacilities Dir 812
Allied Forces 59
Armour Geddon S32
Armoured Fist Sh2
Attack Pack 542
B17 Flying Fortress 539
Batlle Command 59
Birds of Prey $3z2
Blue Max Aces Great War$6
Car and Driver 526
Cardinal of the Kremlin S8
Coasler 832

Int’l 802-767-3033

IBM SIMULATION

Conquerar Multi Tank S6

Crash Course S8
Cyber Race S42
Das Boot Submarine S8
Delta V 548
Design Your Own RR 18
Elite Plus 519

Eye of the Storm Flt Sim 529
F117A Stealth Fighter 542
F15 Strike Eagle 1 s7
F15 Strke Eagle 2 315
F15 Strike Eagle 2 Scen $17
F15 Strike Eagle 3 Aces $52
F15 Strike Eagle Il 544
F19 Stealth Fighter 12
F40 Pursuit Simulator ~ $31
Faicon 3.0 548
Falcon 3 Scent 524
Falcon 3 Scen 2 Mig 29 533
Fleet Defender F14 548
Flight Simulator 4.0 542
Great Naval Battles 544
Great Nav Bat Amer All 521
Great Nav Bat Sup Ship $19
Great Nav Bat Scn Bulld $28
Gun Boat $33
Gunship s12
Gunship 2000 VGA 537
Gunship 2000 Scenario 524
Harrier Assault $32
Harrier Assault SVGA S48
Hawaiian Odyssey §16

Heatwave $6
Heroes of the 357th 515
HoverForce $31
Hyperspeed s12
Indy Car Racing 548
Infiltrator 2 528
Iron Helix S48
Japan Scenery Disk 518
Jel Fighter 2.0 839
Jet Fighter 2.0 Miss Disk$19
Jump Jel $39
Jump Jel Aces Pack 850
Killing Cloud 519

Knights of the Sky 529
Land Sea Air Trilogy s12
Land Sea Air Trilogy 2 $29

Life and Death sS19
Life and Death 2 524
Lightspeed g9

Mantis Experimental Fir 528
Mantis Exp Speech Pak $19
Maximum OverKill S44
Max Overkill Mission 1 S28
Max Overkill Mission 2 S28

Max Pac s19
Mechwarrior 2 542
MegaFortress 31z

Megafortress Misson 1 528
Megalortress Misson 2 526
MegaFortress Mega Pak 536

Miami Enforcer 539
Microsoft Flight Sim 5.0 $49
Mig 29 Fulcrum $32
New Facililies Locator  S18
Orhits 837
Pacific Stnke 852

Power Boat Simulator 539
PowerHits: BallleTech  $32
Power Palilics WIN 334

Privateer 552
Rapcon $29
Reach for the Skies $31
Red Baron VGA 536
Red Baron Mission Disk 524
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be ready when the marker opens ar 9 a.m.
During the day, prices of the sccurities go up
and down based on the events of the day. The
player can buy and sell by simply clicking the
suy or sell butrons on his office compurer. A
trusty pit runner will execure the order if
possible and inform the bass of the results.
The player can leave the office ar any time to
take an early lunch, go to the mall, grab a
newspaper, or hit the golf course. At 6 p.m.,
the alarm sounds, allowing the busy executive
to head home after a satisfying day.

So, how does the player know when to buy
and sell securities ro increase his profits? In
Rags to Riches, like real life, this is no sure way
to predicr the furure. Bur the game provides
hints and information in several forms. The
model for the game is clearly event driven,
and an asture rrader muse warch for signs that
might signal a rise or fall in the price ofa given
security.

First, there is the ticker. This constantly
moves across the top of the sereen when the
market is open. The informartion displayed
ranges from the very helpful to the extremely
silly, Next, there is the nlﬂ"mc television which
in the modern scenario can be runed ro any
one of four news channels which occasionally
flash bulletins that can affect the marker.
Also, you can go out on the street and pur-
chase a foreign or out-of-town newspaper.
Sometimes these articles can tip you off to
trends before they start to affect the marker.
Finally, you can talk to the insiders who
specialize in the four issues being traded.
Talking to insiders can be extremely reward-
ing, but players should be aware that they are
not always right, and many times different
informants will give conflicting information.
If you spend too much rime on the phone
with insiders, the SEC can ger suspicious and
start an investigation on your firm. The SEC
can fine you big bucks and even bar your firm
from trading in certain securities for a period
of time.

Players can take cither long or short posi-
tions. A long position is the standard way to
make money in the market. The player buys
a security and hopes the price goes up so the
shares can be sold later for a profit. A short
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osition is where the player sells shares
EL‘ doesn’t own and waits for the price
of the security to fall so he can tulfill
those obligations at a later date, In the
arly going, players will be forced to “go
short” because they simply don’t have
enough money to buy many shares.

Once you've started to carn money,
you can go to the mall and spend it on
useful and useless items to f{uunt your
wealth. Nothing is out of your reach:
expensive cars, newer and more elegant
offices, clectronic gadgets, vacation
homes, even sport ﬁ"anc[ﬁli:ics are avail-
able for a price. The scoring system in
the game actually wakes into considera-
tion how much conspicuous consumption
YOU INANAZe OVer your career.

The player needs ro be careful not to spend
huyomﬁ his or her means, because makin
money in this game is extremely difficult, and
keeping it is even harder. Game time
passes by quickly, and even at the slow-
est speed you must move fast to catch
the profitable trends. One bad decision
can put you out of business and out on
the street sleeping under a blanket of
newspapers, especially carly on. This is
nota game for the faint of heart or those
interested in a light simulation. To suc-
ceed in Rags to Riches, you must be
dedicated to the task and be willing to
spend plenty of time to learn the game.

Rags to Riches has all the supporrting
elements of a good game. The interface
is casy to use, and the screens are well-
drawn and colorful. The sound support
is top-notch with crisp music and excel-
lent voices (particularly the secretary
asking “Will you take a call please?”). The
documentation is good and even includes a
concise history of Wall Street. However, the
game doesn’t work as well as it should.

First, the game is entirely too long. It can
take several hours ro ger a game underway,
and to play an enrire year of game time (the
reccommended game length) can ke 40+
hours. There are many times, especially carly
in the game, when the player will spend an
entire day doing nothing excepr waiting for
the market. There are ways to waste time
quickly (like catching some sleep in your
office), but a weekly time scale might
have been used to pick up the pace of
the game and make it playable in an
L’\'inng or twao.

Also, the financial marketsimulation
might be too realistic. You can have a
hot tip from an insider, spot a news
flash on your office TV (not an casy
thing to do considering you have to be
on the right channel and be watching
it ins;w;u!r of some other part of rhe
screen) and still be wiped out because
a security did the opposite of what the
pundits predicted. Realistic, yes, bur it
makes for a frustrating game. The cas-

ual gamer can become frustraced (\uickl}‘ with
a game that is too hard to master despite their
best efforts.

While realistic in some ways, Rags to Riches
doesn’t have enough options to be a true
“financial marker simulation.” You can't, for
example, use margins to leverage a good long
position. Your initial stake of $200,000 is
wocfully small and to make big money
quickly (the kind you need to build a staffand
ger rolling in the game system) requires thac
you go short. This makes the 1929 scenario
very difficule because prices are going up in a
speculative bubble righ from the first day.
Interplay should have considered upping the
initia|| stake in the beginner h-_wf to
$1,000,000 or mare to help novice players ger
a better understanding of the system and
avoid the initial fruscration.

Clearly, the creators of the game walked a
fine line between “simulation™ and “game”
when working out the details of the Jc.sign.
This balance is important in any complex
game. Unfortunacely, it is wo difficult to
aterace the casual gamer looking o amass
fortunes during an evening’s relaxation, and
ir is also roo simplistic to arrrace the attention
of the ﬁn;mci:J enthusiast who wanws the
challenge of running a Wall Streer portfolio.
If you are willing to spend the rime to learn
the game and understand the limitations of
the system, Rags to Riches can be a rewarding
experience. For most players, though, the
return on the time invesrmenr needed o
enjoy the game will be too small 1o justify the
CXPCnse. CewW
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CHIPS & BITS inc.

FREE GAME WITH YOUR $75 ORDER*

Shipping to US,PR,AK,HILAPO & FPO $4 per arder. Alr Mall to Canada 38 per order. Handling $1 per shipment.
2 Business Day Alr US S8 per order; PR, HI $12 1st item + 52 ea. add'l; AK 519 1st [tem + 52 ea. add'l. Handling $1 per shipment.

Europe, 5. America Alr Mall $18 1st item + S6 ea. add'l. Asia, Australia, Africa, Alr Mall 525 1st [tem + 56 ea. add'l. Handling $1 per shipment.

PO Box 234

Rochester, VT 05767
Call 800-699-4263
Fax 802-767—-3382

Int’l 802—-767-3033

IBMSIMULATION IBMADVENTURE

Red Storm Rising ODCP §12
Sailing Simulator 3 542
Sailing Sim 3 East Coast$32
Sailing 8im 3 W Coasl 532

Sea Woll s52
Seal Team 542
Secrel Weap Lullwalfe 534

Secrt Weap Exp DO335 §21
Secrl Weap Exp He162 $19
Secrl Weapons Exp P38 521
Secrt Weapons Exp PB0 $19

Shuttle 526
Silent Service 2 519
Sky Chase 59
Speed Racer 536
Strike Commander 548
Strike Comm Spch Pak $24
Stunt Driver 515
Stunt Island 536
Sub War 2025 542
Syndicate $39
Tank $16
Task Force Admirals Pck$52
Team Yankee 529
Team Yankee 2 $24
Test Drive 2 $30

Test Drive 2:Collection $19
Test Drive 2:Euro Chal S8
Test Drive 2:Muscle Car $12
Test Drive 2:Supercars  $12

Test Drive 3 529
Test Drive 3:Road & Car $12
Thunderhawk S9
Tie Fighter S48
Top Gun Danger Zone  $20
Tomado £49
Tracon 2 $29
Tracon 2 WIN 534
Tracon WIN 328
Ultrabots Sanction Earth $39
Vatle S15

Voice Commandr F117A S$18
Voice Cmmandr F15SE3 818
Wing Commander 319
WC Secret Miss 1 &2 820
Wing Commander Delxe S48
Wing Commander 2 548
W C 2 Operation 1 S22
W C 2 Operation 2 822
W C 2 Speech Mod 513
W. Commander Acad s42

Wolfpack 815
World Circuit 832
Waorld Circut Champ Ed  S45
X-Wing 540

X-Wing Mission Disk 1 520
Yeager's Air Combat  $21

IBMADVENTURE

007 J Boand Stealth Aflair§12
Adv of Wilke Beamish ~ §24
All Dogs go to Heaven  $17

Alone in the Dark $36
Alone in the Dark 2 336
Altered Destiny 529
Amazon s29
Amazon Trail $32
An American Tail s21
Batman Returns $32
Beverly Hillbillies 530
Bloodnet 42
Bloodstone 534
Blue Force: Next of Kin $42
Caslle Wollenstein 837

Codename lceman S15
Colonel's Bequest S15
Conguests Robin Hood 536
Conguests of Camelot 5§15
Conspircy Deadlock File $34

Coverl Action 9
Crime Does Not Pay 59
Crime Wave 537
Cruise for a Corpse 19
D Generation 328
Dark Half S8

Dark Heart of Uukrul 534
David Woll Secret Agent 515
Day of the Tentacle 539

Deja Vu 182 WIN 528
Diehard 528
Discoveries of the Deep S37
Daon't Go Alone 56
Dragon Knight 3 549
Dragon's Sphere 542
Dreamweb 536
Duck Tales §15
Dynamix Bundle $29
Earthrise s9
East vs West Berlin 1948 59
Elf 24
Epic 532
Eric the Unready 532
Flashback $29
Fioor 13 §15
Fool's Errand s12
Freddy Pharkas 542
Free DC 56
Fulure Wars $9
Gabriel Knight 842
Galieons of Glory 819
Gama Force S8
Galeway 824
Galeway 2:Homeworld  $34
Godfather 829
GrailQuesl 12
HUMANS 526
Havoe lor Hire S42
Heart of China VGA $19
Heaven and Earth $32
Heimdall 817
Hired Guns s32
Hired Guns 338
Homey D. Clown s27
Hook 832
Hound of Shadow 817
Inca $29
Inca 2 $42

Indy Jones Fate Atlantis $36
Innocent Until Caught 538

Inspector Gadget $34
Isle of the Dead 538
Jack the Ripper $39
KGB 517

King's Quest 5 VGA $36
King's Quest 6 VGA G542

King's Ransom s$38
Kristal 89
Kronolog : Mazi Paradox $42
L.A. Law $9
Laffer Utililies WIN 524
Lane Mastadon 56
Laura Bow 2 536

Leather Goddesses s12
Leather Goddesses 2 542
Legend of Kyrandia $32
Leisure Suit Larry 1 VGAS12
Leisure Suil Larry 5 VGAS19
Leisure Suil Larry 6 §42
Leisure Suit Larry Bndle 539
Loom s18

'SAM & MAX HIT
THE ROAD’'
Freelance animal
police parlners
SamandMaxteam
up to solve the
mystery of the
missing Bigloot,
Bruno. Contains
full sereen graph-
ics. full talkie intro-
duction, a free ac-
tivity book & built
Inmini-games.$38
Available Now!
X-WingMission2:
B-Wing Fighter

‘FLEET DEFEND-
ER F14" Whether
on routine Fleet
defense duties, air
fo air combal en-
gagements or spe-
cial intercept mis-
sions, lhe F-14
Tomcat leads the
field. Features
state of the art 3D
visuals, accurate
flight modeling of
all planes, authen-
lic radar and weap-
ons system, &
campaigns. $48

‘STAR TREK:
JUDGMENT
RITES' Captain's
Log stardate
B6238.4. You're
being watched. By
whom or what is
unknown, but
slrange events are
happening. You're
a long way from
Starfleetcommand
and only you can
discover what is
challenging your
mind beyond your
nightmares, $38

‘RETURN TO
ZORK' is the next
generalion in the
classic Zork series.
Return to Zork is
an amazing inter-
active adventure of
danger, intrigue,
and low cunning.
Filled with fascinat-
Ing puzzles, it fea-
lures a cast of Hol-
lywood slars, a
revolulionary inter-
lace, over an hour
of spoken dialogue
and music. 546

An Epic

Visa & MC Accepled. CODs 56. Checks Held 4 Weeks., Mon

Treated as Cash, Most ltems Shipped Same Day. Shipping times not

guaranteed, Cheek compatibility hl:lur_llz y'r:?u buy. Defectives replaced
hl

Orders
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IBMADVENTURE IBM ADVENTURE

Lords of the Rising Sun $34
Lost File Sherlock HolmeS26
Lost in LA 537
Lostin Time 336
Lost Treasure Intocom  S39
Lost Treasure Infocom 2 $29
Magic Packets 818
Manhole 525
Manhunter New York  $28
Manhunter SanFrancisco315

Maniac Mansion 518
Martian Memorandum  §19
Metal Mutant $32

Mixed Up Faery Tale 529
Mixed-Up Mother Goose $29

Murder Club 528
Murder by the Dozen  $15
Nebulas 927
Out of this World 536

Pepper Adventure Time $29
Plan 9 from Outer Space $31
Police Quest 1 VGA S24

Police Quest 2 515
Police Quest 3 VGA $29
Police Quest 4 542
Prince of Persia 825
Prince of Persia 2 545
Return of the Phantom  §39
Return to Zork 546

Rex Nblar Cos Gen Ben $36
Rex Nebular Master Ed. $52
Riftwar Legacy VGA 537

Ringworld 536
Rise of the Dragon VGA §34
Robocop 3 832
s5D| §7

Sam & Max Hil the Road $38
Screen Antics WIN 519
Search for the King 524
Secret Monkey Island  $23
Secret Monkey Island 2 538
Secret of 7th Labyrinth $42
Shadow Caster §52
Shadowgate WIN 534
Sierra Advenlure Bundle $39
Space Quest 1 VGA S16
Space Quest 4 VGA $36
Space Quest § VGA 534
Space Quest Bundle  $42

Spelicasting 101 £19
Spellcasting 201 $36
Spellcasling 301 534

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

Starship $38
Stellar 7 $21
Surf Minjas 837
Terminater 2029 542

Term 2029 Oper Scour $19
Term 2029 Rampage 538

The Dig 545
The Prophecy 536
Time Quest s12
Trolls 57
Under a Killing Moon 543
Uninvited 56
Uninvited WIN 834
Universe 1 S34
Universe 2 534
Universe 3 534
Walker 532
War in Middle Earth s12
Warriors of Legend $19
Weird Dreams 59

Where Amrica Past CSD $37
Where in Europe CSD 529

Where in Space CSD Dlx544
Where in Time CSD 532
Where in USA CSD Dix 545
Where in USAis CSD 529
Where inWorld CSD 532
Where in World CSD Dix 552
Waonderland $16
Yserbius 524

IBM ADULT

Adult Reference CD S24
Adv Brad Stallion CD  §39

Busty Babes CD 532
Centerfold Squares s21
Ecstacy CD $32
Femme Fatale $26

Femme Fatale DD 1 518
Femme Falale DD 2 518
Femme Fatale DD 3 518

Jigsaw Pinups $19
Lovely Ladies CD $39
My Private Collection CDS39
PC-Pix CD §39
Penthouse Jigsaw XXX 524
Planet of Lust 512
Sex Olympics 512
Sex Vixens Irom Space 512
Strip Poker 3 £31

Strip Poker 3DD 1 §19
Strip Poker 3DD 2 519
Strip Poker3DD 3 g19
Strip Poker 3DD 4 £19
Strip Poker 3 DD 5 819
Strip Poker 3 DD 6 519
Strip Poker Professional $33
Strip Poker Pro DD 1 8186
Strip Poker ProDD2 516
Strip Poker ProDD 3 S16
Strip Poker ProDD 4 S16
Strip Poker ProDD S8 816
Strip Poker ProDD 6§18

IBM ARCADE

Airborne Ranger s9
Aliens Ale My Babysitler 19
Amazing Spiderman s9
Arachnaphobia 312
Armaor Alley 515
Arura 84

Back to the Future 2 519
Back to the Future 3 312

Bar Games s9
Bart's House Weirdness 531
Battle Storm 532
Bill & Ted's Excel Adv 519
Blockout 528
Budokan §17
Cogito Windows 538
Colorado $6
Cool Croc Twins S24
Crackdown Si17
Crazy Cars 825
Creepers s29
Dark Century s27
Day of the Viper 319
Dognapped s12
Double Dragon 2 515
Double Dragon 3 6
Dr Doom's Revenge $9
Dragon's Lair g22
Dragon's Lair 2 834
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REVIEW

hough I can usually be found tethered

to my computer playing one sports

game or another, occasionally 1 have
reason to venture into the living room. There
resides the SEGA Genesis, and beside it a
small stack of SEGA sports games that have
earned my respect. Electronic Art’s NHL and
NHLPA Hockey for the Genesis are two of the
better sports products on the marker. In fact,
if you have a friend around, the two-player
version of NHLPA Haockey is excuse enough
to purchase a Genesis machine. I've recently
added another game to my stack, Bill Walsh
College anbﬂff: the latest sports product
from EA. Here is one more reason for sports
junkies to consider the Sega Genesis, for Bill
Walsh College Football provides the best sports
action yet to be seen in a cartridge product.
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Walsh, the man, has always been an inter-
esting character. Known primarily as a tutor
of quarterbacks like Ken Anderson and Dan
Fours, Walsh was passed over for the Bengal's
head coaching position in one of Paul
Brown’s more forgettable decisions. His first
stint at Stanford was a reasonable success, but
it took Walsh until his third year as an NFL
coach just to win more than two games per
year. However, multiple Super Bowl victories
later and an induction into the Pro Faotball
Hall of Fame, the tag of Genius scems appro-
priate. Though a great coach, Walsh’s great-
est gift is his eye for player personnel moves.
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While there were the occasional first round
blunders (T'odd Shell, anyone?), his ability to
pull quality starters from the middle rounds
was ultimately the foundation of the Niners’
dynasty.

The return of Walsh to Stanford was some-
thing of a coup for the college ranks. In his
first year, Walsh not only made Paterno and
Penn State look silly in a Blockbuster Bowl
blowout, but to the ever grateful millions of
Notre Dame-haters, he well and truly pur
Lou “Give him some Stilton and he could
have his own Whine and Cheese Party” Holtz
in his place. As the biggest name in college
football today, it was inevitable that we would
sce a Bill Walsh licensed game. Getting this
license was quite a coup for EA and a great
boon for cartridge sports games.

While EA took pains to point out this was
anew engine, players of John Madden Football
will feel right ar home. Character animations
and the effects of different field conditions are
very similar to Madden, and the standard
Madden all-time great and playoff options
are included. However, it is the Al that sets
this game head and shoulders above any other
sports game. Simply put, it reacts. Most
sports games, especially cartridge ones, have
laughable artificial intelligence. Usually a sin-
gle play can be found that will generate a first
down, or even a touch down, every single
time. In the case of Bill Walsh College Football,
the Al adjusts o your play calling. If you
continually try to run a play up the middle,
you will soon notice that appropriate defen-
sive formations will be called and the
linebackers will start ro edge their way
toward the line before the snap.

Moreover, each segment of the team
has a rating. Some defensive backs will
have excellent coverage, while others
will be only so-so. This means that a
play that is routinely successful against
one opponent will not be so against
another. In addition, some teams will
be more aggressive at hitting a receiver

=*SPORTS
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Electronic Arts’
Bill Walish College Football

by Wallace Poulter

within five yards of the line of scrimmage,
throwing off the pass pattern of even the best
receivers.

Game oprions include Exhibition, Playoff
and All-Time Playoff. In the latter, “All-
Time” teams of the last 15 years match up.
Here the Bulldogs of Walker and the Tigers
of Jackson can be found, along with the Bos-

ton College team of Flutie and the Marino
team of Pict. (I remember Marino was pretty
good, but I don’t think his Pitt team could be
called “great.”) There are some pretty nice
marchups. The standard EA playoft tree is
used. While chis is enjoyable, it would be nice
to have some kind nF(cagueo stion. Most fans
wish to have a college playoft system with the
Bowl Games being used as playoff sites. A
number of ideas have been put forward which
would include the top 16 teams in a Bowl-
based National Playoff. This would seem an
ideal format for Bill Walsh College Football

Bill Walsh College Football

Bill Walsh College Football
- $59.95
‘SEGA Genesis
1-4
Jim Simmons and
High Score Productions
Electronic Arts
San Matea, CA
(415)671-717)

DESIGNERS:
PLIBLISHER:
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PO Box 234
Rochester, VT 05767
Call 800-699-4263
Fax 802-767—-3382
int’l 802-767-3033

CHIPS & BITS inc.

FREE GAME WITH YOUR $75 ORDER*

Shipping to US,PR,AK,HILAPO & FPO $4 per order. Air Mall to Canada S6 per order. Handling $1 per shipment.
2 Business Day Alr US $6 per order; PR, HI $12 1st item + $2 ea. add'l; AK $19 1st item + $2 ea. add'l, Handling $1 per shipment.
Europe, S. America Air Mail 519 1st item + $6 ea. add'l. Asia, Australla, Africa, Air Mall 525 1st ltem + 56 ea. add’l. Handlng $1 per shipment.

‘EYE OF THE BE-
HOLDER 1 - 3

COLLECTION' 3

Dragon’s Lair 3 5§34  Tengen's Arcade Hils 512 - Leisure Suit Larry 2 §10 Ultima 5 s10
Dragon's Lair Esc Singe $34  Terminator 534 titles that make up Leisure Suit Larry 3§10 Ultima 6 s10
Dragons Breath $27  Terorpods $24 ;hg b{?h:ﬂ:g Leisure Suit Larry 5§10 Ultima 7 s12
Eagle's Rider $29  The Light Corridor 529 i 39 dv‘; i Lemmings §21  Ultima 7 and Underworld $18
Eight Ball Deluxe $38  The Tinies 529 e Loom $10  Ultima 7.5 S18
Fast Track $25  Thexder 1 515 e hERl e ach Lord of the Rings V1 $10  Ultima Avatar Adventure $16
Fire & Forget 519 Thexder 2:Fire Hawk  $15 game in the series Lord of the Rings V2 $6  Ullima Underworld §i2
Flintstones S8 Tristan Pinball 519 is a critically ac- Lost File Sherlock Holme$10 Ultima Underworld 2 s12
Freakin Funk Fuzzballs 518  Vaxine 512 claimed mega-hit! Lost in LA $10  V Victory 516
Galactic Conqueror 531 Volfied $19 Now you can ex- LucasArs Adventure  S16  Wasteland $10
Galactic Empire s27 Wild Wheels $12 perience AD&D LucasArs Air Combat  $16 Wizardry 6 s12
Gauntlet 2 59 Wrath of the Demon 521 computer fantasy Magic Candle 2 $10  Wizardry 7 518
Gobliiing 3 §24  X-Men2 $10 role playing like Magic Candle 3 810 Yeager Air Combat 516
Gobliiing VGA 824  Xenocide 85 never before. 552 Manhunter New York  $10

Gold of the Azlecs s12 Xiphos 59 Manhuntr San Francisco $10

Gremlins 2 56 Zool $34 Maniac Mansion s10
Guy Spy 524 Martian Dreams 513

Guy Spy Terror Deep  $38 ‘DAY OF THE Matrix Cubed S10 2nd Math 232
Hard Drivin' 2 538 TENTACLE" Dr. Might & Magic 1 S10  Ace Detective 530
Highway Patrol 2 $27 Fred's mutated Might & Magic 182 516  Ace Explorer:Sequncing $36
Home Alone $27 688 Attack Sub $10 purple tentacle is Might & Magic 2 §12  Ace Inquirer 840
Incredible Machine 2 530 A-Train $16 outtotake over the Might & Magic 3 S16 Ace Reporter 838
Incredible Toons §25  Adven! Willie Beamish ~ $10 world.  Travel Might & Magic 4 $16  Ace Reporter Deluxe S48
Indy Jones Act Game  $17  Altered Destiny $10 through time with Might & Magic 5 $16  Adventures Astronomy $51
Infestation $19  Bard's Talo 1 $10 three outrageous Patriot §16  Alcohol: Making Choice$102
Innocent $38  Bard's Tale 2 $10 ;'gh:‘“‘e”?- ED Pepper's Adventure Time S8 Alge Blaster Plus s32
Jetsons $15  Bard's Tale 3 510 S “'BEE:I‘I_Z:: Planet’s Edge $16  Algebra $52
Jetsons 59 Bargon Altack s10 speech.3.5" $39 Police Quest 1 510 Algebra 1: 1st Semester 532
Laffer Utilities g21 Blue Force: Next of Kin $10 CD-ROM $45 Police Quest 2 10 Algebra 1 :2nd SemesterS35
Larry's Casino 59 Buck Rogers Countdown$10 Available Now! Police Quest 3 510 Algebra Concepts 539
Laura Bow Parlor Games $9 Castle of Dr Brain S10 X-Wing Fighter Pool ol Radiance 310 Algebra Made Easy $26
Loopz 824  Champions of Krynn 10 Mission Disk 2: Pools of Darkness $12  Algebraic Proposer 852
Marvel Trilogy 812 Civilization $16 B-Wing Fighter Populous 1 & 2 S16 Alien Addition S$30
Microsolt Arcade WIN - 529 Codename lceman 310 Power Monger Strategy 516 All About America s52
Manty Python 515 Colonel’s Bequest 510 Powermonger 310 All About Light & Sound $39
Ms PacMan 86  Conquests Robin Hood $10 Protostar S8 All About Matter 539
Myslical 527  Conguests of Camelot  $10 ‘PRINCE OF PER- Quest For Clues 2 s21 All About Simple Mac 339
Mever Ending Story 2 59 Curse of Azure Bonds  $10 SIA 2° The evil Quest For Clues 3 521 All About Solar System $39
Mever Mind 59  Dark Queen of Krynn 310 magician is back, Quest for Clues 4 521 Alligator Mix 532
Night Breed $26  Darklands 514 this time he as- Quest for Clues 5 $16  Anatomy of a Fish $39
Ninja Gaiden 2 §12  Darkspyre $10 sumes your identi- Quest for Clues 6 $16  Anatomy of a Shark $39
Ninja Rabbits 59  Death Knights of Krynn  $10 ly, steals YollE be- Quest far Glary 3 510 Animals With an Attitude 832
Nova 9 21 Dragons of Flame 8 loved p'"ncess' Quesl far Glory 4 S10  Aflas Explarer 832
Obliterator 86  Dungeon Master 10 z:dactf;;;::)u\;::]l Railroad Tycoon S10  Audbon Widlfe:Griz Bear 839
Qil's Well 812  Dynamix Greal Planes S16 mustbatlletr'llmugh Railroad Tycoon Off Gde$10  Audubon Wildiife:Whales$32
Pac Man 59  EcoQuest 510 R ey Realms of Arkania 514 Auto Map 549
Paper Boy 2 s27 Elvira Mistress Dark S10 els encountering Rex Neblr Cos Gen Ben 14 AutoWorks S48
Pick'n Pile S6  Elvira 2 Jaws Cerberus  $10 serpents, spikes, Rise of the Dragon S10  Axis Or Allies S76
Pit Fighter 522  Eye of the Beholder 510 spells, skeletons, Savage Empire 510  Basic First Aid Babysit 332
Power Drome 59  Eyeof the Beholder2 512 and swordsman, Search for the King 510 Batalla de Palabras s32
PowerHits: Movies 317  Eye of the Beholder 3 510 Then things might Secrel Monkey Island  §10 Battle For Eurape 357
PowerHits: Sci-Fi $19  Fascination 510 get murky. 545 Secrel Monkey Island 2 510 Berlitz Interpreter 539
Predator 2 §7  Fred Pharkas Fron Pharm S8 Secrat Silver Blades 510 Biology 313
Prahistorik $29  Gateway Savge Frontier 510 Sentinel Waorlds 1 510  Body llustrated 552
Psychic War $24  Global Conquest Stral 521 Shadow Caster 314 BodyWoarks 549
Punisher 59  Gobliiins 510 ‘SPEAR OF DES- Shadow Sorcerer 510  Boom Box 519
Quix 525  Gold Rush 10 TINY' is a Castle Simeity/Simearth Book 520  BubbleGum Machine 516
Robocop $28  Gunship 2000 516 Waliensteingraph- Simearth 516  Bull's Eye Math 521
Rollerbabes §25  Harpoon $16 ics  adventure Simlife Official Strategy 516  Calculus $52
Rotox $12  Heart of China 510 game. Your mis- Space Quest 1 510  Calculus 558
S.C. Out $38  Hero's Quest $10 sionistarecaplure Space Quest 2 $10  Castle of Dr Brain EGA 525
Savage S8 Hillsfar $8 the Spear from Hit- Space Quest 3 $10  Caslle of Dr Brain VGA $28
Sierra Arcade Bundle 524 Immaortal S10 e, Sete sl Space Quest 4 £10 Chaos 839
Simpsons:Arcade Game 531 Indy Jones 4 $10 i t‘}:’“‘ i:‘l’(’rg Spelicasting 101 S10  Chemistry Works 545
Sliders $27  Island Of Dr Brain $10 w‘h Gaatls m;‘s It Spellcasting 201 810 Civil War 857
Space Ace $32  Jetfighter 2.0 516 Uourmeskthroligh Star Trek 25th Aniv 810  Cleois a Dragon 530
Space Ace 2 $34 Keel the Thief $10 20 different levels Starflight 1 310 Clock Works s19
Stellar 7 521 King's Quest 1 $10 with secret doors Strategy Plus Iss 10 or 1158 Coin Changer 816
Street Ball $12  King's Quest 2 510 &levelsinthe most Strategy Plus 12-35 Ea 35  Comic Book Maker 832
Street Fighting Man 53 King's Quest 3 $10 important mission Strike Commander 516  Connections 545
Super Space Invaders  $25 King's Quest 4 $10 of Ww2, 537 Summoning 316 Crossword Magic 529
Swamp Gas WIN $38  King's Quest 5 $10 Tales Magic:Prop Shadw$12  Cuckoo Zoo $32
Take-A-Break Crossword$24  King's Quest 6 S10 Time Quest $10 Days of Knights & Kings $58
Take-A-Break Pinball  $28  Knights of Legend S10 ¥:::,‘::‘acs%igﬁ‘p‘ﬁ:sfﬁfgfa C""'“’S:;;'gg;:““ "“"'“': m%':ﬁ;’! Treasure Savge Frontier $10  Decimal Dungeon s23
Take-A-Break Pool WIN $29 Laura Bow 2 510 au buy. Detectives replaced Tunnels & Trolls Si6 Demolition Division S33
Taking of Beverly Hills 89 Leisure Suil Larry 1 $10 prw"'“ Offer, p"“ i aviiisl l ;'j'\%'é‘:; "F’égg' Thlls  Ultima 4 $10  Designasaurus 2 $26
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where the player would have to play well
enough during the season to be ranked in the
Top 16, and then would ty to make it
through the playoffs.

A number of options are available prior to
the start of the game. The Walsh Report is
part of EA’s continuing and precey hokum
“EA Sports Network” idea. The lame “ad-
vice” and “information” that Walsh gives re-
mind us all why he left the broadeast booth
in the first place. Weather can play a signifi-
cant part in the game, especially with a windy
day and a passing team. Snow seems to be

more like ice, as players slip and slide out of

cach others grasp. (As one who has played
rugby in snow, I can attest to how licdle it
affects the running and rtackling; ball han-
dling, of course, does not exist.)

The team Matchup report is a little more

uscful. Here cach segment of the ream (line-
backers, secondary, etc.) receives a rating. As
you can sce below, Michigan is given an
overall ranking of 85, with an 83 on defensive
line, 79 for rthe linebackers, and a ream low
70 for the secondary. Obviously, an attack on

the secondary should be in the Tallahassee
game plan.
Michigan 85 Tallahassee 87

85 Quarterbacks 66
83 Running Backs 93
79 Wide Receivers 77

87 Offensive Line 79
83 Defensive Line 67
79 Linebackers 85
70 Secondary 89
75 Kicker 90
77 Punter 72

Once into the game, the animation is
smooth and crisp. The standard EA format
for choosing defensive and offensive plays is
used. Eight offensive formations are available,
ranging from the Shorgun to the Wishbone.
Each formation has a number of plays avail-
able within it, allowing for a reasonable rep-
resentation of the vast differences berween
college game plans. The interface in particu-
lar is well designed. To run a play manually,
the QB snaps the ball (one button push),
looks at the receivers (second button push),
and throws the ball (chird butcon push). Icis
simple, smooth and intuitive. Coaching is
also an option. Plays may be called and run

with only the snap of the ball controlled by
the player. The Wishbone is rather difficult
to run manually, so coaching the wishbone
can often yield more success. Receivers roo
can be manually or automatically controlled,
and the ball handler has a variety of spins and
dives up his sleeve to evade his pursuers.

Defense too, has multiple formations and
pla) s. Unlike other sport cartridge products,
an “all or nothing” srrategy will usually leave
the defense with nothing. Sound, defensive
play calling must be used to out-play the
computer opponent.

The replay mode has two standard perspec-
tives: offense and defense. While useful and
entertaining, the replay still has the tendency
to “skip” a little too much. This is one of the
few areas where EA could do some work.

Much to my chagrin during one game [ had
forgotten the College rule of not being able
to advance a fumble. In chis case a Wishbone
QB had thrown the ball away and nothing
stood between my player and the end zone.
Other college rules, such as the rwo point
conversion, are also available.

Sophisticated PC-based games still rule the
roost in the battle of sports simulations.
However, Bill Walsh College Football joins a
growing list of quality sports products that
make the purchase of a video game system
more than worthwhile. cew

TH

if it's for you.

For those who haven't seen our guaranteed offer before, here it is:

Take a $20 (4-issue) subscription to FLAGSHIP, the leading international play-by-mail magazine, and let our reviews,
features and player comments help you pick the best of the latest games. We think you'll enjoy our frank, irreverent style.
With your first issue we'll send you a $20 coupon for any of the above games and 19 others, with a description of each
so you can decide which of these intriguing designs to try. The only condition: that you've not played with the chosen

moderator before.

But what if you don't like FLAGSHIP? What if you're not intrigued by the game you write for? Haven’t you wasted $20?
No! Write us within a month of getting your first FLAGSHIP to tell us you were disappointed, and we'll refund you the

entire $20. (You can still use the coupon.)

So: either you've enhanced your gaming with an exciting new dimension for $20. Or you’ve explored it and

decided it’s not for you - at a cost of zero!

Why not try it? Send $19.99 to FLAGSHIP, CGW offer, PO Box 454, Fair Lawn, NJ 07401-0454.
[European readers: Send £9.99 to FLAGSHIP, CGW offer, PO Box 1733, Handsworth, Birmingham B20 2PP for the

equivalent European offer!]

Another five major play-by-mail games have joined our unique offer: Cluster Lords (rules and 10 free turns in this deep
space opera), Death and Sorrow (rules and 10 free turns in this introductory fast-moving wargame), Perseus Arm (the
170-page rulebook and 3 turns in a massive new space opera), St Valentine’s Day Massacre (rules and five turns in
PBM's most challenging crime game), World Conquest (rules and 4 turns in this clean strategic wargame). And now all
subscriptions are processed by first class mail, ensuring you get the hottest news in the hobby.

Play by mail is America's most exciting form of gaming, pitting you against crack players across the country and abroad.
(Call (216) 673-2117 for news of the big national PBM convention.) Our offer gives you the chance to sample itand decide
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CHIPS & BITS inc.

FREE GAME WITH YOUR $75 ORDER*

Shipping te US,PRAK HI,LAPO & FPO $4 per order. Alr Mall to Canada $6 per order. Handling S1 per shipment.
2 Business Day Alr US $6 per order; PR, HI 512 1st item + 52 ea. add'l; AK $19 1st item + 52 ea. add'l. Handling 51 per shipment.

Europe, 5. America Air Mall 519 1st item + 56 ea. add’l. Asia, Australia, Africa, Alr Mail 525 1st item + 56 ea. add'l. Handiing 51 per shipment.

PO Box 234

Rochester, VT 05767
Call 800-699-4263
Fax 802-767-3382

Int’l 802-767-3033

IBMEDUCATIONAL IBM EDUCATIONAL

Destination Mars 539
Dinosaur Discovery Kit 526
Dinosoft Add & Subtract 512
Dinosoft Begin Algebra  $12
Dinosoft Multi & Divide $12
Discover The World 558

Discrete Math 552
Dragon Mix $32
Dyno-Quest 536
EZ Cosmos $45
Eagle Eye Mysteries ~ $32
Earthquakes 538
Earthworm $39
Easy Street 536

Math Zone §32
M.Beacon Teach Typing $29
M.Beacn Teach Typ WINS34
Meteor Multiplication 832
Milliken Storyteller Vol 1 $30
Milliken Storyteller Vol2 $30
Minus Mission 532
Maonster & Make Believe 526
Moving Crust 564
Mozart Magic Music Mac$18
Munchers Bundle $29
Mutanoid Math Chal 532
Mysteries In Th Making $32
Nor'Westers to Pacific  $58

‘LANDS OF
LORE' The dark
army encroaches.
King Richard falls
and Scolia beck-
ons you... laugh-
ing. In her mad
quesl for power,
Scotia has rav-
aged the Kingdom,
She seeks lhe
throne yetiteludes
her. She's gelling
desperale and
mean. Can you
stop her? Do you
evendareto? $36

IBM EDUCATIONAL

Speodreader WIN 830
Speedreader WIN DD A $12
Speedreader WINDD B 8§12
Speedreader WIN DD C 812

Spell it Plus 531
Spell-a-Saurus s27
Spelling 3
Spelling Wiz S22
Stickybear ABC 529
Stickybear Math 526
Stickybear Math 2 526

Stickybear Math Tutor  $32
Stickybear Opposiles  $23
Stickybear Parts Speech$32

IBM ROLE PLAYING

Companion of Xanth §38

Conan 516
Corporation £14
Curse of Azure Bonds ~ §15
Cyber Empire 518
Cyber Space 539
Cybercon 3 523
Cybergenic Ranger 59
Dark Queen of Krynn ~ §32
Dark Sun 862
Dark Sun Grey Isle Exp $34
Darklands 839

Darklands Master Edition551
Daughter of Serpents 319

EasySearch Sci: Diel  $32  Number Munchers £32 Stickybear Reading $24  Death Knights of Krynn 521
Ecoa’\dven;ures:()cnans: 281 :umh{:lelzl: 839 Stickybear Read Comp $30  Dragon Strike 512
coQuest 34 peration Neptuna $39 Stickybear Read Tutor  $31  Dragon Wars $19
EcoQuest VGA $32  Orbits:Voyage Sir Systm 539 'RED CRYSTAL' Stickybear Shapes $29  Dragons of Flame 59
Evelyn Wood Dyn Readr 524 PC Glabe $45 Seek oul the sey- Stickybear Spellgrabber $32 Dungeon Master S
Falty Bear B-Day Surpr $32  Pacific Theater $57 en secrels ol lite. Stickybear Spelling Tutor$32  Dungeon Master 2 $39
Fay's Word Rally 532  Personel Trainer SAT  $34 The S:m?aﬁecfets Can you forge Stickybear Typing $29  Dusk of the Gods 524
Forty-Miners $57  Phanics Plus 525 ::f(:ufghh the i.:lwf Stickybear Wd Problems $32  Elvira Mistress Dark  $22
Fraction Action $23  Physical Sci Laboratory$165 ARSI Stickybear Wd Scramble $32  Elvira 2 Jaws Cerberus $19
French Assistant 562 Piclure Perfect $32 ‘iep"‘s of “:f cerc B giory Sketcher $42  Eternam s29
French Grammar $16 Pilgrim Quest 339 ;nL:E;E(:;§[|;u|:$: Storybook Weaver s29 Eye of the Beholder 1 §16
French Pronunciatin Tutr$58  Play ﬁoom 835 ers & the savage Super Muncherls . $29  Eye of the Beholder2  $19
French Word Tore  $26  Pollution Patrol 850 countryside? Play Super Slvrs: Midnite Res$30  Eye of the Beholder 3 546
Geometry Concepls $39  PowerHits: Kids 59 alone or modem i, Super Solve: OutNumber $32  Eye Beholder Collection $52
German Grammar 513 Pre-Calculus 552 Fealures over 50 Super Solvr: Spellbound $31 Eye of the Horus 83
German Vovabulary $16  Principles of Biology 564 levels, breathtak- Super Spellicopler 521 Fire King 524
German Word Torture 526 Principles of Calculus  $26 ing graphics and Texas Revolulion 857  Flames Freedom MWII  $12
Grammar Gremlins $32  Principles of Chemistry $26 an auto-mapping The Baby Game 8§32 Four Crystals of Trazere $19
Grammar Gremh:ns DD1 $13 Print Shop Deluxe 549 feature, $30 The Pap Test S160 Gateway Savge Frontier $32
Gramrn?lr Gremlins DD 2§13 Pt Shp Dix Bus Graph $29 Treasure Math Storm 839 Gods 526
Great Bio Know Race  $55 Prompt 564 Treasure Mountain 239 Gryphon Masters Haviar $38
Great Chem Knowledge $55  Prolozoa 539 TreeHouse $39  Immoral g7
Ground Water $38  Putt Pult Joins Parade $32 ‘DELTA-V' In ihe TrueSTAT $52  Joan of Arc 812
Hmwork Help:Word Prob$32  Putt Putt Goes to Moon $42 worldofNetrunner, U8, Atlas Action $31  Keys to Marimon s12
Hmework Helper: Writing$32  Putt Putts Fun Pak $22 genetically en- Understanding AIDS 832 Lands of Lore 536
Incredible Machine VGA $29 Puzzle Storybook 526 h?m;ed h"_’::&::"s Video Jam $34 Legacy ol Necromancer $17
jn:!ia? “.;V.L:;., 857  Quarky Quaysoo Trb Sci$29 :’:a? a\ﬁzu“;m “:g Visifrog $39 Legacy: Realm Of Terror $38
ntant Saltey . $32  Quest lor Ianada . §58 mos! agile racer Volcanoes 538  Legend 831
Intra Psychaclive Drugs $26 Race Car ‘Rithmetic $32 Known I‘O man as Wacky Funster sS18 Legend of Valor 539
IsIaTn:l o]} Dr..!iram VGEA §29 Race the Clock §39 you fly the 256 col- Weather Brief 532 Legends of Drakka $38
ItahanIWOrd Torture $26  Read :u Roll . 536 or 3D polygonal- Weather Wizards 551  Lord of the Rings V1 832
Jgnnys Journey 826  Read “n Roll Data Disk  $12 shaded landscape What's My Angle 532  Lord of the Rings V2 837
K!dwqus 30 Read & Flhyn?ﬂ 831 al speeds where Word Attack Plus! 5§32  Loremaster 529
Kidwriter Gold 532  Reader Rabbil 1 §37 thaught and action Word Attack Plus!French$32  Lost Tribe 529
La Guillotine 21 Reader Rabbit 2 537 are one. Mistakes Word Altck Plus!Spanishs32 Lure of the Temptress ~ $37
Land of The Unicorn 538 Readr Rabbit Read Let  $37 are deadly. Mo- Word Master $26  Magic Candle 1 318
L?[e C‘yclea Sea Lamprey$39 HReady, Sel, Read 8§30 dem and network Word Munchers 330 Magic Candle 2 312
Linguist 34 Rebellion in the West 57 playable.  $48 World Atlas $45  Magic Candle 3 $19
LI:nkword-Dutch 521 Rhyming Motebook _ 526 World Atlas WIN $39  Magnetic Scrolls Bundle 521
t[n:woﬁ-grench 221 :obomalh‘ Multipliy, Div $39 Yobi Magic Spel Trick  $30  Martian Dreams 837
inkword-German 20 obot Writer Plus 830 Young Math 526  Matrix Cubed 59
Linkword-Greek 521 Rock A Doodle 59 ‘LINKS 386 PRO' MegaTraveller:Zhodani  $9
Linkword-Hebrew $20 Rodney’s Funscreen 532 olfers Super VGA MegaTraveller 2 s12
Linkword-ltalian $20  Science 34 $13 graphics and ad- IBMROLE PLAYING [EYNSOR SRp $39
Linkword-Russian $20  Science 56 $13 vanced fealures Metal and Lace $49
Linkword-Spanish $21  Science 78 $13 designed for your 2400 AD S8 Midwinter 9
Marine Invertebrates  $39  Science Adventure $52 386 or 486. New ADD Collecter's Ed. 2 S48 Might & Magic 3 524
Mario Teaches Typing $26  Sciencel: Environmenl $32 features include ADD Starter Kit $29  Might & Magic 4 $36
Marvin the Moose Vol 1 $30  Science?: Geology s32 SOMPULLTORDO Bard's Tale 2 $19  Might & Magic 5 542
Marvin the Moose Vol 2 §30  Sciences: Fire Salely 32 IENt,Ravaygamy Bard's Tale 3 $32  Mines of Titan 59
Math 1:Mech Word Prob S26  Scooter's Magic Castle $32 :E:?:n:::: ;:’:;‘:: Bard's Tale Construction$27  Mission: Impossible S8
Malh 25I3urld Word Prob 526  Scrt Island Dr. Quandry 538 against you in an Black Crypt 532 Mulrder . 529
Math 3:Adv Word Probs $26  Senses 539 existing game Bloodwych §15  Obitus No Shirt 519
Math Blaster Mystery 539 Sierra Family Fun Pak  $29 . Play al Hérbou; Buck Rogers Countdown$12  Pirates S6
Math Blaster Plus WIN  $39  Siatr & Charlie Go Camp $30  NIRY (168 [gyip] L shddels 1,00 or use the Captain Blood $9  Pirates Gold $42
Math Climbers 12 Snapdragon 529 3 hate E add on course Caplive $30  Planet's Edge 534
Math Climbers 2 821 Snoopy's Fun Pack $12 ;Iﬁ'}.'.. 1 rc.m:.'lln.ml i digks. 536 Celtic Legends $32  Pool of Radiance 8§15
Math Magic:Count & Add$39  Snoopy's Fun Pack 59 Challenge of 5 Realms  $44 Pools ol Darkness £38
Math Mechanics $26 Spanish Assislant $51 Champions 37 Protostar 839
Math Rabbit : Eary Math$26  Spanish Grammar $16 :‘r’:::lg::gE;:iplﬁgsfﬁfjfgh?;‘::;‘gg:.":g;‘;“g;i‘pg:g‘:ﬁn{:‘:gﬁ Champions of Krynn 516 Quest for Glary 3 $42
Math Twister $26  Spanish Pronun Tutor  $58 llity before you buy. Defectives replaced  CHAR. EDITORS Each $16  Quest for Glory 4 542
Math Wizard 532 Spanish Word Torlure  $26 g“ les Bire ’f’d“‘ Offer, price & avallabliity subject 1o change. Ml Gobra Mission $49  Questron 2 s12
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ON-LINE GAMING

Multi-player games via modems may be the next big wave in computer
entertainment. How do you make the leap to cyber-space? Step in the
virtual offices of the DataComm Council, your “off-line” source for
“on-line” information.

reetings fellow travellers of cyberspace.
G\)Velcomc to the DaraComm Council,

your friendly stepping stone into the
new virtual realities. Here you will find tech-
niques, advice, and useful tidbits to make your
electronic explorations a more rewarding ex-
perience.

As this is our first day of operation we are
offering, free of charge, a review of basic infor-
marion that will be essential to the telecom-
munication novice. The recent CGWissue on
telegaming (May '93) may have tantalized you
with many of the game opportunities available
through the nerworks, not to mention the ever
increasing number of games that offer direct
modem-to-modem play. The batde cry of the

Page 100

by Jerry Golick

Modem Gamer is “Artificial Intelligence
stinks! Give us brains!” But hooking up brains
requires that you “jack-in.” Today we will
show you how ro ger started.

How Do Computers Communicate?

Before choosing the right mix of hardware
and sofrware for communications, you should
have some understanding of how computers
communicare. While there are many vari-
ations, we will concentrate on something
called “serial” communications.

In serial communications, data is transferred
berween computers one bitata time. In other
words, by changing some characteristic (gen-
crally the frequency) of the phone line linEing

two machines, we can signal a binary value (1
or0). Too complex? Think of it this way, back
in the days of the telegraph the only dara that
could be sent was a dot or a dash. The “order”
of the dots and dashes conveyed information.

The same thing happens with computers,
only much, much faster. Instead of using dots
and dashes, compurers use tones. If you listen
in on the conversation between two comput-
ers you will hear a high pitched warble. This
is the computers varying the frequency on the
line. One tone is used to represent the value
“zero” and another is selected to represent
“one.” The speed of the computers’ conversa-
tion will be governed by how quickly this
transition can occur. Generally we refer to the

Computer Gaming World
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CHIPS & BITS inc.

FREE GAME WITH YOUR $75 ORDER*

Shipping to US,PR,AIGHI,APO & FPO $4 per order. Alr Mall to Canada S8 per order. Handling $1 per shipment.
2 Business Day Air US 56 per order; PR, HI $12 1st item + $2 ea. add'l; AK 518 1st item + 52 ea. add'l. Handling $1 per shipment.

Europe, S. America Alr Mall $19 1st item + $6 ea. add'l. Asia, Australla, Africa, Alr Mail $25 1st item + S8 ea. add'l. Handling $1 per shipment.

IBM ROLE PLAYING

Ragnarok 334
Realms of Arkania 837
Red Crystal 538
Rings of Medusa S19
Rome: Palhway Power 532
Savage Empire 534
Sea Rogue 529
Secret Silver Blades §15
Sentinel Worlds 1 59
Shadow Sorcerer 59
Shadows of Mordor 319
Sleeping Gods Lie 519
Sarcerian §15
Space 1889 s12
Space Inc 534
Spacewrecked 519
SpellJammer:PirRim  S$16
Spellcratt:Aspect Valor $38
Slar Saga 2 819
Star Trek: Next Gen S46
Stonekeep $52
Stranghold $39
Summoning 316

Tales Magic:Prop Shdow$16

Terran Envoy 59
Treasure Savge Frontier $12
Trilogy s15

Twilight 2000 VGA S24
Ultima 4 Quest of Avatar 535
Ultima 5 Warrior Desliny $35
Ultima G False Prophet $19
Ullima 7 Black Gate 548
Ultima 7 Forge of Virlue 518
Ultima 7.5 Serpent Isle 548
Ultima 7.5 2 Silver Seed 518

Ultima Trilogy 1-3 539
Uttima Trilogy 4-6 548
Ultima Underworld 519
Ultima Underworld 2 546
Uncharted Waters S42
Unlimited Adventures  $38
Veil of Darkness $37

Vengeance of Excalibur $12

War of the Lance 59
Waxworks S$19
Wizardry Trilogy 1-3 §32
Wizardry 4 519
Wizardry 5 s26
Wizardry B 834

Wizardry 7 Crusaders . 842

IBMSPORTS

4D Baxing 817
4t & Inches sS4
AFPBA Baseball $24

APBA Baseball Gen Mans28
APBA Baseball Slat 2.0 529
APBA Baseball Wiz 2.0 $29

APBA Basketball 534
AFPBA Bowling 514
APBA Col Basketball  §32
APBA Foolball 534
APBA Micro Manager  $32
ATP Tennis 532
Action Sports Soccer  $19
All Amencan Cal Fibll - $38

All Star Sports Pak 59

American Gladiators s21
Baseball for Windows 546
Basketball Challenge 528

Bball Chal 1987 Team 59
Bball Chal 1988 Team 59
Bball Chal 1989 Team 89
Bhall Chat 1990 Team

Bo Jackson Baseball 812
Carl Lewis Challenge s9
Cycles Grand Prix 328
Daily Dble Horse Racing $19
D. Robinson NBA Action S44
Dirk's Baseball Encyc  $19
Face Off $9
Front Page Football 336
Front Page Football Pro 542
Greens 8§34
Hardball 3 534
Hardball 3 Players Disk $17
Hardball 3 Stadium Disk $19
Harlem Globetrotters ~ §15
Hole In 1 Mini Golf £6
Hole 1 Mini Golf Crs Disk $3
Hole in 1 Mini Golf Delux$12
Interntional Sports Chall $24
Jack Nicklaus Clip At 56

Jack Nicklaus CD 1 515
Jack Nicklaus CD 2 §15
Jack Nicklaus CD 3 S15
Jack Nicklaus CD 4 S15
Jack Nicklaus CD 5 S15

Jack Nicklaus CD 5 S6
Jack Nicklaus Grealesl 1888
Jack Nicklaus SECD 1 89

Jack Nicklaus Sign Ed  §42
Jack Mick SE Clip At $24
Joe Meontana Foothall  $31
Joe Montana Football 2 $42

John Elway Quarterback $8
LH Boxing Contenders  S16
LH Football 1989 Teams S16
LH Football 1990 Teams 516
LH Football 60°'s Teams S16
LH Football 70's Teams 516
LH Football 80's Series 516
LH Football L Leaders 516
LH Football Utilities 316
LH Pro BBall 91 Team 3516
LH Pro Baskeball Utl 516
LH Pro Basketball 536
LH Pro Basketball 74-83 516
LH Pro Basketball 89/90 516
LH Pro Basketball Util  $16
Lakers vs Cellics S17
Lance Haliner Baseball $36
Lance Halfner Boxing  $36
Lance Haffner Col BBall $36
Lance Halfiner Football $36
Lance Haliner Hockey $36
Links 512
Links Courses Bountiful $17
Links Courses Firestone $17
Links Courses Bay Hill $17
Links Courses Pinehurst $17
Links Courses Dorado 817
Links Course Bartin Creek 89
Links Course Tron North $17
Links Pro 386 Golf §32
Links Pro Mauna Kea 519
Links Pro CD Pinehurst 519
Links Pro Banff Spring 519
Links Pro Course Belfry $20
Links Pro Course Disk 5 $20
Links Pro Course Disk 6 $20
MUDS 59
ML 1950s World Senes §17
ML 1960s World Series $17
ML 1970s World Series 517
ML 1980s World Series S17
ML Baseball 4 Fan Man $25
ML Baseball 4 Gen Mngr519
ML Baseball All Stars 512
ML Bball Atlanta Braves 520

‘AEGIS:
GUARDIAN OF
THEFLEET' isa
modern naval
warfare simula-
tion that lets you
control the U.S.
Navy's AEGIS-
class cruiser.
This CD ROM
game lakes you
from the
Falklands to Lib-
ya to the Persian
Gulf. 554

‘SIMCITY 2000°
is the long await-
ed follow up to
SimCity  that
lakes urban plan-
ning into the next
century. SimCity
2000 adds anew
level of realism &
sophisticated
gameplay. Fea-
tures like under-
groundwaterand
transportation
systems, 3D
views and SVGA
graphics, 542
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; r::*....ta&..m__

P

o

‘TOM LANDRY
FOOTBALLDE-
LUXE' Tom
Landry is back
and better than
ever, Thedeluxe
version offers
powerful en-
hancemenls
over the original
like a league ed-
itor, individual's
player names
and abililies,
track season
leader In stats,
and more.  $32

‘CARRIERS AT WAR 2’ ollers more tension and excitemenl.
Features elght new scenarios. some hypothetical, others
controversial; an improved war room intelligence system; and
tougher artificial intelligence. 550

Visa & MC Accepled. CODs §6. Checks Held 4 Weeks. Money Orders
Treated as Cash. Mosl ltems Shipped Same Day. Shipping times not
guaranteed. Check compatibility before you buy. Delectives replaced

with same product. Offer, price & availability subject to change.
Sales Final. *SEE PAGE B FOR DETAILS
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PO Box 234
Rochester, VT 05767
Call 800-699-4263
Fax 802-767-3382

Int’l 802-767-3033

IBMSPORTS IBM SPORTS

ML BB Baltimore Orioles $20
ML BB Boston Red Sox $20
ML BB Brklyn/LA Dogers$20
ML BB California Angels $20
ML BB Chicago Cubs  §20
ML BB Chicago W Sox  $20
ML BB Cincinnati Reds 520
ML BB Cleveland Indian $20
ML Bball Detroit Tigers  $20
ML Bball Houston Astros$20
ML Bball K.C. Royals  $20
ML Bball Manager's Ch §19
ML BB Millwauke BrewerS20
ML BB Minnesota Twins $20
ML Bball Montreal Expos$20
ML Bball New York Mets 520
ML Bball N.Y. Yankees S20
ML Bball Oaklands A's  S20
ML Bball Philidelphia Phil$20
ML BB SanDiego PadresS20
ML Bball SanFran GiantsS20
ML BB Seattle Mariners S20
ML BB St Louis Cardinal 520
ML Bball Texas Rangers 520
ML BB Toronto Blue Jay 520

ML Football 2 539
ML Personal Pro Goll 528
Madden Football s12
Madden Football 2 517

Madden Player Stats 90 $18
Magic Johnson Fas! Brak 56
Mario Andretti Racing  $17
Michael Jordan Fight SmS38
Micro League Footbll DIx$39
ML 82 Baseball Season $17
ML 83 Baseball Season $17
ML 84 Baseball Season $17
ML 85 Baseball Season $17
ML 86 Baseball Season 517
ML 87 Baseball Season $17
ML 88 Baseball Season $17
ML 89 Baseball Season $17
ML 89 FB Season 7
Microleague Baseball 4§31
Microleague Basketball 528
Microleague Foolball S20
Microsoll Goll Windows $39
Mike Ditka Powr FootballS34
Mini Putt 359
NFL Chal Col Almni Team S9
NFL Chall Pre Season 90 89

NFL Challenge 580
NFL Chal 1984 Team 815
NFL Chal 1985 Team  S15
NFL Chal 1986 Team  §158
MNFL Chal 1987 Team  S15
MNFL Chal 1988 Team 322

NFL Chal 1988 Team 59
NFL Chal 1989 Team S8
NFL Chal 91 Pre Sea ]
NFL Chall All Star Team 59
NFL Chal Dream Teams S9

NFL Chal Premium Ed 5§59
NFL Coaches Club 536
NFL Coaches Club LTD S48
NFL Football 531
NFL Proleague Football $12
MNFL Pro League FB 82 19
NFL Video Football 529
NFL Video Football 539
NHL Hockey 539
MNascar Challenge 31
Over the Net S9
PGA Tour Goll s21

PGA Tour Goll Course 1 817
PGA Tour Golf Lid Ed 832

PGA Tour Golf WIN
Pga Tour Crs 1 WIN
Playmaker Football
PowerHits: Sports

Pro League Baseball
Pro Tennis Tour 2
ProFootball Analyst 92
QuarterPole

RBI 2

Road to the Final Four
Shufflemania

Sporting Triangle
Summer Challenge

538
S17
$12
519
518
$32
$19
$39

59
§37

bt

53
819

Smmer Chal World Class$15
The Games Winter Chal 534

Tie Break Tennis
Tom Landry Faotball

s9
s24

Tom Landry Foatball DIx $32

Tony LaRussa Baseball

S16

Tony L Fantasy Manager$15

Tony L AL Stadium
Tany LaRussa BB 1990
Tony LaRussa BB 1991
Tony L ML Stadium
Tony LaRussa 1901-68

815
315
§15
8§15
§15

Tony L Classic Stadiums$15

Tony LaRussa Bball 2
Tony LaRussa 2 Team
Tony L 2 Fan Man
Tony LaRussa 2 Stad
W. Gretzky Hockey 2
Wayne Grelzky League
W, Gretzky Hockey 3
W. Gretsky Leg Sim 2
Weaver 2.0

836
516
514
318
534
526
336
529
541

Weaver Commissioner 2 516

Wilson Pro Stalf Golf
World Class Soccer

IBMWARGAMES

Action North Atlantic
Action Stations Scen 1
Action off River Platte
Air Raid Pearl Harbour
American Civil War V1
American Civil War V2
American Civil War V3
Banzai

Batlle Stations

Batlle Tank Barbarossa
Battle Tank Kursk
Ballle of Austerlitz
Battle of the Atlantic
Battles of Napoleon
Batlleship Bismark
Blitzkrieg Ardennes
Blood & Iron

Blue and the Grey

Borodine Naplon Invade

Bravo Romeo Delta
Campaign

Campaign Mission 1
Carrier Strike

Carrier Strike Exp Pak

523
528

519

59
526
522
524
s24
524

59
s20
536
$39
§12
536
524
526
316
852
842
s2¢
S29
539
$19
$39
519

Charge of Light Brigade $19
Civil War No Great Glory $21

Conflict

Contlict in Vigtnam
Conflict: Karea
Conflict: Middle East
Decision at Gettysburg
Dreadnoughts
Dreadnoughts Bismark

S12

s9
516
514
s1z
$34
529

Dreadnoughts ronclads §29
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speed of the line in terms of the
number of bits we can send
every second. So if you see 300
bit/s, you know that you are
sending 300 bits every second.

Serial communications is di-
vided inta rwo broad groups:
asychronous and synchronous.
Synchronous is used for ve
high speed, indusrrinl-srr{:ngz
communications. We're not go-
ing to talk about it right now.
Besides, 99.99% of all modem
games are written for asynchro-
nous communications,

In asynchronous communica-
tion, data is transferred in logical
F’mups called bytes. A byte is normally 7 bits
ong. Surrounding the byte is a small “enve-
lope” of three bits, The first bit, called the
“start bit,” signals the modem that communi-
cation is abour ro start. This is followed by the
byte (also called the seven data bits). Follow-
ing this are two more bits: one is called the
“parity bit” and the other is called the “stop
bit.” The parity bit helps the remote computer
verify that it has correctly received the byre,
and the stop bir marks the end of transmission,

Why do you need to know all this? Cyber-
space is a tricky place. At times you will be
asked to set the communication parameters to
access a particular network service. You may
be asked to set the number of data bits, parity
bits and stop bits. For example, “8-N-1"
would mean cight data bits, no parity bits and
one stop bit. In all communication software
there will be an oprion to set these parameters.

Okay, enough theory. After all, we're here
to have fun. Let's see what we need to get
started. Please have your credit card handy.

What Do I Need?

The crirical piece of hardware is the modem.
A modem is a device thar MODulates and
DEModulates (hence “modem™). It converts
the digital signals from your compurer into
tones, and back again into digiral signals. Mo-
dems come in many shapes and sizes, and
choosing the right one is not always easy.

To start you should have some idea of the
rimary uses of your modem. In general,
I'nighly interactive gaming (such as ﬂight simu-
lators, car racing, etc.) will require a high speed
modem. On the other hand, if your interest is
in strategy/wargames (Lwmpire Deluxe, Com-
mand HQ, Conguered Kingdoms, etc.) a slower
speed modem will probably work well.

If you are considering connecting to a com-
mercial service (CompuServe, GEnie, Prod-
igy, America Online, ImagiNartion Network,
ete.) a low speed modem is probably best.
Most of the games on these systems have been
designed to work with 2400 bit/s modems, so
having a higher speed does not bring addi-
tional performance. In addition, all these serv-
ices cLargc you extra for a high speed
connection, The only reason to consider the
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higher speed modems is if you intend ro trans-
fer (download) large files to your compurer.
Since the file transfer is done more quickly,
your total time connected is reduced, and you
will save a considerable amount of coinage
that can be applied to the serious pursuir of
game playing.

By the way, low speed modems are generally
2400 bit/s and slower. High speed modems
start ar 9600 bit/s and up. Expect to pay
between $350-150 for a low end modem and
$175-400 for the faster models. As a general
rule, ensure that the modem you purchase is
“I'Nayes-compatible.” This means thar the in-
structions used ro communicate with the mo-
dem match an industry standard developed by
IHayes.

Should you ger an internal or external mo-
dem? Good question. Here at The Council we
are traditionalists. We like to see lights flashing
on our modems. [t gives us a sense of securiry
to know that something is happening. This
will only be available with external modems.
However they do take up deskrop space, re-
quire more cables, and are generally more
expensive than their internal cousins.

Internal modems are nice and tdy: one
phone line connects directly to your com-
puter, But you will have to open up your
computer to install the internal modem, so if
you're not comfortable with the inside of your
computer, keep it simple and use the external
type.

We also recommend considering a porrable
modem. These modems come in very small
packages and can travel. If you have a laprop
you may want a portable modem ro sray in
touch with cyberspace while you're on the
road. Expect to pay a premium for these won-
ders of technology.

You'll need a few other things to link you
into the world of cybergamers and other net-
work travellers. You will need a telephone line.
While it is possible to use your home line, you
may want to consider a separate line just for
the computer. Why? Because we have shares
in AT&T that's why! Actually, the problems
with using the house line are numerous. You
will be on the computer for long periods of
time; this will upser family members as well as
make it difficult for people to call you, Other

people may pick up an extension in
the house by accident and break
your connection at some critical
point. Also, when you are having a
problem using the computer, a
separate line allows you rto get
“voice” help while the computer
stays on-line. A separate line should
nort cost too much and would be a
worthwhile expense.

Do you own two computers? You
may have heard of “direct connect”
gaming. This is when two comput-
ers are physically adjacenr to each
other, and the two communication
ports are attached directly ro each
other without the use of modems.
However a special type of cable is required.
This is referred to asa “null madem” cable and
should be available in any computer store for
under $20.

For the ultimate in high speed connecrions,
consider a local area network (LAN). With a
LAN you will be operating at speeds of 10
Mbit/s and beyond. Certain flight simulators
(Falcon 3)and combat games ( ?\’ubosporr. Spec-
tre) already support LAN play. Unlike the null
modem whicE limits you to two players, a
LAN can support 30+ (assuming they develop
Famcs for that number of players and you
happen to have 30 computers laying around).
Those of you working in offices with LANS
may have already experienced the thrill of high
speed gaming, E::J)ct.:l to pay about $400-500
to get started and about $100-150 for every
machine after the first two.

Do I Need Any Software?

While most multi-player games have built-
in communication software, you may wish to
consider buying a communication program.
There are many of these available and they are
generally less than $100. A communication

rogram will allow you to contact bulletin
E(}:lrdb‘, other microcomputers, and may even
allow you to access the computer at your office
(assuming that you have any time alter game
playing). The selection of a communication
program depends on what operating system
you are using. Ask at your loc:lrcompu ter store
for advice.

While out getting your communication
software you might want to consider a “starter
kit” from America Online, CompuServe, GE-
nie, ImagiNation or Prodigy. Since all of these
kits include some free connect time, the cost
is minimal. These kits simplify connection to
the service and generally provide introductory
tutorials. A word of warning: Multd-player
telegaming and bulletin board communica-
tion are highly addictive! Massive credit card
charges are a distinct possibility. We saw one
fellow post a note on GEnie saying that he had
spent $15,000 over a three year period playing
games! While this might have ll)ecn an exag-
geration, the $6/hour connect charge can add
up in a hurry. Be careful. You've been warned.

Cennpter Geaming World
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CHIPS & BITS inc.

FREE GAME WITH YOUR $75 ORDER*

Shipping to US,PR,AKHI,APO & FPO $4 per order. Alr Mall to Canada $6 per order, Handling §1 per.shipment.
2 Business Day Alr-US S6 per order; PR, HI 512 1st Item + 82 ea. add'l; AK $18 1at Iltem + §2 ea. add!l. Handling $1 per shipment.

Europe, S, America Alr Mall $19 1st item + 6 ea. add'l. Asla, Australla, Afrlca, Alr Mail $25 1st item + 86 ea, add'l. Handling 1

Dreadnoughts Deluxe  $89

Drums of Glary 344
Fall Gelb 336
Fifth Eskadra 522
Fire Brigade 334
Fleet Med 527
Frontline 59

G. Grigsby Pacific War $48
G. Grigsby's War Russia $48
German Raider Atlantis $26
Getlysburg:Turning Point$36
Golan Front $36
Grand Fleet 536
Groy Seas, Grey Skies $19
Halls of Montezuma S24
Harpoon 325
Harpoon Battle Set 2 519
Harpoon Battle Set 3 518
Harpoon Battle Set 4§24
Harpoon Chal Pak SE ~ $49
Harpoon Designer Series$17
Harpoon Designer 2§25
Harpoon Scenario Editor $27

High Command 545
In Harms Way 536
Kampfgruppe 559
Kriegsmarine 536
Kursk Campaign 536
Line in the Sand 512
Long Lance 539
MacArthur's War 59

Main Bat Tank C Germ 536
Main Bat Tank Mid East $36
Main Bat Tank N Germ  $36

Malta Storm 536
Man of War 536
Mare Nostrum 526
Marianas Turkey Shoot $12
Midway $12
Maoscow Campaign 536
Northern Fleet $36

Operation Overlord s$29
Pac Storm Midway Gpg  $36
Pac Storm Solmon Cpg  $36
Panzer Battles s12
Patriot 23
Patnot Ballle Set 2 524
Patriot Scenario Edilar 527
Patton Stnkes Back 314

Prelude to Jutland 326
Red Lightning 512
Red Sky Morning 536
Return to Falklands 528
Rising Sun 526

Road Sumtr Appomattox $15
FRommel Batlles M Africa $24
Rommel at El Alamein  $36

Rommel at Gazala 536
Second Front s21
Seventh Fleel 536
Squad Leader 94 548

Stalingrad Campaign ~ $36
Storm Across Europe §12

The Great War 538
Third Reich $39
To The Rhine 536
Typhoon of Steel s12
UMS Original S14
UMs 2 519
UMS 2 Civil War s24

UMS 2 Desrt Storm Sen 524
UMS 2 Planet Editor S16
Under Fue s12
V Velry:Gld,Juno,Sword $44
V Victry: Market Garden S44
V Viclory: Utah Beach 544

V Viclory: Velikye Luki - $44
Victory at Sea 546
War in the Falklands 526
Warship Change Hislory 526

Waterloo S19

Western Front 336

While Death 519

World War 2 539
IBEM STRATEGY

A Train $34

A Train Construclion Set $23
Air Force Commander  $16

Airbucks 536
Ambush at Sorinor 42
Ancienl Art War Sea $28
Ancient Art of War §28
Ancient Arl of War Sky 534
Archan Ultra $30
Are We There Yet 17
Armada 2525 $29
Ashes of Empire S48
Bandit King Anci China 8§32
Battle Isle 32
Battle Isle Scenario Disk $22
Battles of Desliny 536
Bermuda Square 59
Big Business 59
Breach 2 s12
Breach 2 Scenario Disk $15
Breach 3 536
Buzz Aldrin Race Space 539
Caesar 336
Campaign 2 $36
Capitalist Pig WIN 519
Carrier Command 59
Carriers at War 524
Carriers at War 2 549
Carriers at War Const Kit529
Caslles 518
Castles 2 536
Centurion Defendr Rome$17
Givilization $32
Civilization Mastr Edition $48
Clash of Steel $a42
Cohort 2 519
Command HQ §19

Conguer for Windows ~ $39
Conquered Kingdoms 536
Conq Kingdoms Scen 1§25
Conquest of Japan 536

Crime City 513
Crisis in the Kremlin $32
Dark Seed 519
Dark Star 836
Defender of the Crown 512
Designasaurus 2 528
Detroit 536
Dino Wars 56
Diplomacy $12

Discovery Stp Columbus $34
Dominion: 1 King's Life  $41

Dominus 539
Dragon Farce 812
Dragon Lord 59
Dune s12
Dune 2 544
El Fish 534
Empire Deluxe 536

Empire Deluxe Scen 1 521
Empire Deluxe WIN $35

Epic Dwarven Tale $38
Fantasy Empires $39
Fields of Glory 236

) .I-ét;’u 4 'MASTEROFORI-

ON’' Build an em-
pire thatwill stretch
across the entire
galaxy. Start with
a single planel,
Develop resources
and design ships
lor your alien pop-
ulation to colonize
nearby, Now start
building a fleet of
ships ranging from
shullles to dread-
notights. Now con-
quer the universe.
51

'SEVEN CITIES
OF GOLD cOM-
MEMORATIVE
EDITION' Explore
the 156th cenlury
New World and
more. Accomplish
many lasks on
your way from un-
proven explorer to
viceroy: map un-
charted territory,
sel up oulposts
and establish trade
refations. Become
the most notable
explorer. 538

‘WARLORDS 2'

brings the fun and
excilement of the
first Warlords with
G40 x 480 graph-
ics, a hidden map
option, and totally
new Al system,
Features random
mapping forinfinite
replayability, troop
lransports for am-
phibious warfare, &
adiplomacy oplion
that provides the
framework  for
backstabbing. 542

'HEIRS TO THE THRONE' As Baron of your army, your
mission is 1o cenquer the continent and become King of your
empire. You must control your armies supplies and morale as
well as fend ofl mulliple altacks fram your encmies 536

Visa & MC Accepled. CODs $6. Checks Held 4 Weeks. Maney Orders
Treated as Cg:h Most ltems Shipped Same Day. Shipping limes not

y befare you buy. Defeclives replac uci
with same pri)tlucl Offer, price & availabilily subject to change.

*SEE PAGE 8 FOR DETAILS
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IBMSTRATEGY IBMSTRATEGY

Fighting for Rome
Final Conflict
Fireteam 2200

s12
§12
524

Fireteam 2200 Constret $25

Fort Apache
Gemlire

Genghis Khan
Global Conguest
Global Domination
Global Effect
Gobliiins 2

Gold of the Americas

Harpoon 2
Impenum

Inindo

Koshan Conspiracy
Kye Deluxe WIN
L'Empereur

Laser Squad
Lemmings ODCP
Lemmings Datadisk

s24
$37
§37
529
$36
514
824
524
552
$26
837
s32
$26
537
$20
$32
$19

Lemmings 2: The Tribes $32

Liberty or Death
Lost Admiral

537
519

Lost Admiral Enhanced 544
Lost Admiral Scen Disk 523

Lost Patrol

Lost Vikings
Maelstrom
Master of Orion
Medieval Lords
Mega Lo Mania
Merchant Colony
Millenium
MoonBase

New World Order

Nobunaga's Ambition

56
520
538
545
$12
$29
$17

56
524
538
$25

Nobunaga's Ambition 2 $37

Nuclear War
Objection

Objection Enhanced

Ogre

Operalion Combat
QutPost WIN
Overlord

Paladin 2

Perlect General
Perlect General 2

<9
529
$42
519
§12

Perlect General Scen 1 521
Perlect General Scen 2§23

Populous
Populous 2

526

Populous Promised Land$14

Powermonger
Rags to Riches

534
336

Railroad Tycoon Classic $22

Railroad Tycoon 2
Rampar

Reach for the Stars
Realms

Red Zone

330
817
524
516
532

Rnegde Legion Intercptr $12

Riders of Rohan
Raoho Sport WIN

Romance 3 Kingdoms

s19
534
s42

Romance 3 Kingdoms 2 $42

Rules of Engagement

s12

Rules of Engagement 2 $38

Second Conflict WIN
Seven Cilies Gold 2

Shadow President
ShadowGate WIN
Sid Meir's Civil War
Siege

534
538
534
$32
$58
$12

Siege Expansion Disk -~ §19

Siege With Exp Disk

524

PO Box 234
Rochester, VT 05767
Call 800-699-4263
Fax 802-767-3382
Int’l 802-767-3033

Sim Ant

Sim Ant Windows
Sim City 2000

Sim City Classic
SimCity Classic Win
Simeity Graphic Set 1
Simeity Graphic Set 2
Simeity WIN
Simearth

Simearth WIN
Simfarm

Simlife

Simlife WIN

Space Hulk
Spaceward Ho!
Spaceward Ho! WIN
Special Forces
Spoils of War

Star Control

Star Contral 2

Star Legions
Starfleet 1

Starfleet 2

Slrategic Forces
Strike Squad

Sub Version

Sword of Aragon
Task Force 1942
Tegel's Mercenaries
Tegel's Mercenaries 2
Theatre of War
Theatre of War Set 1
Traders

Utopia

Vikings Fields Conquest
Visions of Aftermath
Walls of Rome

War in the Gulf
Warlords

Warlords 2

When Two Worlds War
Worlds at War

IBMBUNDLES

ADD Collector Edition 2
ADD Starter Kit

Air Combat Classic
Allied Forces

Allied Forces

Capstone CD Collection
Combat Classics
Dynamix Bundle 1

Eye Beholder Collection
Game Pak 1

Land Sea Air Trilogy
Land Sea Air 2

$32
534
543
$27
537
518
$23
534
$34
$34
541
539
$42
838
538
336
$39
$34
$29
$36
$12
$17
§38

s9
s41
336
528
539
319
544
512
s21
515
529
537
524
539
534
$12
S42
S42
$19

§46
$29
$45
512

$9
845
§24
529
852
519
512
529

Leisure Suit Larry Bndle $39

Lost Treasures Infocom

839

Lost Treasre Infocom CDS39
Losl Treasure Infocom 2 529
Lost Treas Infocom 2 CD529

Magnetic Scrolls Bundle
Marvel Trilogy

Max Pac

Megaloriress Mega-Pak
Pawer Hits: Balllelech
Power Hits: Kids

Power Hits: Movies
Power Hits: Sci Fi
Power Hits: Sports
Prime Time Hits

Prime Time Hits 2

Scrt Weap Luftwalfe CD

s21
$12
519
538
832

59
517
sS19
319
525
$24
542

Sierra Adventure Bundle $39
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One thing that you may want to change is
your operating system. If you use a Macintosh
you may want to upgrade to System 7. [BM
PC users should consider OS8/2, Windows or
Windows NT. Why? Preemptive multitask-
ing that's why! We hear the groaning out
there; okay, no long technical discussion. ‘To
make a long story short, the new operating
systems allow you to perform more that one
thing ar a rime. This s very useful if you are
in the middle of a large file transfer and still
want to play games, or perhaps play multiple
games against multiplc opponents. Herear the
Council we've been using OS/2. It’s nor bad,
but you should have a powerful machine with
lots of memory to run it properly.

Ok, you have the hardware and the software.
What's next?

Get Up, Set Up, Dial In

You have your modem, cables and software
all ready to go. What's next? There are three
steps that must be followed before you can
i:ch-in. You must 1) Install the modem, 2)
Install the sofrware, and 3) Configure the
software. Let’s take you through it

Installing an external modem is relatively
simple. Generally there are three connectors at
the back of the modem. Two of these are
telephone jacks like the ones we use for the
phone. These jacks are normally labeled
“Line” and “Phone.” The idea is that the
modem will sit between your telephone and
the wall connecror. Unplug your phone from
the wall and insert the jack into the “Phone”
slot on the modem. Then, using the phone
cable thar is normally included with the mo-
dem, connecr the “Line” slot to the telephone
connecror on the wall. Ok? Now it’s time 1o
connect the dara cable from the modem to the
computer. Take a look ar the connectors and
notice that they will only fita cerrain way. Do
not try and force these connecrors or you will
break them. The connectors on the dara cable
generally have screws on either side that you
can use to secure the connector ro its socket.
We suggest that you use them. See the “Basic
Connection Diagram” for derails.

Installing an internal modem is a litdle more
complex since you will have to open up your
computer. Follow the manufacturer’s instruc-
tions, You will see thar the modem card only
has telephone connecrors. Install these as we
described with the external modem.

A quick note about “COM ports™: Almost
all microcomputers come with one or more
ports, or connections, for serial communica-
tions. On IBM-compatibles these ports are
referred to as “COM1", "COM2", etc. If you
are usinga mouse onan IBM comparible, then
you probably have it installed on COMI.
Make sure thar you follow the instructions and
set your modem to operate on COM2.

That’s it. Your modem is installed. Onro the
soltware.

If you have purchased any communication
software, follow the manufacturer’s instruc-
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tions on installation. If you have game soft-
ware already loaded on your machine you may
have t run the setup program again to get
your modem working. For example, Empire
Deluxe requires you to run ECONFIG.EXE
to inform it that a modem is now available.

Regardless of the software you are using, there
are a number of parameters that you must set
before you can start playing. Make sure that the
speed set in the software matches your modem.
Also make sure that the software has selected the
right COM port for your modem. Generally the
serting of 8-N-1 will work for access o most
services. All of these parameters can be adjusted
through a single screen in most programs. Check
your instructions.

Some programs also provide you with the
capability of creating directories of commonly
called numbers. This is a great place to keep
all the numbers that you are going to call.
With some programs you can even change
how your modem will operate when switching
between services. For example, you might use
2400 8-N-1" when calling a friend but "9600
7-E-2" when calling your office compurter. It
also means that you don’t have to li]cecp all
these phone numbers on little pieces of paper
that get lost,

Is there more? What do you think? Of
course there’s more! There are script lan-
guages, uploads and downloads, error proto-
cols, data compression, and...well you get the
idea, But we Jt)}n't have time to cover all chat
today.

One last freebie. If you get connected, bur
can’t see the letters as you type them, or each
letter is showing up twice (ie: DDOOUUB-
BLLEE) then your duplex is not set correctly.

What's a duplex? [t doesn’t matter. What does
matter is that you find the place in your soft-
ware that allows you to change it (sometimes
its called “Local Echo” or just “Echa”). There
are only two settings, so change to the other
and everything should work fine.

But I Have More Questions!

Of course you do. That's why the Dat-
Comm Council was formed—to help people
like you jack-in ro cyberspace. Drop us a line
and we'll see what we can do to help. Once
you're up and running, drop us a note on
GEnie or CompuServe. If you're having
trouble then write us care of this magazine.
Interested in a pardicular topic? Let us know.
The services of the Council are available to all,

This is just the beginning. Already there are
video conferences, audio conferences and
combined multimedia networks up and run-
ning. How about 100+ players flying combat
misstons in WWI1I? How abour football simu-
lators where every position is played by a
telegamer? How abour strategy games where
cach side can have multiple generals? Tired of
playing against computer logic that is either
too easy or too hard? Jack-in ro the ner. We're
waiting for you.

Jerry Golick is a freelance consultant and
writer wha specializes in data communication
issues. He is based in Montreal, Quebee. He may
be reached ar 71175,1011 on CompuServe or

J.GOLICK on GEnte. cow

[Rear of
Computer

Paraliel Port
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COMm 2
To Modem

COM 1
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Basic Connection Diagram - External Modem

R$-232 Cable
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Wall Jack
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FREE GAME WITH YOUR $75 ORDER* Call 800-699-4263

Shipping to US,PR,AK,HI,APO & FPO $4 per order. Air Mall to Canada S6 per order. Handling $1 per shipment. Fax 802—767—3382
2 Business Day Air US §6 per order; PR, HI $12 1st item + $2 ea. add'l; AK $19 1st ltem + $2 ea. add'l. Handling $1 per shipment. 3
Europe, S. America Air Mall $19 1st ltem + 56 ea. add'l. Asia, Australia, Africa, Alr Mall $25 1st ltem + $6 ea, add'l. Handling $1 per shipment. Int I 802‘—767—3033

IBM BUNDLES IBM TRADITIONAL IBM BUDGET

S?erra AICBIdE Bundle  $24 Go Master Tool Kit WIN 379 Tetris Classic 526 Land Sea Air Trilogy s12
Sierra Family Fun Pak ~ $29 Go Master Ver 4 $34 Tetris Classic WIN 826  Laura Bow Parlor Games S9
:ﬁj:: g:rz:: gﬁ:g:z :jg g: m:::z: g:r; WIN zgg Trump Caslle 2 89 Leisure Suil Larry 1 s12
ace r Trump Castle 20D 1 34 Line in the Sand 512
Ullima Bundle 1-6 CD $59  Grand Slam Bridge 2 = $32 Trump Castle2DD 2 84 Lost Patrol S8
Ultima Trilogy $39  GrandMaster Chess Dix $37 Trump Castle 3 $29 MUDS 59
Ultima Trilogy 2 $48  Grandmaster Chess 519 Turn-n-Burn %9  Magic Candle 2 $12
Wing Commander Dlx 548  Home Alone 2 526 Vegas Entrtnmnt Pak  $20  Magic Johnsn Fast Break S6
VW'.ru_ng ,Sm-‘rmfm Dix CD g;g :’ome l‘f::asmn: Spectacufasr% Vegas Games Pak WIN $19  Marianas Turkey Shaol $12
\zardry Trilogy 2 ong Kong Mah Jong ~ $32 Video Poker Villa Crespo $9  Maltrix Cubed $12
HO"””_S_ Book Games V1 821 g AME-MAKER! lets you creale action advonture games as Videg Poler WIN §12  Mines of Titan 39
HOV|Ulb Book Games V2 $19 unique as your imagination, Design your own animated Video Poker by Masque 59  NFL Proleague Football $12
Hoylels Book Games V3 $28  characters, monsters, and scenes. Creale sounds and import Virtual Reality Studio 2 $49  Never Ending Stery 2~ 59
T o IHE‘._-';E s Book Games V4 :fg images. No programming. New version has SB support. $49 Wayne's World $19  Ninja Gaiden 2 s12
shido Welllris $15  Qil's Well 512
g |:I,lnpi Piiayers‘s Pack SS: jeopardy 59 Wheel ol Fortune 56  Owverthe Net 59
00 1 eapardy 2 £9 1 Wheel ol Fortune 2 $9  Pirates 56
Acquire 59 Jeopardy 25th Aniv S15 S : ‘TAKE A BREAK! Wheel of Fortune 3 S8 Planet of Lust s12
Amarillo Slim's Poker  $12  Jeopardy Junior 85 - PINBALL' is eight Wheel of Fortune Gold  $15  Power Hits: Kids $9
Amarillo Slim 7 Crd Stud $10  Jeopardy Sports Edition S7 8 different fast and Word Tris $37 Puzzle Gallery 1 s12
American Tail Coloring  $19  Jeopardy, Super Talking $21 = furious games for World Champ Bekgmmn $24  Puzzle Gallery 2 =]
Armada Villa Crespo CB $10  Jones Fast Lane 524 E windows. Score World Champion Cribbge$24  Red Storm Rising s12
Backgammon By George $9  Joseki Genius 339 . big points with Lei- Rock A Doodle 59
Baseball Card Collector $18  Klotski: Polish Puzzles 59 [ sure Suit Larry, pi- 3 age
Baseball Facts 59 Lafler Utilities WIN 521 Y lot Nova 9 through :l;fl;zlb PrEamgra S;
Bal Chess 4000 SVGA $36  Lexicross sea Sidltlerontimis: Sentinel Worlds 1 s9
Battle Chess 4000 VGA $32 Lotto Gold 529 : :ig:lfs.;c:?r?lg{eiggg‘: 007 J Bond Stealth Affairs12 Sex Vixens from Space §12
Battle Chess $19  Menlal Blocks 5 i
Battle Chess WIN $20  Monopoly 2;3 E (ot couslle g ::r: ':1,”;'?: “ers's Pack S;g :::?;wlfgﬁe;er | s?g
Blackjack $9  Monopoly Deluxe $29 o lhrough_ e, 4n): ath & | . V -
-, verse wilh Roger nches 34 Snoopy's Fun Pack ]
BIgck;a_ck WIN 812 Mpnupoly Deluxe WIN  $29 ; Wilco, and help Aclion Stations Scen 1 $8  Storm Across Europe  $12
Bridge 7 $24  Oligopoly i $9 Willy Bemish save All Star Sports Pak $9  Street Fighting Man 83
Bridgemastar $20  Omar Shar!f Bndgi_e WIN $32 the city. 529 Amarillo Slim's Poker ~ $12  Taking of Beverly Hills 59
Caelsars Palace WIN  $15  Omar Sharif on Bridge $34 Armada Villa Crespo CBS10  Tengen's Arcade Hits = $12
Cas!no Craps S510 On Targt}l $10 Back to the Fulure 3 $12  Test Drive 2:Euro Chal  S6
Casino Game Pak WIN $32  Pictionary s12 Backgammon By George $9  Test Drive 2:Muscle Car $12
a5 P e Tl O it T
i ge s30 intuitive strategy Blue Max Aces Great War$6  Theatre of War 512
Checkmate 536 PC!SITTODIG. Bridge SE $60 flamain '_hB slyle Bo Jackson Baseball  $12  Tie Break Tennis 59
Checkmate WIN §36  Price is Right s15 of SimCity that Buck Rogers Countdown$12  Treasure Savge Frontier 512
Chess Net WIN $9  Prime Time Hits §25 challengesplayers Cardinal of the Kremlin ~ $6  Trump Castle 2 S8
Chess X Colossus 89 Prime Time Hits 2 s24 ior bulldiazsmall Carl Lewis Challenge  $9  Trump Castle2DD1 54
ChessManiac 5Bi1a1 $39  Puzzle Gallery 1 s12 family farm into 2 W cpoce NotWINDOWS SO Trump Caste2DD2  $4
Chessmaster 2000 s27 Puzzle Gallery 2 $9 profitable: and o Chs;s.s X Colossus 59  Typhoon of Steel S12
Chessmaster 3000  $29  Puzzle Master $6 SPON3IIS e S Conifliotin Vietsam 9 v { Excalibur $12
Chessmaster 3000 WIN $34  Puzzni DRas: solicoess T S, Pkar Wil Croe
S 5s -I..-zz [ :39 depends upon not Congueror Multi Tank §6  Video Poker Villa Crespo 59
CI:::j:z .- :g: 2::: i :;:} justproduction, but Crime Does Nol ?ay 89 V!deo Poker WINDOWS §12
a -l il o i alsopreserving the Das. Boot Submarine 59 \hde? Polker by Masque S$9
o : mes environmental Decision at Gettysburg 12 War in Middle Earth 12
Cqmbmut[.on chck ) 59 Russian Six Pack 339 health of the land, Defender of the Crown $12 War of the Lance 59
(Enbagu King Gin King  $19  Sargon 4 59 Supperts Sound Dinosoft Ad & Sublract $12  Warlords $12
Lrossvirmd Crealor §12  Sargon 5 513 Blaster card, $41 Dinosoft Begin Algebra  $12 Waestern Europe Disk 59
Donmiia 8 SonaDws DoiGonons T WS whdoFomeed
J o Alone eel ol Fortung
g; IT-:J;rrd? Dcf“kiqp Toys §22 Scr_abb[e Deluxe WIN  $26 Double Dragon 3 $B Wheel of Fortune 3 59
p's Blackjack ~ $32 Scribler 534 'LOST ADMIRAL' Dr Doem's Revenge $9
Dr Thorp's mini Blackjack 89 Scruples 520 is & production na- Dr Thorp's mini Blackjack $9
Dr Wong Jacks & Video 89  Sesame Street §12 val strategy game. Dragon Strike 512 MACINTOSH
Ed O'Thorpe Black Jack S8 Shanghaii 2 $29 Features @ scenar- Dragons of Flame 59
Electric Jigsaw 512 Sharkey's 3D Pool s12 i0s, a random map East vs West Berlin 1948 $9  4th & Inches 36
FS-Pro $21  Shaogi Master $34 scenario, 15 cam- Eye of the Horus $3  4th & Inches Team Const $6
Faces Tetris 3 $15  Solitaire Royale $16 paign games, flag- F15 Strike Eagle $7  Batlle Chess §24
Family Crossword Pzzle $28  Solitaire WIN 532 sti,‘:_st,""'“'" special F19 Stealth Fighter ~ $12 Bridge 7 524
Gambit $38  Solitaire’s Journey WIN 538 CLIMMEER gy , 's Lal
Game-Maker $49  Solitaires Journe'_: $34 siranglatuiicial E:g::;glj?;e?:?::.b MWl :13 g:ago:s ta!ri si 22:
Games Master WIN ~ S6  Sorry 512 ompite, Indopty e
Game Pak 1 $19  Space Vegelables 39 OIticars, ranKing ga;:&“; h;:asr iy b e ey o
i b A o 59 system, accumu- old of 1 e _zlecs £12  GoMaster DixVer5 589
Go Master Dix Ver 4 559 Super Jeopardy 527 Iqles o e :g:: I1nr31:hg (I::Géf Disk gg :3““""” : 5 oo
GO Master Ver 5WIN  $39  Super Tetris hisloryasyouplay. bt SR N e
e p §29 Also has a 2 play- Hole in 1 Mini Golf Delux512 Harpoon Scenario Editor 19
Go Ma?ler Dix Ver 5 589 Swap _ $29 eroption. 519 Home Casino Spectacular$g Jack Nicklaus CD1 S6
Go e M VirA 519 TamibweCnss ook Jancthm e JnNGmecos s
X 0an o G ac ic! u
Go Master Junior Ver 5 $19  Terminalr 2 Chess Wars $37 ¥::';'.l&ﬂd"‘,ﬁ%‘;‘s;?‘§gbfﬁg: 5&?““52"”'”;““;29' Money Orders 101, gyay Quarterback $6  Jack NickI:u: gg i 22
Go Master Jr Ver 5 WIN $19 Tesserae WIN 516 g ; Check I "sillly]ljag?ore :?:buny{'ncl:S:l:llcgsl:‘?;:é]g} Keys to Marimon s12 Jack Nicklaus CD 5 S6
GoMaster Tool Kit ~ $39  Tetris $15  ENNSSPf fapduct. Ofter, price & avallablity subject to change. A1 Kiotski: Polish Puzzies $9  Lexicross 19
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Time Warner Interactive Group’s New CD

he rraveler’s rales of New York City

cabbies are well known: running

through red lights, U-turns at 70 mph,
and shortcuts over pedestrian-filled sidewalks
are the horrifying scuff of which they’re made.
Even cabby names have come ro possess a
certain notoriety. Jerry Seinfeld described one
as “something like the letter G and the sym-
bol for Boron.”

Anyone who's been there and paid the fare
is certainly ready for a tip with Raul, the
fast-talking hack who picks our jet-lagged
adventurer up at JFK Airport in Time
Warner Interactive Group's Hell Cab. Our
commuter has just arrived in New York Ciry
on his way back home, and the plane is late
for the trip’s last leg that will take him to his
Budget Gourmer and a warm bed. When
Raul shows up in the lobby and says he'd be
happy to give the player a quick visitor’s jaunt
around Manhatrtan, he warms to the idea.
“Heck, what would be the harm,” he decides,
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Takes You for a Ride

by Andy Eddy

“and Raul seems friendly enough. I always
wanted to see the Empire State Building.” He
apparently overlooked the 666 on the ﬁcmsu
plate and the company name, Hell Cab. This
won’t be the average, everyday white-knuckle
thrill ride through the Big Apple.

When he's shorr a few bucks to pay the fare,
the quick-thinking Raul (surely, he’s done
this before) whips out a picce of paper—a
contract that pays his fare out of the player’s
soul. No, the local ATM won't help much,
because money isn’t the key to this payment
plan. Just sign on the dotted line and enjoy a
tour, one that spans the ages, from the cab’s
back seat in New York to the Roman Coli-
seun, from those roaring Jurassic days to the
battle-scarred fields of World War 1.

Hit The Road, Jack

Hell Cab, designed by artist Pepe Moreno,
is constructed with a point-and-click inter-
face that is reminiscent of previous multime-
Cosmiic

dia adventures like Manbole and
Osmo—and  that pair

were less games rL;m
Hell Cab. Even with
gaming elements,
though,  Hell  Cab
comes up shore in pro-
viding durable enter-
tainment for one main
reason: It's v-¢-r-y slow.
Quicktime, f\ppic's
movie  extension, 1s a
good application for

creating movies on the Mac, burt even with a
fast machine the access time can really bring
the action down. This is no arcade game, to
be sure. Every event hangs on each mouse
click to be registered and new dara streamed
in from the CD. Maybe a lesson could have
been learned from Drew Pictures’ fron Helix
(by Spectrum HoloByte for the Macintosh),
where cerrain essential files were held on the
hard drive. All of Hell Cab, with the exception
of the Quickrime extension, comes off the

CD on the fly.

TITLE: Hell Cab
PRICE: 599,99
SYSTEM: Macintosh

Mae Il with a 13" eolor monitor,

IMB RAM, CD-ROM drive and System
6.0.7 or higher (System 7.0 recommencded);
None

Pepe Moreno/Pepe Moreno Productions
Time Wamer Interactive Group

2210 W, Olive Avenue

Burbank, CA 91506

1B00) 593-6334

REQUIREMENTS:

PROTECTICN:
DESIGNER:
PUBLISHER:
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CHIPS & BITS inc.

FREE GAME WITH YOUR $75 ORDER*

Shipping te US,PR,AK HILAPO & FPO S4 per order. Air Mail to Canada $68 per order. Handlling $1 per shipment.
2 Business Day Air US S6 per order; PR, HI 512 1st item + S2 ea. add'l; AK $19 1st item + $2 en. add'l. Handling §1 per shipment.

Europe, S. America Air Mall $19 1st item + S6 ea. add'l. Asia, Australla, Africa, Air Mall 525 1st Item + 56 ea. add'l. Handling $1 per shipment.

PO Box 234

Rochester, VT 05767
Call 800-699-4263
Fax 802-767—-3382

Int’l 802-767-3033

MACI
Life and Death $24
Manopoly $19
Oids 36
Qut of This World 836
PGA Tour Golf Course 1 88
Pick'n Pile 56
Puzzle Master 36
Railroad Tycoon 536
Reach for the Stars 519
Risk 519
Rebo Sport 524
Shanghaii 2 319
Sim Ant 335
Sim City Supreme $46
Simcity $29
Simeily Terrain Editor 59
Space Ace 2 524
Spirit of Excalibur s$19
Starflight 1 529
Super Tetns 524
Test Dnve 2 824

Test ODnve 2:CA Chal 56
Test Drve 2:Supercars  $8
Vette 524
Welltris 319
Where Europe CSD 324
Where World is CSD 524

Wordtris 524
Yeager's AFT 524
Artura 59
Atomino 53

Blue Max Aces Greal War$6
Breach 1 Scenario Disk 53

Bride of the Robot 56
Checkmate $12
Crackdown $9
Darkman 83
Das Bool Submarine g9
Day of the Viper $6
Dragons of Flame 36
F28 Hetaliator DEMO 53
Fas! Break $3
Fireteam 2200 512
Gateway Savage Fronlir $24
Gun Boat S8
HardBall 59
Hawaiian Odyssey $6
Heatwave 53
HoverForce 33
Jack Nicklaus Clip At 53
Jack Nicklaus CD 1 56
Jack Nicklaus CD 3 56
Jack Nicklaus CD 4 56
Jack Nicklaus CD 5 56

Jack Nicklaus Greatest 1856
Jack Nick Unlimited Golf $9
Knights of the Crystalion $6

Leisure Suit Larry 1 59
Loom s12
Matrix Marauders s3
Mean 18 Goll 3
Megafortress MD 2 DEMOSE
Night Breed 53
Night Shift 56

Populous 2 Challenge 59
Populous World Editer 53

RVF Honda $3
Red Storm Rising $19
Renegade Legion

Interceptar 59
HRobocop 2 6
Search for the King 36

Secret Monkey Island  $19
Shark Altack Ultim Golf 56

Ski or Die $3
Slryx S6
Targhan $9

Tengen's Arcade Hits $6
Test Dnve 2:Muscle Cars 53
Dark Queen Krynn DEMO S8

Time hine g8
Total Eclipse 83
Treasure Trap 39
umMs 2 819
Untouchables 56
Yeager's AFT 2.0 59
Zoom 56

Aces over Europe 549
Baltle Chess 549
Crash & Burn 549
Demolition Man 549
Dragon's Lair 549
Jurassic Park 549
Lemmings 549
Mad Dog McCree S48
Madden Fooltball 549
Megarace 849
Micracosm £40
Oceans Below 549
QOut of this Warld 549
PGA Tour 549
Road Rash 549
Shock Wave 549
Star Trek Next GenerlionS48
Stellar Fire 49
Syndicate 549
Total Eclipse 549
Troddlers 549
Twisted 549
Wing Commander 549
WorldBuilders, Inc 549
Jaguar System $249
Alien Vs Predator 554
Baseball 554
Basketball 554
Battle Zone 2000 54
CyberMarph $54
Jaguar Formula 1 Racing$54
MFL Faotball 554
Raiden 554
Tempest 2000 554

Tiny Toon Adventures  §54

Meo Geo Gold System $569
2020 Super Baseball 5119

3 Count Bout $199
Alpha Mission 2 149
Andros Dunaos 199
Art of Fighting $199
Art of Fighting 2 5199

Baseball Stars Pro 5129
Baseball Stars Pro 2 5149

Blues Journey 5149
Burning Fight 5149
Crossed Swords 5149
Cyber Lip $149
Fatal Fury S$129

‘LABYRINTH OF TIME' is an epic fanlasy of time lravel on CD.
The legendary King Minos has commissioned a Labyrinth
bridging both time and space. To stop him, you must enter the
Labyrinth and manipulate the very fabric of history. 539

**SPECIAL OFFER: Buy Walls of Rome, Bloodstone, or Strike
Squad and get one other Minderaft game free. Coupon enclosed
in game.

‘THRUSTMAS-
TER WEAPONS
CONTROL SYS-
TEM MARK I
Brings the funclion
of the keyboard
into your left hand
while your right
hand controls the
joystick. Al func-
tions are fully pro-
grammable. Plug
your FCS inta the
back and program
all its lunclions as
well. The ullimate
control! 594

'WALLS OF
ROME' gives you
the experience of
siege warfare as
the ancients knew
it. Play single bal-
tles or extended
campaigns of con-
quest & delense
against an unpre-
dictable computer.
Stunning graphics
and sound effects.
**SPECIAL:BUY 1
MINDCRAFT
GAME ANDGET 1
FREE ! $39

‘SOUND MA-
CHINE® brings to-
gether 2 of the
most popular com-
puter add-ons in
ang inexpensive
package. Fea-
lures a genuine
sound blaster
chipset, digitized
voice inputfoutput,
full duplex MIDI in-
terface, built in 4W
amp, volume con-
trol, a pair of 3"
speakers, and a
joystick, 594
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Fatal Fury 2 $189
Football Frenzy $149
Ghost Pilots 5149

King of the Monsters 5149
King of the Monsters 2 5179

Last Resort $149
League Bowling 5149
Magician Lord 5149
Mutation Nation 5149
Nam 1975 NG 5149
Ninja Combat 5149
Riding Hero 5149
Robo Army $149
Samurai Showdown  $199
Sengoku $139
Sengoku 2 $199
Soccer Brawl| 5139
Super 8 Man S149
Super Sidekicks Soccer$179
Super Spy 149
Survivor 5199
Thrash Rally $138
Top Hunter 5199
Top Players Goll $139
View Paint $1099
World Heroes 2 $199
Turbo Duo 5289
TurboDuo Adapter 513
Turbo Duo Pad 518
Turbo Duo Tap 518

A Train 3 Super CD 547
Addams Family CD 534
Beyond Shdowgte SCD 547

Black Hole Assault SCD 547
Blood Gear Super CD 547
Buster Brothers SCD $42
Camp California SCD 546
Cosmic Phanlasy 2 CD 546
Cosmic Phantasy 3 SCD $46
Cotton Super CD 544
Dragon Slayer SCD $42
Dungeon Explorr 2 SCD $46
Dungeon Master CD 544
Dynastic Hero SCD S44

Exile 2 Super CD S46
Fantasy Star Sldier SCD $44
Fighling Street CD $34
Final Zone 2 CD 542
Forgollen Worlds SCD - 543
Gao Super CD 545
Gate of Thunder CD 548
Godzilla Super CD S48
Gradius 2 CD S48
It Came From Desert CD $45
JB Harold CD 537

Jack Nicklaus Goll CD §34
Jim Power Super CD 847
King Monsters 2 5CD 546
Loom SCD 539
Lords of Thunder SCD  $44
Lords of Rising Sun CD §39
Madden Football SCD - §44
Magical Dinsaur Tour CD'S42
Might & Magic 3 SCD 847
Mystic Formla Super CD $45

Mexzar SCD 847
Pomping World CSD S44
Populous CSD 348
Prince of Persia CSD 539
Rayxanber 3 CD 548
Riot Zone SCD S44

RoboTech 2036 SCD $44

TURBO DUO

RobaTech Lov Sng SCD 847
Shadow Beasl SCD 342
Shape Shifter SCD 342
Sherlock Holmes 2 SCD 842

Simearth SCD 342
Splash Lake CD 328
Spriggins CD 346
Terratarming CD 244
Valis 3 CD 544
Vasteel CD 346

Wizardry 1 & 2 SCD 844
World Heroes SCD 246
Xak 1 & 2 SCD 547
¥s3CD 542
Ys Book 1 &2CD §36

FREE GAME OFFER

Spend the specified amount
on any in stock software and
choose a free game from the
corresponding list below, Of-
fer subject to change or can-
cellation without notice. Valid
from September 15th through
November 30th or while sup-
plies last.

SPEND $75

4th & Inches 5.25
Airborne Ranger 5.25
Artura
Backgammon by George
Big Business 5.25
Bravo Romeo Della
Gunship 5.25
Obliterator
Pirates 5.25
SC Oul
The Tinies
Xenocide

Blackjack for Windows
Covert Action
Dark Half
Defender of the Crown
Dragon Force 5.25
Grandmaster Chess
Hole in 1 Mini Golf Dix
MacArthur's War
Operalion Combat
FPanza Ballles 5.25
Patton Strikes Back
Railroad Tycoon 3.5
Sentinel Worlds 1
Video Poker for Windows
War of the Lance

SPEND $200

Allied Forces
Bridge 7.0
Cardinal of the Kremlin
Command H.Q.
Dune
F15 Strike Eagle 2
Losl Admiral
Red Starm Rising
Warlords 5.25
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With thar in mind, ic’s hard o categorize

Hell Cab as a game, though it is certainly
interacrive. One starts with three lives, and
lives are lost when poor decisions are made.
The player also has a quantity of soul (regis-
tered on the Soul-O-Merer, Raul’s dashboard
device that measures one’s fare) that must be
carefully monitored. The interface requires
the player to click at the screen edge to wrn
90 degrees or click straight ahcad o move
forward. As in games like The 7th Guest, the
pointer changes to another symbol when an
action can be accomplished. Ar cerrain junc-
tures, one can pick up irems, click on text
buttons to speak to other characrers, and hit
the mouse button to achieve a particular mo-
tion (like swinging a sword). It was disap-
pointing to not have these few movements
duplicated or expanded upon via the key-
board.

Graphically, most of the display is simply a
two-dimensional image with characters laid
over the top. Most characters move in jerky
cel animation and their mouths aren’t closely
lip-synched with the audio. This serves to
give Hell Caba very surrcal look and feel, but
also weakens its claim of being a state-of-the-
art CD adventure. And though the game is
filled with digital audio, there are sections
where the sound is sparse or non-existent.

Movie Magic

Fven with those hindrances, Hell Cab has
some highly entert 1ig moments. Visiting
the Empire State Building, one can wander
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the halls and click on picture
frames to bring up Quicktime
movies. These “films”™ range from
plugs for other animators (such as
John Ludrtke, who helped on Hell
Cab, but has also worked on an-
other interactive CD, The Freak
Show with the music group The
Residents) to satirical clips from
“T'he Dead Sullivan Show,” to ad-
vertisements for upcoming prod-
ucts, and even onc for Wired
magazine. The trip through the
Empire Stare Building also Fgarurcs
accurate images from around the
86th-floor observation deck. If

Fl;iycrs pull out a quarter and toss
it into a telescopic viewer, they might even be
able ro see Baltumore!

(O W S

Overall, though, everything in Hell Cab
tends to drag out. For example, when one
reaches the Coliseum, no matter how the
conversation with Nero goes the player ends
up in jail. In jail, the conversations must take
place with the same characters. At other
times, one can’t decide if timing of the mouse
clicks is important or if placement of the
pointer is the key. After a while, it all just
seems to be a long, one-way street with little
variation and not much in the way of enter-
rainment. It's all a bit tedious.

A Journey Of Sight And Sound

It's hard to lump Hell Cab in the same
group as The 7th Guest, Tron Helix and Jour-
neyman Project, which were all actual games.
Hell Cabis more like an interactive tour book
and variety show lumped into one—the
sighrs and sound of Hell Cab. 1 had
the most fun clicking on the Em-
pire State Building’s curtain dis-
plays ro bring up cool Quicktime
movies, but things really started to
plod along when I started playing
what 1 felt was the “g{lmc." This is
not hard ro understand when one
reads Pepe Moreno’s bio (located
in any ATM in the game). His
background is in comic books and
storics, having been pul)ﬁshcd in
such magazines as Heavy Metaland
Epic. He's also ['t‘.':pnnsihlc for DC
Comics’ Digital Justice, a Batman

graphic novel ereated totally on the Macin-
tosh. His expertise is the visual, leaving the
reader to expand on the pictures in his mind.

Burt gamers have gotten used to having less
left to the imaginarion and facing more im-
mersion by the game software. A good game
is one that makes the player forget he's at his
computer playing a game. Too frequently,
Hell Cab brings one right back to his scat in
front of his keyboard. When one is waiting
for a mouse click to bring about a new visual,
the delays can be interminable.

The future of CD gaming is quite up in the
air, though products like fron Helix take the
weaknesses of CD-ROM and push them to
the back. Hopefully, the medium will quickly
mature and Moreno will be able to create a
world of sight and sounds thar will truly
enterrain and offer smoother immersion into
his crearive vision. cew

R M@V TEN

Do you know what PBM (Play-By-Mail)
gaming is? If you don't, we ¢an help you
explore the world of PBM gaming. Paper
Mayhem has been leading the way for
over 10 years by informing people about
PBM gaming. Articles, reviews, biograph-
ies and more fill each issue. Not to men-
tion the ratings of PBM games and com-
panies that our readers participate in.

Paper Mayhem has been impraving with
the ever expanding hobby of PBM gaming
since 1983. Each bimonthly issue brings
you the latest on PBM news.

So why delay and miss out on all the
fun? Read Paper Mayhem and take ad-
vantage of PBM gaming.

Send subscriptions to:
PAPER MAYHEM
Dept CG,1518 Adams St.
Ottawa, IL 61350-4770

US Subscriptions:
Single issue $5.00
1 year $24.00 - 2 year $42.00

FOREIGN SUBSCRIPTIONS: 1 year Canada $31.00;
1 year to Europe $51.00; 1 year to Australia $57.00,
All Subseriptions 1o PAPER MAYHEM are lo be paid
in US funds and drawn from US banks. Foreign sub-
scriptions are asked to use International Money
Order in US funds.
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:Q;RIKE SQUAD™

WALLS

4 OF ROME™
Role-playing strategy.
K'kistik forces have de- Siege Warfare. From
stroyed Bao, your once the plains of Carthage
beautiful home planet... to the forests of
killing your loved ones. Assemble a mercenary squad and Britain, from Greece and Persia to Rome herself,
head to Trindor on your first step towards revenge. experience siege warfare as the ancients knew it.

BLOODSTONE™

Role-playing fantasy.
You go in search of
magical treasures from
the days of legend, =a ) G
when gods walked in the world with their chtldn.n

By POPULAR DEMAND
EXTENDED TO
DECEMBER 31, 1993

MaGIC CeroaN MAaGIC EHA
CANDLE IT" pee CANDLE III" || —
Role-playing fantasy. Role-playing

Prepare a campaign to : fantasy. The ancient

free the guardians of |__ lands around the =

the Magic Candle. Learn the secret of the four Solian Sea have been stricken by a mysterious

and forty. blight. Can your hero find the source?

STAR LEGIONS™ SIEGE™

A game of strategic | "" r..:_: R [ {,-. il i ’ Castle Warfare,

planetary conquest. e e LY Study ongoing ma-

With each victory you neuvers, then direct

gradually ascend to - === your troops to repe] |[LEES

the highest Krellan honor-the rank of the advancing raid or to surge forward and

Imperial Tribune! take the castle.

TEGELS xh

MERCENARIES™ ==MINDCRAFT
Role-playing strategy 2291 205th Street, Suite 201

game. Assemble a Torrance, CA 90501
strike force of soldiers- CALL 310-320-5214 OR 1-800-525-4933
for-hire. The mission must succeed at any cost. FAX 310-320-1522
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UnidenTified

Flying

Vegerables?

REVIEW

A New Spin On The Flight Sim In Corncob 3-D

An avid computer game and flight simulator
Jan, the author is also an AH-64 Apache pilor and
Armament Officer for the U.S. Army. A combat
veteran of Desert Storm, he's currently stationed
at Fort Campbell, Kentucky. He can be reached
on GEnie at B.WALKER 10, or America Online

| ar WALKER34.

ew ideas are hard 1o come by in flight

simulator games. While, technologi-

cally, simulators have made huge
strides over their ten years of existence, con-
ceptually they haven’t budged. With the
commercial software houses starting to fly in
loops, it’s refreshing to see a new entry from
the shareware sector, Corncob 3-D: The Other
Worlds Campaign, putting a new spin on the
genre.

Weird War 11

Gamers who remember DC Comics’ old
Werrd War title will feel a bit of déja vu. In
Corncob 3D, the pastas we know it never took
place. WWII never happened. Instead, aliens
swept down on the Earth in 1938 and rapidly
began seuwing up bases. After a fierce war,
mankind liberated the carth. Though win-
ning a brief respite, humanity realized thar
total victory could only come by ridding the
cosmos of the alien scourge. Now, the player
takes the fight to the enemy on many diﬂ}::r-
ent planets, flying wildly modified “Corn-
cobs’ (an old nickname for the Vought
F-4U1 Corsair of WWII fame) and experi-
mental Stealth Fighters against incredible
odds and superior technology.

Virtually Unique

The term “virtual reality” has been abused
like nothing else in computer entertainment.
However, Corncob 3D delivers ane of the best
attempts at a VR-like “living environment”
in a flight sim so far. In rﬁc Corncob 3D
universe, destroying the enemy is all that
counts. Rarely is there a required sequence,
order, or mchniquc to winning. Kamikaze
attacks, dashing around on foot to place
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by Bryan Walker

sarchel charges, calling in and protecting res-
cue vans, leaping from structure to structure,
and cven destroying friendly buildings are all
possibilities in any mission, at any time. To-
tal, virtual, freedom is perhaps the greatest
strength of this game. Landing a chewed-up
plane, climbing into another, and taking the
fight right back to an enemy that doesn’t
magically regenerate provides a “suspension
of disbelief” thar few titles can approach.

The filled-polygon graphics of Corncob 3D
are rendered in 16-color VGA. Despite the
limited palette, the animation is smooth as a
soft-serve cone, and the effects simulating flak
and secondary explosions may be the best I've
scen. The outside world is cﬁsplnycd via the
eraditional external cockpit views, which are
animated to simulate actual head-turning. A
rear-view mirror is continuously displayed,
making it easier to avoid the guided missiles
and view the effects of a bombing run. An
overhead “radar” view is also provided, giving
the player a 360-degree perspective on the
aircraft.

While Corneob 3D has been released in
smaller versions, the “Other Worlds Cam-
paign” has 130 forays and a mission-building
utility. There's also a “Secrer Mission™ for the
truly determined player. The challenges of
the numerous theaters of conflict range from
the very easy to the astonishingly difficult.
The different atmospheres and gravities of
each planet require players to constantly alrer
their tactics. Though the number of enemy
types is somewhar limited, the incredible va-
riety of emplacements repeatedly calls for new
tricks and fancy flying.
Even the best sim jocks
could spend weeks finish-
ing the entire campaign.

player. The static targets consist of fuel
dumps, antenna arrays, construction facili-
ties, and generator orbs that power various
defensive force fields. While some players
might consider these targets casy pickings,
there are insidious booby-traps just waiting to
snare the unwary pilor. The active enemices
range from three-wheeled ground transports,

to flying saucers, guided missiles, and the
aliens themselves. The formidable anti-air-
craft defenses include invulnerable barrage
balloons, flying debris called “bee swarms,”
articulating cannon turrets, mortars used ro
deny low-altitude approaches, and the per-
sistent guided missiles. The quality and le-
thality of the alien devices is indicated by a
variety of colors. For instance, a brown object
isn't much of a threat, burt bright white ob-
jects are simply bad juju. Despite the over-
whelming superiority of the alien forces, a
clever pilot can use the cager enemy's
strengths ro advantage, Nearly everything can
be destroyed, and it docsn’t macter whose
weapon does the damage.

The Other Worlds Campaign

TITLE: Comeob 3-D: The Other Warlds Campraign
. PR R PRICE: $23

At ﬂlsr}gl‘um. the blll‘l.l” A3 e
roster of rtargets might REQUIREMENTS:  286-12MHz, VGA graphics,
seem unimpressive. How- 2MBhard drive space

ol _P  remdalae PROTECTION:  None
ever, the game uses clever DESIGNER: Kevin Stokes of Pie in the Sky Productions
mixes of target types and PUBLISHER: MVP Software,

litie | “', . ¢l Grand Rapids, M1

qualities to challenge the R on Dt
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long can vou
survive in a constantly
changing world of
alliance and intrigue?

Wil
viou be a minor player
in the politics
of the age,
or push the limits
of empire and
oominance?

Coming soon from Mindcraft.
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Corncob 3D is not designed to appease those
gamers who demand the utmost in realism.
While both the casy and advanced flight
models are smooth and believable, many
technical details have been omiced (landing
gear, for instance). Designer Kevin Srakes
prlumd that the main thm behind Corn-
colr 3D was to make it challenging yer enjoy-
able for casual PC gamers. Effectively
unlimited ammunition, forgiving flight char-
acreristics, rechargeable rocket boosters, rapid
repair, and even the ability to remorely con-
trol the plane after bailing out makes Corneols
3D patently unrealistic, bur lorts of fun!

With a $2000 486 system required to truly
enjoy most of today’s flight sims, those with
lower-end machines are getting the fuzzy end
of the lollipop. If the causc of the lower-end
machine could have a champion today, Corn-
cob 3D would be it. While it doesn’t run with
quite the smoothness of a higher-end system,
it’sstill an enjoyable game on a 286 or 3865X.

There are many other minor features buile
into Corncob 3D, ranging from comprehen-
sive intelligence reports, rime compression,
teleport portals, a “boss” screen, sound editor,
map mode, congratulatory sequences and
others. They all contribute to a good game.
Even so, there are some limitarions and over-
sights that could be corrected to improve the
quality of play.

Causes For Grounding

Perhaps the greatest weakness of Corneob
3D is the roral lack of terrain features. Each
planet is, for all pracrical purposcs, a big pool
table rife with bad guys. While this keeps the
game running mmmh]y on lower-end ma-
chines, the flar landscape is a step backwards
for those of us spoiled by Faleon 3.0 and
Comanche: Maximum Overkill. With much
of the game spent skimming the ground to
avoid cannon fire, the abhsence of rerrain fea-
tures detracts from the experience.

The mission builder is pm\fcrf‘ul. but it’s
certainly not easy or intuitive to use, Gamers
without programming experience will prob-
ably find designing scenarios for Corncolb 3D
to be very tedious. Fortunately, the missions
available on-disk offer pluuy of variety and
challenge.

Steely-cyed dogfighters might be dismayed

to find that Corncob 3D doesn’t offer any-
thing I'C:;-:mhiing the air-to-air combatr of
other flight sims. Since the only acrial oppo-
nents are the crratically—mum‘u\'n:ring ﬂ_\-’ing
saucers, “turning and burning” doesn’t hap-
PI:['I.

While most of the simulator industry is
embracing numerous control oprions such as
the Thrusimaster accessories, Corncol 30 has
no prnu'lsinmc for .111)'rhing_ otherthan a .‘iiI'lgIL’
joystick and keyboard control. This omission
becomes -.wnﬂl(‘.ml’ when trying to land a
badly dmnuud plane under the advanced
flicht mode oprion, or in the hear of bartle
when m any actions need ro be taken quickly.
Hupciully any future version of Corncoh 30
will make allowances for alternate control
options.

Share And Enjoy

Those who think of shareware games as
second-string entertainment will be pleas-
antly surprised with Corncob 3D. This game
is II'I[LIIIL‘LITI'I)' designed, casy to learn and just
plain fun. While ic lacks some of the chrome
111{' bl IPI'“L \'CI\'\-"PO\V(_I— U[ }'I]E'I'I (l[)”dr [|'
tles, Corncob 30 offers some new ideas that
will certainly be seen in future games. If some
sort of price/challenge/fun formula was de-
veloped to measure the worth of today’s
games, Corncob 3D could stand nose cone-to-
nose cone with any flight simulator out there,
CoW

GOLD

WE PAY CASH FOR USED IBM GAMES
abso Nintendo, Super Ninfendo, and Sega Genesis

We want your current used games™

1-800-377-8578

call for authorization before shipping

WE SELL USED GAMES
IBM, Nintendo, Super Nintendo, Sega Genesis

All games are tested & IBM disks virus checked
(uII for current fitle (l‘.'tll'llllll?y\\

~ZA\\ WE ACCEPT
= VISA/MasterCard

Most items shipped same day. S5 UPS/S7 2nd Day Air

*Gomes mus! be complete with ll disks & printed materiols and in the
original box. Incomplete gomes will be returned at your expense.

GAMER'S GOLD @ 1008 W. 41st Street @ Sioux Falls @ South Dakota © 57105

THE ULTIMATE ROLE-PLAYING AID

Introducing The Ultimate Character Editor. This exciting new preduct features full
mouse and keyboardsupport, online context sensitive helpanda complete windowing
system (does not require MS Windows to run). This editor allows you to edit 30 of the
games listed below (including Might and Magic 1-4, Ultima4-7, all SSI AD&D games,
Bard's Tale 1-3, Wizardry 6-7 and more). The price for this editor is $59.95. So, for
the price of 3 editors, you will be getting 30 editors. Upgrades will be available to
handle new games as they are released for only $9.95 per game.

* CHARACTER EDITORS - $19.95 each

Might and Magic (1,2,3, 4 or 5), Pool of Radiance, Hard Nova, Bard's Tale (1, 2 or
3), Wasteland, Dragon Wars, Space Rogue, Wizardry (Edits 1-3), Wizardry 4,
Wizardry 5, Bane of Cosmic Forge, Crusaders of the Dark Savant, Treasurers of the
Savage Frontier, Sentinel Worlds |, Knights of Legend, Secret of the Silver Blades,
Curse of the Azure Bonds, Champions of Krynn, Space 1889, Drakkhen, Keys to
Maramon, MegaTraveller (1 or 2), Keef the Thief, Darklands, Escape from Hell,
Ultima (3, 4, 5, 6, 7 or 7 pt. 2), Savage Empire, Dark Heart of Uukrul, Tunnels and
Trolls, Lord of the Rings (1 or 2), Countdown to Doomsday, Eye of the Beholder (1,
2 or 3), Darklands, Death Knights of Krynn, Fountain of Dreams, Magic Candle (1,
2or 3), Pools of Darkness, Ultima Underworld (1 or 2), Twilight 2000, Planets' Edge,
Dark Queen of Krynn, Prophecy of the Shadow, Martian Dreams, Realms of Arkania.

« HINT BOOKS - $9.95 each except where noted

Might and Magic 1, Knights of Legend, Curse of the Azure Bonds, Champions of
Krynn, Legacy of Ancients, Dark Heart of Uukrul, Wizardry (1, 2, 3, 4, 5, Bane or
Crusaders ($12.95)), Eye of the Beholder 2, Might and Magic 3 ($12.95).

IBM listed. Apple and C84 versions also available, )

Please add $4.00 for shipping and handling.

Open from 9 AM - 8 PM every day for your convenience. | R
GOSSELIN COMPUTER CONSULTANTS

P.0. Box 1083 - Brighton, MI 48116 - (313) 229-2453
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OF THE

nless you've been initiated into the

mystic cabala of computer program-

ming or have invested mega-bucks in
software development tools, game design has
been out of your reach. Game construction
kits have appeared in various forms over the
years, but all, with the possible exceprion of
SSUs recent Unlimited Adventures, have met
with little success: either they are too difficult
to use or they do not offer enough power to
create anything resembling an interesting
game. Fortunately, there are always excep-
tions. The exceptions in this case are two
popular and powerful game creation systems
that have cropped up among the grassy roots
of the shareware r 'zthn.

Adventures By Number

Adventure Game Toolkit from Softworks
and DC Games from DC Software are two of
the leading shareware gaming construction
kits. They both allow the non-programmer to
create computer games, though they ap-
proach the task from different angles.

The Adventure Game Toolkit (AGT) is pri-
marily a text adventure construction ki,
available in one of two versions: the Classic
Edition and the Master’s Edition. The Classic
Edition has been available for six years, under-
going a constant process of refinement. It is
relatively simple to use, requires no program-
ming knowledge, and has a very dedicated
following of designers and players. Hundreds
of games have already been created with
AGT, many stll available on most major
nerworks. Versions of this edition are avail-
able for MS-DOS, Macintosh, Amiga and
Atari ST compurers, and adventures created
on one of these systems can be easily re-com-
piled for use on any of the others. A modest
shareware fee of $20 is required.

Those desiring more substantial creative
options may be interested in the Masters
Edition of AGT. Available only for MS-DOS
machines at present (though compatible with
all games developed for the Classic Edition),
this version gives game designers the power
to create larger games than previously al-
lowed, includes graphics (EGA or VGA), Ad-
Lib and Sound Blaster music and sound
effects, special fonts, pop-up hints, a custom-
ized interface and menu-driven pl:l}-'cr input.
For $50, the Master’s Edition offers the game
author more power and creative options, As-
piring designers with a yen for adventure
games in the classical mode should contact:
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Ifl Had A Hammer...

Building Your Own Games With Shareware Tools

by Chuck Miller

Softworks, 43064 Via Moraga, Mission San
Jose, CA 94539. Orders can be placed by
phone using MasterCard or VISA at (510)
659-0533, 9:00am to 5:00pm PST only,
Monday - Thursday, Saturday and Sunday.
Fans of the early Ultima games should take
a look at DC Software’s game building sys-
tem, DC Games (DC). With it, gamers can
build graphic adventure or role-playing
ames similar in form and function to Ultima
H1-V. While more dillicult 1o use than AGT,
it also allows the creation of more graphically
pleasing productions (the reverse of AGT,

Ve ave in Madan

DC Games

textual richness is DCS weak spot). Support
is provided for extensive wur,d:a, over 500
objects and characters per world, virtual
memory and VGA graphics (SVGA support
will be available shortly). Also supported are
Sound Blaster’s voice, music and rext-to-
speech drivers.

DC has gathered a faithful band of users
around its banner and is being continually
refined to meet their needs. Furure versions
will support SVGA graphics, .GIF and .LBM
graphic files, and data compression. If you
would like to try your hand at developing an
RPG in a style reminiscent of the carlier
Ultima titles, DC may take the roure to take.
For a moderate registration fee of $40, plus
$5 shipping and handling, you can skip the
night school programming class and “create
worlds” of your own. Registration should be
sent to: DC Software, P.O. Box 866771,
Plano, TX 75086-6771.

While neither of these construction kits will
cnable the fledgling designer w create an
Ultima VII-or Lands of Lore-style game, they
will provide the opportunity to learn the ba-
sics of successful design and create an original
quest. 1T you want to get your feet wet, they
provide safe wading pools.

Puzzled Expressions

With the remainder of this column we'll
look at several puzzle games that have drifted
across my desk. These games are Boogle De-
luxe (a Bogele clone), Trio (a Solitaire card
game) and Puzzle Pits (a logic puzzler), and
they are addictive. You have been warned.

Those familiar with the classic word game
Boggle will know exactly how 1o play Sea-
board Software’s Boogle Deluxe, a game of
word construction against the clock. While
the “trial version” is rather limirted in play
value (only four unique games are available)
and soon becomes repetitious, it offers
enough play for one to decide if he or she
wishes to put up cash for the registered ver-
sion.

As expected, play is similar to the original
table version of Bogale, the goal being o
“discover” as many words as possible within
the ser time limie. These words are con-
strucred by connecring lerrers verrically, hori-
zontally and diagonally and must be ar least
three lerrers, bur no more than 18 letrers in
length. Each letrer can only be used once per
word.

Boogle Deluxe, however, does the old
standby one better by allowing the player to
adjust certain features. Grid size can be tog-
gled between four-by-four and five-by-five
squares, the time limit may be set from one
to five minutes, and opponent skill can be
selected from average, smart or genius. Being
a relatively competent Bogele })tl}’(:l’. I casily
beat the computer opponent on the lower
two levels, though it severely trounced me at
genius level. Most players will find a “smart”
opponent challenging competition.

The only major drawback is the $30 regis-
tration fee—steep for what the game offers.
Though the VGA graphics are pleasant

Boogle Deluxe
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“The bestsimulator
I'veever seenl”

Rick Zalud, Computer
Game Review

‘Makes the'term virtual’
ragundant!” :
Dave Moskowitz, Video Games
and Computer Entertainment

“Sets a totally new standard for
helicopter simulations!"
Arnie Katz, Electronic Games

Hedefines the statg-of-the-artin
compuler simulation graphics!"
Computer Gaming World

Century Attack Helicopters - the Boeing
Sikorsky RAH-66 Comanche, not just over,
but in and around ultra-realistic 3-D
terrain. Caniit be true? Absolutely!
Thanks to Novalogic's radical new
simulation environment VOXEL SPACE™,
which produces graphics 500 times more
detailed than any of those tired old
polygon-graphic games; You'll dive from
mountain peaks, dartthrough winding
canyons; and roar through pulse-pounding
combat in stunning cloud-filled skies.

fa ulator with

RAH-66 Comanche
Unsurpassed speed and maneyverabilfey
Real-time fy-bys through actual ferrain data
One-minute fearning curve
Superl musical seore anud sound

Ryt (M PO SE8.5X o grivster SO8458 32 Bie etz e witlh < gl (08 1 B :ea.r.-::ﬁ!nnm}_uuww'
Lz & Comancie, Maxianm Overiil Jfb"uﬂ }FA{? Novalogie, and the Novaloge fogo sre trademarte of Novalogic, In, rvice
19510 Ventura Bvel. Ste. 200 Tarzana, UA SI356 & 1992 by Novalogic, fne: Al Rights Raservod. Circle Reader Se #93




enough, there is no music or sound effects,
not even that of the letter blocks falling into
place. Still, Boogle Deluxe is a good game,
offering Boggle fans a capable computer trans-
lation of this “wordy” Eworirc. Registrations
should be directed to: Seaboard Software,
302 North Jefferson Street, Arlington, VA
22203-1200 in U.S. funds, check or money

order only.

Trio

Trio, a one-player card game from Toren-
soft Consulting, challenges the gamer o
martch groups of three cards comprised of
symbols (circles, ovals and squares), colors
(red, blue and green) and shadings (solid,
striped and hollow) our of a hand of 12 cards
from a deck of 81 cards (a short game of 24
cards, and a half game of 48 cards are also
available). However, locarting trios is not al-
ways clear cut. To form a trio, each aceribute
must be the same or different on each of the
three cards. For example, one trio could be
comprised of ane each red, blue and green
solid square. Thus, while shape and shading
are the same, colors are different. Another trio
might be made up of a red hollow oval, two
green solid squares and three blue shaded
circles. In this case, the shape, color and shad-
ing of each card is different. Scoring is based
on the total number of correct trios located
and the time it takes to complete each game.
On-line hints are available, though their use
will hurt the player’s score.

Though 77ieisasimple game wich asimple
presention (it has no sound or fancy graph-
ics), it is a fun and addictive diversion. Those
wanting to sharpen their logic skills should
give it a try. For a modest $10 U.S. ($12
Canadian), the player gains the registered
version and the next release, Trio Plaid. Reg-
istration should be sent ro: Torensoft Con-
sulring, 475 Elgin Streer, Suite 1007, Ortawa,
Onrario K2P 2E6, Canada.

The third game, Puzzle Pits, is an Amiga
game by Spartan Design. It could be de-
scribed as a derivation of the old sliding-
square puzzle, where the baffled player had to
arranged  numbered  diles  in sequence.
Though timed, the emphasis is clearly upon
thinking one’s way through each puzzle.

Puzzle Pits is comprised of 30 levels (addi-
tional levels are available) and is set in the
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context of a quest to rescue the player’s broth-
ers from the evil Dulak, a wizard who has
turned them into stone. Apart from the con-
trived fiction, Puzzele Pits is basically a series
of logic puzzles in which the player must
move barrels onto colored squares without
blocking him or herself from future moves.
Objects such as crates also need to be pushed
ourt of the way, while gems possessing magical
properties must be found.

In addition to the game itself, Puzzle Pits
includes a level editor and a simple program-
ming language to design one’s own levels. A
stock Amiga with 512K is required, though
1MB of RAM is recommended to enjoy the
game to its fullest (and hear the music and
sounds provided). To register and receive the
camplete version with 30 levels, send $10.00
(in U.S. funds drawn on a U.S. bank) to: Abe
Pralle, P.O. Box 2059, Chinle, AZ 86503.

Once again, this concludes our look ar
shareware titles. Games reviewed in this col-
umn are available through numerous dis-
tributors of shareware and public domain
software, as well as on many national and
private on-line networks. If you do not have
access to these networks, you can usually
write or call the game developer for an evalu-
ation copy. And remember, if you find a
shareware program enjoyable, please register

The 5th Wave

Puzzle Pits

it with the author., Undl next time, great
gaming]

Send Us Your Best

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

Best of the Rest

Computer Gaming World

130 Chaparral Court, Suite 260
Anaheim Hills, CA 92808.
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*Of YEAH, AND TRY NOT TO ENTER THE WRONG COPY

PROTECTION COPEY
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LASER-GUIDED MISSILES THAT
CAN PINPOINT
A WINDOW. A
10-TON BOMB
LOAD THAT CAN |
LEVEL A TOWN, ssrmmzammzms
MAYBE THE BRITISH AREN'T SO
CIVILIZED AFTER ALL.

The Tornado. The plane that shredded runways  Integration and Spectrum HoloByte, you'll sit
and totaled buildings during the Gulf War. The plane in a cockpit where the analog dials actually work.
that can scan the You’ll operate the Thermal ,
terrain ahead and  Imaging And Laser Desig- S
automatically hug nation (TIALD) system

©1993 Specteum HoloByee, Inc.  All trademarks are the prapeny of their repects

every hill and val- which zooms in on targets RO R e
ley at just 200 as small as the turret of a it
feet. And the plane  tank from as high as
with wings that 20,000 feet. And you'll

Come in Jow and fast, and you can actually see  SWeeD forward to even control a squadron with

the cables In the bridge you're about toraze.  maneuver a mission planner so :

through tight bombing runs and sweep back a accurate it’s used to SECECEEESE

to outrace even the fastest fighters. Dicital | . train real Tornado pilots in the RAF.

Now you can climb into Britain’s hottest Igﬂﬂ] ntegratmn Fly this devastating aircraft once,
plane without joining the RAF. With Published by and you'll be glad the British

Tornado, the flight sim from Digital  SPECTIUM HoloByte - on our sice.

For Visa/MasterCard orders call 24 hours a day, 7 days a week: (800) 685-GAME. For technical questions call (510) 522-11684 (M-F: Sem-Brm Pacific Time).
Circle Reader Service #121
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NINETY FEET ABOVE
THE GROUND, BOTH SIDES
TRYING TD SHOOT HIM DOWN.
WOUNDED IN THE ARM. KAPITAN
ALEXANDER ZUYEV GUIDED HIS
MiG-29 TO FREEDDM
LEFT-HANDED. COULD YOU?

On May 20, 1989 MiG-29 pilot
Alexander  Thepilot yhowr
Zuyev began 5
a desperate
plan to steal

the Soviet front Warne
Union’s most advanced combat
aircraft and fly it to political

asylum. E m

Shot in a life
and death struggle with the sen-
try, Zuyev managed to take off.
Then, flying dangerously low to
avoid radar, he eluded pursuing
fighters and deadly Soviet and

Turkish air defenses to land safe-
ly on a civilian airfield in Turkey.

THE FINEST TECHNOLOGY
RUBLES CAN BUY

The plane he flew is the MiG-
29 Fulerum, the crown-
ing achievement of
Soviet aeronautics. -
Now, with

MiG-29: Deadly Adversary of
Fuleon 307 Spectrum HoloByte’s
add-on to Falcon® 3.0, you can
climb into the cockpit of the
F-16’s nemesis.

NOTHING WAS LOST IN THE
TRANSLATION

The flight model was pat-

terned after actual Mikoyan-

Gurevich (MiG) design specs.

So you can be sure that

every system . and every
control is painstak-
ingly / X . accurate,
all o the way

-l

the Russian-accented
cockpit warnings.
IT"LL TEST YOUR SKILL
AND YOUR PATRIOTISM
Unlike the F-16, the MiG-29
isn't a fly-by-wire aireraft, so a.

For Visa/MasterCard orders call 24 hours a day, 7 days a week: (800) 695-GAME.
For technical questions call (510) 522-1164 (M-F': 9AM-5PM Pacific Time).

Circle Reacler Service #123



computer never
limits your con-
trol inputs, whether
inspired or foolish.

Its twin Isotov RD-33
engines produce 36600
Ibs. of thrust, to the F16%
25000. And superb aero-
dynamics make it control-
lable at low speeds and |

high angles of attack that
would have enemy pilots |
fight-
ingto

Themost fear- SPECTRUM
sume opponent |
18 a human

one. With

EBS, up tosiz
playerscango NS =
head-io-head. HOLOBYTE

THEY WON'T EVEN
KNOW WHAT HIT THEM

Your MiG’s IRST (Infrared
Search and Track) system
can track an F-16 without
revealing your presence on
his threat display. So you can
get on his six oclock before
he even knows you're there.
Once in range, you'll be able
to lock on to the Falcon just

=== by turning to look at him

B withthe MiG-29’shelmet
mounted sight. Then call
“pusk” (launch) as you fire
missiles or “ogon” (firing) as
you ventilate him with your
computer-accurate 30mm
gun. Either way, his plane will
make a satisfying crunch
when it hits the ground.

avoid

aspin.

Nezxt time yow have an F-16 P
glued toyour tail, try the
MiG-29% “Cobra”
_maneuwer.

o
?;;r.i.fmpyo 2) Your
ulpha u'i?'a';f;rccd
climb. drops rapidly;
the F-16 zooms
past.
THE
ELECTRONIC
BATTLEFIELD SERIES:
THE ULTIMATE
CYBER-BATTLEFIELD

IZBS is the first series of inter-
connecting simulations. Each
title works with the others to

- bring you closer to the real thing,

Now you can choose from multiple
aircraft, multiple theaters, even
which side of the conflict to fight
on. And you can  #Youabruptly
pitch the nose
go head-to-head back to level
[flight. Now

over a modem or
with up tosix _ .ea

youw're on his
stx, with

alittle
score lo
setile.

players over a
network. It all
begins when you add
on MiGG-29 to Falcon 3.0.
Anything more realistic
wouldn’t be a simulation.

INTRODUCING MiG-29

The Falcon is lethal al
| long distances. The {

Fulerum, deadly close-
wn. Now youw cun fly for
either side.

MiG-29 add-on requires Falcon® 3.0. Available on IBM compatibles.

Spectrum HoloByte

L el
1520

II’.('III

40 A x'l \ I}E\I

ELECTRONIC BATTLEFIELD SERIES®
The fight of your life.




Outlandish Tales and Fascinating Sights from Gen Con '93

o the right of the main entrance sits a

classic black hearse. Standing beside it

isa caped Old World noble, draped in
I)I:ICI( aﬂd ador[]cd \Vi[h bl:)th Sidcbl]l'ﬂs wWor-
thy of Elvis and a pallor that would befit Bela
Lugosi. He admires his oversized canine teeth
in the reflection of the hearse’s window and,
literally, vamps for anyone passing by.

Ten feer away the huge TSR castle that has
dominated the exhibit hall for two straight
conventions has sprouted a minor outpost in
front of its main entrance. There, CapCom
has prototypes of their new Dungeons &
Dragons coin-op game. The game features
large figures a la Golden Axe, but has enough
buttons to allow gamers to use special attacks
and spells according to their D&D character
class.

T T s
A squad of editorial yahoos (I to r, Mike
Weksler, Alan Emrich, Johnny Wilson)

holds down the CGW P(’ITL
A Klingon guard escorts a prisoner past the
front of the castle, herding her human charge
through the crowd toward the detention fa-
cility. Ever mercenary, the Klingon service
personnel have managed to get gamers to
spend moncy to have their friends “arrested.”

Fortunately, all such funds will go to charity

ar the close of the convention.,

Such, along with numerous rooms full of
tournaments, open gaming sessions, used
gameaucrions, seminars and film festivals, are
the sights and sounds of the annual Gen Con
Gaming Convention held in Milwaukee, W1,
Thousands ()Fgamcrs come from all aver the
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U.S. and Canada to check out the latest games
and try their skills against other players.

Who's Who In Computer
Entertainment?

The computer game industry is becoming
morc and more of a presence at gaming con-
ventions. Even snllrw:u'c pul}ﬁshcrs who
choose not to exhibir or sell ar the convenrion
have representartives present to scout the new
boardgame and role-playing designs thar are
launched there. In addition, Strategic Simu-
lations, Inc., Westwood Srtudios, The
Avalon Hill Game Company, GEnie, MPG-
Ner, Data East, Sega, Hero Software,
Thrustmaster, Virtual World Entertain-
ment ( Battle Tech Center) and Dream Park (a
virtual reality company) exhibited ar the con-
vention. Computer Gaming World also of-
tered irs usual seminar, bur more on thar larer.

The SSI booth was packed with gamers
who lined up around a bank of compurers
and avidly played a pre-release version of the
long-awaited Dark Sun CRPG. SSI was tak-
ing advance orders for a deluxe edition and
doing quite well. Event Horizons (now
DreamForge Software) was demonstrating
their Dungeon Hack game at the booth. Tt is
a Rogue-like CRPG that is infinitely replay-
able since it creares random dungeons for
gamers to explore. Of course, the new game
that really had gamers oohing and aahing was
DreamForge’s upcoming Ravenloft game for
SSL This is a 3-D, first-person scroller based
on the exploits of uldmate baddie, Scrad the
Vampire.

Aaron Powell, leader of the Dune [1 design
team, was both su||ing the current hit and
talking about the new incarnation of the sys-
tem at the Westwood Studios booth. As re-
ported in an earlier “Rumor Bag,” the new
gi“'l'li..' \\"i” glf_'[ il\Vﬂy i"r(.)n'l [l'][_‘ l‘)””u‘!' Iif:l.‘l]ﬁl_‘
(mostly because the programmers are tired of
sand) and feature new terrain and enemies. It
also looks like the design team is serious about
dning a |ml|ri-p|:1yur version of the p(}]'luhlr
game, bur derails are yer to be determined.

The Avalon Hill Game Company was
sporting a brand new image with regard to
computer games. With Atomic Games (de-
velopers of Three-Sixty's V for Victory series)
signed to develop Squad Leader for the com-
puter and a new IBM version of Third Reich
well on its way, the company is making a
serious commitment to computer games. In
fact, we are told that some of the new in-
house programmers are not only long-time
boardgamers, but experienced military simu-
lation programmers. This bodes very well for
Avalon Hill.

Sepa’s Shadowrun role-playing game for the
Genesis mixes cyberpunk and fantasy.

At the MPG-Nert booth, gamers were dis-
covering the Kingdom of Dralekar multiplayer
RPG. In Drakkar, samers traverse a beauti-
fully rendered world and run into real char-
acters as well as compurer controlled ones.

One of the great delights of Gen Con is
running into some of the folks you’ve already
met on-line as various characters in an on-line
game. This year was no exception. Although
we didn’t manage to meet any of the charac-
ters in our guild, we did meet some from
other groups.

Other gamers were being introduced to the
fastest way to play Empire Builder (on-line
with MPG-Net) and the network’s newest
game, Operation Market-Garden. In addition,
the network is expected to unveil a new title
at this year’s Fall Comdex.

Computer Gaming World



Kesmai uses Thrustmaster cockpils to take
players for a spin in their SVGA Air Warrior.

Sega and Data East had game consoles set
up in the FASA booth, home of a large mini-
ature city that had suffered so much entropic
decay that it was immediately recognizable as
a setting for their Shadowrun role-playing
game. Shadowrun is a mixture of cyberpunk
and fantasy that is tremendously successful
among the Dark Future set. Both Data East
and Sega have built products based on the
Shadowrun universe. Data East’s SNES game
allows gamers to play a street samurai and
traverse the city in top-down mode as in any
action game. Sega’s Shadowrun game for the
Genesis has lots more role-playing elements
and, in spite of the real-time combat, should
have plenty of depth and appeal for wadi-
tional role-players. The skills definitely mean
something in the Sega game and players can
observe their character’s improvement in
cach area. We were also impressed with the
patron-based missions and some of the open-
ended opportunities for exploration.

Speaking of role-playing, the Hero Soft-
ware booth was located directly across the
aisle from the Hero Games booth. Naturally,
the software hooth featured demonstrations
of the new HeroMalker character generator for
the Cf)z:m{)iom role-playing system (see “Tak-
ing A Peck” in this issue).

The GEnie booth featured representatives
from both Simutronics and Kesmai. Again,
it was interesting to meet some of the real
peaple behind the characters one battles, co-
operates with, or woos in the on-line cyburbs

of Gemstone III, CyberStrike, Multi-Player

BattleTech, Federation [and SVGA Air War-
rior. New Games Manager Bruce Milligan,
an experienced designer for both Avalon Hill
and MicroProse, tof:.i CGWiehat the network
version of Harpoon was rounding the last
curve and heading for beta testing and thac
on-line Mega Traveller shouldn’t Ec too far
behind. Meanwhile, he expressed his desire to
develop a more significant on-line Diplomacy
community on GEnie.

Meanwhile, Kesmai was using Thrustmas-
ter cockpits to demonstrate ﬁxc improved
graphics for their SVGA Air Warrior game.
Although they readily admiteed chat the mod-
ern cucﬁpits might be stretching the envelope
of suspended disbelief when gamers were flying
in Spitfires and Mustangs, they were justifiably
proud of some of the smoother curves and more
authentic look of the planes.
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Virtual reality was present in three modes.
Virtual World Entertainment had several
BattleTech cockpits set up in the computer
gaming room for the enjoyment of would-be
‘mech pilots. The set-up was essentially the
same as in a BattleTech Center.

Dream Park had some new ideas for VR
games with cruder graphics. In one, the player
is trapped in a virrual spaceship and must
escape before the time runs out. There were
also Dactyl Terror VR games in the computer
room.

Finally, Simutronics was demonstrating
the VR version of CyberStrike in the GEnie
booth. David Whatley had a prototype of
their VR goggles which are designed for home
use. The beauty of this approach is that one
can play against CyberStrike players on GEnie
that do nat have the goggles. So, Simutronics
doesn’thave to program an entirely new game
in order for VR aficionados to enjoy their
goggles. The VR players get to play in a

virtual world, while the 2-D players get the |

same quality game that has already garnered
CGW'’s On-Line Game of the Year award for
1993.

Editorial Response

CGW'’s Johnny Wilson and Alan Emrich
hosted the seminar on the future of computer
games for the second year in a row at Gen
Con. The duo concocted a bogus debate to
introduce trendy topics in the world of com-
puter games, trying to draw the audience into
the discussion. Some said the presentarion
resembled Phil Donahue meeting Rush Lim-
baugh, but others said thar the two hour
program touched all the bases. This year,
Wilson contended that the digital highway of
interactive television would benefir even
hardcore gamers, and Emrich suggested that
the trend of developing for the mass media
would sreal the software industry’s soul.

The bottom line, of course, is that everyone

CGW's editor is arrested by Klingons. The
charges: assault with a deadly pun and failure
1o pay taxes on his 25-cent words.

scemed to have fun at Gen Con and that
many of us left better informed (and with lots
of new game goodies) and delightfully rired.
Gaming conventions put the ﬂum;m facror
back into gaming, and we particularly love
meeting the folks who read our magazine. Sce
ya' next year at Origins 94 in San Jose. cew

BASED ON BRAM STOKER'S ORIGINAL NOVEL |

Hard Drive Special

Seagate  130meg drive $197
Conner 170meg drive $206
Seagate  261meg drive $260
Samsung 252meg drive $241
Seagate 341meg drive $341
Western Digital 340meg $348
Mother Boards
486/33 Vesa 128k Cache $462
386/40 128k Cache $151

Sound & Video Cards

Sound Blaster Mono $97
Sound Blaster Pro DX $146
Sound Blaster 16 $195
Video Blaster $398

CD-ROM tems

SB CD-ROM Upgrade $361
SB MultiMedia Upgrade Kit $723
Aztec CD-ROM 16bit Kit $543
CD-ROM 16bit Business Kit $511
Sound Galaxy 46 CD-ROM Kit $443
Tape Backup

Colorado Jumbo 250 $206

Software and other Hardware
Large Inventory

Order Toll-Free
Computer System Solutions

1-800-666-5590

Circle Reacler Service #51

TRACULA

In _ L_andon

T

For Windows. Excellent graphics, interface , sounds!

Count Dracula is somewhere in London. Use your wits to
track down the bloodthirsty vampire and put an end to his
evil menace.  Assume the role of Prof. Van Helsing, the
renowned metaphysician or Minn Hurker, the alluring
young schoolmistress. Learn the secrets of Renficld, the

q 1

$29 each. Mail check, cash or
money order to:
SDJ Enterprises, Inc.

Windows 3.1

1551 Fawn Valley Dr. VGA graphics
St. Louis, MO 63131 386 25Mhz or faster
; Supports Sound Blaster
(314) 966-5602 (Evenings Only) Easy to Install

Lo

Not available in stores.

B d or your money back,

Circle Reader Service #104
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anshees and zombies and goo, oh my!

Get back, Dorothy. The Wicked

Witch of the West looks like Chiquita
Banana next to these guys. Even Margaret
Hamilton would be toast for a headless crea-
wure that shoots deadly green goo from its
neck, much less zombies that throw femurs
like Nolan Ryan throws the fastball. And
there’s so many of them!

If there’s a motto to Bungie Software’s
visually beautiful new game f%r the Macin-
tosh, Pathways Into Darkness, it would have
to be, “So many monsters, so litte time.”
Before you can solve puzzles or move on to
anorther level, there always seems to be at least
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one more creature to kill. And though the
game features an incredibly fine gmpﬁic in-
terface—more than faintly reminiscent of Id
Software's Wolfenstein 30—and a wry sense
of humor, getring past the carly dangers to the
actual game play can be redious.

The Game’s Afoot!

In the jungles of Yucatan, at the site of an
ancient metcorite crash, sits a |‘}ymmid. It
houses a dark secret, one that could mean the
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ruin of Earth itself: An ancient god is begin-
ning to awaken, and it has an attitude. If not
destroyed before it can come to full con-

sciousness, humankind is doomed ro a life of

slavery, if nor worse.

As a member of the American Special
Forces team, your mission is to take a tacrical
nuclear device into the bowels of the pyra-
mid, set the timer, get out and then signal
your pickup chopper with one of three radio
beacons. Insertion day is Sunday; the team
has until 1400 hours on Friday to detonate
the nuke. After that, all is lost and you might
as well sign up for your first class in Colloquial
Zombic 101.

Unfortunately for you, the parachure drop
is botched and you're separared from the restc
of the team, landing hard in the bush. Your
M-16 didn’t land well, either; it looks like a
steel noodle and you can’t find the ammo for
your .45. The spare ammo, as well as the
tac-nuke and radio beacons, are with the
team. All you possess is a map, a flashlight, a
survival knife and your wits. As you arrive ar
the pyramid, you can tell that your fellow
berets have been there before you. Now, all
you have to do is find them. The door is
open....

If It Looks Like
A Duck...

Within the pyramid are crea-
tures both fantastical and dan-
gerous that must be overcome
or avoided. There are also the
remains of the poor souls who
have gane before, most notably
the mangled leftovers of some
Nazi soldiers who tried to un-

ichard M ulligan "__;:__

LT 1D 10 ASORNDD 1oy,

Though the action supposedly takes place
in a pyramid in the Central American jungle,
Pathways is a dungeon crawl, pure and sim-
ple. Trexhibits all rhc standard ftearures of that
genre, bur hasa rendency ro ger bogged down
with an array of monsters that must be fought
or avoided—mostly foughr. All the creatures

P iue twi mcueay Emosuwn (D &
CILIRIEEESLAVERRTTRTEAAMANNRSTIRIE Lach 8l aad FLESIIEELIRESINIRINTREARTRAILILED

are highly aggressive and never wair for the
player to attack first. If the player manages to
clude a monster in the wnnels, it hangs
around and may attack (read: “Probably wéll
atrack”) later on. With only a survival knife
for protection, things get hairy quickly. [fone
manages to successfully slice through the

TITLE: Pathways Into Darkness

PRICE: $69.00

SYSTEIM: Macintosh

REQUIREMENTS: 68020 processor, B-bit 256 color,
2MB RAM, System 6.0.5 or higher

DESIGNER: Jason Jones

PUBLISHER: Bungie Software

PO Box 7877
Chicago, Il 60680-7877
(312) 493-2849
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GYBERDREANS!
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CYBERRACE - A REVOLUTIONARY 30 COMBAT AND RACING SIMULATION DES]E“EE':'E_
SYD MEAD, WHOSE DESIGN CREDITS INCLUDE BLADE RUNNER, TRON, 2010, AND STAR TAI A

Avallable for the IBM PC and Compatibles (Ausust 1993), Commodore Amiga (March 1984) and Apple Maci
Far further Information please contact: North America [B18) 3UB-3711 » Europe (071) 32B-3267 (U.K.)
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F
% File Edit Actions  Windows

@ & cach level where saving the game

Nawqg 4, aller the zambic

Sundey, 0738 (

You see & irenoe
You soe & doad Mef

is allowed (usually E)l.lCC(‘l about
as far from the entrance to that
level as possible), the player
spends « lot of time looking at
the same old walls,

constantly having saved games
restored might make even the
most hard-core  (or -corps)
gamer wish for a cheat sheet to
rhc higher levels. With some 30
levels in the game, getting past
the Gth or 7th level can be a wrial,

You
e ial theer Pl Fagart e homded
You sew o dead Hewdleza,

even though tha's where the
puzzles begin to take off and the

waves of missile-throwing uglies on the first
level, there is the body of a Nazi soldier to
search, and whara bonanza he is; he's carrying
a Walther P4 auromaric pmni and several
magazines of ammunition. Now the player
can climinate the Undead Threar in a more
efficient fashion.

Of course, one must become familiar with
the weapon before one becomes really good
with it. You can waste a lot of bullets thar way,
and every bullet you can lay your hands on
won't be enough, believe me.

All The Old, Familiar Places...

The bodies nlrr{‘vmus explorers are part of

the mystery, and there are a couple of puzzles
that must be solved to win. The first usable
object the savvy player will locate is a yellow
crystal; this crystal allows the bearer to actu-
ally converse with the spirits of the departed,
each of whom has at least one important piece
of information to impart. One might look
about for other useful crystals, as well.

The problem, of course, is that cach level
must be cleared of nasties to get to the bodies;
even then, there’s a tendency for them to
climb out of the mortar work, literally. And,
with boring regularity, cach of the first few
levels of the pyramid conrains an ever-in-
creasing number of beasts, until it’s casy o
become overwhelmed by sheer numbers, re-
gardless of the amount of ammunition avail-
able. Since rhere are at most two rooms on

GAPE GOD GONNECTION

YOUR SOURCE FODR

= Competitively priced used & new entertainment
software. = A Consignment Shop through which
you can sell your used software - call 1-508-457-
0738 for info or a used software for SALE listing! =
Tabletop war & role playing games & sporis apparel
w FIVE (5) years of good, reliable & honest
customer service,

S&H flat $5 in cont. LS. Other areas adjusted according to
actual weighl. Defective replacement only; sales final.
Overseas dealers welcomel
21 PLEASANT VIEW AVENUE m FALMOUTH, MA 02540
24Hr Ordering 1-800-729-6733
Info 1-508-457-0738
Fax 1-508-457-4558

Circle Reacdler Service #45
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game begins t be fun,

The Maclnterface Is A MacJoy

The true strength of this game lies in the
graphicinterface. It's simple, elegantand easy
to use. Designer/programmer Jason Jones ob-
viously knows his way around Apple’s Macin-
tosh Developer’s Toolkit, and graphics man
Colin Brenrt has done an excellent job on the
are and graphic routines, Particularly well
done are the dead bodies and the creatures;
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they're so detailed, one can almost Fnrgi\'c
that there are so darn many of them. The
sound is also excellent, allowing configura-
tion for cither the one channel of the Mac's
built-in speaker, or three channel stereo
played through external speakers. As the
sounds of approaching monsters give the
player advance warning, the game should be
played with at least one-channel sound.

After a while, the tedium of

Graphies resolution can be ser at either high
or low. The high resolution graphics are gor-
geous, but they do cause movementand com-
bart to be slow and jerky. The low resolution
graphics are equally as lovely as the high, and
llsing In\\r-r(.‘..‘i .‘ipefds TII) rhC g:] me enor-
mously.

All The Old, Familiar Faces...

You'll want that speed when it comes to
dodging creatures or objects thrown by them.
There are specific commands to dodge left or
right and, as the manual notes, practice early
on with them can save a lot of restarts on the
lower play levels. They are less useful in the
higher levels of the pyramid, however, The
manual and accompanying release notes em-
phasize the importance of dodging and the
fact that dodging doesn’t work in corridors;
unforrunately, most of the higher levels are
nothing but corridors or enclosed spaces that
make dodging difficult. Creatures can and do
approach from all sides. Amazingly, there is
no way to look directly to the rear; at more
difficult levels, this makes it easy to ger am-
bushed from behind.

Round Up The Usual Suspects

In summary, Pathwaysis a technically well-
rendered product. It makes full use of the
Macintosh and has a good sense of humor.
However, it is somewhar weak on acrual game
play, especially in the lower levels. Players
looking for depth and breadth early on could
easily get frustrated with round after round of
monster-bashing to reach the puzzles and
endgame. Those looking for asimple product
emphasizing hand-eye coordination and a
sense of humor will enjoy P athways, the II‘Il(I.l|
promise of the interface kept this writer wish-
ing for more game carlier on, however. To
Bungic's credit, though, the game is honest
and never pretends to be something it isn't.
Overall, a job worthy of a strong recommen-
dation. cew

The visual portion of the inter-
face is a smooth-scrolling, 3-D
point of view. Movement is ac-
complished cither with rthe
mouse or with the keypad, at the
player’s preference. Using the
mouse to move is a bit tough to
get used to; the keypad gives the
player more control of facing,
exact movements and combined
movements, such as moving to
the rear and righr simultane-
ously. This is important when it
comes to combat, cither hand-
l()'h;lnll or \\"illl H [‘Er{"i"']'ll: il l}lll'
ler or blade have to be very close
to dead-on to get results.
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s the enemy’s heavy cruiser closed on his

ship, Captain Christoph de Cour or-

dered the helmsinan to execute a Head
Long Pass manenver.

“Set EBW to 100 percent. Set Auto EBW at
range 300,000 kilometers. Execute!”

The FW Dreadnonght Lion Star targeted the
enenty criiser and began moving toward it.
Captain de Cour continued. “Helm. Set position
at 39,000 kilometers, 180 degrees.”

Within 300,000 kilometers both ships opened
ﬁnt'. launching missiles and EBWs. As the Lion
Star veered past, it inflicted heavy damage upon
the enemy vessel. Tactics showed enemy shields
down *’f(jpf’?'{'{’.’!!, weapons down 45 percent and
drives down 60 percent.
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“Damage Control!” bellowed Captain de
Cour, "Report!”

“Lian Star shields down 25 percent, weapons
down 45 percent. Computer down 22 percent,
Sir:”

As the Lion Star wheeled around behind the
enemy, tactics reported an enemy Dreadnought
heading toward them bearing 225 degrees. Cap-
tain de Cour immediately ordeved all other ships
in the fleet to target the incoming Dreadnought
while continuing his pursuit of the heavy eruiser,
hoping they would protect his flanks.

This account is typical of the star baudes
foughtin Rules of Engagement 2 (ROE2). Cap-
tain de Cour employed several different ma-
neuvers that are essential for success in
ship-to-ship combat. As you play ROEZ, you
will find a varied bag of tactical tricks that can
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Missiles, Fire On
The Up-Thrust!

A Captains’ Guide To Space War In
Rules of Engagement 2

by Hosea Battles

be used ro exploir the enemy. You may also
discover thar the enemy will use some of those
same maneuvers and tactics against you,

This article provides tactical hints that will
work against any enemy. You may find that
some work well against one opponent, but
not another. This is because each enemy has
distinct personality traits. Also, some tactics
may not work well because you may have
placed the wrong captain in charge of a ship.
Caprains, like opponents, have distinctive
personality traits and react differently in each
situation. Tables 1 and 2 give numerical as-
sessments of both FW Captains and enemy
factions. This information is invaluable when
making crew assignments and when sizing up
an enemy’s force,

In general, you would do well to remember
where you are at all times on the battlefield.
Are you near an enemy outpost that can fire
upon your fleet? Are crew members dying,
bur your ship has taken no hits? (You may be
in a radiation ficld.) Aboveall, remember that
your best tactics are only as good as your
captains!

Basic Maneuvers

There are three mancuvers that have proven
successful in most situations. I’rucisc,y how
each fares depends upon which enemy you
are facing and the number of ships in your
fleet. There are times, roo, when all three are

needed in one bartle. Before using any of

these mancuvers, however, ensure that your
shields have been raised, you have assigned
missile point defense (EBW or Jamming),
you have selected a target, and you have set
the configuration panels. In all mancuvers, 1
usually set Auto EBW within 300,000 kilo-
meters and communicate mission orders to
the ships in my fleet.

Head Long Pass: On the TACMAN pancl,
set direction to 180 degrees and ser distance
to 39,000 kilometers. Targer a ship ara range
greater than 500,000 kilomerers on the
TACFIR panel and select the strongest Gen-
eral Damage missile in your arsenal. Click on
pnsitinn and head toward the ship‘ Then,
select the Communicarion Transmit Panel

and order ships under your command to
“Destroy Enemy Ship X.” As you enter a
range of 300,000, set EBW to Auto. I usually
use the Pinpoint Weapons setting on the
EBW and set it between 70-100 percent. At
your closest point, (usually between 10-
20,000) fire as many missiles as you can. Your
ship will then begin turning to place you ar
180 degrees behind the enemy. Continue
firing until you destroy the targeted vessel, or
you are forced to break off the attack.

The Switch: Target one enemy ship in
panel A and another in pancl B on the
TACFIR panel. Set your direction on the
TACMAN panel to a desired heading and the
distance ar 30-50,000 kilometers. Do not
place TACFIR on Auro. Click on Position
and move toward the ship in the panel set-
ting. For this example, we'll use A as the first
targeted ship. As you close ro under 300,000
kilometers, set EBW ro Auro and selecr the
type of missile you want to employ. Once you
are within 30-50,000 kilomerers and have
damaged ship A, immediarely selecr panel B
on the TACFIR panel and cf‘ick Position on
the TACMAN panel to move toward ship B.
Turn off Auto EBW until you close to under
300,000 kilometers. After damaging ship B,
select ship A. Continue switching until you
disable or destroy one of the enemy ships, or
until you have to break off the atrack dlrlc o
sustaining heavy damage.

Side Swing: Targer an enemy ship on the
TACFIR panel. Then, on the TACMAN
panel set distance o 40,000 and helm to 90
or 270 degrees. For this example, we first use
90 degrees. Select a rarger on the TACFIR
panel. Choose Pinpoint EBW, rtargeting

Computer Gaming World
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Table 1 - FW Captain Personality Assessments

_ Name ggresion'

Akiri Mustafa

Anna Quintana

AMe|

Chanhn Minh

Cynthia Gibbs
Dre ndn
Fre 15
Ignacio Moreno

Jami e

aues Quinte

Bl 0 |
Mikhail Aidian
Natasha Genov
-~ Niles Garrovick

Ophelra Bresheliah

Sharae Qiana

kc Krosawa 0 ' 8
Telifero Lawson 26
Thomas Cichowicz 99 44
= r Ender 88 g8
William Baines 68 88

a0 z e

Notes: * = Crucial traits for combat; Average ratfin
the Captain will surrender to the enemy. LOYALTY:

raveryiplomay

26 68 73

32 84 94 44

a7 74

= 50; HUMILITY: Affects Surrender Factor, The Lower the number, the higher the chance
ffects the likelihood of following orders. The higher the number, the more apt the Captain

is to carry out orders, DIPLOMACY: Affects how the Captain interacts with neutral outposts. This determines if the neutral outpost will allow the

ship to dock for repair and resupply.

weapons or drives, and select missile #6 (tar-
gets drive system). Set Auto EBW when you
are under 100,000 kilometers and fire mis-
silesat your closest point to the enemy. Asyou
swing to the 90 degree setting, continue fir-
ing. After about one minute (game time) of
firing on the enemy, set heading to 270 to
swing around to the other side of the ship.
Continue firing until you disable the targeted
vessel or until you are forced to break off the
attack.

General Tactics

Deciding which tactics to employ during a
battle is one of the most important concerns
in ROE2. As such, the first action of a good
commander is to know the mission o%iec-
tives. Read the mission briefing prior to each
mission, and look for clues as to the size of
your force and that of the enemy. Know the
capabilities of your captains and make assign-
ments according to your knowledge of the
forthcoming mission. Also, give yourself sev-
cral options in the first communications to
your fleer. Finally, don’t be a starionary tar-
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ﬁct. You should begin moving as soon as your
cet is deployed.

Each ship in ROEZ2 has pinpoint defenses.
These defenses rarger incoming missiles. If it
seems as if your missiles are not hitting their
target, then the ship’s pinpoint defenses
(EIEW and/or Jamming) are Enucking them
down. Knocking out a ship’s weapons system
will destroy the pinpoint defenses.

Ship-to-Ship Combat Tactics

This first discussion focuses strictly on ship-

to-ship combat. We will discuss ship vs. out-
post tactics later.

Concentration of Firepower: Overall, this
is the best racric you can use. Even three small
Scours can overwhelm the best defenses of a
Dreadnoughrifthey all concentrate their fire-
power on the ship, especially if using Pin-
point. B{; ordering all your ships to rarget one
enemy ship, this will ensure thar the missile
pinpoint defenses are overwhelmed, allowin
many missiles to do internal damage. Give :Lﬁ
your ships the “Destroy Enemy Ship X” com-
mand.

Pinpoint: This is lethal when used with
Concentration of Firepower above. By pin-
pointing a system with your EBW, you cn-
sure that all EBW fire is concentrated on a
single area of the enemy ship. When this is
used with the next tctic, you will make short
work of an opponent’s vessel.

Concentrate Fire On System: By giving
this order to all your ships, you guarantee that
they will concentrate fire on a particular sys-
tem. | have found that concentrating fire on
weapons first, then targeting drives works

Computer Gaming World
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best. The most powerful Dreadnoughe is
nothing without weapons, and is definitely a
sitting duck with its drives gone.

Disabling: When outnumbered or ourgun-
ned, your best tactic is to disable one enemy
ship at a time, Disable the first vessel, leave ir,
anli) o after the next. The following pinpoint
EBW methods are effective for this racric:

1. Pinpoint Weapons
2. Pinpoint Drives
3. Pinpoint Weapons, then Drives.

Hide and Seek: You can only employ this
tactic if you command a Scout ship with
Stealth Capability. Since a Scout only has
EBWs as weapons, choose your ships care-
fully (some only have low powered EBWs).
By using Stealth mode, a Scout can sneak up
on and cripple a Dreadnought. When firse
deployed, immediately turn on Stealch from

the NAVHLM panel, then go to NAVDEF

and turn on shields and jamming. In
TACFIR, choose an enemy ship as your tar-
getand use TACMAN to set a range berween
20-30,000 kilomerters. Click on Position ar
Shadow to go after the target ship. When you
are at the desired range, select Auto EBW and
turn off Stealth long enough to fire one shor,
then immediately rurn it back on again. If
lucky, you will get a hit. When EBWSs are
fully charged, repeat the same tactic, continu-
ing until you start taking hirs. (Srealth is not
perfeet, so there is a chance you will be dis-
covered. Certain emissions leak out allowing
an enemy ship w discover a Scout.) If you are
taking damage and hits, immediarely click on
Evade in TACMAN to escape. Scouts are the
fastest ships in the game!

Suicide: This is a dangerous technique, but
it may work as a last resort. The problem is
that you may cripple or destroy your own ship
in the process, and may even destroy other
ships in your fleet. To employ this tactic, your
ships must have mines. When several enemy
ships are closing on you, under 500,000 kilo-
merers, go to TACDEF and select Shield
Reinforcement. Set Mines to 500,000 kilo-
meters and drop one or two. Il you survive,
you will find you have crippled one or more
enemy ships. You may have even destroyed
one or two! However, you may find you have
effectively crippled your own ship. Hopefully
your communications will be intact and you

Table 2 - Alien Captain Personality Assessments

Belowee

nmions . 4 2

Srent Didomacy

can order other ships in the fleet to finish off
the cripples or come to your aid. If not, you
may find some enemy ships targeting you and
coming in for the kill. I¢'s not called *Suicide”
for nothing!

Always keep track of the condition of ships
in your fleer. Ensure thar you have requested

all ships to send updates every minute, and
periodically bring up the DATAFLT panel.
If a ship is close to being destroyed, order its
evacuation. It is better to lose the ship, than
to lose the caprain. During any campaign, if
a ship or captain is lost, they are lost for the
duration of the campaign.

Evacuarion, however, rakes time. If, in your
estimation, there is insufficient time 1o evacu-
are, order self-destruct. Self-desrrucrion over-
loads the drives and will destroy or damage
ships in the explosion radius. The drawback
to this tactic is that you will lose the ship and

FWRP 34 26

Gormidians

Marlian
* Mutai LaicrMok G
Oreeginard

U _| L
Trizan Alpha

UDP Military 80 68

Notes: * = Crucial traits for combat; Average ratin
the Captain will surrender to the enemy. LOYALTY:

= 50; HUMILITY: Affects Surrender Factor. The Lower the number, the higher the chance
ffects the likelihood of following orders. The higher the number, the more apt the Captain

is to carry out orders. DIPLOMACY: Affects how the Captain interacts with neutral outposts. This determines if the neutral outpost will allow the

ship to dock for repair and resupply.
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caprain, and you may damage or destroy
friendly vessels in the area.

Finally, never forget to pick up escape pods
after ordering a ship to evacuate. Otherwise,
you will lose the captain for sure.

Table 3 - Catalog of UDP Missiles: General Type

Number

Name Damage

are three types of outposts in ROE2:
FW, Enemy/UDP and Neurral. They come
in four varicties: Commercial (full shiclds and
limited armaments), Sertlement  (limiced
shields and no armaments), Scientific (lim-
ited shields and limited armaments), and
Military (full shields and full armaments). All
outposts with armaments have unlimited
missile supplies. Thus, a single ship, even a
Dreadnought, will be hard pressed to destroy
a Military Outpost.

There are rtwo ways to take an outpost:
destroy it or capture it. Unfortunately, the
'm that can be pinpointed on an

outpost is shields. This is because outposts are
located on large asteroids, planctoids, artifi-

Range

DEbLI‘FplIOH

cial satellires, or on a planet’s surface. Their
weapon systems are shielded and too numer-
ous to pinpoint. However, outposts can be
destroyed after 1m_, a heavy pounding from
your EBW and missiles, h)llowmb the meth-
ﬂ(l‘i I’(‘I{)\\',

L.lpluu. The best way to capture an out-
post is to order all ships in your command ro
parti ¢ in the capture operation. All ships
will concentrate their full firepower on the
outpost. You can then issue the order ro
concentrate all fire on the shields. Then, pin-
point the shields with your EBW. Set it w
Auto and fire shield damaging missiles (#1
and #9). Once the shields are down, imme-
diately close to boarding range and board the
outpost. Be sure that no enemy ships are near
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Build Your Own
ROE Campaigns!

At the reques of many mission design veter- |
ans of the original Rudes of Engagement, Tom
Carbone has offered a Dévelopers Kit to the
CompuServe ROE players. This kiv has all the
tools needed to produce professional quality
campaigns in much the same manner as Om-
mtrm The kit includes the *Athena Docu-
ment,” a complete game universe history inan
encyclopedia format (over 100-pages of tcxt},
all technical information on sou aﬁ |
lnwm the designer 1o replace the voice of'

1% L. with custom voice files; generic ship
v:t-:ws in GIE formar for inclusion in custom
missions; all game graphic files in GIE farmat
alon w:rh ‘GIF to ROE2 file converter;. dig:
|tmc§ picture data so the designer can impore
his/her own image files for caprains; 12 ¢ “spe-
cial” alien forms reserved for furure use; mis-
sion and campaign editing forms to streamline
the design process; ANSI debug support for
monitoring game Al onaterminal or computer
atached to a COM port in real-time during a

ame; and system graphs of all FW and Enemy

ships and their statistics. In addition, modifi-

able missile stats have recently been added; and
rumors say that predefined grmcﬁ 2sh
also be included: Tom Carbone has statec
he will do a second production run of this kit
if there is interest from CGW readers. This is.
only offered directly from Omnitrend. Their -
phone number is (203) 678-7679. The cost of
the kit is $49.95 plus $5.00 shipping.

— Stanley Trevena |

when you attempt to board, as you have no
control over ship combat during boarding.
Otherwise, your ship will continue to take
damage cither from the ourpost or from any
enemy ships within range. Once captured,
the outpost’s guns will cease to fire. You will
then be able to resupply and repair your ship,
provided the outpost is sophisticated enough
and has supplies.

Destroy: If your objective is to destroy an
outpost, you should order all ships to do so.
However, your ship should never ger closer
than 30,000 kilometers to a military outpost
or you may find yoursell disabled and a sitting
duck! Milit: ary outposts have plenty of arma-
ments and can heavily damage your ship in a
short period of time. When attempring to
destroy an outpost, hold nothing back; fire all
missiles and use Auto EBW on Normal
Beam. Continue pounding in this fashion
and you are guaranteed to destroy it (though,
you will probably take heavy damage). Note
that anti-personnel missiles do not affect out-
pOsts.

The best way to destroy an outpost is to
capture it first. Use the Capure tactic de-
scribed above. Once you have taken the out-
post, take advantage of the resupply and
repair facilitics. When finished, pinpoint the
shields and destroy it at your leisure. The
ourpost will not fire on you as it is now under
your control.

e
rad pad

S04 ppj P02

Hosea’s Last Stand

These are just a few ractics and maneuvers
that I have found to work about 90 percent
of the time. You will discover others as you
I}l:ly the game. Good luck, and keep the fol-
owing close to your heart:

1. No enemy will react the same way twice,
even when replaying the same mission.

2. Always be aware of the battlefield state,
as situation awareness is critical to winning
any battle. Many conflicts have been lost
because a commander was not aware of what
was happening on the field of battle.

3. Know the location of enemy outposts
that can take pot-shots at your ships.

4. Always keep track of the condition of
your fleet using DATAFLT.
5. Above all,

“Know Thine Enemy!” cew
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h Windows. That curious little graphic

interface from Microsoft that at-

tempts to do what the Mac has been
doing successfully for years. Like a lot of
Microsoft products (DOS comes to mind),
Windows is cumbersome and ugly, yet has
sold a bazillion copies. | suppose it proves that
Barnum was wrong: You can fool most of the
people all of the time, including our intrepid
reporter. The potential game market for Win-
dows-based products has been overstated by
many, yet a number of brave souls have ven-
tured into the breach. Chief amongst these is
APBA Presents: Baseball for Windows from
Miller Associates.

Step Into The Box

First impressions from the box reveal more
meat than marketing. While the front panel
is an uninspiring crowd shot, the back of the
box is one of the more complete and infor-
mative pieces of copy in the industry. There
are six full-screen images with relevant infor-
mation, How many times have we seen use-
less and inaccurate screen shots on the back

of a box? Here we ger good representations of
the ballparks, and screen shots showing
league set ups and reports. Combine these
with detailed descri iptions of the screens and
24 bullet points of useful information, and
you have a box back that should be studied
by the industry. Before [ opened the product
I knew exactly what I was getting,.

After such a well-designed package, T was
rather disappointed to find an 80-page man-
ual with all of two illustrations. This Baseball
Jor Windows Tutorial is well written and
pretty comprehensive, but there is no substi-
tute for showing the user whar ro expect.
Fortunately, there is a full-featured help pro-
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Miller Associates’ Baseball for Windows

by Wallace Poulter

gram within the game that answers any ques-
tions thatarise. An extra couple of sheets have
also been added which cover “Mast com-
monly asked questions.”

Installacion of the game is smooth and casy.
Once installed, a Miller Associates icon ap-
pears in the Program Manager window.
Clicking on this icon will display four addi-
tional icons. These are Baseball, Advanced
Draft, League Manager and Star Master.

One of the highlights of Baseball for Win-
dows is the main ballpark screens. In both 16
and 256 colors, the ballparks are created from
paintings or photographs and are just gor-
geous. Forbes Field in Pitsburgh is especially
nice at night.

I was pleasantly surprised to see my all-time
favorite ream, the Pirates of 27, included as
one of the all-time Great T'eams. With the 27
Yankees considered the greatesr of all rime,
usually the '27 Pirates are overlooked by com-
panies, or individuals, compiling their all-
time lists. I soon had the mighty 27 Pirates
taking on the '82 Angels. The 27 Pirates have
such “all-time greats as Lloyd Waner, Paul
Waner and Pie Traynor, with Kiki Cuyler on
the bench. Against them the "82 Angels
lineup of Jackson, DeCinces, Carew and
company doesn’t look all that hot. This
should be an easy victory for the Pirates, 1
thought, prior to play. Pirates pitcher Lee
Meadows carried a no-hitter into the 5th
when suddenly the rool caved in. Bobby
Grich homers with Fred Lynn on base and
the Angels don’t look back. Grich adds a
second Homer, and Lynn contributes himself
as the '82 Angels win comfortably 6-0 on
Geoff Zahn's 7-hit shut out.

You Make The Call

The Baseball Module allows the user to
make all the game related decisions that a
manager would, Each team
in Baseball for Windows has a
primary lincup thar is pre-
programmed, but new line-
ups can also be saved. The
runmmc, commentary is one
of the best around and does
a great job capturing the at-
mosphere  of the  game.
DeCinces bobbles a ball for

an error, followed later the

same inning by Boone racing back to the
screen, getting a glove on a Foul ball, but
dropping it for a ruled error. That’s a pretty
tough scorekeeper, Carew goes into the seats
to make a play, Jackson is called out looking
at a strike three ball, Barnhart gets picked off
at f‘]rﬁt \\’i[!'] wWo outs iln(_] runners on Sl'_‘l._'(llld
and third.

An casy-to-use interface makes all chis pos-
sible and is one of the game’s best selling
points. The decision panel allows five offen-
sive and five defensive choices, cach illus-
trared with its own distincrive icon. The five
defensive decisions are Pirch, Walk (inren-
tional), Hold, Pitch from Streteh/Windup

- Uasenan lal=
Ry [lall Fire Mast Game

Telnse  Oficase [cparts Opbonn Ticlp

and Infield In/Deep. Good basic choices, but
it would be nice to have some more detailed
choices such as guarding the lines or bringing
the corners in. This, combined with a lack of
ballpark effects, is the hlﬁgcsr negarive to the
product. Barting in Oakland with its huge
foul territory should be very different from
Tiger stadium, for example.

Making managerial decisions is smooth and
easy. Clicking on the bullpen will not only
show the user who is there, burt also the next
four barters in your opponent’s Iincup The
introducrion nfru_]\rvﬂcfn' effects as in Serar-
o-Matic would make this even more relevant,

APBA Presents: Baseball for Windows

TITLE: APBA Presents: Baseball for Windows
PRICE: SHO.O5

SYSTEM: 1BM with Windows
REQUIREMENTS:  386-20MHz or better, 3MB RAM,

12MB hard drive space.Windows 3,1
None

Miller Associates

11 Buntis Avenue, Suite 200

New Canaan, CT 06840

1203} 9720777

PROTECTION:
PUBLISHER:
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* The humor and originality of Zork
are always present. .. its images are the most spectacular
in the history of video games”

-JOYSTICK MAGAZINE

“The interface may be revolutionary [and] allows a rich
that has been absent heretofore in graphic adventures.

8 4
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Over | hour of Spoken Dialouge Revisit Flood Control Dam #3 Try to Outwit Devious Dwarves

A Cast of Hollywood Actors

- sums JASON HERVEY ROBIN LIVELY A..LANGER JASON LIVELY EDAN GROSS SAM JONES' ™*“SINFOCOM wosomus ACTVSION " OF ASPERIN s MEHELEEM

inFEocom. "SHATHAN WANG . TERI MASON i WILLIAM VOLK *ta00UG BARNETT < EDDIE DOWBROWER ™“PETER SPRAGE ACTIViSioN.

Available for IBM and Compatibles. Enhanced version for CD-ROM also available.
To order: See your local retailer or call 1-800-477-3650
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but this is a philosophical decision that ABPA
seems content to stay away from. Baseball for
Windows uses a “Dynamic Decision” concept
to spice up play; that is, the user will some-
times be given options such as sending the
runner, cutting off the throw, or trying for an
extra base. Depending on the level of play
selected, the user gets a set amount of time to
make the decision. I tend to be a litde roo
aggressive and run my way out of big innings.

A High Draft Pick

The Advanced Draft module is a pretty
impressive piece of software. The smooth
integration of the programs via the icons
allows easy transfer to this and other modules.
Most impressive is the ability to sort all the
players by either their fielding position,
APBA rating or name. T'wo new terms to me
were Pankin and Markov: The Advanced

Draft module contains a Pankin Optimizer,
which calculates the most efficient lineup. It
would have been nice to get a full description
in the manual of who or what Pankin is.
Similarly, the Markov calculation deals with
average run estimates and the lincup, but
details are lacking.

The Statmaster module borders on overkill.
With over 2000 different statistical categories
for players and teams, the scope is amazing.
Added to that, a custom option allows the
user to create a list of either best or worst
performers in these categories. Finally, the
League Manager conrrols all league functions
for the ream and season. Obviously this al-
lows the crearion of fantasy leagues and mul-
tiple scries schedules. Within the League
Manager is the Advanced Injury Manage-
ment system. Player’s roles are based upon
their actual usage during the course of the
scason being recreated. For pitchers, roles
affect Readiness Ratings, as well as Fatigue
Status related to Readiness Ratings. For non-
pitchers, roles affect the compurartion of Play
Rating. This has caused some problems in
replays. It appears char the routines are based
on the number of games the player partici-
pated in and not the number of at bats.
Therefore a pinch hit appearance is treated
the same way as an extra inning game in
determining whether a player is ready or not.
This is something that Miller Associates will
need to address in future versions.

Windows Of The Year

The credits are not particularly specific, but
either Rosewell Miller, Colby Duerk or Alan
Prate needs to be congratulated for making a
true Windows product. This is not your typi-
cal “make a game and slap a Windows shell
around it,” or worse yet a * Windows Compar-
ible” program which usually means you can
only initiate the program from the Windows
command line without crashing your system.
Instead this is a fully functional Windows
program with all the hot key options, screen
minimizing, ctc,, thar one would expecr. A
realistic representation of baseball with an
excellent interface and multiple modules,
Baseball for Windows comes through in the
clutch. cew
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GOLD

HOME B ASE

WEPAY CASH FOR USED IBM GAMES
ako Nitendo,Sper Ninends, and Sega Genes's

We want your current used games*

1-800-377-8578

call for authorization before shipping

WE SELL USED GAMES
IBM, Nintendo, Super Nintendo, Sega Genesis

All games are fested & IBM disks virus checked ,

Call for current fitle availibilty ¢/~
i

1. Z ,‘grf 7 Uomps fimly to nnr deck, supporting the
y 4 . foystick out over your fop fo' mare accurately
" teflect the positioning of  real conlrof stick. [ alko

\ : ADD MORE 4 lums your keyboard info a torkpit r_onfro! pansl allowing
g\\ﬂ\‘ WE ACCEPT p g REALISM TO nn?u: o easily areess the keys without taking your eyes off the
3~ = .
; VISA/MasterCard YOUR SIMS!

Send check or mnnﬂy order for $28.95 plus
$4.00 (can 57.00} for shipping ond handling to:

HOME BASE PRODUCTS

3025 Timberline Dr. Fugene, OR 97405

*Games must be complete with all disks & printed materials and in the
original box. Incamplete games will be returned af your expense.

GAMER'S GOLD @ 1008 W. 41st Street @ Sioux Falls  South Dakota 57105
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Find a well
Cast a spell
| mistake
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his quest. In a wacked-out world filled with

Make a |
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WRCERER . |

Wherever you go, expect the unexpected.

er-swilling trolls, a schizophrenic two-headed
tk, swamplings, werefrogs and more, he
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nd defeat the evil

Because Simon is no ordinary sorcerer. |

He’s an adolescent with an actitude, who
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dimension on |
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the very verge |
of collapse.

As fate would have it, only

on The Sorcerer!
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Activision”"Company

Simon can save it from a tyranny of |3
evil. Armed with a sharp wit and a

tongue to match, our reluctant

hero sets
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was hn‘:ing_ beside myself with most excel-

lent palpitations. It was my first day as a

New York cab driver, and 1 was o be
picking up my first fare at Kennedy Airport.
[t was wonderful! I was playing the horn like
it was a tabla, my regular percussion beat so
much more pleasing to the ear than the disso-
nant bleats and honks of my brother hackers.
I cut off two other cabs and squeezed between
two airport buses in order to change lanes.
was feeling like King of the Cabbies, I am
telling you.

Thar is what I was feeling when 1 picked up
this very strange man who played compurter
games for a ||\|nﬂ [ asked him if there were
games where one “could be playing the driver
of a New York cab and book maore fares than
the other cabbies. He said, “No! You don't
even do that in Helleabh.” He did rell me thar
he had hoped for a game based on ."\’mqmd}"ﬂ‘
some Avalon Hill boardgame where suppos-
edly grown men gather around a map of Lng-
land and p retend to be nobles during the War
of the Roses. [ asked him if | could play it on
my new computer and he said, “No! The
European designers of the boardgame sold the
software r|ght-. to U.S. Gold. So, Avalon Hill

isn't going to do a U.S. version of omputer

Kingmaker um|| those European software
rights expire.”

My fare scemed most personally disap-
pointed, so I tried to take his mind off it by
risking our lives more than four times before
we got to the Queensborough Bridge. There,
the traffic was slower than a mystic can artain
oneness with the divine. Some guy in a cab
next to us motioned for my fare to roll down
his window and, since I did not have time to
warn him, he did. With blessings all around,
the other passenger told my fare that the stop

and go traffic across the river reminded him of

MicroProse’s upcoming game,

c;lrll‘idgc
Across The Rhine.
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It is supposed to be a World War 1l game

for dedicated game systems with the depth of

Sega Iapm s advanced strategy game. The lar-
ter, in spite of its tactical excellence, was never
released in the ULS. because one gamer essen-
Ii;ﬂ!y p|;:ycd Hitler. Anyway, the gentleman in
the other cab was telling us that it had inspired
the MicroProse game in terms of interface and
playability, and that Armold Hendricks was
designing the product.

[ asked my fare to roll up his window be-
cause t]’llfu.‘ are so Il‘l;li‘l)’ Stl‘;IllgL' PL'('IP}L' i!‘l NL‘\\'
York. I also pointed out that there was going
to be a full meon that nighr and hoped thar
he would be most careful. “Under A Killing
Moon, ¢h?” he responded. Then, he filled me
in on the most fascinating news thar Margor
Kidder of Superman fame (Oh, to be hoping
| pick her up in my cab some day!) and Brian
Keith of Disney movie and rtelevision fame
were going to appear in Access’ latest Tex
Murphy game. [ asked what game that would

be and he said rhat serange phrase abour Uneer

A Killing Moon, again.

I reminded him to be rolling up his window
and most fortuitously, he did. Although
overheard him saying something about the
fact that everyone is wanting “to do Windows
these days.”
Twin Dolphin Games. | hadn’t. He said thar
when their Forgotten Custle 3-D first-person
perspective game came out that everyone
would know their name, but he thought they
mighr even make more money with their
Windows games.

I cut through a blinding maze of side-streets
and he said it reminded him of one of those
Windows games he was speaking of, Naio-
Tank. This game has a hundred different
Mazes :lnd iﬂ SIlI'}PI’.)SL‘(I o ht_' .‘;()n]t'fhing Ii{\'lf
The Tncredible Machine on a circuit board. The

He asked me if | had heard of

HORT STOP

{YOUR OWN SAFITY

gamer has to figure out how to pur the circuit
back together with a livde on-screen rank.

We had a near miss as we headed for 57th
Street and he said, “I wasn't planning to tell
you abour Winballl, Twin Delphins’ pinball
game, but as long as we're driving bumper to
bumper, I mightas well let you know that they
have a cute one coming our with six different
pinball games.”

When we ended up stalled in eraffic due o
sewer repairs on 57th Street, | told my fare that
['was more concerned about gerting my hands
on that Smokin' Guns shooting gallery game.
[t features six different theme serrings and |
was hoping that one of them was New York
tralfic. My fare didn’t think it was available,
bur | told him to tell the developers.

Then | carned my stripes as a New York
cabby by making an obscene gesture and call-
ing a tourist the effluent by-product of a goat.
[ told my fare thar [ wished these cabs came
equipped with anti-automobile weapons. He
laughed and said that I would be better off
seeking my fortune with a computer game
where I could be my own boss and actually
blow away the comperition. “You are speaking
of a Godfather game?” I suggested.

Actually, he explained that he was speaking
of Project Nomad, a publishing partmership
between Papyrus Design Group and Game-
tek. The gameis sort ofa Starflight meers Space
Rogie where would-be interstellar traders
build up funds by trading, improve their dip-
lomatic skills by interacring with some fasci-
nating aliens, and 1irx‘|':1||)' blowing away the
competition in a simulation with 3-D pnl)’-
gon-filled graphics.

As I sat there in the traffic, in the siifling
humidity of an East Coast hear wave, 1 wished
[ had that option. cew
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“I found this game exhil-
arating, Many a night the
adrenaline was pumping
and palms were

sweating.”

— Fred [. Philipp
QuestBusters

“The skillful

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

yet published.”

— Stephen Poole
CD-ROM Today

“a cinematic tour-de-force...”

- -y ' & .
—I»/.'{{(‘,'U(HEHH’.T o Cﬂ?H]HHL’J' Entertainment

INCA.

Multimedia CD

See your local retailer or call:

CORTELVISR\ (800) 757-7707

Part of the Sierra® Family

™ indicates trademark of or license o Sierra On-Line, Inc. B i -
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bis reviewer has renounced the teachings

of the Esteerned One...er, Wayne...and 1s

now following a path that travels the
stratght and narvow. The following critical as-
sessment of Capstone’s Wayne's World will
make no use of llinots teenage slang, nonsensical
expressions, nor any colloguialisms based on a
“rock and roll” music doctrine.

In 1992, the cinematic release of Wayne’s
Warld capitalized on the popularity of a Sar-
wrday Night Live skerch of the same name.
T'wo somewhat moronic and disheveled teen-
agers, brains addled by a touch too much
“partying” and numbed with copious, car-
splitting doses of the popular music of their
generation, s€t out to regain creative control
of their television program from commercial
inrerests.

In 1993, the computerized release of
Wayne’s World aciempts to capitalize on the
notoriety of said movie, and no one really
knows where this sort of reversed domino
effect will stop. That this pair of slothful
ne’er-do-wells could ever :1c{1iuvc such god-
like status signals that something has gone
horribly wrong with our society. That said,
on with the review.

Having salvaged their television program

World

during the course of the Wayne’s
movie, it is now the very existence of Com-
munity Access Television (in Aurora, Illinois,
anyway) thar rests upon the shoulders of
Wayne and Garth in the Capstone’s Wayne's

REVIEW

Are These Guys Worthy?

Our Reviewer Hangs Out With Capstone’s

Wayne’s World

by Gordon Goble

can be raised within the next 72 hours,
C.A.T. is finished, and Wayne’s World along
with it. To make matters worse (or better,
depending upon one’s viewpoint), there also
seems to be some form of evil influence
threatening to censor or cancel the broadcast
of Wayuc*s World. With cancellation and
airwave oblivion looming ominously on the
horizon, Wayne and Garth (SHWII-
ING!.. .ignore that) mull over their appropri-
ate course of action.

The misdirected minds of this dynamic duo
eventually hatch a plan to stage an offshoot
of a telethon, a Pizzathon, wherein viewers
pledge their money to the cause and receive a
pizza or two for their donations. In typical
Wayne and Garth fashion, this is a great idea
in theory, but stands very little chance of
practical application. Neither Wayne or
Garth have $50,000 worth of pizza ingredi-
ents on hand, nor a tote board, decent enter-
tainment, volunteers, an advertising budget,
or the necessary video equipment to stage
such a monumental event. However, if they
are able to enlist the assistance of a dedicated
game player, the race to save Community
Access T'elevision and Wayne’s World is on.

The Wayne’s World interface features the
typical adventure game side-view of the im-
mediate surroundings (usually a single room
although sometimes a tight outdoor shor),
and both Wayne and Garth move abour as
they obey their various commands, inspect-
ing objects, picking objects up, giving objects
to others, pulling ;lnc’ ushing things, and
verbally interacting with themselves (Party
on, Garth...Party on Wayne!) and others. A
row of icons resides at the bottom of the
screen, graphically displaying these com-
mands, and across the top of the screen ap-
pear  visual representations of abjects
currently in possession. Pointing and clicking
is the method of choice in
Waynes World and the
keyboard rarcly enters into

play.

head-banging Mirchmobile. A full-screen city
map appears when a specific area has been
exited, allowing access to new locations. A
musical score is present throughour, and it is
delightful indeed... NOT! Perhaps a liule
digital sampling of Acrosmich or Alice Coo-
per would have been more suited, consider-
ing the tuneful tastes of these two.

Some specific chores that must be com-
pleted in order for Wayne and Garth to hold
their Pizzathon include: securing Cassandra

(Wayne'’s babe-alicious girlfriend) a release

from her contract with the snotty Eugene of
Eugene’s Video Emporium so she may enter-
tain the viewers; talking or bribing restaura-
teur Pepe Roni into lending the use of his
pizza making equipment; acquiring a large
chunk of TV time, etc. These are not life or
death situations, Wayne’s World is not a bacte
to save mankind, yet the intrinsic humor and
light-hearted conversations of the program
make it, like, real fun.

Conversation is a valued arr in Wayne's
World (though language is given a real beat-
ing), and a multitude of problems can be
sancd by speaking to the right person ar the
right moment, including (ﬁalngur_ berween
Wayne and Garth themselves. At other times,
though, Garth may say ro Wayne, “How
many marshmallows can you stuff up your
nos¢”, or “Don’t you think
eventually we should change
clothes?”, or "I dreamed about

World. Speaking of shoulders, died you notice the The “world” of Wayne’ TITLE: Wayne's World
o RO A ) s /' vayne PRICE: $49.95
chestial region on Madonna during her latest World is confined to REQUIREMENTS: 286 ur better, VGA graphics, 6MB hard drive

video? She Is truly an epitomization of babeness.
Hey! Someone cut that last remark—rthat is

space; suppons Adlib, Sound Blaster, and

Aurora, 1L, and transpor- Roland LAPC-1 sound eards

b it | | | tation from one location PROTECTION: & Nke :
ne o L pernaps nerap 145 Nno SO = SSIGMNER: Kelcey Simpson, Brent Smit
the old me...perhaps my therapy ha ot to another is accom- SR r':]p:lzf'““lil e rent Smith

g 0L ¢ .
|‘ILLI'I 100% .‘-IICC(‘TSSFHI- 7200 Corporate Center Drive, Suite 500

Miami, FL 33126
(305) 591-5900

plished through Wayne's
vehicle, hencelorth
known as the infamous

In an effort to reduce spending, the mayor
of Aurora has announced that unless $50,000
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Madonna last night,” to which Wayne re-
sponds, “You dream abour Madonna every
night.” Like the Waynes World skerch, the
game never takes itself too seriously, and fans
will find that the same level of humor per-
vades.

The game is not overly difficult. Uncharac-
teristic of this genre, issuing the wrong com-
mand will never result in disaster—one is
simply not allowed to do it. The smacking
sound of one’s head against compurer table
will rarcly be heard with Wayne’s World, as
nothing will be completely unraveled by a
wrong move. Combine this with a Imutuf
amount of destinations and witty bantering,
and Wayne’s World becomes an obvious
choice for the neophyte adventure gamer.

This is not to say however, that it’s all, fike,
a piece of cake. More often than once, an
apparently insignificant item barely discern-
ible on the sereen will be important to have.
To make marters worse, combinations of
nondescript items may be used in harmony
in particular locations to provide lIlLIL(IIlJl\
profitable results. Also, the timing of arriv: il
at a given destination may be paramount;
exploring the local public television starion at
one moment will provide little burt locked
doors, yer later may result in a guest shot on
a game ‘show. In this way, the g game has many
of the typical adventure game frustrations.
On the other hand, it has many unexpected

verks” embedded rhrmlf_,hou:. like Garth's
llmda.mb ‘tongue trick” (sorry, no further
explanation on this one!) and the appearance
of the one and only “Gilligan” (that's right,
the mate who was a mighty sailing man).

Game instruction is, to say the least, mini-
mal, and one will discover the ins and ours of
Wayne s World only through extensive experi-
mentation. In these days “of War and Peace-
sized game manuals, icis refreshing indeed to
see one that isn't. Yer, Capstone may have
.tLu: things a little too far with the Wz.f}wrf

Vorld manual, a lean offering that won’r take
more than five minutes ro browse from be-
ginning to end. Although this really bestows
upon one a pioncering s]pirit, a Einch more
deail and guidance would have been a wel-
come addirion.

Movement though Wayne's Aurora-based

world is L'\i?&.dl[!ﬂll‘s thanks to the way cool
interfaces and solid programming, My copy

only once required the three-finger salute
(CTRL-ALT-DEL), and getting both in and
out of the program takes a matter of seconds,
especially since Wayne'’s World sports no copy
protection. Saving a game takes all of a milli-
second, although some annoying delays will
occur during conversations. Perhaps too
much time has been allotted for the Waynes
World game player to real aloud each word on
the screen. Perhaps Capstone believes thar
prospective users will more often than not be
Garth clones. Perhaps Capstone believes
we're all not worthy! Are they mental? Are we
mental? Do monkeys fly out my butt on a nightly
basis?

That'sit...I've lostid!!! Wayne's World 7s the
greatest thing since MADONNA DROPPED
HER TOP..not! yes it sl no it isn'tl!
anungh!!! SHWITINGI! SHWITING! SHWI-
HIHTTING!!

So much for therapy.

Wayne's Worldis, like, fun, man. I0's here for
a good time, not a long time, so experienced
adventuring dudes and babes may want to
look for something a little more enduring.
Newcomers attracted to the game for its sub-
ject mareer will find good humor, unexpected
twists, and an odd setting, separating it from
other efforts in this genre in these respects,
while being rather typical in all others. cew

‘Baseball heaven”

- Mike Douglas, online game player

"Has no rival"
- PC Magazine

"Sparkles with
unalloyed brilliance
...truly belongs in a

league of its own."”
- Game Players PC
Enlertainment 6
Magazine ‘pv.

"Breathtaking
... Stunning...
a landmark
product”

- Sports Game Review

Compete against friends, challenge the
caomputer, or relax in Spectator Mode.

Share the sense of time and place
known only to true baseball fans. Playing the

"T.rue. baselfaﬂ computer game Baseball for Windows is like
fanatics can slide  being on the field. Includes four powerful
head-firstinto  programs that put you in control --
baseball fantasy” . gasepal| * StatMaster

- New York Times

e League Manager e Advanced Draft

Call now to order

X X ¥ APBA presents BASEBALL FOR WINDOWS
1 800 654 5472 Only $69.95 plus shipping. Mo-Risk 30 day money
Ext.10 back quarantee.

(Open 24 hours) Miller Associales. 11 Burlis Ave. Suite 200, New Canaan, CT D6B40
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HAVE YOU EVER WONDERED
WHY THOSE OTHER "SIMULATIONS"
ARE SO UNREAL?
PERHAPS, WHILE DOING MORE
PICTURES,
THEY FORGOT ABOUT
RESEARCH, TESTING, & DESIGN.

WE DIDN'T.

SIMULATIONS CANADA...
FOR SERIOUS WARGAMING

NAVAL COMBAT:

TTNew"""RED SKY AT MORNING, Global Naval Strategic Combat In The

Modarn Era.

T:Nﬂw T*MAN OF WAR, Grand Tactical Naval Combat Under Sail,
815,

THE MIDWAY CAMPAIGN, Operations In The Central Pacilic, 1942.

THE SOLOMONS CAMPAIGN, Operations In The South Pacilic, T942-1943.

FLEET MED, Taclical Naval Corbat In The Med, T939-T943.

MALTA STORM, The Baille For The Medilerranean, 1941-1942.
KRIEGSMARINE, Tactical Naval Combat In The Atlantic, 1939-1944.

NORTHERN FLEET, Modern Naval Operations In The Atlantic Ocean.

GRAND FLEET, Tactical Naval Combat In The North Sea, 1906-1920.

IN HARM’S WAY, Tactical Naval Combat In The Pacilic, 1943-1944.

LONG LANCE, Tactical Naval Combat In The Pacific, 1912,

SEVENTH FLEET, Modern Naval Operations In The Pacific Ocean,.

FIFTH ESKADRA, Modarn Naval Operations In The Mediterrancan Sea.
GREY SEAS, GREY SKIES, Tactical Modern Naval Combat.

1765 -

ORDI:RH\G INFORMATION, PLEASE READ CAREFULLY: All games are
$60.00 each for Americans, 380.00 each for Canadians (GST Included), and
$65.00 oach for purchasers ‘outside North America. We will let cheques clear
hefore shipping (6 weeks!), so, money orders are preferred. PLEASE be sure
to tell us which computer you own. "“Purchasers from outside of Canada
should send payment in U.5. funds.*™ Nowva Scotia residents must add an extra
10% of the total lor Provincial tax.

SIMULATIONS CANADA, P.O. Box 452, Bridgewater, NS, Canada, BaV 2X6.
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ICD DRIVES & UPGRADE KITS

CO-7TH GUEST $a8

A 16bil football gome
offers an entitaly now
gomeo desi

g packed
with B0 NFL amy
and an entiee MEL 4o0
son, playoifs and the
Supser Bowl. Suve your
haty amptimn with

tery bockup. Teams
include oll 28 lrom
1992, plis 12 hon
chise All Star teams, 2
All Madden teoms and

‘ 38 ofl time Supor Bowl eams. New design
e‘fvn 72 new affentive plays camplete with

p lay fipging end “bluil mode” to {dc your
plays friem your opponent, All new Madden
cammentary and new 4 Way Play abilty ate
idual far tournoment goming, MFL license with
signature belmuts unj fonts. 16 MEG carridge,
SNES available teo

Publisher: Electronic Arts
Part 8 32049

$49

Chinon CD5435 Int, Drive %9
Chinan CDX-435 Ext. Drive
DigitalEdge CD Muh. Kit
Discovery Ext. B-bit Kit....
Discovery Int, 1&bit Kit
Diseavery Int. B-bir Kir.....
Edutainment Ext, 1&-bit Kif
Edutainment Int, 1&-bit Kit
Ecdutainment lar. 8.bit Kit
Fusion €D 16 Infernal
Fusion CD 14E External
Fusian Douhle €O Intarnal Kir
MEC CD Express En]emu! IBM.. -
Omni CO Upgrade Kit.. i

PAS. 14 Il Mulimedia !(i!

Sony COUITA LL/L Mult. Kit :
Sony COUZ305 Ext. Mult. Kit........
Texel Ext Bare Drive

Texel Ext. w/B bir AT Adopror

Tpael Ext. w/MCA Adoptor, S04
Texel Ext, w/PAS.18 & Cabla 596
Texel Ext. w/Paralle 10 SCSI SRRy |
Tuzul Int, Bare Drive, R ave
r.-.ct Int Bundle wlr’PASvlﬁ 855

Tean! Int Home Bundle
Toxel Int, w/8hit AT Adptr.....,
Texel Int, w/MCA Adopiler .
Texel Imt. w/PAS-16 & Cahble ..

AudhiaMan

Gravis UraSeund .
Pro Audio 18 Basic
Pro Audia Studia 16
Pre Audio Sudio 18XL
Pre AudioSpectium 14
Sound Blaster 14

Sound Blaster 16 ASP ...
Sound Bloster Delue ..., "
Sound Blaster Pro Deluxe .
SoundMan 16... AT TSRS
Windows Sound System

Al Pastnar 22 Spenker Sy
AR Poriner 42 Speaker Sys. .
AR Partner 570 Speaker Systom
AR Portner 622 Speaker System
Allee ACS100 Speakers. .
Altec AC5300 Speakers ..,
Koss HDMS MPC Speakers
labves C5-150 Speakers
lobles C5-550 Speakers...
lobtee C5B00 Speakers
Lobies 55700 Speakers . .......

arizer )
Modem w,/ Siera Nerwwk ........ v
340 GPS Mavigation System 459

Jumbo 250MB Tope Back.L) 176
Proctical PM14400FXMT E ll'.-"M 217
Pres Mavie Studia .. . B
Sony FiX 100 CDROM XA 7 Flayor 857
Sportster 14.4 EXT Fax/Modem 199
Spartster 14.4 INT Fax/Modem. ... 181
Topu2 30 Insider Int 250MB irsinies SO
Trakkar 250M3 Tnpo Backdlp 155
VGA TV Elitg.. 263

Champienship golf
ot your fingertips
Featuring Harbour
Town Goll Links
with Super VGA
256-color grophics
far breofivaking
views, Over 345
differant combing
fions of viewing
windows, Features
0 club selection,
“saved shot”, and o “profile view”, Male o
female galfers with 10 different shirt colors to
choow from, Stotistics recorded for each
player und gome with eptional printout,
Supparts SoundBluster ond compotible
saunds cards. You've got nothing to lose, and
so much golfing to gainl

Publisher: Access Soltware
Part # 27640

Anulog Plus Joystich ...

Command Contral Pad ...

Flight Yoke 2000

Grorce Flight Yoke, ., .

GameCaid Nl Avtemat ;

GameCard Il MCA J\n'omnn: 39

MAXK Flight Yake Il .. :

MAXK Ruddder Pudaly .

Pilot C .lm! Stand
¢ W

hrustmaster Flight Conteol |
Thrustmastet Pro Flight
Thrustmaster Rudder Podaly
Virtual Plgt

COAdventutoy...... o
COAnimals MPC VERSION .
CD-Arthur's Teachor Traubla
CDB17 & Silont Service 11,
CDBare Assets, ., 3
COBattlo Chess MPC & B0
COBerlie Japan Alive ..
COBeilitz Think & Talk Frene i
Ch-Better Homes Heolth Coaking. A8
C0 Blue Force
COChessmuastor 3000 Window
€D Cm.nmnn.u Mavie Guide .,

<D Cur 1w ol En r‘\m.o
CDDi

CD Dmos.wnl Mulr-n--mu Em:)
CDOune........ %
CDEutepean Racers ..,
CDF.15 Shike Eoglo il .
CD Fracral Eestasy
(.U Global Explons .
D Gahliiing |, H
CD Goblilins 2 .
CDGreal Mavel Butlos Pack
CO-Guinness Disk Records MPC

\’:D-}n;rrluyrnunn Projuct A TR

E[I-er Grondma & Me = 335
. A8

Cl HomeDeugner Windows .. 23

C DX.-\Q 3 Gluay

CDlaura Bow |l

COlegend of Kryandia ., 39
CO-lighming ..

Chlord of the Rings
COdkost Troasures
CO-Loat in Timn .

COMPC Music Mozan
COMPC Wizard Diagnestic ..

CO-Anemillan Kids Dictinnary a7
CD-Mantiy Exgertimontal ivanasaradd

COMayo Clinic Fomily Hoalth, ... 54
CD Microsalt Golf Windaws MPC_ 42

VIRTUAL PILOT YOKE 552

TES

VIKINGS: FIELDS OF CONQUEST

A 1.6 player, 199
territary land con-
Uil gme,
Beautifully detailed
graphics and
supath gomeplay
unmolched by ony
olher VIKINGS
style mop gome
Flatillas, armies,

f costles, catapul
and soven differont
froap types ore
ovallable far your command in an atemp 1o
bacame tho sele ruler and King of England
and sove it from the Viking invasion.

Fuatures 256 Color VGA; 5 difficulty lovels
and handicopping. The best muli player
medieval sirategy gome made. PERIOM

Fnllll Ial:llzlilkbo"m - . 536

NHL HOCKEY ‘94

Combines hot
arcade nction with
svdepth simulotion
end stots and o full
swanon mode, BH|
and NHIPA Ticonses
allaw inclusion of
I:Iuwr neamas and

ces o3 well o3
team nomad and
Iogos (including the
Stasnley Cupl.
Simudate the actual

: 1993 §4 goma MHI
oo, Compile teum uwdrrluyu stats thiough
el the seasan Ran Ban's digiized vaico seh up
every game of the season. D g.nud rink
annewnte vaioe reperh goul summarivs ond

naltes. Realishe ergan munc bringy ank fo
rﬂ Each rink features individual music, ever 50
pivces in all, Supports Sound Blaster, Ad Lib and

Roland MI32 sound,
$45

Publisher: Electronic Aris
Part ¥ 31741

CDMultimedia Dinosaurs......... i
CO-Moltimedia Mozon Windows....
Ch-Multimadia Stravinsky
CD Musical Instruments... ——
CDPholo CD Access Windows ..o s
COPr e | 793

COReturn af Zerk
B Ruturn of the Fhaniom
COSerabble Deluxe ..

CD Saetel Waapans Luftwalle
€D Socrot of Monkey Islond
CDSpoce Quest 1Y

COSpirit af Exealibur : 25

CD Sporting Maows Pro Foofball ]

CO:Star Trek 25th Enbonced ... 45

CDShreet Atlas USA a7
CD-Snike Commander,/Tactical | S |

C(I Tony laRussa Basebellll........... A5

o1 l]:l'n!orhm 2 &7

o Encourters Guide 34

DUSA Ill'duy The 90's Vol. 1, 43

C
COUltime 1. V) .
CO-Uhtima Undeorworld | & 11...
COWiInCD Professional 1.1
CD-Wines of the Warld
CDWin, II,-’Ulhmn Undcrwld
COWoll Pach...

Altor Dark for DOS
Alter Dk for W
AutaMap 3.0
AvtoMap Upgrede 3.0, R
Autobap Windows Upgrade 3.0,
Autabdap for Windews 3.0 54
Butty Crucker Cookbook Windows. ... 0
CAClpper Comp. Upgrode 5.2,

Corel |5mw far Wingaws 4.0,
LesgView 386 2.6 ...
Disnoy Collection Screen Saver
Dru[l &

Kay CJ\D Complute -
Key Font Pro for Windaws
Reyfants for Windows 3.1 .
Keyhop w/FREE T-5hirt

lotes 123 Window Rel 4 Upgrode... 95
Lot 123 Windaws Release 4 309
Lotus Improv for Windows 2.0................ 100
M5 Access Comp. Upgrede 1. is a4
M5 Accon \l’rrll\3m§ 11 14
MS Accass for Windows 1.1 . 319

M5 Foafro Comp Upg Windows 2.5 190
MS FesPra Ver Upg for Win. 2.5
M3 FoxPro for Windows 2.5.........,
M5 Office For Windows 3.0

M5 Pubilisher Windaws 2.0 .

M5 Windows NI 3.1 wivnnsiadan
MS Windews NT Upgrade 3.1

M5 Windows UPG w/Adobe Fonra
M5 Windows w/Adobe Foals 3.1,
M5DOS Upgrade 6.0..

Micro Kitchen Companion Window
Modern Bride Plonner Windows ...,
My Advanced Bocklp Windows
My Advonced Llobel Designer........
My BochUp foe Windows -........ooor
Metan Unfines 7.0

RECREATION

Simulotion strotegy
game ke
resouIce manage:
mant lo epic pro
pottions, As either
th honorable
Anrvides, the mys-
twrious Ordos or
the Brutal
Hatkonnens, you
must ovarcome vio-
lent know and
unkrown adversarios 1o build up military
prowess, Svcure the fvture of your dynosty on
the planet of Dune, Select from fhree very dit
furant Howses, Build tanks, turrets and more
o3 you defond your citios ond woge wars
Features over |MB ol digitized spoech, and
saunds muke combal exciling and realistic,

$32

Publisher: Virgin Games
Part 2 30580

Plery with the best—
play with the prost
Now, the pro
names and stats

B oro more campre-
hensive than everl
Complote with all
the bonecrunching
reolism ond shate
gic coaching of
Amorico’s gridiron
bottles, Check:full
of now hardhitting
animotion depicting flips, spins, leaping
catches and running back dives, Feotures real
MFL player names and stots and enhanced
arfificiol intelligence. Game plays expanded
1o over 140 plays per gome. AIT-SN:: game
aption, and 10 much morel

Publishor: Slerra
Part # 31820

$40

?Purad"o_l for Windows e 128
a0

o v 16

Pracomm Plus lor Windaws 97
QEMM 386 7.00 al
QEMM 384 L J., grade 7.0 . e
Quickbosk 1 a5

Qunckbnnkf@uh:kPu Bundle 1.01.
vicken for DOS &,
Quicken for Windows 2.0
Rosemary West's House Fertun
WordPorlect Comp Upg DOS 6.0

WardPerlect Camp Upg Window 121
WordPerleer For Windows 5.2, 280
WerdPerlect Version Upg DOS 105
Wardperlect Version Upg Wind 104
Waerdperlect for DOS 301

Your Deck for Windows
Yeur Medical Records Windows.

Adrain ... LR ORI |
Al World of Discavery,.. :
Alge-8loster 3 for Window
Bailey’s Book House. .
Caleulus for Windows i
DinaPark Tycoon, } 34
Discover Spoce
GHMAT wf('llff Maotes
GRE w/Clift Motes.... ..
Kid Cad for Windows ..,
KidDak
ans & Fn(rs

Muilm Mulh Housn
My First World Arlas ...
Oru‘,on hml Deluxe VGA,,

fmm
SAT /i Noes.
hm.r fouse .
UFG Clase Encaunters Guide .28
Whare in Space iv Cormen v
Ward Attack 3 28

A320 Airbua: LIS Edition
AD&D:Dark Sun Shattered Lands ...
ADED: Eyro‘ut sholduer Il............
ADAD:Eye of Bnho‘dc; Trilogy

& WWII Miss..
\I’GJ\. ssssnnn

Aces or 'acific
Aces of the Po
Aces over Europe
Air Warrior SYGA.
Alane in fhe Dark,
A barea ?

As 5 0
817 Fly.n orlrus VGA
Buttles of Buumy i
Betroyol at Krandar
BloadStone ...
Blup & the Giay.
Blue Farce: The Me
Buza Aldi

Cortier Stike.. .
Corrignn ol War ll ..., F—
Cestle of Dr. Breun - VF-.'\ e 1 g




SIMCITY CLASSIC

The original city simu-
later is & “musthave”
for any software col
locticn, ond has intto
duced aver MJODOI‘J

ople fo the joys of
x:’pning an l1”.;“Iui|r.4»
ing fhe city of their
dreams. Challo

u e manuge the

sic principles of &
sueeesshul eity. Deal
with disaslers, crima,
polletion and public
opinion as you build your way ta a thriving
metopolls. Mow includes the SimCity Torain
Editor and supponts popular sound cords. Join
the werld at a new lew priee! One of our most
popular tites of all time. The "Sim® that started
nall.

Publisher: Maxis
Part & 31410 (DOS)

Part £ 31455 (Windows)
Part 8 31454 (Mat)

$24

KEYBOARD COMMANDER TEMPLATES

High qualiry, ull
coler lwh’bwrd aver
loays for Higght simula-
tars. wall urn any
ATI101 keyboard inta
o 3.0 lacking “con-
trel panel”. Includes
all key commands in
o legical loyeut, ond
Tegend boxes for
cockpit daplays
Available for MS FS
5.0, FALCON 3.0,

z MG 29, STRIKE
COMMANMDER, ATP, XWING, COMAMCHE, F
15 i, ACES OF PACIFIC. JETFIGHTER, SECRET
WEAPONS, B-17, GUNGHIP, ACES OVER
EUROFE, TORMADO ond morel  Ask obout
Fokon 3.0' Keyboord & Unshty bundies!
Gruankity Pricing: 7 @ §21.50; 3 @ $30.00, any
A ¢ mote only $9.25 each!

Cusllos :Siege & Conguest ..,
Challenge ?ﬂm 5 Realms ...
Chassmaster 3000 for Windaws
Eiolliza

Hint Book,
Civilization Master Pl
Clash of Stecl: WWIl
Classic 5 Win
Cohra Mission.
Cognito for Win:
Cohort ...
Camanche:
Comanche: Mission Disk Il
Comanche, Masimum Overki
Command HQ Clawe
Companions of Xanth

c

Kingdoms.

v Bd ..
P39-45

RECREATION

Conquered Kingdoms Seenanio
C | D:Funﬂ

D05t
Day of o

of the Tentecle: Manioc /I
Drogon Keight Il ...
Eea Guest Il Rainfaren
Eighl Boll Delux
Elh

Emp e
Empire Deluxe Srategy Gu
Etgenam
F15 Stniko Eagle Il Closie
F-15 Strike Eagle Ill........
F19 Stwalil Fighter Classic
Folean 3.0

Faleon 3.0 Cperation Fight
Falcon: Mig 29/Deudly Adversary
Fields of Glary: Waterlsa
FlashBack .... :
Flight Sim: Nuw York Scenery
Flight Sim: Paris Scerery 5.0,
Flight Sim: San Frenciseo 5.0
Flight Sim: Woshington D.C.... ...
Flight Simylater 5 0 a
Fergoten Castle
Freddy Pharkas,
fmdd; Pharkos

Fram Page Spar

Guabrig! Knight 3
Gy Griggshy' ar i Budsi " 45
Geu‘i Gamos of the Galexy oo, 20
Global Dominations - ?d

Greot Moval Batiles Pack ...
Great Naval Banles: N.Atlantic
Grout Moval Batlles: Amorice.
Greot Noval Batlles: Seenasia ..
Great Moval Battfes: SuperShi

Gohliiing.....
g Gabliing Il; The Prince Buffoo

RAILROAD TYCOON DELUXE

Upgrade 1o the

Tycwon, Fluyens are
antrepransuts i the
catly 1800, and
must compaa
againyt rail barany
as they try to build
their roilroad
empitel Six spoctoc.
ular new arcas ta
develop, including
North Americo, Eostom U,5., Weslern U.S.,
South Amorica, Afnen and Eutepe. Each with its
awn unigue resources ond terrain, Enhanced hi-
1o graphics supgeet VGA. Includes 11 new
frain with a now tatal af 32 teains. Guaranteed
1a ba an addicively good time, REGUIRES 1BM

386 OR BETTIER & M3DO5 5.0

Publisher: Microprase
Part # 31428

SOFT KARAOKE FOR WINDOWS

Tutr yuun PC inbo
hame karacke
machine. Lyrics fight
up o th right bt -
right on yeut meni-
tet. Countless hours

unnals. Includes five
h?oﬂy licensed fop
Bifllscxard hits.
Hundrady of ather
licensed hits avail
olle sparolely.
Guarantend 4o fun
an Windaws 3.1 with your sound board.
Compatible with o prefessiznal MID! dyvicas
Ployy all sundard MIDE s, Access aver 128
inuruments Send in your regisration eard and
receive 10 FREE extra songs plus @ chance 1o win
 FREE micruphonel Mocinkesh version ovailable

RECAUIRES A SOUND BOARD

Publisher: TUNE 1000
Port # 31412

§ Kingdams of Gemany......
bl

Lands of 3
§ Lovro Bow Il - VGA

RECREATION

Indiana Jones Fate of Atlan
Inseseant Unil Caught ...

Jack Micklovs Signature Gyl
Juck Micklovs Signature Tour |
Jack Nicklaus Signature Tour

leapardy with Alex :
Juh K‘;h!ﬁ. 1|r P— 25
Jump Jot i

King's Quest V1. VG
King's Quest VI Hint Book,

Kings Tobls

Leather Goddesses of Phobos I
Legacy Realm of Terar
Legend of Kyrardia

Legend of Kyrandia Hint Book 9
Legends of Valoir .. 36
Legonds of Valour Hint Boo n

Lesure Suit Larry | - VGA
Loisuro Suit Larry ¥ - VGA,
Lelsure Suit Larry V Hint Bogk .
i 3

Lammings Il i

Links 386 Pro: Bandi Spring
Links 386 Pro; Belloy Course
Links 3B& Pro: Innshraok Course. .
Links 386 Pra: Mouno Kea Course
links 386 Pro; Pinghurst
Lost Treawstes of Infocom |
Lost Treasutes of Infocom Il
Lost Vikings . 5
Lesat iny Thmws
Lure af the Tempiress ...
MS Arcode for Windows........ ;
Magter of Orion

Metal & loce T
Michael Jordan Flight ..o
Microlengue Baseball/Foothall
Micrasoh Space Simuloter ....
Might & Magic: Clouds of Xeen
Might & Magic: DarkSide of Xeen ..
Matn | oAbl bl

Mare Vogos Games for Windows,
Pacific Wat
Patiot
Porlect
Potfeet Genaral G .
Perfect General WWI Sconario
Pinball Dreoms .
Piroteal Gald . .
Police Quest IV
Poal Shark

Populaus I ...

Grout War,.,
HardBall ...
HaredBall 1l Big Leogue Parks.
HorgBall Ill Ployer Disk
High Command...........
Hoyles Boak of Game | Classic.
Human's Like You've Never See
Humaon's: Insult to Injury
INCA

INCA
Incredible Mach:

Prince of Fersio i
Privastere .
Privateer Spoech Pock
Prophecy
Quartes Pale

Quest for Glory L.
Quest for Gloey L.
Railroad Tyeoon Classic . ..
Roilroad Tycoon Master Hint....
Realms of Arkania
Realms of Arkania Hin Book ..

SONY PIX100 PLAYER S5SB37T

EMPIRE DELUXE WINDOWS

An addictve state-
¢y wor gomo lea
tures: Metwotk and
modem compatibili-
ty; Super VGA
graphics;

N Advanced scenorio
| editor; Digitized
sound effects; and
Various difficulty
sellings. You start
the game in posses-
sion of one city,
with your goal buing to copture other cities
and b the last playor on the map. Through
siratogic plonning and production, you must
conguur the workd. Designed to be ployed
againy the computer, or challenge up to six
oppangnhs af the same fime

Publisher: New Werld Computing
Part 3 33082

$36

Humeans must leam
1o cooperate
thraugheout all 160
lewvels. They can do
this by usin? and
sharing 1oals that
are "discovered”
along the woy
Also, they must
learn how o be
stocked upon eoch
other’s shoulders to
get up to heights
they canmat reech, Cooperation is the key in
this warld of dinoseurs and enemy tribes
Featues cight crigmal sound tracks, colorful
animutions end three levels of difficuly. A
totally addictive experonce, not to be missed!
Catch The Humany now ovailable on CO-

ROM,

Publisher: Gametek
Part & 31790

GATEWAY Il : HOMEWORLD

FREE Hint Book
enclosed,
Exparivnce the chill
ing reality of 22nd
Century Eeith,
Batle murderous
robots, comivorous
dingsaurs and
spear<ornying
humanaids, Rescus
o prospector
morooned in o

’ robot controlled
Hechen starship. Can you stop o fanatic culi
af torerists? Journey o new worlds and new
adventures and uhimately across the event
hatizan of o block hele. Features 256-colar
graphies with spectocular animations

Publisher: Legend
Part # 31514

$36

Propare yoursell for
0 Coving goming
expationcol Tha ulk-
mate gaming hitar
and simulatar,
Includos the 160-
pege study guide,
“Barot the Hovse
Componion.”
Featunng slet
maehines, black
jach, roulete, vidoo
poker and crops.
Baginmans will lewrn
the rules, ritwals end weminclogy of cosing play
Seasened gomblers ore schaoted in wrategie
counting tachmiguas as wall as profitable beming
wategies. One 1o fout people can ploy ogainst
each ather, o computer players will bl the
empty seats, Anyane can be o High Roller
when they Lnow bow o "Beat The House!™

Publisher: Spirit of Discovery
Port # 30243

800-228-7449 555 1,

31 Union Ave., Sudbur:
HADHBE ) Dok —F — Kkl | HAIET FAY001]
X{% ,CompuServeID:70007, 15347 HAR ) & 5711

FREE UPS GROUND

10,000 IN S
Circle Read\

Red Baron - VGA ...

Red Boron Mission Buitder |
Red Ceystal ..o
Red Starm Rising Classie
Return of the Phaniom
Reshurn o Zerk,.
Rome: Pothway
Rules of Engogement I ...
Scanvey Collection USA Lo
Sconcry Collechion LISA Wes

Seal Team.....
Socret of Mankey Islomd I
Sevan Cities of Gold Comm

Shadow Caver..............
Sid Muir's Trilog, ;
Selent Service | Llaysc
SimAnt far Windews.
mEarth Windows

Simlife for Windaws

Solitgire for Windows 4

Sclitgare’s Journey Windows

Spoes Hulk i i

Spoce Quest V
f O

Spear o ny oo =
Spear ef Desting: Wallanstein
Specho PC.,

Specd Racer Challenge Racer X
Star Trok: 251 Anniv. Hint Bk
Star Trek: 25t Anmiversory.....
Streot Fighter Il

Sarike C i Ay
Stk Commander Players Guide .
Strike Commander Spench Pack
Steike € Tactical #1
Sirip Pober Professional

mants: US Mall cost based on weight. No Sales

warranty. Dol replaced ediataly, tem

Syndicate el
Terminatar 2029 .
Tenls Trig......oco... .
Tony LuRuiso Baseball 1l
Tony LaRussa Baswball I1: 1992
Tany LaRussa 1l ALAML Sadivm
Tony LuRussa Il Fantasy Draft
Tornado

Ullima Underworld...............
Ultima Underworld 11 Hint Book
Ultima Underworld I Labyrin
Ulima Vil 1 S

Ultirme VIl Pt 2. 5
0 VII: Forge V. "
a Vil The Black Gare ...
VLTSS
Unnecessary Roughness.
¥ far Victary: Market Garden
V for Victory; Utah Beach

W for Vichary: Velikiye Luki
Vegos Gamas fer Windaws ...
Yell of Darkness.

or Academy

o der || w/Speech
Wing Commande Il Operation
Wizordey: Crusadar Dotk Savant.

arld Cireult Grand Prix
K Wing FHREA
KW Guiel . 5
¥ Wing: BWing Tour of Duwy

XWiny: Imperiol Pursuit oo
Yaerhius

Orders accepiod en our Wil dree number Mon-Sat 8:30 to 6:30 EST. Sume day shpping on n-
atock tema. Cantinental US shipmems: UPS Graund Hanaling Charge 53, Alrbome overnighl
S7. Imamational shipments: UPS Exprass cost based on weight. Canadinn, APO, FPO ship

Tax excep! for MA add 5% Pormanal chacks

accepted, allow 5 business days for processing, No CODs. Products covered by manufacturer's.

atlability and price subject 1o change without

! f arders
represents 3.57 lloppy, excep! whote nated

notice. All apecials and promotions limited while supplies last. Educational, government, and
r 15% restocking fee for all non-dofective retums, Part #

COMPTON'S MULTIMEDIA ENCYC. $220

FLIGHT SIMULATOR SCENERY $28

$28 |

FLUGHT SIMULATOR 5.0 $42

PRO AUDIO SPECTRUM 1& 51465

CASID SFR-20 ORCANIZER 5200




Iron Helix Makes A Mad Dash For The CD

Ithough Spectrum HoloByte’s first

CD-ROM release, fron Helix, is the

product of creative presentation more
than originality, it is not another case of sub-
stance sacrificed for style. Drew Productions
has pulled off a fine CD (coup d’érar) by
making the most of the CD-ROM’s limira-
tions and purtting dramaric shortcomings to
work for them, proving once again that good
design still means less is more.

Inside Intricate

Sure, the science fiction story is secondary to
the arcade action of the game, but it’s worth a
brief look behind the scenes at how the tl-
ented design team approached this project.

First, start by borrowing from some well-
worn movie scripts. Rework these successful
formulas and contrive a tension-driven game
where the absence of characrers becomes part
of the story. Since the crew is dead, there’s no

need for annoying load times and delays asso-
ciated with complicated, character intensive
games. "T'o offset the lack of characterization,
video logs of crew members provide a sem-
blance of personal interaction.

Next, develop motion-picture  quality
graphics and animations to create a superb
cinematic gameplay environment, reminis-
cent of such films as Star Warsand Alienwhere
hardware and spaceships showed signs of “re-
alistic” wear and tear. Then, lay out an unpre-
tentious, yet believable, control interface that
responds incredibly fast considering the exist-
ing limitations of CD-ROM technology.

And that’s all there is to it.

Page 144

by Maxwell Eden

The Scenario

Late in the 24th Century, a cold-war exists
between Earth and an alien race called the
Thanatosians. So, what else is new?

The game is lean and mean with no mean-
dering subplors ro ger in the way of a 90-min-
ute dash to avert an intergalactic war. Because
there is no “click-and-wait,” load times or
other on-screen interrupts, the CD playback
medium is all but transparent, creating the
illusion of gameplay in real time.

Evoking anticipation and anxiety, fron Helix
immediately propels players into a nerve-
wracking drama. The addictive pace begins
with the runaway, renegade SS Jeremiah
Obrian, an enormous smrstip destroyer carry-
ing a sccret doomsday weapon—code name:
Iron Helix. The weapon is a virus thar murtates
the DNA of an organism and artacks the
immune system, killing its host in the process.

During a wargame simulation, the Obrian’s
computer goes berserk and takes control of the
dreadnought. The ship’s computer isn’t fool-
ing around; it has targeted a peaceful Earth-
like Thanatosian planet where it will drop its
horrible payload, annihilating the inhabirants
and igniting a galactic war.

Fortunarely, for the purposes of entertain-
menr, Murphy's Law still haunts the universe
centuries from now. Not only has the com-
puter failed to recognize the difference be-
tween a simulation and a real arcack, but the
dreadful virus has somehow escaped. The crew
has become infected and their DNA has begun
mutating,

Since the virus aleers
the unique DNA signa-
ture of an illt|ivith.le11,
the computer refused to
acknowledge the crew's
altered DNA-based rec-

TITLE:
PRICE;
SYSTE!

State-Of-The-Art

ship’s computer has deployed a well-armed
Defender Robot sentry 1o eradicate the crew,
now perceived as a threat w the computer-
controlled mission.

Distress Beacon

Who should receive the Caprain’s emer-
geney video log, bur you—rthe player—a sci-
cntist aboard an unarmed spaceship doing
biological rescarch. On board is the Darwin 5
Scientific Observer Probe, a weaponless zoo-
logical craft used ro study alien life forms,
including their DNA structure.

As both fare and the game’s developers
would have i, the player just might have a way
of bearing the odds. Interestingly, the De-
fender Robort and the Darwin Probe are ma-
chines that are opposites in purpose, yet
cleverly and unequally marched: One built to
destroy, the other to discover new life forms.
Players must get into the cat n* mouse mind
set of the game and outwit rather than outfight

the Defender Robot.

Iran Helix
$99.495
Macintosh with CD-ROM

o REQUIREMENTS:  Macintosh Color Classic ar better, aMB RAM
ugmtlon system. As a {5MB recommended), CO-ROM drive
i . TE 1150 Kb/sec transier rate or bener), color monitor
IL‘SLII(. all I'.IllI'lle. includ- with 256-color (8-bit} graphics capability,
ing the Cilptili!'l‘ were 7MB hard drive space, System 6.07 (with 32-bit
Quickdraw or System 7); incompatibli with
unable to access the NEC CDR-25 CD-ROM drive
PROTECTION: Mane

computer and override
the arrack plan.

If deach doesn’t come
from the virus first, the

DEVELOPER:
PLIBLISHER:

Drew Pictures, Inc,
Spectrum HoloByte, Ine.
2490 Mariner Square Loop
Alameda, CA 94501

(510) 522-1164
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WILL NEVER
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IT'HE FIRST SUPER-VGA FLIGHT SIMULATOR

SUPER-VGA

rom the flight fanatics at Domark

comes the first-ever strategic flight
simulator designed for full-screen SVGA
graphics technology. This is not a typi-
cal flight sim. SUPER-VGA HARRIER
blows the competition out of the sky
with super-fast, silky-smooth screen
update — at twice the resolution! Now
you can experience a much larger

visual world, where objects are sharper,
cleaner and can be seen for miles.

- “Harrier receives extremely high marks

for graphics which are the best I've ever
seen — BETTER THAN FALCON.
The explosions and ground detail are
really great.”
— PC SoURCES MAGAZINE

“After playing Harrier in SVGA, all
other flight-sims look like they are
being played through a telescope... Not
5o long ago, a few glimpses at multi-
million dollar serious flight simulators
produced memories of images not far
firom those present in Harrier; very.
simply, it'’s that good.”

— STRATEGY PLUS MAGAZINE

e

Frree

IBM PC/CoMpATIBLES: Atailable October 1993

" Super-ViGA Harrier 1993 Domark Group Ltd.
Published by Domark Software Lid.
Programmed by Simis Lld. Graphics by the Kremlin.
Sound by Martin Walker. Produced by Jim Tripp.
Falcon is a trademark of Spectrum HoloByta.

Screens shown: 640 X 480 256-color SVGA resolution,

Circle Reader Service #139

MSTRIBUTED BY: UISBME orders:

Spectrum call 24 s a iy,
HalaByte Tdays aweek:

1-800-695-GAME
(orders only).

1900 S. Norfolk St., Sulte. 202, San Mateo, CA94403  415/513-8929



FIRST-EVER COMPREHENSIVE FLIGHT MODELING SOFTWARE

FLIGHT SIMULATOR

CREATE YOUR OWN PLANES,

OBJECTS & BATTLEFIELDS
— IN SUPER-VGA!

Domark set the standard
with Super-VGA HARRIER, the
first-ever SVGA strategic flight
simulator. Now, we're pushing
that standard to new heights!

the first 3-D flight modeling
software ever produced for your
PC, is Domark’s second offer-
ing in its ADVANCED SIM-SERIES”
state-of-the-art flight simula-
tor product line.
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Sereens shown: IBM 256-color SVGA displays,

IBM PC/CompanBres: Available November 1993

Requires Windows™ 3.1

Flight Simulator Toolkit ©1993 Domark Group Ltd.
Published by Domark Software Ltd.

Programmed by Simis Ltd.

Graphics by the Kremlin.

FST is revolutionary. It’s
powerful, sophisticated, and
easy to use. Technophiles will
appreciate the attention to
detail — cockpits include mod-
ern instrumentation, such as
OBI, DME, and Glidescope —
as well as the ability to build
every detail of their sim world.

In a hurry? Not interested
in building every last plane,

D JMARE

1900 S. Norfolk St., Suite. 202, San Mateo, CA 94403 415/513-8929

Circle Reader Service #140

tree, truck, valley or skyscraper?
No problem. Just check out the
extensive library of clip-art
imagery: aircraft, ground tar-
gets, landscapes and objects.
You'll be streaking through the
heavens in no time!

FLIGHT SIMULATOR TOOLKIT,
YOUR AIRCRAFT. YOUR LANDSCAPES.
Your missions — YOUR WORLD.

DISTRIBUTED 8Y Visa/MC orders:
pectrum «n2insady,

7 days a week:

HoloByte 1.susos-cave
(orders only).



Probe Able Cause

Once one accepts the mission, a feisty female
Admiral explains, via video transmission, what
action must be taken to stop the biological
holocaust. The player must then complete
four separate phases of gameplay: collect
DNA, locate video clues, eliminate the De-
fender Robot and destroy the Obrian.

Via remote control, the player pilots the
unmanned Darwin Probe through the vast
destroyer’s eerie corridors, chambers and lad-
der chures. One must steer the Probe in a deck
by deck search for DNA samples that provide
access to the video logs left behind by rE{: dead
crew. The video messages contain the clues
needed to stop the Defender Robor and de-
stroy the Obrian.

Searching for the proper clues necessary to
advance to the next stage of the game is just
the beginning. The player’s Probe must con-
stantly elude the ship’s deadly Defender Ro-
bot sentry who relentlessly stalks the Darwin.
Ifa Probe is destroyed, players have two more
Probes, and thus two more chances, to win
within the allotted time.

Student Driver

After a movie-like animation sequence of
the Probe enrering the Obrian’s shuttle bay,
the screen presents the player with Darwin’s
well-worn Control User Interface, a panel
that's uncluctered, easy-to-learn, and func-
tional in its simplicity.

Clicking on the navigation arrows or using
the keyboard, the player moves the Probe in
the desired direction, including up and down.
A few mouse clicks are necessary now and then
ro access various controls and functions, as
well as o activare the Probe’s Robotic Arm for
interfacing with the ship’s computer rermi-
nals.

Contributing to the claustrophobic feel of
the game, the control panel features three
small screens: two video feedback monitors
and a Map Display Screen, which offers vari-
ous schemaric views of the ship, including a
3D orthographic mode that locates the De-
fender’s position in relation to the Probe’s.

Staying alive means tracking the Defender’s
movements at all times. A Jam Signal Burton
is available for the most dire of situarion; at
close range, pressing this button will tempo-
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rarily disorient the Defender. Though ir does
use alot of precious energy, it’s the only oprion
when the Probe gers backed into a dead-end.

The clock is running and the Defender
never stops hunting. The Probe can take ele-
vators, fly up and down ladder chutes, and
move through corridors of the six-story
Obrian. One can check out the Science Lab
and a lavatory for sights casily overlooked, and
access the crew roster from one of the termi-
nals. (Hinr: There's a safety zone in Engineer-
ing where the Defender can’t find the Probe.)

Briefing

Don’t skip the well-written, mercifully slim
manual that provides hard copy of the sto-
ryline, background information and nuances
that make the game more enjoyable. The
documentation :ﬁsu includes tips with a warn-
ing to players that further reading will reduce
the challenge of figuring out the game on their
own. Purists can struggle with this double-
edged offering for themselves.

With five skill levels of increasing difficulty,
the game offers excellent replay value. The
scenarios don’t just get harder; each skill level
is another game, where all clues, videos and
solurions are different with no discernible pat-
tern. In the higher levels, the Defender is
smarter and clues arc harder to find. Players
should use skill level one to familiarize them-
selves with the fron Helix environment before
moving on to serious tactics and gameplay.

Pumping /ron Helix

Iren Helix has much in common with the
film Blade Runner. In both productions, futur-
istic set design and atmosphere dominate in-
stead of characterization. Since the game’s
principle players, the Destroyer, the Defender

and the Probe, are all non-human, the sce-
nario upon which the game is played becomes
the star.

Tron Helix uses first-rate, realistic derails to
develop its neo-gothic, surrealistic world. The
player sees Hollywood-standard cinematic se-
quences when the Defender Robor is defeated;
rLc Probe uses a search light in darkened areas
of the ship; the Probe’s on-board compurer
randomly malfuncrions, requiring a reboor o
get the system on-line again; the Thanarosians
come to life through the sounds of the opening
sequence; and fine acrors portray the crew
members in the video logs.

Since the game relies heavily on believable
sound effects and its metallic, techno-beat
score to boost the mood of the savvy space
opera, you shouldn’t play the game without
external stereo speakers.

On Probe-Ation

There’s one notable hiccup that the design-
ers should be razzed for: When the player’s
time runs out, an animation sequence shows
the Obrian deploying the deadly Iron He-
lix...and the Thanarosian planet exploding.

That's one hell of a virus!

This is a minor lapse in logic in an otherwise
tightly-canstructed seript. The designers have
rectified and enhanced this shortcoming for
the upcoming PC release.

Video Log Summary

How well a compurter-generated  game
draws the player into irs artificially-induced
reality is the final litmus rest for a game of this
type. lron Helix racks up the kills here. The
full-color, photo-realistic world and the scam-
less CD rtechnology provide top-notch sus-
pension of disbeliel and an intensely satisfying
experience. Any player carrying even a reces-
sive gene for susceptibility to puzzles and fast-
paced action will enjoy this cinemartically
superb game.

Note: Players should make sure they have the
most recent release of their CD drivers. Also,
players with color video (&y).’({)ﬂ interface cards
and a monitor capable of changing the display’s
resolution, such as an NEC Multisyne FG maoni-
tor, should change the screen to 640 X 480 (53
DPIL) mode for a larger viewing area of the

Probe s control panel. cew
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Shipping Rates/Hours

UPS Rates:Ground:  $5.00 3-day air. $6.00
2.dayair  7.00 AK&HL 12.50
COD add: 5.00 Overseas: Call

Mail Rates: AK&HI:  6.00 Canada: 600
Overseas: Call

Prices subject lo change, so call first!
Hours: Mon-Fri 10am-8pm(EST)
7am-5pm(Pacific)

For information and release dates 1 (404) 840-7906

To place orders in U.S. and Canada 1 (800) 852-6187
Fax 1 (404) 840-7925

2980 Lake Colony Drive, Suite 3, Norcross GA 30071
Please have credit card ready! Open Saturdays 10-5.
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REVIEW

Spectrum HoloByte’s Mig-29 Rips Through The Iron Curtain

and locking onto a US fighter might

feel strange the first time. The red stars
no longer represent your mortal enemy, but
yourwingmen. The familiar F-16 is now your
dreaded nemesis, and the rt:chtml{égically ad-
vanced US arsenal now focuses on destroying,
racher than protecting, you. Yes, comrades,
modern air combat is a whole 'nather can of
borscht in Spectrum HoloByte’s Mi(G-29, an
add-on program for Falcon 3.0.

Behind The Iron Curtain

In MiG-29, the player lives the life of a
Russian pilot in the Frontovaya Aviatsiya
(Frontal Aviation), the tactical combat
branch of the Voyenno Vozdushnyye Sily,

C]imbing into the cockpit of a MiG-29

the Soviet air force. The Soviet Union of old
is gone, but somebody still has to keep those
pesky Americans from nosing around in eve-
rybody’s business.

The MiG-29 is a completely different ma-
chine from the F-16. In some ways, the MiG
is clearly superior to the F-16, bur falls short
of the mark in other categories. Spectrum
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HoloByte, with very litde information avail-
able to them, have attempted to model both
the strengths and shortcomings of the MiG-
29.

To begin with, the MiG-29 lags far behind
the F-16 in terms of avionics. The cockpit is
lictered with analog dials and small indicaror
lights. Though it bears little in common with
pﬁotos of the actual cockpit, the overall “feel”
of the analog cockpit is maintained. A combat
pilot from World War IT would probably feel
much more at homessitting in a MiG-29 than
an F-16, The HUD dispﬂtys basic flight in-
formation, but is less informative than the
F-16’s HUD, especially when displaying in-
formation about locked targets. Since Tittle
public information on MiG avionics is avail-
able, MiG-29s Radar Display is loosely pat-
terned after the radar electro-optical display
(REQ) used in Faleon, but like the HUD,
displays less information than its Falcon
counterpart.

All is nort archaic in the MiG-29 cockpit.
Two features set the Russian aircraft far ahead
of many of its opponents: the helmet
mounted sight (HMS) and
the Infra-Red Search and
Track (IRST) system. The
helmet mounted sight is ex-
actly whar the name sug-
gests—a monocle mounted
on the pilot’s helmer that pro-
vides valuable targeting infor-
mation when looking away
from the HUD. Visible only
in the padlock mode, the cir-

cular monocle overlays the target in the lower
3D window. Symbology is displayed within
the monocle indicating the targeting and
weapons status. The monocle can be used to
acquire an off-boresight lock-on, meaning
the target aircralt is not directly in front of the
attacking aircraft, but on-board weapons are
still tmcﬁiug it. This allows the pilot to em-
ploy missiles against the target more reliably
without switching out of padlock mode.
The HMS does have a few glitches. Al-
though generally reliable, switching from
padlock to forward view or vice versa usually
results in the lock being momentarily broken.
This can be annoying, especially when
swirching into padlock mode. Also, althou%‘h
missiles can be aimed by this off-boresight
mode, they still suffer f{om poor hir rares
unless fired from very low aspecr angles.

The IRST makes the MiG-29 a silent, but
deadly foe. The IRST works by tracking heat
emissions from rtarger aircraft instead of by
radar. Since the IRST only monitors heat
from the target and never emits any signals of
its own, it is completely undetectable by radar

MiG-29: Deadly Adversary of Falcon

i

TITLE: MiG-29: Deadly Adversary of Falcon 3.0

| PRICE: $59.95
| SYSTEM: IBM
REQUIREMENTS:  286-12, 1MB RAM, VGA graphics,
Falcon 3.0
PROTECTION: Nune
| PUBLISHER; Spectium HoloByle
Alameda, CA
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warning receivers. A MiG-29 could have an
IRST lock on an F-16, and the F-16's TWI
will be dead silent. Only afrer a missile is fired
and the launch warning sounds will the rtarget
know he has been stalked. Both radar-guided
and heat-secking missiles can be targered us-
ing the IRST.

The IRST, which is limited to only a 10nm
range, places the MiG’s radar (code-named
“Slot Back” by NATO) into standby mode.
[f the locked target moves out of IRST range
or passes bchini a cloud (which blocks rﬁc
targer's hear signature), the IRST will auro-
marically acrivare the radar to mainrain the
lock. Although this can berray the MiG o its
rey, it protects the arracker from losing a
ock ar some critical moment just before a
weapon is launched.

The IRST does have a minor glitch, but it
doesn’t really affect play. As a resule of the
internal mechanism used 1o determine if a
target is locked or not, sometimes mr%lcts at
rreater than 10nm ranges will bricfly be
E)ckud on to by the IRST when switching
from standard radar scanning mode to IRST
mode. These phantom locks lasr less than 1
second and provide no significant advantage
o the MiG-29 player. This has led ro some
concerns that the IRST was supposed ro work
atlonger ranges, but is broken. This is not the
case.

Yeah, But Will It Fly?

The MiG-29 is an old-fashioned, stick-and-
rudder, thinkin’ man’s aircraft. Unlike the
fly-by-wire F-16, in which a computer moni-
tors the pilot’s stick movements and thereby
adjusts rll-:c control surfaces to steer the air-
craft, the MiG-29 uses plain old hydraulics to
link the conrrol stick and rudders o the con-
trol surfaces. The F-16's flight computer is
(lcsigncd to moniror rthe pilrur’s commands
and “keep him out of trouble” by ignoring or
limiting “unreasonable” commands. The F-
16 1s limited to 9 Gs in this manner, and the
controls automatically tim the aircraft ro
provide a smooth ride, Notso in the MiG-29.

As airspeed increases, so does the lift pro-
duced by rhe wing, causing the aircraft to
naturally climb. As the aircraft climbs, the
speed decays, lift reduces, and the nose drops.

hen the nose drops, airspeed and lift again
increase, perpetuaring the cycle. Trimming is
used to make very small adjustments to the
flight control surfaces ro prevent this effect.
At low speeds, the nose is trimmed up, to

Navember 1993

counter the reduced lift. At high speeds, the
nose is trimmed down to counter the in-
creased lift. The E-16’s flight computer han-
dles this automatically, but the MiG-29
requires manual trimming, Trim settings are
valid only for a single airspeed and flight
profile, If the aircraft accelerates or dccchr-
ates, the trim must be reset o provide stable
flight. MiG-29allows for both pitch and yaw
trimming,

Trimming the Realistic flight model has
turned our to be one of the biggest complaints
with the MiG-29 flight modcﬁ Although the
actual impact of trimming may be reasonably
modeled in MiG-29, sufﬁcicnt trim controls
are not. The trim controls are very sensitive,
and the aireraft’s trim requirements are a liecle
over-done. The simpler flight models do
auto-trim the aircraft to ease the flight diffi-
culty, bur the Difficule and Realistic flight
models require constant trim adjustments.
The wim keys make extremely fine correc-
tions and are usually too slow to counter
“nose bouncing.”

The MiG is far from unflyable, though. It
does require a steady hand and lot of think-
ing, but with a good joystick it is quite possi-
ble to adequarely control the MiG. The secrer
is in two additonal rim conrtrols which are

documented only in the MGREADME.TXT

file, not in the manual. The “*” key on the
keypad immediately releases trim settings to
neutral positions and the “5” key immediately
locks the trim settings to the current joystick
position. This allows users to set the trim
instantly no matter where the stick is. Spec-
trum HoloByte recommends only using the
keypad “5” 1o set the wim, bur | found it
works better to firse release the trim with the
keypad “*," move the stick to the desired
flight position, and finally lock the wim at
that position using the keypad “5.”

This method has a few hazards one needs to
be aware of. Be sure not to press the keypad
“5" unless the nose of the aircraft is exacrly
where you wanr . If you are diving, bur want
to fly straightand level, you must first pull the
nose up. If you lock the trim as soon as the
nose hits level, the aircraft will actually still be
climbing and the trim will be set to continue
that climb. It is necessary to allow the aircraf
to stabilize in level flight before locking the
trim. Also, if the rim is locked in extreme
positions to counter very high or very low
speeds, this effectively limits the available
travel of the control stick and possibly limits

the amount of G available for maneuvering.
Ifyou have an airspeed of over 400k, bur are
unable to pull more than five or six Gs, you
probably need to release and reset the trim
controls.

“G” Whiz

Another effect of the manual flight linkages
is thar there’s no computer preventing you
from over stressing the airframe. The amount
of G that can be instantaneously generated by
an aireraft is based on how much lift the wings
can generate at a certain speed. But, with lift
comes drag, and drag reduces speed. Reduced
speed reduces lift. Therefore, pulling maxi-
mum G will cause airspeed to drop and re-
duce the amount of G the aircraft can sustain.
At operational speeds, many aircraft, includ-
ing the MiG-29, can instantaneously gener-
ate more G than the airframe can withstand.
In the case of the MiG-29, at 500 - 600kts, a
quick yank on the stick can generate 13 o
14G before the pilot can even blink.

The aircraft modeled in MiGG-29 can with-
stand a respectable 13G. Pulling more than
13G, even for a few milliseconds, will damage
the ﬁfl‘c‘!‘(llj}f At speeds of 700 to 800kts, a
quick pull of the stick can generate as much
as 18G and instantly disintegrate your air-
craft. As with countering the manual trim
effects, the “unlimited” G capability requires
a very steady hand on the control stick.

MiG-29 does a reasonable job of modeling
the complex flight dynamics of the real MiG-
29. For example, the Spectrum HoloByte
MiG-29 retains good control at speeds as slow
as 100kts (a definite plus in a dogfight), and
also handles high-alpha flight. Spectrum’s
MiG is capable of spins, tail slides, and even
a reasonable approximation of Pugachev's
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Cobra. Under some circumstances (which
were not readily quantifiable), the MiG-29
will enter a flac spin. Normally this rare event
would happen only after being hir by a mis-
sile, bur ar fc:mt' once | managed to enter a flar
spin simply by wildly moving the joysrick
cruring high-alpha flight.

Reach Out And Splash Someone

In addition to the new MiG-29 stuff, the
package also updates Faleon 3.0 to version
3.02. In this new version, the communica-
tions programming has been completely re-
written  to  give players  even  more
opportunities to blast their simulated friends

out of the simulated sky. Connections gener-
ally take less time to establish with improved
stability during play. Warping (where the
target aircraft seems to rapidly shift positions)
still occurs at slower speeds (2400 baud), but
this is a limitation of slower data transfer
speeds and not a reflection on the program.
Ar 9600 baud, warping is barely noticeable.
Due to the rewrite, comms mode is not back-
wards compatible with older versions of Fal-
con. Falron 3.02 can only connect to Falcon
3.02 or MiG-291.00 players.

Players can mix and match comms play. In
simple head-to-head mode, players can
match F-16 against F-16, ['-16 against MiG-
29, and MiG-29 against MiG-29. Users
should be aware that during F-16 versus
MiG-29 maiches, the F-16 player must be on
the calling system and the MiG-29 player
must be on the answering system. In allied
play, players can fly as wingmen on either side
of each rheater. Nerwork play is the cham-
pion of them all, though. Newwork players
can engage in a multi-bandit, head-to-head
furball with muldple MiG-29s and F-16s
screaming across the pixels. Better yet, net-
worlked allied play allows two teams to play a
concurrent campaign against each other! Lacal
Falcongroups have reported three F-16 versus
three MiG-29 campaigns.

There is one downside to the new comms
mode: modem play is only supported up to
9600 baud. Higher through-put standards
V.32bis, V.42 and V.42bis are notsupported.
This was nor an oversight, burt a design deci-
sion by Spectrum HoloByte. Spectrum devel-
opers stated during a recent CompuServe
conference that these protocols were not in-
cluded because the design team was reluctant
to introduce them untﬁn more robust com-
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Keyboard Commander Corps’ Falcon/Mig Utilities

ith a program as big and as com-

plex as Falcon 3.0 sitting on the

|1:m| drives of hackers around the
world, it was inevitable thar it be dissecred
bit-by-bit. [t started with enthusiastic play-
ers taking stabs ac fixing bugs, passed
through a massive shareware stage, and fi-
nally ’r}il the commercial arena. Keyboard
Commander Corps (KCC), the makers of
keyboard overlays for many flight simula-
tors, has begun marketing a set of Faleon
utilities dcsignml to enhance gmncpl.'l_\‘ and
offer solutions o campaign- l‘;ll:ll_‘liiﬂ)__’, prob-
lems.

A large number of freeware and share-
ware tools have been written to fix, hack,
edir and decode Faleon. Most of the utili-
ties provided from KCC trace their roots
back to freeware or shareware origins, but
it should be stated thar all products listed
in this review are now fully commercial
programs. The KCC products are not
available from BBS systems, and it is ille-
gal to copy and distribute them without
icensing from KCC. This review only
addresses the com-
mercial KCC prod-
ucts, not the many
other shareware and
freeware  programs
available.

Since every version
of  Faleon has  re-
quired a rewrite of
nearly every user-
made wol, KCC of-
fers two  separare
packages: ; alcon
Commander Utilities
for use with Opera-
tion: Fighting Tiger
(Falcon 3.01 and 3.01.1), and MiG Com-
mander Utilities for use with MiG-29:
Deadly Adversary ( Falcon 3.02 and MiG-
291.00),

Bath  Falcan  Commander  Utilities
(FCU) and MiGG Commander Utilities
(MCU)include the same five utilities, the
only difference being version compatibil-
ity. All five tools use a simple, mouse-
driven interface, and  each  have
documentation files. Most of the individ-
ual authors, as well as the “Commanding
Officer” of KCC can be reached via Com-
puServe for support.

F3MAPS

F3maps does many differenc things.
First, as the name suggests, it lets the user
change the default map used for Instant
Action and Red Flag modes. Want to
sightsee in Japan? Just switch the Red Flag
map from ellis ro Kurile Islands an

roam around freely. Second, itallows cus-
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An alternate view of the Red Flag map
via FIMAPS.

i
i
i

tomization ol Falcon options. Want ro
disable the view shifting when the ILS is
activated? Want to remove unused data
from the HUD? F3maps takes the user’s
choices and permanently stores them.
Third, F3maps allows customization ol
Red Flag armaments and automatic gen-
cration of random Red Flag missions.
Want to equip a C-130 with Sidewinders
and watch it take down a few unwitting
MiGs? F3maps allows this in Red Flag
mode (but not in acrual campaigns).
Want to fly a surprise mission? F3maps
will generate some doozies based on input
criteria such as how many aircraft on each
side, how many ground forces, ete. Lastly,
ithasa “remove all patches” option which
will remove all changes and restore the
FALCON3.EXE '.IIlLijJ\’“(;zf).EXl‘: files
to their original, default configuration.

F3REQ

[3reqisasc uadron and campaign man-
agement tool. Similar in design to the
shareware program Falenr, this new util-
ity adds a few new
twists for those who
feel  editing  their
squadrons is cheat-
ing.

F3req has two ba-
sic functions. As a
squadron editor, it
allows  users o
change every attrib-
ute associated with a
pilot: name, rank,
callsign, flying skills
and even the num-
ber of sorties Hown!
Awards and promo-
tions can be given to pilots who distin-
guish themselves but are overlooked by
Falcon, and rank can be busted from pi-
lots who Faleonrunjustly awards. Fatigue
levels for every pilotin tf)c sclected squad-
ron can be set to 100% with one k(:'\‘prcss,
which is great when the user wants to start
a new campaign using an existing squad-
ran. Dead pilots can be revived and miss-
in_g pilots found. Best yet, users can print
a list of their pilots showing their callsigns
and abilities, saving time when trying o
determine which pilots o send on a par-
ticular mission. As a c-.u'npnig,n editor,
F3req allows users to edit resupply dates,
edir pilot replenishment dates, and edit
the stockpiles of all weapons available in
the campaign. Need a few more AM-
RAAMS? A quick trip to F3regwill do the
job.

F3reqallows users two modes of opera-
tions, chear and simulation. In cheat
mode, users may freely edir rosters and
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munications package could be provided.
Hnlpeﬁllly, high-speed transmission will be
included in Specrrum’s next generarion prod-
ucts. As with previous versions, direct con-
nections still support baud rates up to 57,600.

So What’s The Downside?

Not everything is fixed or fully operational
in version 3.02 of Falcon. Although MiG-29
itselfis very stable and relatively bug free, very
few of the previous Faleon bugs iavc been
fixed. Users should nor be expecring a roral
re-write of Falcon (except for the comms
code) in MiG-29. Wingmen may still fly into
the ground, bandits still are created ar ran-
dom positions, and the padlock view srill
distorts the view angle through the HUD.
MiG-29 doesn’t introduce new bugs, but it
doesn’t solve all of Falcon’s prablems, either.

The most annoying aspect of MiG-29is the
new redout/blackout model. Coming in four
varieties (No Effect, Moderate, Difficult and
Realistic), the new scheme, which is retrofir-
ted to Faleon as well, tries to model several
effects: rate of G onset, blackout and recov-
ery. Unfortunately, the “more realistic” set-
tings present the least realistic effects. At the
hardest setting, the program makes no dis-
tincrion berween blacking out and GLOC
(acrually losing consciousness affer losing all
vision). Once GLOC has ser in, it lasts for a
minimum of 30 seconds according to Spec-
trum programmers. During this period, all
flight controls are disabled. Afrer chat, de-
pending on various flight conditions, the
GLOC may continue or the pilot may enter
a 30 second recovery period. During this
recovery, any subsequent G loading, even as
litle as 1.5G, can cause total vision loss or
more GLOC. Needless to say, once a pilot has
entered GLOC under the Realistic setring,
he’s more likely to take a missile up the
tailpipe than to recover.

This effect contradicts whar numerous
combat pilots have told me, as well as my
personal experiences with G forces. Toler-
ance 1o Gs builds with exposure to Gs and
anyone flying high-performance combar air-
craft as a profession would have better recov-
ery than this. Fortunately, Spectrum
HoloByte has not imposed this scheme on
players by giving three additional blackout
models to choose from. Based on my personal
flight experiences, 1 found the Moderate set-
ting to be the most suitable.

The Wrap Up

MiG-29 is not a bug-fix patch. It doesn’t
increase the resolution of the graphics or
speed gameplay on slower machines. What it

oes is provide a new set of challenges de-
signed to broaden Falcon s appeal. Flying the
MiG takes a lot more skill and intervention
than ﬂying the F-16, bur once mastered it
really is a “deadly adversary.” caw
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{\ campaigns o their
i heart’s  desire.  In
A4 simulation
T however, things
aren’t so easy. \‘Vi:ﬁ-
out /3req, users are
at the merey of the
whims of high-level
officers inside Falcon
who run the war and
distribute  supplies.
With F3reqin simu-
lation mode, the
user is still at the mercy of those whims,
but has a few contacts in the chain of
command that owe a few favors. MIA
Hilms cannot be auromatically restored to

ight status in simulation mode, but a
special SAR mission can be launched to
scarch for the pilot. The oddsare good, but
not perfect, that the missing pilot will be
found. Need a few more A Ms? Fill
our a requisition and go visit your old pal,
the Stores Olficer, How big is the request?
Only a couple of missiles? Sure, no prob-
lem. What's thar? You want 500 missiles?
Don’t let the door hit you on the way out.
Maybe the Stores Officer remembers the
| 300 missiles he diverted your way last week
and decides enough is enough. In simula-
tion mode, the user has o be careful and
not waste the limited number of favors
available, Luckily, users can switch back to
chear mode at anytime.

FALCCALC

Faleeale is a friend in the INTEL office.
During campaigns, this friend knows al-
most everything abour allied operations
concurrent witE your flights. Also, this
fricnd has access to enemy intel and can
provide a lot of informartion about enemy
operations. With MCU, users get two
separate executable files, Fulecale for use
with Falcon, and Migeale for use with
MiG-29.We'll use Falcealeto refer to both
programs.

Falecale, like most tools in these pack-
ages, has two purposes. First, it gives de-
tailed analysis of waypoint timing and fuel
usage, helping users to choose between a
centerline fuel tank or an ECM pod, and
adjusting waypoint speeds to ensure all

mode,

/ amazing source of strategic and tactical
ﬁ information.

In ractical terms, Faleeale lists every
flight, both allied and enemy, occurring
during the upcom-
ing mission. Lven
the dreaded random-
appear-out-of-now
here  flights  that
plague &/inchc&[cr

ilots on the way
back to base can't es-
cape Faleeale’s atten-
;f tion. In  strategic
N terms, Faleeale gives
§ details on every node

'
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With F3REC) you can edit
campaign supplies.

flights arrive on time. Second, it is an |

Check your fuel status with FALCCALC.

in the campaign [
thearer, lisﬂng how
many and what types \]tb
of units are stationed
there, and which side
currently controls it. .
Do we need a (light 5:‘
of SEAD aircraft to 14

tackle SAMs before \l
the strike package ar-
rives? Check how ¥
many SAMs are ar
that sight according
to Falecale. Falecale also lists victory nodes
for each side, so users know exactly which
nodes must be taken and which nodes
must be protected.

SHOWEF3

Show(f3 allows uscrs 1o conveniently
view Falcon screen caprures. Undocu-
mented keystrokes of ALT+  (when in
menus), +ALT+ (when in flight), and Z
(from the ACMI mode in version 3.01 or
later) will caprure the screen and dump it to
the hard drive in a non-standard format,
requiring a proprietary tool from Spectrum
Holobyte to view. Showf3 will not only
display these files for you, bur will also
convert them to standard .GIF or .PCX
files, Catch those Kodak moments of flam-
ing MiGs and perfectly pickled bombs!

KCC

KCC is a front-end interface for the
DOS-haters out there. Using an open-
ended architecture, KCC allows users w
not only select urilities from the
FCUIMCU packages, but to also add their
own menu items. Like a good front-end
program should, KCCcompletely unloads
ltscﬁ from memory before executing called
tasks, leaving maximum resources for
memory hungry programs like Faleon.

In addition to the five utilites listed
above, MCU and FCU come packaged
with over 20 Red Flag missions designed
by Howard “Whiplash” Bornstcin, author
of Faleon 3.0: The Official Combar Strate
Book., FCU contains 28 missions, M(fg
has 30 different. missions, both of which
are accompanicd by a file describing train-
ing objectves and tactics.

In summary, these tools are all quite
uscful. Keep in mind, they are not Spec-
trum Hnlnll‘:yrc products and do not l!\;wt:
the glamour and glitz of Falcon itself. They
are all created by avid Faleon players using
astraightforward de-
sign to provide use-
ﬁﬁ fearures and in-

formation. The
FCU and MCU re-
mizf{ﬂ:r $19.95 each
anel can only be pur-

chased directly (/,;.ﬂm
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REVIEW

AL Absand The Robe-Playing Teveain!

World Creation Made Easy With DIGITAL Alchemy’s
Adventure Writer For Windows

hether traditional “paper and

l:vcoplc" role-players dream in

1exes and squares or not, creat-
ing game worlds can often be a real night-
mare, especially as their complexity
increases. With this in mind, DIGITAL
Alchemy designed Adventure Writer For
Windows (AWW), a map creation utility
for  non-computerized  role-playing
games. Thankfully, as a result, the Game
Master’s life has been greatly simplified.

A World Of Features

AWWallows players to create maps and
documentation for adventures using both
hex and square maps, providing 32 ter-
rain types. T'he terrain is nicely varied and
includes elements (water, air, earth and
fire), indoor terrain (wall, door, stair, pit
and trapdoor), outdoor terrain (castle,
tower, village, archway, mountain, hill,
forest and swamp), outer space (planet,
star, asteroid and space station), dressing

(pentagram, body, debris and treasure)
and specials (color, text, compass, and
encounrer). In addition ro rhese built-in

rerrain rypes, several add-on terrain packs
are available: Natwral Caverns, Medieval
Arms & Armar, Possessions ¢ Accessories,
Great Outdoorsand Ground Forees. Sched-
uled for September is a sixth pack, Cata-
combs.

Other features include a built-in docu-
ment editor, text captions for hexes and
squares, and B&W and color printing.
The printing options support 15mm and
25mm scales, and allow one to print the
entire 50 x 50 map on a single page. Print
quality is good, especially from laser and
ink jer printers. AWW is also a Winedows
MDI (Muldple Document Interface)
compliant program, allowing mulriple
maps and documents to be open and
edited simultancously.
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by Chuck Miller

Easy Writer

Map creation with AWW is relatively
casy. One selects the desired terrain (from
the built-in or add-on terrain types) and
color (from a palette of 16 pre-defined
colors), then “pastes itdown” in the target
hex or square. One click of the mouse
drops the terrain in place; another click
removes it—plain and simple. T'ext sup-
port is also provided and allows descrip-
tions of up to 20 characters to be placed
in a hex or square, with text size automat-
ically adjusted to fit the available space.
Larger l)ljocks of text can be saved as (Fucu—
ments through the built-in document
editor, rhougE it will not be dynamically
linked to any particular location on the
map. However, by selecting the Show
Number oprion, the number of each hex
and square can be displayed. This can
then be associated witch the written infor-
mation in the document file.

Owners of IBM compatible computers
should have no problem using AWW as
long as they meet the minimum require-
ments (a 286 or better with Windows 3.0
or greater, 1MB RAM minimum,
VGA/EGA graphics, and a mouse). With
Version 1.0 available for almost a year
now, no maﬂ'or problems arose during my
testing of the program. However, I did
detect several weaknesses which are de-
scribed below. Fortunately, most are be-
ing addressed in Version 1.1, due to arrive
just after the first of the year. Version 2.0,
scheduled for release at Gen Con 1994,
will offer even more significant improve-
ments.

Dirty Windows

As capable as AWW is, it still needs a
little smoothing of rough edges and a few
cosmetic touch-ups. Of course, as a Win-
dows-based program, it suffers from the
same plightas any other graphic-intensive
products—it creeps. Optimal use re-
quires a 386/33 or better system and an
accelerated graphics card; otherwise re-
painting the sereen when aceessing the
add-on rterrain packs, zooming in or out
on a map, and scrolling the terrain win-
dow can be rediously slow,

Access of add-on rterrain packs also
needs improvement. Presently, a second
window must be opened in order to select

from these terrain types, making ica time-
devouring process, especially with the
larger packs.

The program could also use additional
fonts anc% improved graphic repre-
sentations for terrain types (the existing
images are, for the most part, a bit crude).
Easier color selection is also needed. At
present, one must scroll through colors
one at a time or select a color from the
menu by description. A greater selection
of colors and user-defined palettes (in the
works), and a wider selection of zoom
levels would improve AWW, too. Finally,
adding the ability to save and output
maps to a postscript file, and the abiTicy
to create one’s own terrain types (sched-
uled for Version 1.1) and o edit existin

terrain would increase the uscfulness 0%'

AWW,

Mapping Out The Future

In its current form, AWW offers role-
players a speedy way to produce their
adventure and campaign maps. In spite of
its weaknesses, AWWS many tools make
it an eminently useful program. With ir,
adventure and campaign %{:sign is easy,
even for a novice.

In all, users of Adventure Writer For
Windows will find their time used more
efficiently and the quality of their finished
maps much higher. This, in turn, will
allow one to devote more time to the
creative process itself.

For more information on Adventure
Whiter Far Windows (or the DOS ver-
sion), conracr the publisher ar:

Digital Alchemy
11469 Olive Blvd., Suite 223
St. Louis, MO 63141

(314) 625-3657 =
e P | B[]0 +
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TURBO TOUCH 360,
'THE STATE OF THE ART
PC GAME CONTROLLER!

For use with IBM® PCs
and compatibles

Gives you better Gives you easy No more blisters or
diagonal control circular control higher scores “numb thumb”
Extensively consumer-tested with game “thumb fatigue.” Just pass your thumb or
players, software developers and computer index finger over the control sensor—you don't

game reviewers, the Triax Turbo Touch 360 have to push down. And, thanks to better
controller brings a new dimension of control diagonal and circular (360°) control, the newest
and comfort to computer game playing. and most challenging games are easier to

It's a breakthrough product, o control and more fun to play.
offering the benefit of higher ATR ' Ax The Turbo Touch 360 is the
scores and longer play without e\ TECHNOLOGIES right product at the right time.

For the name of your nearest Turbo Touch 360 retailer or to place an order, call 1-800-858-7429

*Palent Pending. IBM PC is a registered trademark of International Business Machines Corporation. Turbo Touch 360 and Triax are trademarks of Triax Technologles. 1993, Triax Technologies
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irst, the botrom line on Origin's

Wing Commander Academy: if you

enjoy space combat simulations,
you must have this game. Period.

While the game chalks up the standard
fare of deficiencies and kudos, it has in-
stantly become a mandarory element in
any scrious space combar library.

Wing Conmander Academy is the third
“primary” product in the Wing Com-
manderuniverse created by Origin. In the
timeline of their fictional world, in which
the humans are continually batdling the
remarkably tenacious Kilrachi, it occurs
after the conclusion of the Wing Com-
mander [T story line. The game is a simu-
lation of a simulator, a combat simulator,
that is. Colonel Jack A. Lombard is now
employed as a flight instructor in the
Wing Commander Ac: tdcms after being
near Iv killed when his wingman, Maniac,
didn’t follow orders. He lost an eyein the
battle and, reminiscent of “Jelly” in He-
inlein's Starship Troopers, he has turned
his attencion to honing and improving
the caliber of the Academy’s recruits.

His first observation after coming to the
Academy was that the combat simulator
was good, but not nearly good enough. It
ncchcd to be improved. Pucting the Acad-
emy's programmers to work, he created
an entirely new combat simulator which
used holographic projection technology
to recreate, v:vuﬂy and completely, lf‘
experience of flying a Terran star fighter.
He also made the s:mul.lror customizable
so thar new cadets could create missions
to test their classroom learning or work
out problems and tactics. The Colonel
stresses that while the simulator isn’t as
real as actual comba (vou can’t hit the
pause key in real life), ic's as close as it gets.

Wing Commander Academy (Academy)
isn't a simulation of the entire training
academy, but rather a concise simulation
of Colonel Lombard’s combat simulator,
short and sweet. Working with the simu-
lator, players can generate countless mis-
sions, from the retrieval of an ejected pilot
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to taking on four Ralatha destroyers after
weaving through a mine field.

Acacemy is a stand-alone game. Posses-
sion of the other Wing Commander (WC)
games is not mandatory, but herein lies
one of the faults of the game, While it is
a stand-alone product, it relies heavily
upon the fiction of the previous two
games to set the tone and atmosphere.
Just playing Academy without previous
WC experience reduces the game to a
dng}f‘lgh(ing simularor (albeir an excellent
one).

On the other hand, since it is a stand-
alone product, it allows players to hone
their combat skills before purchasing
cither WC game, and, most importantly,
it allows pLWClb to enjoy u.luolwhtuw
‘\"h(‘l“ ll".' t““‘.' Lﬂl“""tl“cnt 0‘
sweeping adventure game. A saved mis-
sion can be ready for play in the time it
takes to boot up a computer, and I've
found mysclf taking down a few Kilrathi
with my morning coffee before heading
off to my nine-to-five. It gives me that
killer edge that truly [rq__,hl.cn‘: my co-
workers.

At Origin’s Esteemed
Wing Commander Academy

by Paul C. Schuytema

“holo room” in which the configuration
controls make up the dashboard of the
simulator, (“hd\mg on the controls brings
upa full-screen of the mission caxll‘ltvxlrd~
rnon C()l]l])llrcr. I ‘rom h{.r('. TI\L pi 1)'{.‘r |'n-1‘\'
load and save missions, create them from
scrarch, run the “gaunter,” or madify
existing missions.

Each mission may have up 1o four “nav
points,” or theaters of action. Players of

the other WC games will immediately
recognize the nav points as the way the
missions were broken up in those games,
with players flying from point to point, to
scarch, cscort nnd bartle the ubiquirous

Kilrachi.

Creating a mission is as simple as select-
ing a clear nav point and then clicking on
one of the buttons representing an object,
from friendly ships and Kilrathi capital
ships to data pods and asteroid fields. A
small window on the left of the simulator
presents the player with a rotating image
of the object, and clicking on the nav
point screen will place icin the mission,

Players may select their choice of ship,

Before going into more 1
likes and Eiﬁsliic:&, lets dis- WIng Comm er Academy

cuss the nuts and bolts of
the game. First off, the
game is incredibly simple
to play. The manual is op-
tional since setting up and
Ll&\lgﬂl“& ”]15:!]0”'1 |\ \i:l)'
intuitive. When the game
begins, the player is pre-
sented with a view of the

Ewery

TITLE: Wing Commander Academy
PRICE: $40.95

SYSTEM; 1BM

REQUIREMENTS:  3865X, 2MB RAM, VGA graphics;

supports Roland, Ad-lib, Sound
Blaster; supports DOS 6.0'

DoubleSpace
PROTECTION: Mone
PUBLISHER: Origin

PO, Box 161750
Austin, TX 78716
(512) 328-0282
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and whether or not to have a wingman (as
well as the caliber and character of the
wingman). Clicking on the "execute”
burton brings the player back to the holo
room; the walls dissolve away, and sud-
denly the player is in the cockpit of a
ﬁl”'_\'-illi(_'cdl interstellar fighter in the mid-
dle of a dogfight.

Combat is L]lliL'.l( and breathtaking,
with the welcome addition of a speed
adjustment that allows the player change
the pace of the simulator. With each suc-
cessive Wing Commander game, Origin
has refined the graphics of their bit-
map/polygon three-dimensional  space
system, and Academy presents the best
graphics yet, by far. Ships are slecker and
more defined with colored markings and
subtle shading. Even the blaster discharge
shifts color when the fuel mixture is
changed during an after-burner kick.

The combat cockpits will be familiar to
WC aficionados, with one display for
communications and wargeting informa-
tion, another for damage assessment and
\\-'c;ll:nns loadour, and a radar screen for

tracking bogies. The technology in the
WCuniverse has been steadily improving,
and the player can control side and rear
turrer guns, as well as enjoy the benefits
of ['TTS (Improved Targeting and Track-
ing System) tracking. When a target lock
is activared with the new tracking system,
the player’s shipboard computer calcu-
lates the enemy's trajectory and presents
the player with a leading rericle, allowing
greater accuracy in leading blaster shots
into a Kilrarhi's hull. This is a greac help
since in space, where there is no absolute
speed, only relative speed, it is often hard
to tell how fast or slow the enemy is
moving with visual cues alone.

A player may choose to fly the full range
of WC ships, from the Volkswagen Bug-
like Ferret to the advanced Morningstar,
choosing between fighrer and bomber
types. T'wo additions are nateworthy.
During the time since Wing (,},mummiq-
11, bul‘h the Terrans and Kilrathi have hir
the drawing board to up the technology
ante, and each have a new fighter in pre-
production testing: the Wraith and the
Irathek, Acadeny allows you to fly cither
one of these experimental fighrers, and
flying a Kilrathi fighter against Terran
bogies is more fun than a barrel of kities.
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The simulator also offers the “gauntlet”
mode, essentially a training game which
presents the player with 15 levels, three
waves cach, of artacking Kilrachi. A
player’s ship regeneraces shields after cach
wave and is fully repaired and reloaded
after each level. Like a good Nintendo
game, he who chalks up the highest score
wins, and his name is presen ted o all who
enter the holo room for combat training,

I found a lot to like in this game. In
today’s market of ultra-complex games it
is a true breath of fresh air to find a game
this simple and easy o play (or rather to
set up to play—running the gaundet or
taking down four Ralaris is next to impos-
sible), and one that comes on only three
disks.

On the most important criteria for any
game, fun, Acadenry comes up holding
five aces. This game is an absolure ball to
play and presents the player with almost
zero frustration (excepr from the chal-
lenge of attempting to complere a diffi-
cult mission). The simplicity of the
interface means that 90 percent of the
time will be spent in white-knuckled dog-
lighting, and the only potential hazard
this game raises is trigger-finger calluses.
Oh sure, some will argue that this game
merely turns a several thousand dollar
computer into a Super Nintendo system,
l)lll T.l‘l(l!it: \\l” l'“.' LhC ones \\"h() hﬂ.’\«'l.‘l]’{'
played the game and who tend to shun
too much fun as bad for their health.

Taking this game ar its fictional face
value, as a training simulator to prepare
you to betrer fight the Kilrachi, it makes
a wonderful companion producr ro the
previous W games, and 1t is even possi-
ble (but not all thar realistic) to head our
on a WC mission, gather incelligence,
then closely recreate the mission’s hazards

in Academy ro “safely” work out a
successful strategy.

[ also like the fact that the mis-
sion files can be copied and
traded, uploaded and down-
loaded. This feature will help o
bring the W community closer
together and will allow a player to
assemble a library of truly great
missions.

Perhaps the best aspect of Acad-
eny is that it can be a truly social
game. Missions can be short and sweet,
allowing friends o get together and play
for a while without the cumbersome
learning curve of a full-blown adventure
game to ger in the way of immediate
playing satisfaction.

1 did have some quibbles with the game,
mostly things which I feel Origin should
have included but didn’t. Some of these
| consider necessary, other make up more
of a wish-list.

First, only the gauntler mission keeps
track of the player's score. Fach mission
should have its own scoring, allowing for
more than a binary success/fail result. Ide-
ally, since this is a training simulator for
cadets, the score should be a derailed
report of mission results: ime taken, ene-
mies shot down, kill percentage, fuel
used, ete. Having this type of scoring
system would allow more competition
berween friends and more relevance to
uploaded and downloaded missions.

Second, since this is a training simula-
tor, it should have some type of mission
recording function, or at least an instant
replay function. This would allow the
cadets to replay their failures and suc-
cesses and learn from their mistakes.

Finally, I would like the mission builder
to be a touch more sophisticated, allow-
ing the player to create such things as
escort missions, delayed enemy encoun-
ters, and navigarional flying.

In all, Acadderny is a remendously excit-
ing game, one which provides many,
many hours ol play and replay. One of my
favorite missions, and one which 1'm sure
goes against the Academy’s code of ethics,
is to set up a mission with only a wingman
and no enemies (flying a Ferret is best—
they only have a sinch weapon, a mass
driver). 1 start the mission and
then turn on my wingman, going
MAno-a-1mano lln[il one ()ll s
blows. The combat is fierce, and
the obscene shouts of “traitor!”
really get the blood pumping,

Well, u:wugh banter. Time to
head for the holo room and
punch up mission number 23 to
see if, this time, 1 can get through
those three Drakhri and take out
a Dorkathi transport with my
lowly Ferret. Wish me luck! cew
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How Goes The Battle?

by Alan Emrich

ur New World Computing Eyrﬂpiw
Deluxe rournament has moved into
the semi-finals after some rweaking of
the official CGW Tournamenrt Scenario. For
those who want to modify their Empire De-
luxe game 1o keep it current with our rourna-
ment quarter-finals through finals, here are
the changes ro make:
1. Move the Green Capital 2 squares south to 51,28,
2. Decrease Troy @ 27,29 from 146% to 100%.
3. Increase Tobruk @ 4,31 from 100% lo 147%.
4. Increase Turk @ 51,31 from G3% to 72%.
5. Increase Essen @ 7,42 from 128% lo 147%.
6. Increase Bonapart @ 5,42 from 99% to 139%.
7. Increase Greasy Grass @ 36,6 from 102% to 129%.
8. Increase Limbaugh @ 30,10 from 100% to 129%.

These changes secemed to have climinared the
pro-blue bias that tournament testing has found
in the scenario.

Moving into the semi-finals are Henry Gale
(of Westwood, MA), who defeated Bob Pryslak
(of Scarborough, Ontario, Canada) in a humili-
ating display of superior luck. Mark Conder (of
Littleton, CO) won a seesaw contest against
Melvin Ellis I1I (of Tupelo, MS), who deserves
a special award [or being among, the most com-
plimented players by his opponents. Ray Mat-
thews (of Assoner, MA) upset Bruce Marchesani
(of Lindhurst, NJ). In this particular contest, the
computer player (commanding the red forces)
came ourt strong and, when the smoke cleared,
Bruce was in far worse shape than Ray. Finally,
Michael A. Kohn (of Walnur Creek, CA) did
one of his famous “MAK” artacks and defeated
Walter Haberer (of Tucson, AZ).

Wargames And Rumors Of
Wargames: Atomic Reaction

Following their recent announcement that
they had signcd a deal with Atomic Games
(designers of the V' for Victary seties) to create a
Squad Leader game for the compurer, The
Avalon Hill Game Company continucs to push
ahead with an ambitious schedule of releases for
late 1993 and throughout 1994, Added to the
list is 2 compurerized version of their Blackbeard
game, designed by Hall of Fame designer Rich-
ard Berg,

Rumor also has it that Avalon Hill will be
publishing a second game from Atomic, due out
in the first or second quarter of next year. Not
surprisingly, it’s an operational level WWII
game covering the battles around Gazala in
North Africa. Are there shades of what would
be the next Vfor Victory game in an Avalon Hill
wrapper? | think so. Whar happened bewween
Atomic Games and V for Victory publisher
Three-Sixty Pacific?

According to Three-Sixty’s President Tom
Frisina, “Atomic and Three-Sixty will not be

working together any longer on the V for Victory
series. The collaboration we had was terrific for
both companics, and we're really going to miss
those guys and their talent. The split was basi-
cally over the strategic direction of our compa-
nies. I'm very proud of whar we accomplished
with Atomic.” (Three-Sixty will continue to
support the V for Victory games through Gold—
Juno—Sword, including the new 4.0 upgrade
for the entire series.)

It appears thar in the separation berween
Atomic and Three-Sixty, the former got the V
for Vietory game engine while the later got the
V for Victory name and marketing rights. This
means that the Aromic/Avalon Hill Gazala
game is likely to have a wvery familiar leel w
veteran V for Victory gamers. Tom Frisina con-
tinued:

“Games more along the lines of Harpoon 11
and Victory at Sea wih be Three-Sixty’s future.
Less of the hex grid and more of the open,
unrestricted  presentations will be  featured.
However, we will be continuing to publish
products from Colorado Computing, who did
High Conmmand.”

Tom also said that wargamers should look for
an Atlantic/Med version of Victery at Sea, plus
lots of Harpoon IT BattleSets for next year.

Over The Horizon

On other fronts, Scott (Aéde de Camp) Ham-
ilton is busy on his sequel w Point of Attack. It
isan as yetuntitled tactical WWII Eastern Front
game using a “much improved” Point of Attact
game engine, with several graphics, sound and
interface enhancements. Scott is doing this even
while Gary Grigsby (War in Russia, Pacific War)
is busy working on a new game covering this
same topic and scale, tactical WWII Eastern
Front. I guess I'd better get out my old Panzer-
Blitz boardgame and work out the rust.

Not to neglect the Western Front of WWII,
Clash of Steel designer Martin Scholz will apply
its engine to a new game covering the C;lmp:lign
in France, 1944. While the scale will welescope
down a bic (from Clash af Steel's grand strategic
to a more strategic/operational level), the pi:uy
will feel the same. He is also completing a
Version 1.1 patch for Clash of Steel (see Part 2
of my COS strategy article in this issue for
details).

Sid Meier’s Civil War (yes, they negotated
with Avalon Hill to use thartitle, toa!) is still on
hold while he puts the finishing touches on CPU
Bach for the new 3DO system. However, Im-
pressions’ Civil War game from Ed (Air Bucks)
Grabowski will be entitled (not to be outdone
by Sid Meier in the name recognition depart-
ment) Ld Grabowski’s The Blue & The Gray.

Sce you in the wrenches! cew
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Excerpts From Empire Deluxe: The Official Strategy Guide

In addition to being CGW's On-line
Editor, Alan Emrich has also become a pro-
lific author of game strategy books. In his
latest book, Empire Deluxe: The Official
Strategy Guide from Prima Publishing, he
and his co-author Mark Carroll include a
chapter on designing scenarios for Empire
Deluxe. While the wisdom imparted is par-
ticularly germane to the game in question,
the discussion of game design philosophy can
be applied to the general pursuit of scenario
creation.

ust as there is a dillerence benween

teaching young people about sex edu-

cation (read: “human plumbing”)
and sexual relationships (rcanl: “love and
emotions”), so there is in learning about
creating scenarios for Empire Deluxe.
While the game manual was long on
“plumbing,” it was completely lacking in
the “love and emotion™ aspeets of sce-
nario designing. Thercfore, this article
will focus in on the hearr, the soul, the
passion that makes for enjoyable scenario
designs in Empire Deluxe.

Once your right brain is stimulated into
creativity, you will also find a few things
that your left brain will enjoy. Primarily,
these are ways to complete your design so
that your map contains many interesting,
and challenging features. Also, a few spe-
cial nuts and bolts features are included
in this article to supplement the game’s
documentation. As examples, we will re-
fer to the scenarios we designed for Em-
pirve Deluxe, as included in the released
version of the game.

Scenario Design Philosophy 101

Every scenario should set out to accom-
plish something before the creation proc-
ess begins. You, the designer, must
determine what design goals you want to
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by Alan Emrich with Mark Carroll

achieve and keep them clearly in mind as
you place every unit and lay out every bit
of terrain. The philosophy of your sce-
nario design is the glue thar holds it to-
gether as you construct it. Iralso gives you
a yardstick by which you can measure
your design’s success or failure once it is
completed.

To focus in onaclear design philosophy
from the outset, here are some questions
you should be asking yourself. The an-
swers will clearly define the scenario’s
purpose and give you a goal to achieve
when designing it.

Who will play this scenario?

How many players is it intended for,
and how many of them must be human?

For example, the Sea Lion scenario is
designed stricely for two human players.
This is because of the weaknesses in the
Al in dealing with large land masses, eco-
nomic build up, and the need for some
extraordinary cunning in maneuvers and
combat tactics — all key elements in the
game's design philosophy. When this sce-
nario was conceived, the decision was
made to make it a grand test of Emf}irﬂ
Deluxe skills for two serious human play-
ers. Each faces his own dilemma, and the
situation covers one of history’s greatest
“what ifs.”

How long should this scenario be?

The answer will affecr the size of the
map and can influence the special rules
included with your scenario J'e.-.'ign. The
size of the map has a major affecr on game
length. If the goal remains, simply, world
conquest, your experience will have
shown you that larger maps increase the
amount of time needed to conquer them.
Not all scenarios require the largest map
size available to be challenging.

You may also wish to impose a turn-
limit on the game. For example, the Ger-
man p]afrcr must win the Sea Lion
scenario by rurn 200 or he loses. Simi-
larly, the CG'W Tournament scenario
cncKz on turn 200 or immediately after
one player controls all three starting cities.

Will this be a historical scenario?

If so, you will want to do some research.
An atas will help with the terrain, of
course. A listing of the military units that
fought (called the “order of batle”) can
be harder to find, but if the subjecr you've
picked is also the subjecr of a board war-
game, its picces shouﬂd be easily rranslat-
able into Empire Deluxe units. Designing
historical scenarios can be challenging,
but it is equally rewarding when ynui:wc
finished them.

Or will I need to be really “creative?”

Whenever you're creating the map and
unit set up (if any) from your imagina-
tion, this should inspire more questions.
Without a historical sitcuation to recreate,
you must really focus in on what you're
trying to achieve. Beyond your answers to
the previous design philosophy questions,
consider some uFl]u‘:sc:

e Will this bea “borrowed” or original
map design?

e What size map shall it be?

o Will there be many or few land
masses and whar will their sizes be?

e Whar ﬁwciﬂl terrain features, if any,
will influence play?

e How will I paint the “economic
landscape?”

®  Where are players going to start?

e How strong will their initial forces
be?
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How will this scenario be won?

What other special rules, if any,
should I impose?

This is where you can really de-
fine your scenario beyond rthe
standards imposed by Empire De-
luxe’s inherent design of “discover
and conquer the world from
scratch.” Between the possible
variations on the sighting rules
(nothing visible, all visible, or map
only visible at all times) and defin-
ing what unit types are available,
the designer is given lots of flexi-
bility.

You can also artificially impose
the game level played (i.e., require
using the Advanced Game rules
for your scenario) and what diffi-
culty level the computer players
must be (usually experts). Furthermore,
you can even specify which players should
have whar dcgrcc of handicaps as part of
your scenario's grand design scheme,

Map Design: Setting the

Dimensions

The map will grealy affect the scenario
being played. With so many variables to
consider, ranging from its size to what
you draw on it, it is crucial to have well-
thought out plans. As many have discov-
ered, one’s enjoyment of a particular
ame of Empire Deluxe directly relates to
how interesting the map is. Therefore,
when creating original maps (i.c., ones
not translated from an adas), remember
the types of terrain formations that you
found interesting in previous games and
try to include similar ones in your design.

Map Size

Generally, nothing defines the “natu-
ral” length of a game more than the map
size, since a “natural” game requires a
single player ro spread our across the en-
tire map and conquer it. Usually the map
size also corresponds to the amount of
time it will take to design a scenario.

You initially define the map dimensions
as you begin to create a scenario. The
height can range anywhere from 20 - 150
squares, while width may vary from 20 -
200 squares. This can create maps as small
as 400 roral squares or as large as 30,000.

Besides affecting game length, map size
can also affect game play. The larger a
player’s borders become, the more units
must be detached for securing them, This
means more air and sea pacrols. The size
of the ocean and the distances between
land masses and air bases also have a direct
affect upon the viability of using aircraft
carriers in a direct combat support role,
Remember, units move slowly on the
Empire Deluxe map; the larger the map,
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Using an atlas, one user was able to design this
incredible map of Scandinavia.

the more time a player will spend shuf-
fling his forces around.

Map Design: Not Starting
From Scratch

There is no rule thac says every map you
create has to be entirely original. In fact,
many first time scenario designers get
“artist’s block” when they stare at the
blank map of the scenario editing screen.
It is very common that you simply will
not know where to begin. Fortunately,
Empire Deluxe’ scenario editor has made
this problem fairly casy to overcome.

Randomly Generated Maps

First, from the Map menu of the sce-
nario editor’s Menu Bar, you can always
selece Build World. This will fill your
pre-selected map size with a rypical, ran-
domly generated Empire Deluxe world. 1f
you don't like the look of it, replace it by
generating another one until you find one
that has the core map elements you're
looking for. This will give you a good
starting point for your map design that
you can then modily to suit your exact
needs.

Previously Saved Maps and Scenarios

Another way of instantly putting a map
on the canvas is to start with a map that
you previously played and enjoyed. For
example, let's say that you wanr to design
a scenario featuring the entire planet
Earth. Well, since we already provided
youwith a map of the planein the WWII
scenarios, all you have to do is load one
up and select Save. Just be sure to save the
map, and not the game. After you give the
map a name, exit out of the scenario,
re-enter the Game Editorand either select
that map to start with or, from the File
menu, select Load and then Map. Any
time you're playing a scenario on a par-
ticularly interesting map, save it sepa-
rately. It might inspire you to design a
brilliant scenario for it.

Players can also import maps
saved from the old Empire game.
Once loaded into the Empire De-
luxe game editor and saved, they
become playable Em{;h’:’ Deluxe
maps. Unfortunately, because of a
bug discovered in the IBM 2.xx
versions of the old Ewmpire game,
some maps might not load for
owners of the IBM 3.0 version of
Empire Deluxe. A “fix” program
called “FIXEMA.EXLE” is avaﬁ:{l)lc
on both GEnie and CompuServe,
and directly from New World
Computing.

Translating a Map From an Atlas

Finally, another way to make
sure that you're not simply draw-
ing onto a blank canvas is ro usc an

atlas and simply try to paint the map you
see. Of course, you should work ourt in
your mind some sort of scale when you
begin (“Let’s see, 1 want France to be
abour 12 squares across...”) and then try
to work things out proportionally.

Begin by drawing the outline of a cho-
sen spot. Next, fill ic in with clear terrain
and then place the important rivers on it.
After that, dot it with appropriate cities
and then, finally, place the forests and
mountains. Don’t be surprised if your
map docsn’t look right after it is initially
drawn from an atlas. [t will probably take
a bit of fudging before it really works. In
the heat of bartle, however, Empire De-
luxe players will easily cwcrlnnlf minor
quibbles they may have about your map
translation. So, do your best when inter-
preting maps for the game, bur don’t
frustrate yourself trying to ger it perfect.

Using Grid Coordinates

There is one undocumenred map mak-
ing tool that you will find particularly
useful when trying to translate a map
from an atlas. It is the grid coordinate
system located on the Information Bar
along the top of the screen. If you have
no brushes selected (i.e., you are not ready
to “paint” any new terrain feature) then
you are in “information mode.” In this
mode, clicking either mouse button will
show you both the terrain type and the
grid coordinate for that square.

Each grid coordinate consists of two
numbers separated by a comma. The first
number is the location’s horizontal posi-
tion on the map that increases as the
cursor moves to the right. The second
number is the vertical position that in-
creases as the cursor moves toward the
bottom. Map coordinates always begin in
the top-left corner at 0,0. This square is
always an unplayable “border” square. If
you are looking for square 0,0 on a map
that wraps, you may have to click along
the top edge a few times to find the map’s
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actual "wrapEing point” (horizontal zero
coordinate), but it will coincide with the
moment the lower scroll bar burron
jumps from one side to the other.

Using grid coordinate numbers when
you design a map will help you place
strategic terrain far enough apart to affect
air operations. For example, you mighr
place two cities across an ocean so rﬁar
they cannot simply fly across and rebase
there. Instead, pElycrs must build carriers
or air bases to operare airplanes between
them. You can also place cities so that
they are 13 squares apart, keeping bomb-
ers from striking tﬁcm and returning
home.

Map Design: The
Geographic Landscape

With the issues of map size and starting
points decided, it is time to start filling all
of those empty squares staring at you
from the game editor screen. What are
you going to put in them? If you didn’t
start your new map from scratch or used
an atlas, you already know and it’s just a
matter of getting it adjusted the way you
like it. When you're staring at a K]unk
slate, though, what do you (.Fu?

Land Masses

While it is enjoyable to dot a map with
many small islands, larger continents
make the most interesting terrain fea-
tures. Since they take longer o explore
and capture, and they usually posses sev-
eral cities, larger continents tend to be-
come highly embattled focal points of a

ood game. Although games will ke
%onger when larger continents dominate
the map, they do add spice to old fash-
ioned “island hopping” scenarios.

A good variety of land mass sizes and
locations are o?scn the best way ro go.
However, if you have a theme for your
world in mind, use itinstead. Perhaps you
wanrta world with only one-square islands
or one thar is solid land—if so, then build
it! Only when you've created such worlds
and rtried them out will you know if they
are fun to play or not.

Smooth Versus Difficult Landscapes

When deciding what type of terrain will
be placed where on a land mass, ask your-
self if you want it to be easy or difficult
for armor to traverse. While difficult ter-
rain (particularly mountain ranges) will
create some interesting strategic prob-
lems, it also reduces player enjoyment if
it dominates the landscape. If difficult
terrain is your world’s theme, such as a
jungle planet or a desert planet, and you
have planned other interesting things for
players to experience around the domi-
nant terrain rfpc, then it could still be
enjoyable to play on.
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Since there are no roads
in Empire Deluxe, it is in-
teresting to cut through
patches of difficult terrain
with a path of clear terrain
squares for armor units to
move through. This is
particularly useful
through mountain ranges
that are otherwise impass-
able to tanks. Although it
does tend to channel the
tank’s movement, ar least
they can ger through. If
you want armor to get
through a mounrain range
but not as quickly, run a
river pass through it in-
stead, as Figure 14-3 illus-
trates.  Rivers  aren't
friendly places for armor
to arrack, bur the ranks
can at least bog through them if they
want.

Strategic Interaction Points

Confluence points on the map where
land masses and oceans connect are im-
portant strategic terrain features. Diago-
nal connections where land and sea units
can both pass through or the more re-
stricted “canals” each have their place on
an interesting and enjoyable map design.
Also important is the placement of ports,
particularly “canal ports,” as strategic in-
teraction points. Remember, joining
larger land masses and oceans at a nexus
makes controlling it more crucial during

play.

Computer Al Considerations When
Mapmaking

If you have examined the Earth map
closely, you may have noticed that the
Panama canal is just an ocean square and
that North and South America are nor
joined via the Panama isthmus. The de-
signers did this in response
to a feature of the com-
puter players — or “Artifi-
cial Sp onents” (AQOs).
They wiTl primarily con-
centrate their production
on securing an entire land
mass before gearing up to
move off it. Thus, when
these two continents were
connected, an Allied com-
puter player would always
spend many turns con-
quering  South America
and building up a huge,
lumbering land %orct.' todo
5o (and no navy). Because
of this, a computer player
would be playing the
Americans quite ahistori-
cally. Their solution to

_ Though there are no roads in Empire
~ Deluxe, you can simulate them by running
strips of clear terrain or rivers through mountains and forests.

this problem was to sever North and
South America,

Therefore, when designing a scenario
map where you plan to have compurer
players competing, be careful not to con-
nect all the land masses or the AOs will
build few ships, if any. Also, remember
that even when computer opponents do
need ships, they will never build enough
transports to conduct coordinared, large-
scale invasions. Don’t plan a map around
this theme if compurer players are going
to be the primary participants. Large scale
invasions and plenty of transport ships are
something that the AOs simply wi{] not
deliver.

Finally, computer players are used to
“knowing” that there will be a port on
every land mass (as is always the case when
the computer randomly generates a map).
If you create land masses without ports, it
will hinder the AO’s ability to play a
decent game. The net effect will be o
further reduce a computer player’s naval
production and slow his ability to trans-
port tanks and armies off that land mass.

=
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The two units on this map sit at important strategic interaction

-3

points. You can bet that these two areas will see a lot of action

over the course of a game.
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Map Design: The
Economic Landscape

When we say the “economic landscape”
of a world, we're talking about cities. Not
only how many will be placed on the map
(up to a maximum of 200), butalso where
and with what production efficiencies
and specialties. Consider the following:

City Density

Cities can be more widely dispersed or
clustered together in tight knots than they
are on the randomly generated maps most
players are used to. Multiple cities right
next o each other can make for some
interesting starting “capitals.” When cit-
ies are more widely separated, air bases
and carriers will become @ more influen-
tial factor in the game.

Production Efficiencies and Specialties

When pondering the producrion cffi-
ciencies and specialties of the cities you
place on the map, remember that you are
trying to influence furure production
throughout the scenario (as opposed to
any starting set up of units). Beginning
with many cities at terrible production
efficiencies (such as in the Sea Lion sce-
nario) makes a player’s starting units ex-
tremely important. It can also mean a
|(m;]:, game if world domination is the

1

gl]i

Limits on Improving the Global Econ-
omy During Game Play

Another weakness of the computer’s Al
is that computer players do not play “the
long game” when building up a low effi-
ciency city. In other words, they will only
keep a city off-line unil its efficiency is
somewhere berween 20% and 50%. Sel-
dom will they try to improve it beyond
the 50% level (at that point, further rais-
ing of the city’s production efficiency
level drops from a high to a low priority).
Similarly, most human players won't
bother trying to raise a city's production
efficiency much past 104% because of the
diminishing return in efficiency for the
time invested to raise it.

Therefore, high production efficiency
cities must be placed by you, the designer,
while creating the map. If not, the game
will have no “super cities.” Now, if a poor
world is your plan, then that is fine. In
practical, Empire Deluxe terms, however,
arich world can be played into a poor one,
but a poor world’s cconomy will only rise,
ar best, to mediocre.

The Philosophy of
Starting Forces

A wraditional game of Empire Deluxe
begins with no starting forces. Scenarios,
however, can be anything their designers
want them to be. For example, the WWII
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and Sea Lion scenarios borh starr with
players” forces already dominaring the
map. In fact, some players begin with so
many units (such as the Japanese in the
WWII scenarios) that they are actually a
drag on their global economy. The CGW
Tournamenr scenario, on the other hand,
features expansion out from a single city,
bur includes a few starting forces for cach
player to get things moving along quickly.

Therefore, you must decide whar the
initial military situation is going to look
like. How strong will each player’s forces
be? Where will they be locared? Is this
going ro overlap with the economic land-
scape (i.e., wiI\I players begin with more
than one city)? Players’ starting forces are
a key element in creating balanced, excit-
ing siruations.

Computer Al Considerations: Starting
Forces

If" the first turn of the game is a crucial
one, you will want to help computer play-
ers out, Here is the reason: Computer
players will move units in the order that
you placed them when designing the sce-
nario on the first turn of the game. There-
fore, if you know that it would obviously
be better if a computer player sailed out
ol a port with armics on board the trans-
port you have there, place the transport
in the city first. If you don’t, the armics
may walk out of the city on the first turn
before the transport takes its turn o
move. Also, you will want the compurer
player to move its fighrers first over an
initially contested area, instead of its
hombers.

When we designed the CGW Tourna-
ment scenario, cach player’s starting, city
had its “main island” land units placed
there first, then their eransporr, then their
rransport’s cargo infancry unirs last. In
that way, the compurer players will, on
the first turn, move seme of their land
units across the mainland while sending
all of the others out to sea on the trans-
port. Thus, we have forced them into
making a “balanced” move on the first
turn of the game. Observe three com-
puter players playing it and you'll see
what we mean.

Playtesting Your Scenarios

After you have designed your new sce-
nario, you are only halfway finished, Now
begins the process of playtesting and bal-
ancing your scenario. The purpose of
playtesting is to find if the game is true to
your design goals or not—and fun o
play. Ask questions such as these:

e If you created a historical scenario,
does it bear enough resemblance
history and have enough of the right
feel to it o sadsfy you?

e Does the game move at the right

speed? When will players make “first
contact” with cach other?

e Should any players have forced
handicaps? Perhaps the production
efficiencies of their nearby cirics
should be adjusted?

e Are the computer players getting off
to good starts?

o If two (or more) humans are sup-
posed to play this scenario by mo-
dem, is it short enough to keep their
phone bills down?

Playtesting Tips

The beginning game is crucial for com-
puter players. If they ger off to a bad start,
they will probably never recover before
they have to lock horns with a human
player. Thercfore, the best playresting
you can do is to simply run the game \.\’ilﬁ
all compurer playersand just observe their
plar. paying particular attention to their
carly moves. If you find something that
needs to be changed, enter the game edi-
tor, make the change, and playtest the
scenario again. Repeat thisagain until you
are finally snrisﬁc(ll with the result.

If compurer players move their starting
forces in the wrong order, that means thar
you placed them in the wrong order. If
they don’t expand properly, bair them
with easier access or closer cities in the
direction you want them to go first. You
must get computer players offon the right
foot in your scenario design.

Of course, if your scenario is not de-
signed for any computer players, then it
will be harder to playrest. While observ-
ing the AO play such scenarios might help
you to adjust it, only when you play all
the positions yourself or get the required
number of human volunteers to test out
vour new design can you really call it
playtesting. Make a few phone calls and
try to arrange a game. Be sure to get
reactions from the other players and con-
siderall of their suggestions for improving
the scenario. If you agree with any of their
comments and they work within your
design  philosophy, carry out those
changes.

As you have learned, there is a lot more
to making good scenarios than just know-
ing what the keystrokes are for laying our
the rerrain and units. The are of game
design is one of philosophy. Yes, there
will be a lot of time sweating over the
keyboard, placing this terrain here and
re-naming that city there. Playresting will
add even more time and cffort o your
scenario design burden. However, under-
lying the entire process will be your sce-
nario’s design philosophy. Keep sight of
it and you will have scenarios that are far
more interesting and enjoyable to share
with your I‘ricmilﬂ.\. W
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he Age of Fighting Sail...and Nel-

son!  SimCan’s Man Of War

(MOW) is the first computer game
in almost five years to recreate this period
of warfare which, bitter though it was, has
been romanticized in the eyes of 20th
cemury]gamcrs. While military historians
debate the best general of history, opinion
is virrually unanimous in naming Horatio
Nelson as the hesr naval leader.

MOW is a simulation of fleer level ac-
tions from the viewpoint of the com-
mander. The subtitle accurately describes
the product’s scope—grand tactical.

ks

The simulation covers the era in which
Great Britain succeeded in establishing a
Pax Britannica through the use of sea
power against the French Royalist and,
later, Napoleonic Navies. Admiral Alfred
Thayer Mahan’s The Influence of Sea
LPower Upon History (1890) remains the
classic text for the period. Also strongly
recommended is Cross Sections: Man-of-
War by Stephen Biesty, a 32-page book
of how a ship-of-the-line operated, ac all
levels. Aficionados of Forester, Kent and
O’Brien will still learn something from
this work. For example, most pcup%c have
heard thar biscuits ar sea were often in-
fesced with maggots. Cross Sectionshas the
historical recipe to get rid of them (1.
Place dead fish onto biscuit sack; 2. When
maggots cover the fish, throw itaway and
rcp’l:acc it; 3. Repeat 1. and 2. until mag-
gots no longer appear).

The Admiral Has His Orders

The documentation, in keeping with
SimCan traditions, is a sparse 13 pages.
Three pages consist of scenarios and
notes, and three pages consist of rables
and a map. Acrual play mechanics are
covered in less than seven pages.
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Man Of War

Grand Tactical Combat
Under Sail, 1765-1815

by M. Evan Brooks

The game is composed of two sec-
tions—the setup phase and the battle it-
self. The former is casily accomplished,
but requires careful consideration. One
must determine general guidance for his
forces, e.g. when to engage, when to
maintain range, when ro open fire. A wise
admiral will delineare different orders for
the ships under his command; in a large
fleer acrion, frigates should not engage in
general melee against the massive ships-
of-the-line. Similarly, smaller vessels such
as sloops, brigs and transports should be
kept out of harm’s way.

Only after the commander determines
proper groupings of vessels and their gen-
eral guidance should he commit to open
battle. However, once contact s
achieved, it is difficult for the fleet admi-
ral to direct the actions of individual
ships. Orders can be given from the flag-
ship, but with the 1nclr< of radio, commu-
nications are limited to signal flags (which
may or may not be obeyed, depending on

the tactical situation and the ability of

one’s forces),

Oh, To See The Sea...

Along with SimCan'’s Red Sky At Morn-
ing (review on page 199), MOW is the
first SimCan game to have graphics. They
are not state-of-the art, nor do they have
to be. Ar the end of each four-minure
turn, one may view the action from two
perspectives: a bird’s-eye view with cach
ship represented by a “sticks” and lerrers,
or a view from the flagship, often ob-
scured by smoke or other vessels.

The latrer view is quite similar to Ralph
Bosson's High Seas (1987).
While somewhat interest-
ing, it is not very useful and
quickly pales. The bird’s-
eye view is the viewpoint
that the player cannot live
without. One will issue or-
ders depending on the gen-
eral  situation  depicted
therein. However, the dis-
play is static; one cannot
zoom in for a more detailed
rendition of a particular

Man Of War

secrion, and this presents a problem.
While one can order a unir to move o a
specific location, determining the proper
coordinates can be difficulr; therefore,
one will usually order a course change
based on bearing (direction) only.

As for sound support, there is none.
Given the nature of the simularion, this is
not important. However, for the user
who demands intensive graphies and
sound, MOWis not for them.

Manning The Rigging

One cannot directly move ships in the fleet.
Ordersare limited to “Follow Me” (the credo
of the American Infantry?), “Conform to
Flag,” “Make/Reduce Sail,” “Follow,”
“Rally/Pursue” or “Set Course.” Thus, once
the setup phase is complete, battle imple-
mentation is somewhat preordained.

As ships change course, they wear and
tack. An intelligent commander ensures
that crews of lesser quality avoid the latter
maneuver, as it can result in losing head-
way and can lead to collisions.

It is obvious that the graphic repre-
sentation of MOW has cnusecr some con-
fusion at SimCan. The documentation
notes that “a single sheet of die cut count-
ers...will be included in the initial re-
lease.” These were to assist the user in
determining. positional references, but
would “be omitted in later releases.” Since
the map cannot be accessed until all ships
have moved, the ability to physically see
the opposing fleets in mid-turn would
have been helpful. Also, it would have
assisted one in determining proper orders
for follow-through.

The most crirical element
of MOW is crew quality. A

TITLE: Man Of War

PRICE: $60.00

SYSTEM: 1BM

REQUIREMENTS: 386-25MHz recommended,
VOAEGA graphics, 1M1
har! drive space

# OF PLAYERS: (-2

PROTECTION; None

DESIGNER: 5.M, Newburg

PUBLISHER: Simulations Canada

PO, Box 452
Bridgewater, Nova Scotia, B4V 2X6
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professional crew is more than capable of
overcoming even poor leadership. Gener-
ally, a professional crew can prevail ar 3:1
odds. Historically, the British Navy was
superior in seamanship to the French, and
the user should react accordingly. More
evenly martched battles can be fought be-
tween American and British forces.

The simulation comes with 24 scenar-
ios ranging from moderately small
(Cabrita Point [1801] or Lissa [1811]) to
tremendous in scope (Trafalgar [1805],
the most studied naval engagement in
history and The Glorious First [1794]).
Plus, a versatile scenario editor allows one
to create his own scenarios, Pull out the
old boardgame copies of [rigare and
Wooden Ships ¢& Iron Men and have at it.
(See the following article “Clearing For Cus-
tom Actions” for more details. ~Ed.)

Victory conditions are determined by
losses or exiting a map section. Although
bartrles occur ar sea, the bartle arena is
limired and the “edge of the world” syn-
drome applies. The edge can be cither
land or sEmls (injurious ro one’s health),
or simply exit areas whereby ships cannot
re-engage in the barrle. Why a moving
ocean replenishment map was not em-
ployed is unknown, and often somewhat
artificial maneuvers are required to avoid
“falling off the edge.”

MOW is a serious simulation. As the de-
signer notes, popular perceptions have been
“strongly influenced by novels, motion pic-
tures, and often surprisingly inaccurate sec-
ondary and tertiary popular history.” The
simulation atempts to give the player only
those oprtions available to the commander of
the fleet, and nor the ability to jump com-
mand levels and portray everything from
sailing master to fleet admiral,

While this presents an ostensibly accu-
rate simularion, it does nor present an
entertaining game. A gamer with visions
of Gregory Peck and Virginia Mayo
(“Horatio Hornblower™) or Alexander
Kent's Richard Bolitho (“Fire on the up-
roll, Licutenant Herrick!”) will be sorely

mittedly a rare occurrence, as aptly noted
by MOW designer Steven Newburg).

The Sun Sets
On The Engagement

MOW is for the serious student of
Fighting Sail. The flexible scenario editor
allows one to create additional scenarios,
and the provided scenarios include the
major fleet engagements of the period.
However, the use of Fighting Instructions
or the Nelson Touch is not really por-
trayed. British naval strategy had been
ossified into a series of fixed orders which
every British officer was expected to obey.
The fact that such instructions rarely re-
sulted in a decisive action was considered
by the British Admiralty to be the fault of
the officers on the spot (as a result of one
such failure, they execured Admiral Byng
“to encourage the others”). Nelson’s gen-
ius was to recognize the failings of the
docrrine and ro encourage iniriative based
on the superiority of Brirish scamanship.
MOW does not really show the evolurion

disappointed. | do admit to a sense of
disappointment;

Eou loved the flavor of MOW,
I missed the individuality of Broadsides
(1983) whereby one could literally load
the cannons (chainshot, grape or ball)
and even conduct boarding parties (ad-

such
Johnny Wi

while

of naval leadership in these tactics.
Editor In conclusion, MOWis a simulation of
limited appeal. While aficionados of the
topic may want to have it to add to their
collection, they should know that its
short-term interest may not lend itself to
long-term enjoyment. cew
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SAN LUIS QOBISPQ| send$2incashorU.5. postage stamps.. DONOT CALLFOR A CATALOG!I
CA 93403 To check for an item not listed here, call (805) 544-5616.

VISAMC ORDERS CALL TOLL-FREE
1-800-676-6616

Credit Card Orders Only 11 1{ 325 minimum )}
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Ithough Man Of War's lack ol a
campaign game means  that
player-admirals  and  -commo-

dores do not ger the thrill of the long-
term chase, the “Build Your Own
Scenario” feature makes it possible to
plan and fight battles at will. This article
will use two very simple actions to walk
the gamer through the construction proc-
ess.

Bay of Bengal (April 4, 1760)

In this reladively obscure action [rom
the Seven Years War, a Brish escort en-
countered a French squadron that was
trying ro disrupt a convoy from Lisbon
which the British were protecting, The
British managed ro fight off the French,
but the escort ships were heavily damaged
in the process. The British were heavily
outgunned in this action, bur as in mosr
MOWscenarios, they should win because
of the higher ratings for crew qualiry.

The British anc the French square off in the
Bay of Bengal scenario.

First, the player-designer establishes
that there are two squadrons using the
MOWmenu system. Then, the player sets
the wind as Brisk and the direction as
NW. Storm conditions are not in effect,
This would normally be followed by de-
lincating the status (Land, Shoal or
Water) of the map edges. Since this is an
open water engagement, one need not
bother with this step.

Next, one enters the forees for each

Page 174

STRATEGY

squadron. In this case, since this is an
carlier engagement than those included in
the MOW database, one may substitute
any French 36-gun frigate tor the Ma-
licienseand any French 32-gunner for the
Opale, as well as any 24-gun frigate for the
Flamborough and any 20-gunner for the
Bideford on the British side. Forrunarely,
the editor lets one name the ships for cach
scenario. The French squadron should be
set for Average crew quality and the Bric-
ish squadron for Excellent quality.

Then, one sets the initial position and
heading (put the French squadron
slightly north of the British one, near or
far away according to personal ste, and
headed for certain interception). Then,
i’s time to set the doctrines as in the
actual game and clear for action.

Battle of Porto Praya
(April 16, 1781)

This battle from the Napoleonic cra is
relatively simple to set up. The scenario
takes place in the Cape Verde Islands off
the coast of West Africa where the Brirish,
anchored in Porto Praya, were caught
off-guard by Suffren’s French squadron.
‘Though the British were taken aback by
Suffren (he wasn't supposed to be in the
area), they were still able to make it our
of harbor and meet him in the open sea.
One can set up the scenario to reflect the
proximity to the islands by serting the
northern screen-edge as Land. This 1s op-
tional and represents the harbor of Porto
Praya, but is nor necessary. The crew
quality should be only slightdy in the Brit-
ish favor with the French at Poor and the
British at Average. The wind is, once
again, blowing from the NW and Brisk
wirh no storm conditions.

Set the French on the west edge of the
map and the British squadron to the cast.
This provides for plenty of sea room in
setting up the engagement. British ships

',tom Actions

Simple Scenarios For
SimCan’s Man Of War

by Johnny L. Wilson

include the: Here (74), Monmouth (64),
Romney (50 gun frigate), fupiter (50) and
Isis (50). The French ships include: Heros
(74 gun frigate), Hannibal (64), Artisan
(64), Sphinx (64) and Venguer (64).

The scenario should be fairly well-bal-
anced. Though the British flotilla took
some serious damage, they managed to
fight well enough to drive off the French
and recapture a ship or two, but no ships
are reported as having been sunk. The
British expedition aborted their mission
and rerurned home, while Suffren moved
on to a successful campaign in the Indian
Ocean.

After Action Report

"The scenario builder for Man Of Waris
fast and efficient. The lack of a real map
builder means thar it is impossible to set
up .‘:nrisfying curting-out c.\'pcdiriuns or
fireship missions, but the game is defi-
nitely suited for establishing simple or
complex missions in the open sea. The
ability ro designare map edges as Land or
Shoal is uséfgl, bur (L}cs nor give the
gamer the racrical sarisfaction of deliber-
ately forcing an opponent through the
cauntler of shoals, or 1o rake the wind
gauge while an opponent is leeward of the
coast. Nevertheless, the scenario builder
is useful for most actions and will add
hours of play value to would-be admirals
and commodores. cew

Readying the British fleet tor the Battle of
Porto Praya.
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Upgrade up to a Sound Blaster 16, and you've got But like the man says, Get Real. Because there’s
PC audio as real as it gets. only one card :
Real CD-quality, 16-bit stereophonic sound. that's “as good as
Real built-in upgradability. And best of all, real 100%  a Sound Blaster
Sound Blaster compatibility. 16" And that's a
All of which may just be why we're the 16-bit Sound Blaster 16.
PC audio standard. And why those other manufac-

turers spend so much time comparing themselves C l Q e T l V —
' BLASTER —

to Sound Blaster.

CREATIVE LABS, INC.







L OF THE PAGIFIG THEATER.
L OF THE CONFLICT.
- ALLIN YOUR HANDS.

Victory At Sea™ picks up exactly where the Japanese left off December 7, 1941. However, one
thing is different. You’re suddenly in control of the entire Pacific Theater. From the ice~encrusted
Aleutian Island battlegrounds to the site of what many call the greatest naval battle ever, Leyte Gulf.

Direct the entire campaign from the task force level, or engage in specific battles. Command the
Allied Forces, or the Imperial Japanese Navy. Either way, Super VGA graphics and actual documentary
footage bring your decisions to life.

Decide which resources to stockpile. Who to promote. Who to demote. Get intelligence reports on
the political and logistical situation around you. Then plan your next attack.

Because it’s designed by world-renowned military expert James F. Dunnigan, the historical accuracy
of Victory At Sea is without equal. It’s also the first game ever to give you GameBook™ technology.
_ Featuring real WW II action photos and over 100,000 words of historical analysis
oY, not available with any other game — all just a mouse—click away.

December 7, 1941, may live in infamy. But what happens after
that is all up to you. Visit your retailer or call 800-653-1360
to order in the U.S., or 800-697-2360 in Canada.

VICTORY AT SEA IS AVAILABLE FOR THE IBM PC AND 100% COMPATIBLES AND THE MACINTOSH.
B VICTORY AT SEA IS A TRADEMARK OF THREE-SIXTY PACIFIC, INC. (C) 1993 THREE-SIXTY PACIFIC,
= INC. ALL RIGHTS RESERVED. IBM IS A REGISTERED TRADEMARK OF INTERNATIONAL BUSINESS
% MACHINES. MACINTOSH IS A REGISTERED TRADEMARK OF APPLE COMPUTER.
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An Expanding Empire

New World’s New Worlds for Empire Deluxe

by Mark “Skulker” Carroll with Alan Emrich

ollowing on the heels of their Fm-

pire Deluxe and Empire Deluxe for

Windows, New World and White
Wolf Productions have produced an add-
on disk boasting over 40 new scenarios to
challenge the Empire bull. Designers
Mark Baldwin and Bob Rakosky contrib-
uted their own scenario designs and en-
listed contributions from various game
designers, play testers, and other industry
notables. With a cast of “celebrity” de-
signers behind it, this disk offers more
than just new worlds to conquer; it can
also be seen as a ser of lessons o teach
scenario design principles.

Contributing to Empire Deluxe: Scenar-
ios are such gaming t{ignimrics as noted
board wargame designer Jim Dunnigan,
science fiction author Jerry Pournelle,
Trevor Sorenson of Interstel’s Star Fleet
series, Will Wright of Sim City fame,
Gordon Walton and Don Gilman of
Harpoon, and CGW’s own Johnny Wil-
son, among others.

History in the Playing

There are 37 scenarios included on the
disk, several of which have muldiple ver-
sions for increasing numbers of players.
The scenarios range from fairly normal,
to historical, to outright bizarre. The his-
rorical scenarios, contribured primarily
by Steve Barker and Mark Clouser, fea-
ture gorgeous real world serrings for the
American Civil War, the Bolshevik Revo-
lution, WII's Pacific Thearre, Ancient
Rome, and several global conflicts. Em-
phasis in the scenarios runs from extreme
naval to extreme land actions, and from
single play to humans-only multi-player
sames. A number of special rules have
hcun suggested for some of the games ro
give them character and add a good deal
ol gaming spice.

s | MSTRREL G

Jim Dunnigan’s scenario is a single-player game
with a science fiction motif.
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Empire as Chess?

The most visually striking of the scenar-
ios is Mark Baldwin’s “Chess” which
comes in two and four-player versions. It
is played on a checkerboard map of alter-
naring land and sea squares with only one
city to a side. Fach side starts with two
lines of units along an cdgc of the board.
This particular game is a fascinaring exer-
cise in unir conservarion as there is little
hope of reinforcements during the game.

The most bizarre scenario included is
“Vortex” by CGW editor, Johnny Wil-
son. The map is composed of one long,
thin spiral of land with cities dotting the
land mass. As the players move toward the
center of the spiral, the game becomes a
logistical nightmare requiring some crea-
tive strategies.

Johnny Wilson’s spiraling design clearly
reflects the author's state of mind.

One of Jim Dunnigan’s contributions,
“Red World,” is a game for a single human
player against five computer opponents
within a science fiction modif. The map is
solitary worlds (cities) in a space (ocean).
Once the human player reaches a certain
level of cities captured or battleships sunk,
the computer player levels are enhanced to
keep the game from ending too soon.

Bob Rakosky’s “Win or Draw” scenario
is ideal for modem play. On a map of
three continents, each player starts wich
only two transports and cannot build
more. The game ends in a draw i all the
eranports are sunk and cach player has one
continent to himself. Tt be-
comes a touchy game of cat
and mouse with each player
trying to protect his trans-
ports and expand, while
committing  resources o
sink the enemy’s transports.

Jerry Pournelle has pro-
duced a real slugfest in his
“Naval Duel.” The two play-

= g
e
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Jerry Pournelle’s island scenario sets the
stage for a major naval conflict.

ers start out with both large inital forces
and a large city count. The huge map has
several main islands and huge expanses of
sea. A few neutral cides are included
give the edge to a dever player.

Extra Extras

The scenario disk also comes with two
utility  programs, EMPSTATS and
EMPSTATW. These are the DOS and
Windows (respectively) versions of the
same program. When given the name of
a scenario or map file, they will print out
statistics on the percentages of terrain
types, and for scenarios includes the num-
ber and types of each sides’ starting units.
The look is quite spartan, but these pro-
grams are useful when designing scenar-
i0s, giving a quick overview of the design.

Another included utiliy is RANDMAP
and RANDMAPW (again, the DOS and
Windows version). Its purpose is to pick
a random map file for a game, much like
the original Empiredid. With all the maps
to the scenarios thoughtfully included on
the disk, players will certainly have plenty
to choose from.

Finally, FEmpire Deluxe Scenarios in-
cludes the latest, grearese version of pro-
gram, Version 3.11, which fixes minor
bugs. All told, Einpire Deluxe [ans, espe-
cially those into scenario design, will find
alotof value in this single, “star-studded”
disk. cew

Empire Deluxe Scenarios

TITLE: Empire Delune Scenarios
PRICE: $29.95
Il SYSTEM: 1M
S: RECIUIREMENTS:  Original Empire Deluxe pame
oM PROTECTIOMN: MNane
DESIGNER: White Walf Productions
PURLISHER: New Waorld Computing

IO Box 4302
Hollywood, CA 90078
(T IY 999-0000
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My son and I love this game!.’!

Robert Sirauss, Burbank

My drmgh!er (1 I years ufd} mm' s' hwe bemme ”ﬂxyd”
addicts. We cannot wait fo begin exploring the many
other levels. Thanks for creating such an excellent prod-
uct. R. 5., Germontown

This is, withouf question, the most impressive game |

have ever seen. | am amozed at the audio, visual and
action. George L. Tanty, Arlinglon Heights

Outstanding program!!!! John Bernaver, Los Gotos

Wow! That's all | can say about Oxyd. What an incredible
game! Hurry! [ can'’t wait fo play!!

This game is highly addictive. Stuart Ritchie, Canada
One of the nicest games | have seen in a long fime.

Thanks for creating such a challenging piece of software.
Stave Brannan, Canadn

I'm completely hooked! patricia B. Smith, NH

The game is a blast! Excellent graphics, exiremely well
done. Inferesting challenges in each landscape also. |
look forward to the next 90 landscapes. David Mangini, (T

The game is really slick, well designed. Those first 10
levels alone were worth paying for!

One of the most elegant games I've played. Thanks a fot
for a great gome. Jeffrey Jondahl, San Diego

0K so we got hooked!

J enjoy !ﬁfs gamea grear dem’ and sodomy rhfl’dren and

their friends. It is just what | have been looking for !!
Jerame Wescotf, Minneapalis

My whole family enjoyed your game a great deal.
Michoe! €. Moore, Columbia

Oxyd has 1o be the most arfistically superb piece of
programming that | have seen. From my position of
having completed about one third of the single-player
levels, the landscapes have been continuously varied
with a marvelous attention fo graphic and audible detail
that makes each new one a continuing delight. | espe-
cially appreciate how the marble inferacts in seemingly
realistic but different ways when rolling over or houncing
against different “natural” (or unnatural) substances
like stone, wood, swamp, freefall efc. At this paint, I'm
already worrying that 'l run out of levels (assuming |
keep solving the puzzles). Jetfrey R. Horrow

Even our 3yr old enjoys the game.

| just had to write o tell you how much fun I've had
playing Oxyd. The attention fo defail - the sounds, the
textures of the surfaces - really adds fo the fun of the
game. If invifes the imagination for a ride.

Thanks also for making all of the landscapes challeng-
ing but notimpossible. At first | thought thatlandscape 76
was unfairly difficult, but when | found the way through
it, I really admired the ingenuity. Tom Phoenis, Portland

Itis rare to find such a visually appealing, addictive and
playable game. Kathryn Wikon, Australia

I'm really impressed with your game, Oxyd. Congraiula-
tions on a unique and fun producl, and best luck to you
all. John M. Dodd, Thousand Oaks
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Oxyd magnum!
for PC, Mac,

A500 - A2000, ST, TT or Falcon Compuiers.

Sequel of the award winning
Oxyd, now shipping!
Mae: 1MB RAM, color aor monochrome!

PC: 386 or above, 2.5MB RAM, EGA
or VGA iter, Soundbla, or Adl. optional

Owyd Credifs:
Game of the Year
Lonputer & Fidogophk (16,73
The variety of play is
literally, incredible.
Score this game a solid 10
Corment Noves 06,93
"A" rating - Wow! Exquisite.
A must for your games library.

Ambgelorkd 0¢,/93

Game of the Month.

locklielt 02,73

Top of the Chan‘s

Sroiy lemzs Lleory, FEC Bormes Bav

' Call 617-497-1130 for the
Oxyd magnum! retailer nearest you

Get a free appelizer for Mac, PC, Amig. or ST:
Send $ 4.00 for shipping & handling for
10 challenging Ioncﬂcopes of Oxyd to
Dongleware Publishing, 35 Howard Sireet,
Cambridge, MA 02139-2909



DESIGN NOTES

Even The Aide
Could Use A Hand

Scout Hamilwon's Aide de Camp Jas been
called the “Holy Grail of Computer Wargam-
ing" by its most enthusiastic users. It is not a
game, but rather a tool for making games. With
i, board wargamers can compurerize their
Javorite board games or design original games,
and play them via e-mail with wargaming
[riends. In this shorr arricle, Scotr offers some
tips for the wargame designer.

here is a truism among board and
I computer wargame design: “The
player can always do better.” Even
before the shrink wrap has hit the floor,
most hard core gamers will find elements
of a design that they could have done
better if given the chance. Aide de Camp
gives gamers just this chance—the chance
to pur their design ralents where their
mouse is.

Pracrically everything about a final Aide
de Camp (ADC) game is determined by
the user: how it looks, how it plays, and
how detailed it is. In effect, the user de-
cides where to go, and ADC provides the
power and flexibility to get ttcr&

Because the user is responsible for so
many elements of the design, careful
planning is essential. Sometimes knowing
evena few “tricks” can be a real time saver.
From the experience of users so far, I've
been able to compile a list of often-heard
suggestions.

Start Small

Everybody rtells me this! Begin with a
small game, or even a small portion of a
map to get the hang of ADC before in-
vesting rime in a largcr ame. In particu-
lar, experiment with different zoom level
settings and secondary terrain symbols.

Plan Ahead

For games of any size, write down all of
the necessary terrain and unit symbols
beforehand. Decide what color they will
be and what they will look like. Decide
which unit and class values will be stored
and what modifications they may need. If
the values don’t fir or don’t display well,
consider making “chits” or “markers” to
go in the hex with the units. Above all,
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The Designer Speaks On Aide de Camp

by Scott Hamilton, President of HPS Simulations

planning should be aimed at keeping
things as simple as possible.

Check The Map

Look over the entire map before placing
terrain. Make sure ic’s the right size :1:13
the mapsheets line up properly. If not,
delete I:I::e map and start over,

Save Often

Save map and game sets often to mini-
mize potential data loss. A good idea is to
use a different name each time a ser is
saved. Thar way, if a mistake is made, a
file saved previous to the error can be
resurrected withour losing a lor of work.
If disk space is ata premium, clear out the
unwanted back-up files ar the end of each
session. Note thar the auro-save feature
creates a backup file by overwriting the
existing auto-save file.

Set Zoom Levels Appropriately

Redefining zoom levels for a game can
be a real time waster. A litcle forethought
can save many headaches. Noz'ma%ly,
Zoom 1 should show the entire map,
Zoom 2 should show enough hexes so
that any unit can move its full movement
allowance without scrolling, and Zoom 3
should show combat in detail.

Delay Unnecessary Map Entry

If portions of the map are not going ro
be used ar the beginning of the game,
leave them blank to save time. Maps and
symbols can be changed at any time, so
when the map portions are needed for
later game play, they can be added.

Keep Contrasts Between Units

And Terrain

Try to keep a color contrast between
units and terrain so thar the units show
up ar a glance. For example, use darker
colors for units and lighter colors for rer-
rain. If this is not possible, try to make a
border of an opposite color around the
unit symbol. For example, place a dark
border around a light colored unit, and
vice-versa.

The success that ADC is achieving is

very much due ro customer feedback and
support. Every improvement ['ve made
since the introducrion of version 1.0 has
been the resule of player suggestions. The
single biggest change I've made was the
addition of an optional hex grid overlay.
This change didn’r affecr any of the game
mechanics, bur allowed ADC maps to
look like the familiar hexes instead of
squares.

For the “monster gamers” who usc
ADC'o play games sucﬁ us GRD’s Enropa
and SPI's War [n Europe, | made several
changes. The number of unit symbols was
increased from 200 to 250, and up to 12
units per hex are displayed ar the botrom
of the screen. 1 also introduced an auro-
save feature to protect against dara loss in
case of power or system failure. From the
suggestions of tactical gamers—Ilike those
playing Avalon Hill's Advanced Squad
Leader and The Gamers' Civil War Bri-
gade Series—I added built-in unit facing
capabilities and the option to change the
]numhcr of unit symbols displayed per
hex.

The current version of ADC (1.14) in-
cludes all of rthese addirions and more.
Since I believe in supporting my custom-
ers the way they have supported me, [ am
offering l.‘i:is upgrade free to registered
ADC users. All T ask is that they send me
a blank, formatted, high density disk and
aself-addressed stamped return envelope.

Version 2.0 is planned for next year.
This upgrade will include a number of
significant changes over version 1.14. My
standard u »gra(ﬁ- solicy will hold for that
version, which wili] be made available to
registered users for $10-$15.

I've also begun an ADC Opponent’s
Wanted database. Each gamer registering
with this service receives a list of others
looking to play the same or similar games.
The list willfbt: updated and printed every
four months. Each customer will receive
an initial copy of the list for free.

Seote Hamilton may be reached by phone
at (408) 554-8381 or by e-mail on GEnie
(S.Hamilton), Prodigy (KFHBOSB) or
NVN (SHAMILTON). He is a strong be-
liever in product support.

cew
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Products’ VIR TUAL
PILOT,
FLIGHTSTICK,
GAMECARD 3
AUTOMATIC, and
our MACH series
where you buy
FLIGHTSTICK
PRO.

FLIGHTSTICK PRO is the ultimate combat stick for total command of the skies.
Made to endure the toughest missions, FLIGHTSTICK PRO gives you the winning
edge to take on even the worst enemy. With top gun precision, you can view your
surroundings, activate radar, blast missiles, thrust into mach speed . . . allatyour
Fly The Best! fingertips. FLIGHTSTICK PRO includes a four-way switch to control weapons, radar,
e and viewing for more advanced games plus all the best features of FLIGHTSTICK.

Great with flight simulation, auto ract
1BM compatible computers.

FLIGHTSTICK PRO. The most intense joystick you'll ever fly.

ng, and any game that uses a joystick. Forall

PRODUCTS

970 Park C ve = Vi « Pl 1 o * i ~aHd-
enter Drive = Vista, CA 92083 « Fhone: 619 598-2318 - FAX: 619-598-252
3 4
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Sneak Previews are not designed w be
reviews, They are feature articles based on
“works in progress” that CGW's editors
have deemed worthy of early coverage.
These articles are notintended to provide
th(.‘ ﬁ"ﬂl wﬂr{l on a ]Jru(iuc[. since we
expect to publish appropriate review cov-
erage when the game is finished.

An avid compnrer game and flight sim fan, the |
author is also an AH-64 Apache pilot aned Arma-
ment Officer for the U.S. Army. A combat veteran
of Desert Storm, be's curvently stationed at Fort
Campbell, Kentucky. i

ilitary, civilian, or arm-chair pilot,

one common thread runs through

all aviation buffs: A passion for
“Warbirds.” There’s something about the
coughing rumble of a huge Pracr and Whit-
ney radial, or the cultured growl of a Rolls-
Royce Merlin that fires their imagination.
They all dream of bravely striding out into
the foggy English dawn to mount their trusty
Thunderbolt, Lightning, or Mustang and
roar off into the sky. Wherever a magnificent
old Warbird flies, misty-eyed aviation enthu-
siasts of all ages and backgrounds dream of
going back in time and being Aces Over
Europe.

Of the computer game companies that have
fostered these fantasies, few have been as suc-
cessful as Dynamix, Fans of their Red Baron
and Aees of the Pacific (AOTP) can look for-
ward to climbing into the cockpitof Aces Over
Europe, the newest title in the “Grear War
Planes” series. Building on the friendly inter-
face, versarility and atrention to derail that is
their rademark, Dynamix has set its sights on
the European theatre during the larter part of
Waorld War I1. With surprisingly few good
games addressing this influential period ofair
combat, the arrival of Aces Over Europe is a
welcome addition thatis sure o make a three-
point landing in its genre.
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A Preview of Aces Over Europe from Dynamix

by Bryan A. Walker

Like many new simulators, Aces Over

Emv(u' has had rumors swirling around its
development like vapor trails off of wingtips.
The truth is chere will not be modem support
or a “Padlock” view resembling the one in
Falcon 3.0. During discussions with Tucker
Hatfield, Quality Engineer at Dynamix, |
learned that these feacures
were  considered,  bur
judged o unwicldy for
the current game system.
While I was disappointed,
the game’s other improve-
ments make up for these
missing options. Rather
than simply put a new coat
of paint over AOTP, Dy-
namix has polished and re-
fined their award-winning
simulation system. Even
with my ecarly beta-test
copy, it's easy to see that
fans of both Red Baronand
AOTPwill find many famil-
iar features, while being pleasandy challenged
by noteworthy improvements. With a few
mouse clicks, new missions, planes, weapons,
graphics, flight models and other feacures will
start showing the game’s new muscle.

Shiny New Toys

Of course, a major attraction ol any flight
simulator is the number of new roys for the
slayer to enjoy. Aces Over Eurape's wine list
}1;15 plenty of vintage, sporting 20 different
aircralt, 14 ground vchi-:\cs and 13 ships. The
P-51, -47, and -38, two models of Spitfires,
Mosquitoes and Me-109s, three different
Focke-Wulf 190s, and the Me-262 jer are all
waiting for the player to climb in. The B-17,
=25, -26, Arado 234B “Blitz" jet bomber, and
Ju-88 are also represented and make appear-
ances as either targets or friendlies to defend.

Perhaps the most impressive new feature in
Aces Over Europe is what Dynamix calls the
Tall Resolution Mode. With twice the verti-
cal pixels of normal 320x200 VGA, the
“Tall” mode looks great! The planes are now

sharper and more derailed than rhose of Red
Baron or AOTP. In addition, the Tall mode
helps the player discern what mancuvers the
enemy aircraft are performing from a greater
distance—a big plus in a doghight. Switching
berween both resolurions provides a very clear
example of how much better the Tall graphics

are in comparison to normal VGA. And, to
the relief of technophobes who cringe when
a new gimmick promises to crash a game
every 30 seconds, the Tall resolution code
scems quite stable, even in my beta-test ver-
sion.

As impressive as the Tall resolution would
be by itself, Aces Over Enrope also introduces
gradient shading to theaircraft models. Com-
bine these two features, and players are going
t be treated to possibly the best-looking
Warbird models ever seen in a PC flight sim.
The extra power has made it possible to
clearly render multi-color camouflage, inva-
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“16-Bit Sound
Explosion!”

Everything is Crystal Clear!

Earth shaking, bone rattling, crystal cracking 16-bit,
44.1 KHz stereo audio. From sonic booms as you
devour Mach 1, to the hottest guitar licks that rock
the house, Aztech Labs delivers, and delivers BIG:
The Sound Galaxy NX 'ro 16 audio card leads the
multimedia revolution with the widest sound stan-
dard compatibility in the market today. Bundled
with the finest multimedia and business audio soft-
ware, headphones, and a microphone, buy Sound
Calaxy, and get the most flexible, compatible, and

affordable sound performance available for your PC

The Compatibility Advantage!

Aztech’s Sound Galaxy NX Pro 16 audio card owns

the compatibility advantage. Only Sound Galaxy is

compatible with Microsolt Windows Sound System,

Sound Blaster PRO, AdLib, Cavax Speech Thing and

Disney Sound Source, And only

Sound Calaxy gives you the
widest choice of CD-ROM

interfaces, and a SCSI and

Wave-Table Synthesis upgrade.

Aztech products give

Look: for the Sound Galaxy
NX Pro 16 audio card at
your local dealer today:

TOP PRODUCT AWARD BY
WINDOS MAGAZINE (GERMANY)

AZTEZH
- 46707 Fremont Blvd.

vou greater soltware and CD-ROM
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sion stripes, and even individual squadron
markings on the aircraft. The sharp detail on
the bombers is particularly impressive, and
provides grear suspension of disbeliet as the
player slashes through their formarions.
Without question, the aircraft models of Aces
Over Europeare a new standard in excellence.

The Good Fight

Remembering the criticism AOTP initially
received for its slow frame rate, Dynamix
tried to keep the speed of Aces Over Europe as
high as possible while including the new fea-
tures gamers wanred ro sce. %cnch—[csting
hetween AOQTP and the bera-version of Aces
Over Eurape certainly bode well for the cager
flight-sim public. Despite the fact that my
beta-test copy still h:ull some “rough” code
and integral hardware/software-based copy
protection, the game plays just as smoorhly as
AOTP with the 1946 upgrade. The acrual
release version may well run a rad faster.

The huge formations of
heavy American bombers
spew out a hailstorm of
defensive fire, occasionally
vaporizing attacking
fighters in a single pass!

Another criticism leveled at AOTP was the
“one size fits all” flight models thar took away
from cach plane’s own character. The flight
envelopes and acrodynamics of Aces Over
Lurope have reccived some tweaking and are
now noticeably more realistic than those of
AOTP. The realism of external stores, flaps
and landing gear have also been improved
dramatically. A significant new feature is the
addition of buffering and spins, which were a
deadly hazard to the pilots of real Warbirds.
The flight model improvements arc certainly
more realistic, butstill lack some of the nastier
traits characteristic of the high-strung fighter
aircraft of that era. The takeoff and climb
characteristics are still overly generous, with
even fully-loaded P-47s becoming airborne
after rolling perhaps 200 feet! While Aces
Over Eurape's flight models don't approach
SVGA Air Warriors level of realism, they
stand well above those of AOQTT.

New-and-improved missions successfully
convey the flavor of the European air war.
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“Interdiction” and “Crossbow” missions
challenge the player to destroy key facilicies
such as bridges, rail heads, V-1 launch rails
and radar sites. The new “Close Support”
missions may find the player atracking a col-
umn of panzers while trying ro avoid Me-
262s and intense ground fire. The “old”
missions from AOTare also present, includ-
ing new Aces to tangle with. A major fix in
Aces Over Enrope has made the “Scramble”
sorties much more exciting. Instead of trying
to intercept high-altitude bombers, the player
is now greeted by enemy fighters buzzing
right down the runway! Even worse, the
player’s own plane may be loaded with bombs
and external tanks in anticipation of a long-
range strike.

Aces Over Enrope also showcases new weap-
ons and atrack options. From the tactic of
“Skip Bombing” to the tricky German GM21
rockets and new cannon pods, there’s plenty
of new spice in Aces Over Eurapes gunnery
stew. In addition, Aces Over Europe gives the
player the ;1bi|i£r ta send his comrades after
targets that didn’t appear on rhe mission
brief, which was impossible in AOTP. Sill,
the wingmen are tentative in the ground-at-
tack missions, leaving the player to do nearly
all of the work. While doing that ground-at-
tack worl, veterans of AO7Pare going to find
Aces Qver Europe's heavier and more accurate
ground fire aggressively “stitching up” their
planes. The familiar exploding ﬁak is now
much more destructive and dl:f{-.nitciy adds ro
the “white knuckle” factor!

Attacking bombers in Aces Over Europe can
also be a harrowing experience. The impres-
sive formations of heavy American bombers
spew out a hailstorm of defensive fire, acca-
sionally vaporizing attacking fighters in a sin-
gle pass! The cartoon image of a singed,
wide-eyed pilot hurtling through the air in a
scated position and gripping a twisted control
stick came to mind often. Mr. Harris made it
clear that, mercifully, the accuracy of the
bombers’ defensive guns would be reduced in
the release version of the game. This is very
good news for would-be bomber intercep-
tors.

The Campaigns and Historic Missions of
Aces Over Enrope will again feel familiar to
veterans of Red Baron and AOTP. The His-
toric missions are well-researched, prnvidin}g
28 different acrial adventures of varying dif-
ficulty. The campaigns offer a wide variety of
challenges while staying faithful to the acrual
progression of the war. Flying as a Luftwaffe
pilot can be a humbling experience as rhe
player’s character comes to grips with the
futility of fighting huge numbers of Allied air

forces.

Many other sharp refinements will come o
light as players explore Aces Over Enrope : an
improved briefing/inflight map, new flight
recorder functions, and controller options
that include CH Flightstick Pro and note-
book adapter support. Pilots who find them-

selves “our of airspeed, altirude and ideas” will
be thankful for rLc ability to now bail our at
any time. The animared sequences are par-
ticularly well done, resembling old WII
film footage. Personally, my favorite new hir
of chrome was the small explosions that now
appear when a plane rakes a hit.

Not Necessarily the News

One of the few disappointments Aces Qver
Europe may have in store is the relatively
boring terrain. The flat, lifeless terrain model
of the game is physically much larger than
AQTPs, butvirtually identical. Compared to
the terrain models of Strike Commander and
Comanche: Maximum Overkill, Aces Over
Efﬂ"f}(??‘s terra firma is a definite step back-
wards. It seems almost criminal thac the
game’s gorgeous aircraft must zoom around
over scenery that's only marginally more in-
teresting than a putting green. OFf course,
there is always the graphic ﬁash vs. frame rate
trade-off, and it seems Dynamix has opted for
the frame rate and its resulting playability—a
decision that will do right by most gamers.

You are Dena shel anl

Along with a terrain model mired in yester-
day's technology, the sound effects have also
failed ro challenge the state of the art. In fact,
like the terrain, they scemed to have been
simply ported over from AOTP with litcle
noticeable improvement. With the heart-
stopping digitized effects of games like SVGA
Air Warrioron the marker, the sounds of Aces
Over Eurape secem timid by comparison.

Off We Go...

Aces Over Europe is not a revolutionary
game. Taking a proven concept and engine,
Dynamix has :ikihfu]ly woven small improve-
ments into the system while leaving the best
features of their previous games intact. The
successful formulas of Red Baron and AOTP
are very evident in the overall feel of Aces Over
Europe. This evolutionary method of devel-
opment may disaproim those expecting a
quantum leap in technology. Regardless, Aces
Over Europe certainly promises to be accom-
modating, playable, entertaining, and even
educational to the majority of flight-sim fans.
Without question, Aces Over Enrope has the
potential to be rthe best Dynamix Warbird
game to date.

The author can be reached for further com-

ment on Amervica Online at WALKER34, cew
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SSG’s Warlords Il Will Cripple The Weak And lllI-Prepared

“In the survival of favored individials and races,
during the constantly-recorring Struggle for Fxist-
ence, we see a powerful and ever acting form of
Selection.”

—Charles Darwin

“Though fraue in all other actions be odions. yet
in masters of war it is landable and glorious, and he
who avercames his enemies f)_;f stratagent Is s witech to
be praised as be whe overcomes them by foree.”

—Niccolo Machiavelli

ere these owo great minds alive to-
day, it is likely that they would ap-
preciate how well - Warlords 11

illustrates their poins. In this latest offering
from Australia’s SSG. none bur the fittest
may survive, and inferior positions are only
winnable with grear strategic acumen,

Woarlarels 11 returns us to the moral state of
the Dark Ages, where kingdoms were built on
the backs of the peasantry and survived only
through expansionism. Players who wish to
survive in this environment must shed all
civilized inhibitions and take to heart Dille’s
first axiom ol combar: the greatest happiness
is to scatter thine enemies and drive them
before you, to raze their cities, poison their
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by Ed Dille

crops, and slaughrter the innocent. . .all vicari-
nuslly. of coursc.

The fictional l]:lcl:grmlnd for Warlords 11is
briefl but sufficient. After a long and bloody
war, the land of Hluria entered a blessed reign
of peace. While this condition was popular
amongst the masses, the assembled Warlords
who had created the peace grew bored and
restless. As the saying goes, inhr hands are the
Devil's playthings. Realizing that trouble
would soon erupt unless the warriors could
be provided an outlet, the Sages of the land
gnr,wrcd to cast a mighty spell. Once
wrought, all the heroes and other unem-
sloyed military units were plucked from the
I.md and dumped, en masse, in the new world
of Etheria. I-',lfmriﬂ is ripe for conquest, with

three set picce campaigns and @
random world built’cr. such that
the most voracious appetites for
conquest should be sated.

Warlords 11 is an eight player
game ol conquest. As in Empire
and other games of this ilk, diph)-
macy is only a tool to allow one to
choose the time and place of the
cnsuing war. There is no victory
shorr of total victory but, as Hitler
and many other would-be world
conquerors learned, it is best not
(8} ,\'Llppnl‘i oo m;m_\-' FI'()I\I'S ar
once. Less than
eight  players
may be used,
though it de-
tracts from the complexity
Lo Lll] S0, ﬂ."d iln)' (_'I]i‘nl'}i-
nation of the toral may be
Illlll]a“ Cl’lll[]‘l‘llll‘.‘d‘

Compurter players have
three selectable skill ser-
rings: Knight, Lord and
Warlord. None of the

computer opponents are satsies. Instead, the
chiel difference between them is the degree of
aggressiveness displayed toward expansion-
ism. Knights are the most conservative, pre-
ferring to consolidate their holdings with
strong defenses before venturing further.
Lords are a little more opportunistic, willing
to take a risk now and then o capitalize on
an opponent’s weakness. Warlords are natu-
rally the fiercest opponents, attempting to
drive you before lll{;‘l‘ll with well balanced
stacks of units while jealously guarding those
assets already won with the blood of their
brothers.

Internal examination of the program re-
veals that the Al routines for each skill level
are identical, but Knights and Lords are
handicapped by special logic constraints.
They are forced into mare passive p|;l)‘ by
restrictions on the offensive options open to
them and the number and types of units they
may build. By opting for this approach, in
licu of designing three separate Al routines,
SSG was able to devote more energy to mak-
ing the Warlord opponents as cunning and
ruthless as possible.

Full campaigns begin with 80 cities on the
map, 72 of which are neurral and must be
brought under control. Neutral cities never
undertake offensive operations, so the player
l‘lCC(l not bc CU[ICUT[]L'LI \\'ilh S[I'{]I]g d(.'!"l.'l'lﬂ[‘s

of new cities during the initial phase of

the game. Succumb to the land rush
Warlords Il g

TITLE: Warlords It
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mentality and grab as much territory as pos-
sible before coming in contacr with the other
Warlords. Remain ar peace with them for as
long as possible whilc consolidating one's
position after the initial expansion (more on
that later). Alternacely, players may opr for a
quick start, which divides the neurral cities
evenly amongst the sides prior to the start of
the game. In practice, one generally receives
less cities starting with this option, but they
are more defensible once other Warlords be-
gin to eye your territory greedily. Finally, for
those who don't have the days necessary to do
a full campaign, shorter scenarios with 40, or
even 20 cities are possible,

Ambassadors From Abroad

Diplomacy is an essential component of the
new system. A single display provides the
current state of affairs berween all the king-
doms. By referring to it frequently, the player
can keep track of which nations are occupied
elsewhere in conflicr, as well as those who are
presumably building up in a period of peace.
As mentoned earlier, it is best ro minimize
the number of enemies one has ar any given
time. By keeping one’sambition in check, for
the time being at least, it is possible to mass
decisive force on one or two of the opposing
Warlords ar a time. In military terms, this is
known as defear in detail,

Three states of diplomacy exist: peace, lim-
ited war and ol war. All sides initially begin
at peace with one another, with one cxcep-
tion, If the player begins the game with the “1
am the Greatest” option, then all the oppos-
ing computer players will come after him
with a vengeance. Limited war is an agree-
ment to allow armies o fight each other in
the field, but cities are considered sacrosanct.
Total war is inevitable if one wishes to win
the game, but again, one should not rush
hc;uﬁnng into this state of diplomacy (or lack
thereaf).

The initial period of peace allows one
build a military and economic base for the
ensuing conflict. Defeat and occupy as many
neutral cities as possible. Invest in the unic
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types which may be pro-
tr:.li.‘(‘.d by each city until
there are at least three.
With the potential to
build three or more unit
types, city walls will pro-
vide a defensive bonus ol
two instead of one. Play-
ers of the original War-
lorels will remember thac,
over time, it was possible
to build city fortifications
o a level of nine, which
made them virtually im-
penetrable. Warlords 11
does nar allow this. Twao
is the maximum defen-
sive bonus of city walls,
bur several new and
unique unir types more
than make up for this difference.

When an opponent is encountered early in
the game, the p]n)'l:r has two options. First,
garrison the border with at least three units in
cach city and expand in a different direction.
Or second, focus on him in licu of the neu-
trals to attempt to eliminate him from the
game before he can become very powerful. If
one chooses the latter option, the outbreak of
hostilities may take one of two forms, The
diplomatically correct way is 1o move units
into position, then declare war on the diplo-
macy screen just prior o ending the twrn,
This gives the opponent a small warning of
what is coming, but it preserves one's status
as a fair player with the other opponents. The
alternarive is to strike withour warning, con-
ducting surprise attacks accompanied by
rreachery messages for the world to see. This
may viceld an immediate ractical advantage,
but it may also promprt other leaders 1o be-
come more hostile based upon that acr alone.

The Military Advisor

When one is positioned next to an enemy,
asword icon appears to prompt the attack. By
holding down the shift key, this icon changes
to a question mark. Clicking on the mouse
then brings up the Mili-
tary Advisor screen. The
advisor is important for
several reasons. First, his
advice is usu:1|Iy accurate
unless one has the “in-
tense combat” option en-
abled. Intense combat
can even out the disparity
berween inferior and su-
perior  forces, allnwing
the former to win on oc-
casion. Also, the advisor is
important because of the
manner in which unit
stacks are presented.

The most powerful unit
in a stack is always dis-
played as the map icon. A

staff which accompanies the unir changes to
reflect the number of units in the stack. The
banner on the staff becomes larger and longer
as units are added (cight is the max per stack)
and a second smaller banner appears below
the first when the number of units exceeds
four. What is important to understand from
this is that looks can be deceiving. A fierce
Demon unit with a double banner may be
accompanied by other powerful units, such as
Griffins, Giant Spiders and Minotaurs, or it
may be the only strong unit in the stack,
carried along by several units of Scouts with
an Orcish Mob or two. The only way o tll
the difference is to use the Military Advisor
funcrion.

The same logic applies when approaching
cities. LFach city is divided into four quad-
rants, which makes it capable of holding up
to 32 units. It doesn’t matter which wall is
attacked, all the units in the city must be dealt
with to capture it. The presence of certain
units in the city, some of which may not
appear visually, can negate bonuses in the
attacking stack and vice versa. The next see-
tion will discuss these new effects but, for
now, the important thing o remember is to
use the Military Advisor profusely when plan-
ning artacks.

The types of comments one obtains from
him range from “this battle should be as easy
as butchering sleeping catdde” o “an attack
here would be utter suicide.” Between these
two extremes are several other recommenda-
tions that reflect an even macch and slighe
advantages by either side. Players must use
their judgment as to how hard the artack
should be pressed.

When a city is conquered, the player may
either occupy, pillage, sack or raze it. Occu-
pation treats it like all other player cities and
retains whichever units were already being
built therein. Pillaging eliminates the ability
to build the most powerful unit in that city
in return for an immediate cash benefit. Sack-
ing destroys all production excepr the least
powerlul unit type, but yields the most cash
to continue the campaign, As such, it is usu-
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ally nor a gaod choice if one is planning on
keeping the city unless it is necessitared iy a
quest (see below) or the player is very cash
poor.

Razing is the adoption of General William
T. Sherman’s scorched earth policy. In es-
sence, the city is burnt to the ground and
cannot be rebuilt. The player derives no
money from razing a city, but there is a way
to do it that is not explained in the manual.
If one’s intention is to raze the city anyway,
don’t do so when it is first caprured. Instead,
sack it for all it is worth and then move on.
Prior to ending the turn, however, return to
that city with the pointer and then raze ic.
This is an effecrive ractic when one is raiding
behind enemy lines and cannot defend the
cities from being recaptured the next turn. In
essence, it fills one’s coffers and denies re-
sources to the enemy.

Rank And File
The expanded bestiary of Warlords II en-

hances the tactical maodel very nicely. Ciries
are initially capable of building 1-4 unit types,
but the player may invest in new unit types as
funds become available. Players must pay 10-
1500 gold pieces to give a city the capacity to
build a certain unit. Each unit type has a base
combat and movement value, a set produc-
tion time which ranges from 1-4 turns, and
may have other movement or combar bo-
nuses. Successful players will learn this system
inside and out, such that they construct of-
fensive and defensive stacks of mutually sup-
porting units. Given that, let’s examine some
units and illustrate advantageous methods of
employment.

Spiders are extremely effective units for de-
fending cities. They cost 1000 gold to estab-
lish, bur they have a two wrn r:’[mild time, a
base combar value of 5 and a +2 combat
bonus if defending a city hex. Given that, a
spider supported by 2 or 3 expendable light
units in a city with +2 defensive walls can
withstand all but concerted enemy attacks. As
such, it is best that the third city caprured be
put to work producing spiders to vector to all
new conquests for quick defense.

Giane Bars are the best reconnaissance
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units. They are cheap ro establish
(30 gold), which makes them a
perfect choice to increase cities
from two to three unit produc-
tion, and they are built in one
turn. Their base move value of 16
is the same as that of Scouts, but
they suffer no terrain disadvan-
tages to movement. Build several
Bats carly in the game and use
them to uncover the map (which
is hidden at higher levels) in ad-
vance of the conquering armies.

The most powerful units that
may be builr dircetly, instead of
acquired through special actions
(see the next section), are Pegasi,
Griffins, Unicorns and Elephants. Pegasi may
move 20 spaces without terrain restrictions,
have a combar valuc of 5 and provide a +1
combar bonus ro all unirs in their stack. Grif-
fins have the same movement value, a combat
rating of 6, but have a +2 individual bonus
when attacking cities. This makes Griffins an
excellent choice to conduer interdiction op-
erations deep in enemy territory. Unicorns do
not move as fast as Pegasi and are subject o
terrain restrictions as well, bur their unmodi-
fied combat value is 7 and they have the same
i1 bonus for stacked units. Elephants are a
particularly nice addition, and nor only be-
cause | happen to be a big fan of Hannibal's
campaigns. They have a base combar value of
8, but more importantly, the presence of an
elephant in an attacking stack reduces the
combat value of every enemy unit in the
battle by one point.

What Is Thy Quest?

As was mentioned, there are several other
unirs which may only be gained through
special action. Everyone begins with one
Hero, but may receive offers from others if
the coffers of the kingdom are full. Heroes
have variable combar and move values which
may increase as they gain experience. Heroes
add leadership and combar modifiers o the
stacks they command. Further, they can dis-
cover and carry items which increase their
hanus levels even farther. Heroes obrain these
items, as well as numerous other beneficial
rewards, by visiting the ruins and
temples  scattered  around  the e
countryside. ;
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Powerful monsters inhabir the
ruins one discovers. By defeating
them in single combar, the player
may obtain a cash bounty or one
of the aforementioned special
items or combat units. The types
of special units include: Wizards,
Giant Wyrms, Undead, Demons,
Elementals, Devils, Archons and
Dragons. The presence of any of
these units in a stack adds a +1
combar value to all units with the
exception of Dragons, which con-

vey a +2 bonus. Special units are the most
powerful in the game, so it is necessary to
diverr one’s Heroes away from the bartle ro
accomplish these explorations.

Temples are inhabited by non-secular
priests who may either bless the Hero and his
stack (another combat bonus), offer informa-
tion abour the location of certain items or
allies, or offer a quest. Quests might enrail the
recovery of a specific item, destruction of a
particular city or even a crusade, where one
must sack a certain amount of gold from the
opponents. The successful completion of a
quest results in the temple hestowing several
powerful supernatural units to your cause,
typically Archons but not exclusively so.

In The Heat Of Battle

All battles in the game are decisive, continu-
ing until only one group remains. The entire
campaign may also continue as such, but if
one becomes too powerful, the other sides
may sue for peace. ‘The player may opt to
accept or continue on. Either way, by the
time a full-scale campaign is complered, as
much as 15-20 hours will have passed. Herein
lies the single complaint I have abour the
game. Once victorious, one receives a brief
fanfarc and a single graphic image depicting
the arrival of peace. Sorry gang, it was great
getting there but the payoff could be a littde
more rewarding. If there is a Warlords 111
(one hopes so), some of the expanded graph-
ics and sound capability might be used ro jazz
it up a bit.

Grumbling aside, every other aspect of
Warlords 11 is worthy of respect and admira-
tion. The digitized sound routines are han-
dled very nicely and the Al engine is surely
one of the finest on the market. Even if one
is a highly skilled strategist and ractician, the
game is going to win now and then. As in the
real world, anything can happen to disrupt
the best laid plans. If one’s heartbear keeps
time with the rhythm of war drums, and a day
in barttle is more palatable than a day in the
park, step into the Warlords 1/ arena and be
humbled. cow

Hero  View  Histor
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his two-part strategy guide to SSG's

Warlords I1 begins with an overview of

the production of military units and the
uses for each unit. Next month, we'll cover
combar, grand strategy, and usctul tips and
tricks.

The Best Creature For The Job

The individual units in Warlords {1 can all
be used for the same purposes: artack, defense
or exploration. However, most units have spe-
cial powers or characteristics thar make them
far more useful for cerrain tasks than others.
The successful Warlord will be the one who
makes sure his or her armies are performing
the jobs for which they are best suited.

Fach city has a selection of unir types avail-
able for production. Additional unit types can
be added to existing cities by spending gold;
when o buy new unit types and when to
simply concentrate on producing what you
can is one of the decisions that separates world
conquerors from dogmeat. In general, pur-
chase units when you can, buc don’t bankrupt
yourself in doing so. Heroes thatapproach you
during the game should always be bought, but
generally each hero will want 1000 gold or
more; try and maintain berween 1000 and
1500 gold in your treasury at all times. Addi-
tional funds should be used to purchase new
unit types at cities that are appropriately lo-
cated.

Table 1 provides several categories of uscful
informarion on the various units. The first few
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columns will be familiar 1o anyone who has
played the games they cover the same basic
unit data provided in the rulebook. Number
of units produced per turn is sell-explanatory;
this value provides a basis upon which to
compare the strength added per unit of time.

Strength per turn indicares how many
strength points the producrion of a given unit
will add to your army in a given period of rime.
Of course, not all strength points are created
equal: Eight one-point Scouts are nort the
equivalent of one eight-point Archon. How-
ever, these numbers can be compared to a
certain extent. Special strength per turn re-
flects the special terrain or supernatural modi-
fiers that certain units receive or produce.
Some of these modifiers are very common
(Dragons, for example, always get their two-
point bonus unless fighting a Devil), others
fairly common (cavalry gets a point or two
while fighting in open ground), and some are
quite rare (archers get their one-point bonus
only in forests). Cost per strength point and
cost per special strength point reflect how
much gold is required to build cach unit rela-
tive to how strong the unit s,

Unit values not easily tabulated are those
powers which affect an enemy’s stacks rather
than your own; catapults reduce a city’s de-
fenders by one or by two depending on the
strength of the city, while Devils and Archons
climinate the bonuses the enemy stack receives
due to the presence of special unics. Elephants,
handy creatures that they are, reduce the en-
emy's strength by one regardless of the rerrain
or presence of special units.

Depending on the given circumstances of a
game, sumctunuses are not worth as much as
they are ordinarily: if your opponent’s army is
simply swarming with devils then few of the
bonuses will be worth anything at all, since
your enemy's devils will negate the bonuses
when you fight them.

Note that the able uses the normal values
for units, Occasionally, a city will make units
that are non-standard. T'hese changes can be a
one-point combat difference in either direc-

Prepare Thyself For

Warlords 11

by Robert L. Hayes, |r.

tion, a two-point difference in movement
points, or a one-turn difference in production
time. Itis possible, then, fora city to construct
heavy infantry with four combat strength
points, ten movement points, and a one-turn
construction time. For the most part, how-
ever, units will follow the rulebook values.

Usually, a country will be able to afford as
many military units as it can build. This would
seem ro make the unir cost somewhar irrele-
vant, but this is not the case; a few gold picces
per unit rimes 100 units can make a remark-
able difference in your overall gold availability.
Since your treasury derermines wherher you
can afford to hire another hero or purchase
spiders ar an important ciry, watch your unit
costs!

Putting Units To Good Use

Scouts are good at exploring un-
known territory, moving r|1r0ug|1
hills and forests as though they were
clear terrain. They are the best units for naval
purposes, as they are the cheapest and the
fastest to build, Since all navies have a strength
of four, scouts can be used to take our huge
quantities of enemy strength at minimal cost
to yoursell, Bur_they are thoroughly pathetic
fighters on land and contribute very litte 1o
any stack they are in, aside from their ability
to guide stacks through bad terrain.

Bats make the perfect explorers; as
acrial units they see an extra square in
all directions in hidden-map games.
They are very expensive relative to their
strength (although nor very expensive in an
absolute sense) and make poor combat troops.
Quickly produced at the beginning of rthe
game (and only rarely thereafter), bats can
survey vast amounts of terrirary very quickly.

Light Infantry are the grunts of most
nations. Slightly stronger than scouts
or bats, they are very inexpensive and
can be built up quickly. They make good
navies due to their inexpensive nature, and in
a city with a defense of 2, they can make an
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enemy attack an expensive proposition. They
are not generally useful on the offense, bur on
occasion a powcrftll enemy stack will move
within range of a vast number of superfluous
light infantry, whereupon the enemy’s high-
powered troops will receive terrible casualties
before stomping your infantry (a fair tradeoff,
wouldn't you say?).

Orc Mobs are cannon-fodder; their
only advanrage over light infanry is
that they can move through hills and
forests like scours. They are slow, take twice as
long to produce, and cost more than light
infantry; on balance, they are not the best unit
to buy. If you need a guide, build scouts
instead.

Light Cavalry are another unit of
lictle worth. They are weak (though
not 50 bad in open ground) and don’t
produce very quickly. They are exceptionally
fast, however, and make decent explorers
through large quantities of open terrain or on
roads. llu.}' are fairly good companions for a
hero questing after artifacts as well, as they
provide sufficient protection against the occa-
sional enemy army and don’t slow down the
hero. Don't build them if you have anything
better available, bur their replacement hy
heavy cavalry can be delayed if no funds are
available.

Catapults are occasionally useful.
Their ability to eliminate the de-
fender’s city bonus is helpful, espe-
cially when the defenders are tough ciry troops
like spiders or griffins. They are extremely
slow to produce and very vulnerable; on bal-
ance, I'd rather have a griffin or 'sp!du' as part
of an atacking stack. In any circumstance
otherthan .nmﬁnn;,d city, their expense, weak
strength and extremely slow production time
make them a poor investment.

Heavy Infantry are excellent defen-
sive troops. They are inexpensive,
reasonably strong, and reasonably
quick to produce. T hey move very slowly, but
once entrenched in a city their movement rate
becomes irrelevant.

Archers are another special-use unit.
They are wonderful to have in forests,
as they move through forest normally

November 1993

and ger a combart bonus in woods. However,
they are expensive relative to heavy infantry
which is just as strong anywhere clse. Reason-
ably fleer of foor, they can be used en masse in
woods as a strike force, raiding enemy stacks
[h;nl are ponderously trudging through rthe
hush.

Dwarves have the same performance
characreristics as archers, bur are cf-
- fecrive in hills rather than forests.
T hw are also among the slowest units in the
game. Heavy 1|1hmr\' is berrer for ciry defense
Jnd wolfriders are better for hill combat; there
really is no reason to build dwarves ifanything
better is available.

Pikemen are good city defenders.
They are strong, very inexpensive,
and in a pinch can be used 1o sortie
outside of a city, as they get a combat bonus
for fighting in the open. The only problem
with pikemen is that they are very slow to
produce. Defend your rear cities with pike-
men; once the city is adequarely covered, stare
sending pikemen forward to hold cities on
vour frontier. They move slowly, but as with
heavy infantry, defenders don’t need to move.

Heavy Cavalry arc the premier open-
ground combar troops. Surprisingly
cost-cffective, they are reasonably fast
movers. Don't waste heavy cavalry on ciry
defense; send your heavy cavalry o' the front
and ler the dogfaces hold the masonry. There
are betrer troops for city assaults, but heavy

cavalry are strong enough to do it in a pinch,
or if strongly led.

Wolfriders make good general-pur-
posc  troops. '['hcy are rc'asnn;llﬂ_v
strong, reasonably inexpensive and
quite fast. Their combar bonus is usable only
in hills, a rather uncommon combat site in
most games.

Giants arc the ideal general-purpose
troops. thv are srrong, reasonably
priced and fast on the ground, I’ hu'

hwc no special bonuses. QUIL!\])’ pmduud

they are excellent troops for the thmnmo of
[hcg, ime when raking neutral cities is the main
acriviry.

Minotaurs have the same perform-
ance characteristics as giants, bur are
slower, r\dthtmnally. IIIL}" have a
small combar bonus while in ciries, which
makes them good artack and defense troops.

Spiders are the ideal city attack and
defense troops. They are strong

: (VERY strong with their bonuses),
extremely cost-effective when used in their
proper mlc, and quick enough to move from
city to city with reasonable speed. If you can
build -.p;dlrx. do so.

Pegasi are not much good in and of
themselves; while strong and speedy,

they are slow to produce. However, they add
an additional +1 to any stack they join, in
addition to any other bonuses. This makes
them very useful as part of attacking or de-
fending stacks. Flight capability adds to their
f,,r:nuqr utility and makes them good hero
companions.

Griffins arc the city-busters of War-
lords. Fast and extremely strong

4 when attacking or LI(.‘fL‘IldII'IL‘ cities,
their only problem is their slow production
time. Their ability to fly makes them good for
overseas operations.

Unicorns fall into the same category
as pegasi, but are strong enough in

i their own right ro make thcm a pow-
erful main combat unit.

Elephants are extremely powerful
and fast units whose special power is
M o reduce an enemy stack’s effective
stre 110t|1 by one point per unit. A slow produc-
tion time is their only flaw,

Wizards are the fasresr unir in W
lores 2, more than twice as fast as
% dragons. While not overwhelmingly
strong, their ineredible movement rate means
they can move a third of the way across the
map in a single turn. At the beginning of the
game, this means a wizard may conquer several
neutral cities simultaneously; later, this high
movement rate means they can flexibly defend
or attack in conjunction with other, slower
stacks almost anywhere within your territory.
The first of the supernatural units, wizards are
well worth producing in any circumstances.
Like all the supernatural unic types, ¥ wizards
cannot be constructed; only a city already
capable of making them can do so.

Worms are strong, cost-effective, and
slow. They are wonderful defensive

2 units, bur their slow \pud means that
they will retard the progress of most attacking
stacks.

Undead are identical to worms in
every way, but are quicker. They are
good general-purpose units, and
their supernacural bonus means that mundane

(Continued on page 210)
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At What Cost Victory?

An Analysis Of Economics And Production In
Three-Sixty’s High Command

igh Command, Three-Sixty Pacific’s
ng:lml strategic simulation of WW!II's

European Theatre, is a highly complex
game system with a wealth of detail that,
unfortunately, can overwhelm the would-be
German Chancellor or English Prime Minis-
ter. T'o make martrers worse, the game’s man-
ual is, to be as polite as possible, inadequare.
Thisarticle is intended ro clarify issues thatare
not well understood by many High Commaned
players, as well as ro discuss grand strategic
issues involved in the game.

One look at the game’s structure reveals char
economics and production are the central
points of any well-designed strategy. Though
the economic and production systems are con-
troversial, in that many gamers feel there are
too many decisions to be made, it is possible
to greatly simplify these tasks.
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There are only three general types of re-
source-producing sites in the game. Qil and
mineral production sites produce the raw ma-
terials needed for your war machine. Factories
and shipyards convert these raw materials into
the acrual ground, air and sea units. National
capitals provide the economic points that tie
the entire system mgcrhcr‘ Economic puiuts
are an abstract measure of the manpower,
efficiency, and civilian production of a given
country. It is important to note that High
Command’s economic system follows a limic-
ing-factor model; it generally takes all three
components (raw materials, production facili-
ties, economic points) to produce any given
unit, but your unit production is limited to
the smallest of the three contributing factors.
So, if you have infinite raw materials and
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infinite economic points, your production of
tanks will be limited to the available factory
resources. Conversely, all the production in
the world will do you no good if there are no
raw muaterials or economic points to produce

with. Thus, to achieve optimal production
increases it is not sufficient to simply increase
your supply of raw materials, factories or eco-
nomic points; you must maintain a balance
between these three components or your ef-

Table 1 - High Command Production Table (1939 Data)

Nation: USA/Britain/Germany

Unit Type | Qty Built| Total | Total | Total | Total | Total | Total Total—’
B Qil Min | EP Ground Air | Sea | Factors |
Infantry 72| 360 360 360 1800 360 720| 2880
Armor 18| 360 360 180/ 900/ 180 90| 1170
Mech Inf 3 720 720  360| _ 900|  360| 180 1440
| Airborne 24 600 600 30, 600 0o ol 600
Marine 72| 360 360 360 1800 360 0 2160
Fighter 18] 380| 360 180 270 900 270 1440
FB | 18| 380  360| 180 900 270 900 2070
Bomber | 18| 360 360 180 270 270| 270 810
Transport 36 180 180 180 0 0| 0 0
Merchant | 18/ 180, 180 180 0 0 0 0
DD 12] 120/ 1200 120 180 180 180 540
CA: | 9 90| 90| 90| 135 450 135/ 720
BB 4 60| 60| 60| 200/ 6O 200, 460
cv 1 2] 40 40| 40| 1@9}____ 100( 100/ 300
ss | 12| 120/ 120 120  of o] 600 600
Table 2 - High Command Production Table (1939 Data)
Nation: Russia
Unit Type | Qty Built| Total | Total Total Total Total Total Total
I | ~_0il_ |  Min EP Ground Air Sea Factors
Infantry | 72|  360| 360 360| 1800 360| 720/ 2880
Armor 18, 360, 360, 180 900 180/ 90| 1170,
Mechinf | 36 7200 720 360 900| 360 180 1440
|Airborne 24 600 600 360 600 0 0 600
Marine | 72|  360]  360] 360 1800 360| 0 2160,
| Fighter 18 360, 360 180 270 630 270, 1170
F/B 18 360 360 180 630 270/ 630 _1@0{
'Bomber 18 360 360 180/ 270, 270, 270,  810]
Transport 36 180 180| 80 0 0Of 0 )
(Merchant | 18] 180 180 180 0_)_ 0 0 0
DD 12 120 120|120,  180| 180/  180|  540|
lca | 4 90| 90 90 135| 315 135| 585
}_5[3_ 4 60 60| 60| 140 60| 140  340]
lcv | 2| 40| 40 40 100 100, 100|_ 210
[ss 12 120 120/  120| 0| 0| 420 420/
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Table 3 - High Command Production Table (1939 Data)

Nation: France

Total |

Total

'- Total

Unit Type | Qty Built Total | Total Total | Total
; i | ol Min | EP | Ground | Al | Sea | Factors
lnfantry | 72| 360! 360 360, 1440 360 720, 2520,
(Armor . 18| 360 360 180 720 180, 90 990,
Mechinf | 36| 720/ 720| 360 720/ 360, 180 1260
Aitborne | 24/ 600 600 360 480/ 0 ol 480 |
Marine | 72| 360 360 360 1440 360 0 1800
Fighter | 18| 360| 360/ 180 270| 900, 270! 1260i
F/B 18| 360 360 180 720 270 900 1710
'Bomber 18 360 360 180 270 270 270 810
| Transporl 36| 180, 180 180 0 0! 0] 0
Mechant | 18 180 180 180 o_‘ o o 0
oD 12]  120| 120 120 180 180 180 540
[CA _ 9 g0 90 90 135| 360 135 630
BB | 4 60 60 60/ 160, 60| 160, 380
cv | 40, 40 40! 80 80 80/ 240
88 12| 1200 120 120 o0 0l 480/ 480
Table 4 - High Command Production Table (1939 Data)
Nation: Italy
Unit Type |Qty Built| Total i Total Total | Total ‘ Total ‘ Total Total |
|_ | . Qil | Min | EP | Ground| Air | Sea | Factors
Infantry 72| 360, 360 360 1080 360 720, 2160
Amor | 18] 360, __360] 180, 630 180/ 90‘ 900,
IMechInf | 36 720/ 720, 360 _540_‘ 360 180/  1080|
| Airborne 24| 600 600 360, 360 00 0 360
|Marine | 72, 360 360 360 1080 360 | 0 14 |
\Fighter | 18| 360 30| 180 27o| 630 270/  1170|
F/B ; 18| 360 360 180, 630 270 630| 1530/
‘Bomber | 18| 360 360, 180 270 270| 270, 810
Transporl 36| 180/ 180, 180 0 o o o
‘Merchant 18 180, 180 180, oo o o 0
oo 12 120 120 120 180, 180, 180 540
lca | 9\ 90 90| 90 135 360 135 535‘
BB 4| 60 60 60| 140/ 60 140 340/
v 2 40 40| 40/ 70 70, 70, 210
|ss 12\ 120 1200 120, 0| 0 420 420

forts will be wasted. Generally speaking, pro-
duction is the bottleneck except at the very
beginning of the war or when enemy action
deprives you of large portions of your nation’s
natural resources.

Further complicating rhis tightrope acr is
the fact that different nations have different
production priorities. Units cost the same
amount of resources for all the nations in the
game, bur different countries” units have dif-
ferent combar abilities; German infantry is
substantially superior to ltalian infantry, while
costing the same amount of resources, Thus,
while what you can build is the same from
country to country, what you should build is a
question of strategic priorities and the varying
unit abilities,

Tables 1 through 4 detail the various pro-
duction capabilities of the major national
groups in the game. The United States, Britain
and Germany produce units with identical
(and superior) atrributes, while laaly, France
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and the USSR each have their own national
attributes. The tables presume a total available
production (the amount of industrial produc-
tion available ar all facrories or shipyards) ol
60, a number that works well for purposes of
calculating the toral number of units thar can
be buile. Obviously, a country with more or
less production available will obtain different
resules; these numbers are provided as an in-
ternational comparison. The tables are built
with the 1939 start values in mind; the exact
numbers will change as technological ad-
vances increase individual unit types’ perform-
ance numbers. The number of units shown is
the number of unirs thar will be builr in one
year of production if the necessary resources
(the next few columns) are present. The col-
umns listing combar facrors display the total
combat factors that will be obtained in each of
the three combar areas (land, sea, and air) from
the listed units. Nore thar some of the combat
numbers are somewhat misleading (mainly

the anti-air columns) for reasons which will be
made clear larer.

The tables make two things very clear. One
is that some classes of units are much more
expensive in terms of raw marerials and eco-
nomic points than others. Mechanized infan-
try, for example, is staggeringly expensive in
terms of oil and minerals, while capital naval
vessels are very cheap. Note, however, that
depending on the amount of raw materials
you have, the expense level of what you build
Il]il)’ I]L' an il'l-[.'l(_‘\'lln[ C[)I]Si(]l.'l"i.'lti(]l]; ﬂ” tliil[ s
important is how many combar factors you
can field from a given turn’s production. Sec-
ondly, some classes of units are overwhelm-
ingly powerful in terms of how much combat
power you can get out of them in a given
amount of time, notably infantry.

The question of what to build, of course,
depends in large measure on what you are
planning to do. The vagaries of war and the
vast number of military options available o
both sides make generalizations almost use-
less. It would seem, for instance, thar France
should build nothing bur infantry to forestall
the inevitable bliczkrieg (or ac lease try and
slow it down a lirtle bir), bur even thar truism
may not hold, depending on Germany's in-
tentions. However, analysis of the combat fac-
tors involved can show which unir classes are
best suited for various missions.

Naval Martters

The naval situation is fairly clear. The rable
provides a bit of misleading data here; in look-
ing at the total combat factors (ground, air and
sea) it would seem that there is a fairly wide
selection of units, depending on mission role.
This is not true. In a competently managed
rame, your navy will never conduct a shore
Euml:urtlnwnl (sea-to-ground) and will never
engage an enemy air force (sea-to-air). This
leaves only the sea-to-sea factors to consider,
and in that category it is clear that submarines
arc the undisputed kings of the sea, with a
vear's run of submarines for any power pro-
ducing ar least rwice the sea-ro-sea combat

o ‘i!Cl'()T’H 4] ':mv orher naval caregory. rrowever,
f fany orl | category. H

due to the special sub-killing properties of
destroyer units, submarines should not be
your only naval asset. [ reccommend a produc-
tion ratio of two submarines to anc destroyer
versus the computer. If you are playing a hu-
man, the exacr ratio of subs to destroyers will
depend on what that player produces. If he is
producing an all-sub force, then by all means
produce an all-destroyer one. (And if he pro-
duces an all-destroyer force, then you siill
must do the same; however, for the major
rowers an all-batdleship force is marginally
Lcucr against an all-destroyer force than is
another all-destroyer torce).

The reason thar you will never conduct
shore bombardment or engage an enemy air
force with your naval groups has to do with
the way the High Command combat system
works. You cannot amphibiously invade or

Compurer Gaming World
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Global Conquest, The Official Strategy Guide
by CGW On-Line Editar Alan Emrich - Prima - $24.95
Special features: {Iuppy disk with updaced (2.0) game version and a
new map maker; and full-color player's aid card. A complete tutorial
with five programmed scenarios. Strategy tips, detailed tables, and
analyses of actual program formulae. A complete modem-gaming
reference.

Luv Doze Lemmings, Lemmings 2 Hint Disk
by Stanislaw Lemming - 56.00

CGW's first Hints-On-Disk offers solutions to all 120 Lemmings 2
levels. Please specify 3.5" ar 5.25" disks.

Sid Meier’s Civilization, Or Rome on 640k a Day

by Johnny L. Wilson and Alan Emrich - Prima - $18.95

If you've serious about playing Civilization, this is the book you need.
-Jerry Pournelle, BYTE Magazine

Includes 100 charts covering technological advancements; 24 original

tables and 22 srcdﬁc formulae showing how the game works, as well

as 17 ways to cheat and more than 20 ways to win.

Chuck Yeager’s Air Combat Handbook

by Russell Sipe and Mike Weksler - Prima - 518.95 U.S.

Winning Strategies ro all the missions. Campaign games for every
player-flyable aircrafe (P-51, FW-190, F-86, MiG-13, Phantom 11,
MiG-21). Valuable performance charts for each aircraft. Extensive
informartion from the designers of YAC, Exclusive interview with
Chuck Yeager,

The SimEarth Bible

by Johnny L. Wilson - Osbome-McGraw Hill - $14,95

! salute Johuny Wilson for giving us a new kind of book abour the carth
and the rerrestvial planets. -James Lovelock

The SimEarch Bible is a winning strategy guide to SimEarth, as well
as a fact-filled guide ra Earth sciences and theories of the balance of
life on the p!;lllcl.

The SimCity Planning Commission Handbook
by Johnny L. Wilson - Osborne McGraw-Hill - $19.95

Each time we read this book we learned something, because it explains
the theory behind the game and does't just list ane-two-three hints,
- START Magazine

The Official Guide To Sid Meier’s Railroad Tycoon

by Russell Sipe - COMPUTE Books - $12.95 U.S.

The best book on Railvoad Tycoon. If you love Railroad Tycoon get
Rugsell Sipe's book. - Jerry Pournelle, BYTE Magazine
Here are just a few of the things you'll learn: get the answers o
puzzling cconomic forces in the games learn w defeat each of the
tycoons; manipulate the stock market to your advantage; and learn
oprimal building and survey techniques.

The PC Games Bible

by Paul Rigby and Robin Matthews - Sigma - $20.00

CGW's British correspondents describe over 2,000 computer games
in short “Taking A Peck”-size tidbis,

Falcon 3.0 Air Combat

Pete Bonanni and Bernard Yee - Osborne McGraw-Hill - 519.95

Bonanni provides the insights of a trained Falcon pilot; Yee provides
the perspective of an experienced game reviewer; and CGW's own
Mike Weksler rells gamers how to maximize their computer systems
in this useful book of ractics and campaign management for
Spectrum HoloByte's Faleon 3.0.

The Official Lucasfilm Games Air Combat Strategies

by Rusel DeMaria and George Fontaine - Prima Publishing - $18.95
History, tactics and programming insighes are blended ogether into
this compendium of strategies for Larry Holland's best-selling WW11
air comba series.

Wing Commander | & II: The Ultimate Strategy Guide

by Mike Harrison - Prima Publishing - 518.95

Filtered through the viewpoint of Lt. Col. Carl T, LaFong, a fictional
pilot, Harrison’s book assists gamers in mastering the game in
logical, lincar fashion.

The Harpoon Battlebook

by Joames DeGoey - Prima Publishing - $18.95

In addition ro providing a solid guide to Harpoon tactics, The
Harpoon Battleboak offers new scenarios, additional information on
weapons placforms and handy reference tables.
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bombard any important site, only uninhab-
ited coastline. The simultaneous movement of
the ground combat system makes garrisoning
the coastline a waste of forces; leaving power-
ful counter-strike forces one or two ﬁcxes in-
land of an endangered beach is a much better
idea. This leaves nothing for the attacking
naval force to bombard. (The computer player
uses the counterforce-in-reserve defense as
well).

Your ships will never fight enemy planes
because ships at sea on missions are immune
to enemy air attacks; only in cheir home ports
(or, if left on an enemy beach for mysterious
reasons) are they vulnerable. In both situ-
ations, your own air units should be providing
CAP protection for the fleet. (You can almost
always simply have a naval unit’s home port
be far our of reach of enemy air.) Only an
isolated invasion site is going to be (or should
be) out of reach of your own air units, so unless
your enemy has rortal air superiority (in which
-ase, shut the game down because ic's all over)
your navy is airplane-proof.

Ground and air units pose a more complex
problem. Cursory reading of the rables would
indicate that an all-infantry army is the way to

o, but in reality this is not true. Infanery is the

ackbone of a defensive army, bur almost
useless to an invader due to its slow speed.
Paratroopers look like a terrible investment,
but their special power of dropping from a
distance makes them far more effective than
the raw numbers would indicate. | have ex-
perimented with an all-paratroop army for
Germany to use against Iingland and France,
with reasonable success. Paratroopers in the
Mediterranean are priceless, and the Italian
economy can be put to far worse uses than
churning out paratroopers full-time. As a gen-
eral rule, build infancry and fighters if you are
planning to defend.

Il you are on the attack, then your air arm
should consist of fighters and fighter-bombers
in a proportion of about one ro rwo. This rario
should vary depending on the fighter strength
of your opponent. Unescorted fighter-bomb-
ers are doomed if they encounter significant
enemy CAP; a strong fighter shield is a critical
part of any offensive unless your enemy has
been swept from the skies. Straregic bombers
are expensive relative to the benefits proffered;
only buy them if your other service branches
are lying idle due to their vast numerical su-
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premacy over the enemy. The sole exception
to this should be Britain; oftentimes strategic
bombing of Germany is all England can do to
help Russia against German aggression, and
producing a small but steady stream of bomb-
ers can draw off valuable German fighter cover
from the eastern front.

There are three primary offensive ground
units. Armor is inexpensive (relative to the
other two) but you cannot build very much of
it. Mechanized infancry is just as fast, just as
good on ground attack (since you can build
more of it), and has the added bonuses of
being hi!ihly resistant to enemy air actack and
rereing the defensive bonuses granted to in-
fantry; its only drawback is the obscene ex-
pense in oil and minerals. If you have those
resources, though, then mechanized infancry
is the king of the bautlefield. Paratroopers are
probably too expensive for general use, though
they are wonderful for cracking open critical
parts of an enemy line or reducing a fortress
nor accessible by ordinary means.

Local Or Global Investment?

One issue that confuses many High Com-
mand players is that of local vs. global invest-
ment. Some purchases (military units and
investment in factory production) are local;
that is, they are built at a factory and appear at
a facrory, there being no vectored production
in the game. Other purchases (research and
economic investmenr) are universal, meaning
that they can be built at any factory. If you
spend one economic point on economic in-
vesrment or research ar each of five factories,
your rotal investment is exactly the same as if
you had spent five points at one factory.

A question which often arises is how much
to spend on investing for future production.
Fortunarely, modest investment in future pro-
ducrion and/or economic growth is quite in-
expensive, and [ highly recommend it for any
power expecting to remain in the war for more
than a year or so. (France, obviously, may
decline to invest in production, since Ger-
many will be the power thar gains the advan-
tage of French industriousness.) A one-point
investment per turn in a factory’s production
and in economic growth yields impressive
dividends over the course ny the war. Table 5
shows the net effects of such investments.

Table 5 - Long-term Results of a One
Point Investment Per Turn

Economic

Year Factory ‘
Investment Investment
1940 200 | 2000
1941 225 2123 |
1942 253 _ 225.4 '
1943 286 | 239.3
1944 322 ] 254.0
1945 | 363 2697
1946 | 409 286.4

Note: 1940 value is the initial size of the factory
or the economy; subsequent yearly values show
the production after 12 turns of 1-point investment.

One major error in the documentation as-
serts thac failure to invest any economic points
in your economy will result in a one-half
percent decline in the economy size; this is a
misprint. Failure to invest ar all in your ccon-
omy will resule in a 50 percent decline in your
economy. Under-investment in an economy
will shrink ir by an amount equal to one half
of the deficit; thar is, if you need 100 EPs of
invesrment to maintain rthe status quo, then
investing only 80 EPs will result in your econ-
omy shrinking by 10 points. Never under-in-
vest, except in one situation: Ifyou expect your
Opponent to capture your country in a curn or
two, stop all production and start transferring
all your raw materials and economic points to
your allies, every turn. (France might consider
doing this from the starc against a strong Ger-
man opponent). This means that your enemy
will caprure, nort a rich country bursting with
economic points to be plundered, bur a pa-
thetic shell incapable of paying for anything,

Note that when you are using captured pro-
duction facilities, they produce units with the
national characteristics of the factory they are
made at. For example, German control of
Brest will not cause Brest to produce German
submarines; subs produced there will have
German markings and coloration but will
have French characteristics. If you are one of
the naval great powers, produce as much of
your navy as possible at your home shipyards.
If you are a minor naval power, try and pro-
duce ar caprured, superior yards. Also note
that technological advances only assist new
units constructed; your old units derive no
benefit from technology advances.

On 90 percent of your turns in High Com-
mand, you can allow the computer to allocare
resource transportation and political invest-
ment. Minor changes to the computer’s as-
signments (which are done reasonably well)
are simple and will take far less time than
doing the entire weary business yourself. Pro-
duction should never be left to the computer,
as (not being teleparthic) the Al does not know
what your production priorities are and will
produce the wrong things. The best order in
which to perform economic acriviries is:

1. Delegate political allocations to the High
Command. Do this first, while you have a lot
of EPs to spend. This gives you good diplo-
matic coverage and gachers your tribute from
your vassal states.

Computer Gaming World
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2. Delegate resource transportation to the
High Command.

3. Conduct production activities. Do not
forget to allocate research and economic in-
vestment points.

The question of which grand strategy 1o
pursue can be a most difficult one to resolve,
particularly for the Axis player. The Allies in
many ways have it casier, in thar their main
objective (stay alive) does not change for most
of the game, but even the Allies have to make
many decisions about the relative priority to
assign to each front and what offensives can be
made from the limited stock of military force
at their disposal. The Axis at the beginning of
the 1939 scenario is faced with all of Europe
to conquer; too much conquest can bring
about early Allied intervention with the prob-
lems that this causes, but to be too cautious is
also dangerous.

The Axis player has one enormous advan-
tage over Hitler: The USSR is far less likely to
become an Allied power than in the actual
war. Careful German maneuvering on the
eastern front and proper diplomatic alloca-
tions can keep the Russians off of Germany’s
back for a long time, if not indefinitely, mak-
ing the conquest of England and France very
simple, as only a small garrison force is neces-
sary to provide a delaying action in the un-
likely event of a Russian activation. The great
weakness Russia has is that, unlike in the real
war, she does not acquire any new forces
(other than the Siberian units) until she acti-
vates; this means that Germany can build up
a cruly monstrous army and crush Russia in 2
very brief campaign.

The Grand Strategy

There are so many different ways to conduct
the grand strategic war that it would require
several articles longer than this to convey a
basic discussion of each one. However, there
are many techniques and operational maneu-
vers that are worth making public.

When fighting an enemy (computer) air
force, mass your CAP over your most impor-
tant formations racher than atcempting to
cover the enrire line. The compurter player
tends to “piecemeal” its air assaults, and you
can destroy large portions of his air wings a bit
at a time as they fall into the maw of over-
whelming numbers of air units. (Even the
British and French air forces can nearly elimi-
nate the Luftwatte in this fashion.) If you have
reasonable air superiority and a forward de-

ployment of your air forces (dangerous, but |

ofren worth the risk) you can strike his air
wings “on the ground” before they have a
chance to merge by ordering one-hex CAP
over the enemy airficld. When his air force
rises to begin its own missions, it encounters
your CAP and is destroyed. This works very
well on the Russian front for both sides. When
fighting a human opponent, who is presum-
ably wise to your tricks after che first time you
use them, try and maintain a reasonably strong

air reserve; don't feel that you have to use every
unit every time. If you have cnough units to
spare, use only your “green coded” (high or-
ganization) units in a given rurn, giving the
more tired units a chance to regroup.

On the ground, always coordinate major
attacks by using the “delay an impulse” ur(fcr.
Five eight-factor armor groups arriving at the
target simultaneously will do far more ilrnag{:
than five cight-factor groups arriving one per
impulse. Unless an objective is art the cndpof
your movement path, stop there. Don’t con-
tinue onwards, as the compurter player (and
your human oppoenent) is tricky and will often
schedule a small infantry unit to arrive in a
contested hex at the end of the movement
phase, after your conquering forces have cap-
tured the hex and then moved on. Cutting
units out of supply is difficult on the western
front burt very casy for both sides on the eastern
front; do it whenever possible, as then your
smaller infancry units can very easily mop up
the unsupplied remnants of your opponent’s
army.

Organizartion is returned to your units ac the
end of each turn as long as chey are in supply;
their actions during the turn do not have any
affect on how much organization they have
restored. Each unit’s new organization valuce
at the end of the wrn is calculated by the
formula:

New Organization = Old Organization + (100 - Old
Organization) * (100 + Old Organization) / 200

‘Table 6 shows sample organization values.
If the new organization is at 90 or above, there
is a chance that the unit will return to 100
organization; the higher the rating is above 90,
the better this chance.

Many of the strategies and tips presented
here are made with the computer opponentin
mind. As serious players of the game have
realized, human opponents are far more chal-
lenging and make the game much more worth
the tme it takes. Most of the ideas presented
here are either valid when applied to a human
player or can be easily modified.

Table 6 - Sample Organization Changes

| Old Organization | New Organization |
10 : 58 i
20 i 68 |
_ 30 75 o
| 40 82
‘ 50 87
60 B 92
70 95
80 98
90 _ 99

I would be very interesting in seeing com-
mentary on this arricle or suggestions on ad-
ditional rtactics and techniques. I can be
reached via CompuServe ar 70314,2302. cew
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REVIEW

The Fog of War
Can Sometimes
Make You Choke

SimCan’s Game of Naval War,
Red Sky at Morning

by Terry Lee Coleman

ack in the Dark Ages of Wargaming,

Steve Newberg and Bill Nichols were

makers of board wargames. They had
a reputation for interesting, if esoteric, games
which they published under the Simulations
Canadalabel, otherwise known affectionately
as SimCan. Entering the Computer Age of
Gaming, Steve and Bill designed games first
on Amigas, then IBM platforms for a larger
audience. In keeping with their company’s
idiosyncratic nature, the games contained 10
graphics, even though this ignored the im-
mense graphic potential of the Amiga in par-
ticular.

SimCan carved itself a niche by releasing
realistic naval games, heavy on statistics and
“fog of war,” praised by chaos types and
shunned by control freaks. Red Sky At Morn-
ingstarted as merely another boardgame con-
version, but changed in some strange ways. [n
a major concession to the fact that people like
to see what they are doing, Red Sky offers the
first graphics to ever appear in a SimCan
computer game, and suggests a VGA moni-
tor!

For the asture readers who have avoided a
heart attack thus far, what Red Sky concerns
is worldwide naval warfare in the afrermath
of the Cold War. It is possible to simulate a
US-Japanese conflict, for those who have any
doubt how such a campaign would turn out.
The Falklands conflict can be recreared as can
any actions of the past decade or so. The Big
Bad Meanies, though, are still the Russians
(Soviets), or whatever one wishes to call them.
Thus does the design show its age. SimCan
cannot be blamed for the fall of the Berlin
Wall, or the Warsaw Pact demise. Still, a
game touted as the most realistic of contem-
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porary naval simulations %er,\ off to a shaky
start, as it is a plot in search of a villain.

“What'’s the special today?”
“It’s right there on the menu, see...”

One of Red Sky’ strongest points is thar it
is fairly easy ro learn. The biggest setback for
most users is thar SimCan refuses ro live in
the Windows-type world. There are no pull-
down windows or “hot keys,” all information
having to be accessed through DOS menus
which would have been familiar to users 10
years ago. There is, of course, no mouse sup-
port either.

The determined player will find a wealth of
information at his command, despite the
awkward interface. Felix Hack did the orders
of battle, and has done a fine job of making
Red Sky more than a rchash of Jane’s Fighting
Ships. When the player gives orders to his
ships, he has a wide variety of armaments
from which to choose. The old F-4 Phantom,
still in use around the world, is quite useful
in the game due o its versadlity, bur can’t
quite handle the newest Sovier (Russian?)
interceprors. To simulate advances in rech-
nology, the player is allowed ro increase le-
thality of weapons for one or borth sides. Even
as impressive as the darabase is, there are still
some troubling questions. US ships seem to
sink much more often in minefields than do
their Russian counterparts. Russian weapons
are also more effecrive than US, both in terms
of how often they hit and in amount of
damage caused. Given the performance of
US/Allied technological weaponry in the
Gulf War, onc c:ln'r%mlp bur be skeprical.

“What's out there?”
“Can’t quite tell. My glasses
are all fogged up.”

Reports are available from all
over the glabe, from P-3 Orions
and stealthy subs, even from spies
(actually, thac’s “highly classificd”
sources). Whart's interesting s
that the “eyesand ears” often

shoot at the enemy after he is found ou; it is
amusing to see the old P-3s shooting Har-
poon missiles at an opposing batdle fleet (al-
though not so amusing for the P-3 crews
when the Mig-29s scramble to intercept
them). In any “fog of war” simulation, Llllc
side with the best information generally hasa
huge advantage, Red Sky being no exception.
Battlegroups (the basic unic in the game) are
allowed to have radars and sonars acrive or
passive. With large groups, such as US aireraft
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carriers, the player learns quickly thar the big
ships cannor be hidden well, and as a result,
should sail with everything active, hopefully
to find the enemy first. Subs work fine with
passive sonars, as should be likewise antici-
sared. All well and good, but nothing gamers
raven'tseen before in games such as Harpoon,
or even Red Storm Rising for that matter.
Although it is difficulr to find the enemy ar
times, once found, there are no more myster-
ies. T'he player always knows how much dam-
age the enemy has suffered, with a “body
count” of planes, ships, etc, ready to spring at
the touch ofa key. It’s not difficult to imagine
that the enemy captain’s home phone num-

Red Sky At Morning

TITLE; Red Sky Al Maomming
PRICE: $60.00
SYSTEM: 1M

REQUIREMENTS:  386-25MHz recommended, VGA
praphics, 1MB hard drive space
#t OF PLAYERS: -2
PROTECTION: None
DIESIGNERS: W, Michols and S8, Newherg
PUBLISHER: Simulations Canada

0, Box 452

iricdgewater, Nova Scotia, B4V 2X6
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ber is in there somewhere, if only I can re-
member which menu to look under. Where
are the inflated reports of enemy kills, as in
Carriers At War? Technology is certainly ad-
vanced enough to provide accurate reports,
but pilot fatigue, over-enthusiasm, and plain
old mistakes could have been factored in for
even more “fog,” and more player enjoyment.

Should the player move to the newfangled
(for SimCan) graphic interface, he is iinhﬁ: o
be more disappointed. The idea is grear—
provide situation maps for each region of the
world. Thus, players can see how forces are
arrayed in the Indian Ocean or the Western
Adantic. Enemy ships may also be seen if they
have been discovered. The problem is that the
maps are low resolution, with the ships ap-
pearing as blobs of primary colors. If SimCan
used 256 VGA for these displays, then 253 of
the colors are in shades of green. This might
have been acceptable five or six years ago, but
not anymaore. SimCan would have done just
as well without the graphics.
L3 el Cosstl Parls
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Certainly, the rest of Red Sky is bereflt of
color., Except for the opening screen, there are
no color backgrounds for the gameplay re-
sults. So what the player sees for combat
resolution is line after endless line of wexr on
a blank screen. SimCan could rake a cue from
publishers of sport stat games, such as Lance
Haffner, who use multiple colored back-
grounds and a “split sereen” look to spice up
their games visually, Despite the wealth of
information in Red Sky, rLc player is some-
rimes left with the uneasy feeling of manipu-
lating a darabase, rather than playing a game.

“Smlni;c-luokinﬁ clouds.”

“Yeah, rain looks kinda funny, too.”

Red Sky assumes that tactical nuclear weap-
ons are a necessity in the modern naval world.
Players choose what level of nukes can be used
by each individual nation. While the player
has the option to prohibit their use, the game
assumes that each side will use them fre-
quently on major targets, such as airbases.
With only minor victory point penalties in-
curred, there is every reason for the player
who is behind o “go nuclear” in more ways
than one. Such a casual attitude belies the
realism and detail which exists in the rest of
the design, especially since atomic weapons
have not been used in combar in 48 ycars.

After nukes are used, there is a hidden
ceiling where global thermonuclear war will

il
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occur. In 12 games I never reached ir, even
with free and easy use of nuclear missiles and
bombs by both sides. If the game were truly
trying to be realistic, there would be some
effect from electromagneric pulse (EMP).
EMP would affect both reports from the area
and all kinds of sensory devices around the
world. Perhaps this would be too much “fog”
even for SimCan.

What Red Sky could offer is a simpler alter-
native to the Harpoon series, casy to get into
and quick to play. That all the research work
herein goes to waste is only part of the sad
story. As released, Red Sky lacks many player
amenities which would make it more accessi-
ble for the person who might never buy a
wargame again. The save game function sim-
ply does not work, and regardless of how
quickly a parch is available, whart does this say
abour SimCan playtesting and quality con-
trol? Red Skywants so badly to be Harpoon—
perhaps when it grows up. cew
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Phoio courtesy of KEAM Studfios,

ast issuc | presented the keys to victory in SSI's Clash of Steel and

even offered a “perfect plan” for the Axis conquest of Europe.

Included were important tables to explain many of the “die rufl:s"
in the game. In this installment, detailed actical tips are presented for
air and naval combar, while the economics and diplomatic game are
both put under the microscope.

Tactical Tips: The War at Sea

Ler's begin with the war at sea which, ironically, plays much like the
board game War at Sea from Avalon Hill. Things to remember for the
naval game:

1. The proper way to conduct an amphibious invasion is to move
one’s transporti(s) to the “Transporter” box in the sea zone where units
are to be |Ir_mdc.d from. Load all units onto these transports before
unloading any during the invasion impulse. Once any unit is unloaded
by sea, no more units may be loaded onto ships for the rest of that
turn.

2. Each fleet’s formation (or “box placement” within a sea zone) is
the most important part of the naval war. This is where using some
strategy and “playing the percentages” really pays off.

The table on page 33 of the manual says icall. To avoid naval combat,
send ships out as individual raiders. To preserve a task force, make it
atransporter group. To hunt down the enemy, make flects. By forming
two distinct fleets in a sea zone, the chances are doubled of finding the
enemy (although they might only be initially engaged in batde with
those ships that were in the single, sighting fleer).

The down side ro raiders is that, when they are discovered, they fight
their first combar round individually. At least ships that cower as
ceanspores will fight their battles together as a ream. Keep this in mind
when deploying ships.

3. Note that only the best unit in each individual box (Fleet 1, Fleet
2, Transporter and each of the four Raider boxes) actually combat
enemy convoys each turn. Ifone player has naval combat units in either
of the Fleet 1 or Fleet 2 boxes, and his opponent does not, that
opponent’s convoy PPs from that sea zone will be completely elimi-
nated. In this way, the Fleet 1 & 2 boxes can “blucL;ulc" enemy
convoys.

4. When naval units deploy for a battle continuation decision, each
of the eight rows where they might appear has significance. They serve
to remind the player, when deciding whether to stay, retreat from, or
reinforce a naval bartle, what box in the sea zone those naval units are
currently positioned in. The first row contains the ships in Fleet 1, the
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second Fleer 2, the third is the Transports, the fourth through seventh
are the Raiders, while the last row is reserved for land based air units.

5. An undocumented feature is that damaged ships have one added
to their combat die rolls. Thus, a damaged ship only hits if its attack
die roll is less than (but not equal to) its combat strength.

6. Remember the naurical choke points located in Istanbul, Ham-
burg and Gibraltar. Conrrol these cities for free access through their
restricted passageways and ro cut off enemy ship movements through
them.

7. Computer players get twice the sea lift capacity out of their
transports as human players do.

8. To berter protect transports on invasion turns, sail them out of
port with other ships from that same port. Putting all of your ships
into one fleet sent from one port helps protect transports during any
ensuing naval barles.

9. The Germans need to keep the North Sea in sea supply (i.c., have
a surface ship there) to rake advantage of their special Norway rule.

10. When playing the Axis, the Allied navy reacts to any Axis fleets
in the North Sea by sending most of their navy there to engage it. It
you want to engage in a big naval battle there, the computer Allied
player will always oblige.

11. Shore bombardment is like getting a free, no risk air strike (see
the note on the Air Strike/Shore Bombardment wable from Part 1).
Don’t pass up an opportunity to usc Shore Bombardment.

12. T'o keep naval losses down, don’tsail surface ships out to conduct
shore bombardment until impulse 3 or 4 of a turn. They will be able
to shore bombard on the impulse they sail and won’t be subject o
naval combart on that turn (which only occurs at the end of impulses
1 and 2).

13. Ignore everything page 28 of the manual says abour having a
chance of being sunk in the convoy phase. That was written based on
an old routine that is no longer in the program.

14. One dirty Axis ploy to upset a western Allied compurer player’s
plans is to leave Palermo open. This invites an Allied invasion to which
they will probably overcommit forces (say, 3-5 land unirs). One good
army or headquarters unit on the toe of lraly, particularly one placed
upon a fortification, can easily bottle up the Allies. Suddenly, Sicily is
the largest, self-contained POW camp in Europe!

The Qdds of Invasion

When land units accempt to hit the beaches during an invasion, there
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isa chance that they will be intercepted by nearby enemy naval combat
units as explained in Table 1.

Table 1 - Amphibious Interception

Die | ~ Where Enemy Naval Units Can Intercept From |

1 Nowhere. There will be no interception of this invasion. |

| 2 |Fleetboxes 1& 2in the invasion larget sea zone only. ‘

| 8 | All naval boxes in the invasion target sea zone only.

4 | All naval boxes and harbors in the largel sea zone, plus all Fleet
_ boxes in neighboring sea zones. _— oL —
|5 __|The above, plus all naval boxes in neighboring sea zones.
6 | The above, plus all naval boxes and harbors in neighboring sea

zones,

After surviving enemy naval interception, invading land units have
a base 70% of successtully landing on the enemy beach hex (not 80%,
as indicared on page 35 in the manual). This 70% chance is halved for
cach of the following conditions:

a) If the hex being invaded has a fort.
b) If the hex being invaded is occupied by an enemy unit.

¢) If the weather on the hex is cither mud or snow. (Note thar
invading units must embark from clear weather ports, but they can
land in adverse weather — with this penalty, of course).

I all three of these apply, that would mean a mere 8% chance for a
successful landing! If a unit fails to make a successful landing (which
places it on the invaded hex with 1 AP remaining), then it attemprs a
second invasion die roll (at the same percentage chance as the pre-
viously failed one). If it passes this ﬂnar“(lo or dic roll,” the unir srill
lands, but takes 50% damage and has its APs reduced to zero. If it fails
this second roll, the unit is dissolved.

Important Invasion Note: Always make h'tgh risk invasions (those
made directly against enemy occupied hexes, forts or in bad wearther)
with “cheap” units. A little corps unit has exactly the same chance to
succeed as a big, beefy HQ unit. Therefore, where the odds of
succeeding in an amphibious landing are low, reduce your risk by
invading with a relatively crummy land unit in the “first wave” and,
after the beaches are made friendly, follow up the next turn with larger,
more expensive land units. Note that “Mulberry” units always have
the maximum (70%) chance to succeed against @ny target hex (even a
fortified, enemy occupied hex in bad weather — can you say “Malta?”).

Victory Through Air Power

Some techniques for the proper use of air units include:

1. Remember their range: seven spaces for conducting ground
strikes, four spaces to defend against enemy ground strikes, on or
adjacent to a friendly city (ironically, any friendly city) to defend
against strategic bombing artacks, or on any coastal square to operate
in the adjacent sea zone.

o T
- :

Al
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2. Note that the computer players never use cheir air unirs ro defend
against strategic bombing attacks. Human players can take advanrage
of this when waging a strategic air war.

3. Note that an air unit on strategic air defense is a/so available for
naval air operations if located on a coastal hex. Thus, they can perform
double duty. They will not, however, intercept enemy air strikes
against nearby friendly land units.

4. Air units placed our of the reserve can be placed on wny friendly
controlled, supplied hex. They don’t have to appear within a supply
block or adjacent to a friendly ciry. This gives them amazing flexibility
when combined with re-basing (if they start in a clear weather zone)
and operational movement.

5. Remember, depleted air units cost 2 PPs per strength point to
replace each turn, where all other units cost only 1 PP, 1’lls|1ing 100
hard with airplanes is expensive!

6. The manual states that the combat strength is halved for air units
based in the mud or snow. (on page 32). T'his is incorrect. They are
reduced to ane-third of their strength (as stated on page 41 of the
manual). This reduction won't appear on the unit’s face value, but it
will be factored in to any air strikes they make.

7. There is a (undocumenred) 50% chance thar an air unic will nor
intercept an enemy strike mission when it has the opportuniry.

Conquest Quirks

When does France offer a Vichy Government for surrender? At the
end of the impulse in which a French city falls to the Axis for the first
time, there is a 40% chance of a Vichy offer when Paris falls, while
cach of the three other cities in France add 20% to the Vichy offer
total. Therefore, even the unluckiest player will ger a Vichy offer when
the last French city falls.

Note that the computer player will always accepra Vichy surrender
and will never declare war on Vichy. Players who reject a Vichy offer
allow all French units on the board o remain in the Allied force pool
(units available for play) for the rest of the game. French units not
currently in play each have an 80% chance ()['Bcing removed from the
game (and the Allies can build the resr).

Spain and Turkey, unlike other minors, do notsurrender when their
last city falls. Instead, they surrender when they lose their capital
(Madrid and Ankara, respectively) plus one other city.

The Politics of it All

Many players have wondered what their actually chances of success
or failure are when they attempr o “rrcss" a neutral country diplo-
marically. Here is su)\cr-sccrcr formula used for determining diplo-
matic success in Clash of Steel:

First, a d(100) roll must be fess than the pressing player’s current
polirical points. Players always want to have as many political points
as possible before starting a diplomatic full court press.

If that check is passed. ..

Caomputer Gaming World

=




— :&H i~ | i m
1 |ty

: & %ﬁfﬁ? 3: i Fantasy Role-Playing...
T¥ 4]

I
11 i 1\...,
' ) b L -‘0 ! 'L"
g ' | ' Helpsave a richly detailed land - Animated and detailed VGA graphics
;e e, | from self-destruction. Unite the - 30 first person” view of dark dungeons
l ~ people of this ancient land and  FNTASYWER o combat |

together you can defeat the evil -, original musical compositions and sound

Tha Ultlmata in CIasslcal |

ot ] ‘a

t

’ \ j:’ ) . horde that is gathering... effects |tlo ’st yn;.;rhaartpnunﬂlnnl
| K P en ended non-linear game
| . amu:m .|= ! nmw'"g waltlng S E;ht disciples to control anf develop .
T Bilor x5l [ i e people 4
11 ]} .
4 L‘Si ﬂ*ﬂm’ PICKARD a2 | ‘ ‘; - s “‘“____m B
i i A  frrauivia Avallahla!’orlBMPCandcomEatlbles
7 . I (VGA, 80386 or better, 2 M
‘ Ram or more, sound support for
[ | Sound B!aster and compatibles.)
gt | MEGASOFT
| | ENTERTAINMENT
o s - IR o E 5 137 West Bay Area: Webster, TX 77598 I '
' I 1=-713-554-7137 |
| Circle Reader Service #130
\
B e ] § o
el 0o il O US| o m o
: 1 ='reEEe. Y
SE IMHMENSE |
; EE e M |
.'f-;l I
. VT R—
ZOME 1%
MIZVKEINE =6
Il ae
U LOR an
HIMBLE « an
FICKARD 57

". 21




Then, a second d(100) roll must be greater than pressured country’s
break value (including the Balkan Pact value, where applicable). Note
that the computer rolls a d(150) here, thus “cheating” and getting a
better shot at diplomatic success.

If either of these rwo die rolls fail, then the artempr fails and the
pressing player loses some political points. If both succeed, then the
pressing player loses no political points and the pressed country leans
further to his side in the war.

For example, in the Fall of 1940, the Germans, flush from their
conquest of France and the low countries, have 80 political points. 1f
they press Spain, with a break value of 75, there will} be a 20% chance
of success (80 x 25%).

There are two levels of diplomatic success that can be achieved. If a
country can be brought to lean between 50 and 99 points in one side’s
direction, they will lend the production value of their cities and
resources to that side (assuming that they are within a supply partition
that connects up to the receiving player’s capital). When a country
equals or exceeds 100 points, it declares war and joins that side as a
full ally, placing its own army on the board and allowing both sides to
mancuver through its territory.

Political Notes

I Interestingly, political points are only awarded when a country is
conquered, not when it joins a player’s alliance through diplomatic
pressure. Thus, coercing Spain to join one’s alliance does not raise
one’s political stature.

2. When Paris is captured by the Axis, Spain will move 20 points in
the Axis direction if a d(100) roll is Jess than the Axis current Polirical
Point rotal. Note that the Axis political point level will be significantl
higher if the Axis accept a Vichy Government which might occur witﬁ
the fall of Paris. (The computer does not cheat in favor of itself on this
die roll when playing the Axis.)

3. Ialy begins the war by leaning 80 points in the Axis direction, but
is still neucral, The Axis can raise [taly’s status by +25 points (and, thus,
usually secure cheir entry into the war) if either:

a) Paris is captured by the Axis,

b) At least two hexes of the Maginot Line are captured by the Axis,

¢) Or at least six Russian cities are caprured by the Axis.

4. The Axis never have to declare war on the Benelux countries in
order to get them to surrender. When France surrenders, so will the
neutral Benelux countries!

5. If the Germans favor the Russians over the Rumanians in the
“diplomaric wars” and maintain their eastern front garrison level each
year, Russia’s chances of entering the war are extremely small if Turkey
is never invaded.

6. To help insure diplomatic success, use an old compurer F:uuing
cheating technique. Specifically, before making the firse diplomatic
press, save the game, IF it fails, restart the game and try again undil it
succeeds. If it succeeds, save the game (and thar successtul arrempr)
and keep plugging away until things are arranged to suir.

Stacking the Chips of Production

The economic system in Clash af Steelis, on the surface, fairly simple.
Each city produces a single Producrion Point (PP) per turn, while each
resource produces two. However, there are some important variables
to consider when checking the math on one’s economy.

First, only major cities produce a production point every turn.
Fortunately, there are only three minor cities (all of which are Iralian
at the start of the war): Palermo, Tripoli and Tobruk.

Second, production points are only added if tha city or resource is
within the same supply partition (see p. 38 of the manual) as a player’s
capital. This means, far example, that even though the Axis starts the
war with elsinki as a friendly city, because it is not in the same supply
partition as Berlin, no PPs are reccived for it until after Leningrad falls
(similarly, Traly cannor collect for Tirana undil it is connected to
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Rome’s supply partition). Conversely, Rumaniaand Hungary are both
leaning 50+ points in the Axis direction in 1939, Because they are in
the same supply partition as Berlin, their combined 4 PPs are added
to the German total each turn.

There are also key economic cities. Saratov, for instance, controls the
Russian’s Ural convoy of 8 PPs per turn (as well as its own PP). An
undocumented feature increases the German's Swedish convoy from
two to three points if the Axis control Oslo (as they do at the beginning
of all but the 1939 scenarios).

The most important thing to remember abour praduction is that
one “keeps the change” after units on the board are rebuilt to full
strength at the end of each turn. During summer turns, in particular,
after the long impulses of battle, many units will find themselves
depleted of a strength point or two. Every supplied unit becomes fully
recharged before the next turn begins, but those strength points are
paid for out of one’s PPs. Air strength points, remember, cost double
(i.e., 2 PPs per strength point). Fortunately, unspent PPs from pre-
vious turns are saved and available for spending at the nexe opportu-
nity, so players can “save up” for the more expensive unit types.

Finally, page 22 of the manual is incorrect. The cost to rebuild a
dissolved unit (one lost while still able to trace a supply route or while
conducting an invasion) is only 33% of its current price, not 40%.
However, the price of units is always subject to increase due to enemy
bombing activity.

Weather, Goest Thou!

The Combined Weather Table included in this article is fairly
self-explanatory. Each campaign game turn of two months sces the
computer rolling a die on that rable to determine the weather in the
various Weather Zones. Note that the weather in the Mediterranean
Weather Zone is always clear, as is every Weather Zone during the
May/June and July/August rurns.

Table 2 - Combined Weather Table

' Die | Jan/Feb | Mar/Apr | May/un | Jul/Aug | Sep/Oct | Nov/Dec |

| 1 JceMs |ccee |ccece |ccce [ccec [MEss

|2 [MCSS_|CCMM |CCCC_|COCC [CCCM.MCSS |
| 3 |SCSS  [MCMM [CCCC |CCCC [CCMM [SCSS |
‘ 4_|SCSS  |MCMS |CCCC |CCCC |MCMM |SCSS
|5 [scss MCSS |cceC [ccee [MCMM [SCss ‘
| 6 [SCSS [SCSS  [COCC |[CCCC IMCMS [SCSS.

C = Clear; M = Mud; and S = Snow

Notes: The first letter represents the weather in the Temperate zone, lhe
second is the Mediterranean, then the Arctic with the Arctic Circle zone
listed lasl. 4

Turn continuation is based on the weather in the Temperate zone, while
the Russian Winter rule is based on the Arclic zone.

V.E. Day

That's it from the bunker, folks. Now that I've given you the keys
ta Clash of Steel, 1 hope that you will enjoy it even more. Above all else,
I strongly urge that you schedule a game with a wargaming buddy in
the near future. It is no idle boast when T say thar it's the most fun,
multi-human-player-at-the-same-computer-screen  game  that I've
played since M.U.L.E.

Finally, producer James Young ar SSI has been working with the
designer on a patch file for Clash of Steel. Besides some bug fixes, there
will be at least a few changes made to the game. The strength of the
Gibraltar garrison unit s likely to rise from 1 to 3 (which, when added
to the fort bonus of +3 strength points plus an additional 70% for
computer players’ units in forts, will make Gibraltar a tough nut to
crack) and it appears that one will be allowed to rebuild lost naval
[rANSPOIts. CGW
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STRATEGY

A Pearl Of A Plan

A Winning Stratagem for SSG’s Carriers at War

arriers are, in more than one sense, the

name of the game in SSG’s Carriers at

War. You score most of your points by
damaging ships and destroying planes. When
you sink a carrier, you double your pleasure
by scoring points for both the ship and plancs
it carries. Carriers are casy for airplanes to
sink, so the formula for success is easy ro
derive: Your Planes + The Enemy’s Carriers
= Victory.

The “Sunday Punch” Tactic

The Japanese attempted this at Pearl Har-
bor, so I call this the Sunday Punch tactic.
The Sunday Punch is a dawn attack against
the enemy’s main carrier force, and it should
be your first carrier-based air atack of the
scenario,

1. Cluster your carriers.

Step one is to concentrate your carricrs.
Order your faster carrier task groups to join
the slowesr carrier task group. If the slow-

okes travel abour five knors faster than the
R’:ld aroup, they will rravel as a tight bunch.
If any of your groups are short on fuel, with
less than 20 days left, spend some time in part
or rendezvous with the oilers. When the time
comes to strike, you'll be doing a lot of sailing
at flank speeds, and full tanks will bring you
peace of mind.

2. Spend the first day on patrol.

Let your search planes tell you where the
enemy is located. Top priority is finding his
main carrier force. In most scenarios this is
two carriers cruising together; in Midway, it's
four. Don't ger distracted by the light carrier
task forces (only one carrier in the group) or
the seaplane tenders (a task group with one
carrier hanging around reefs and shoals). You
want the full-size carriers.
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3. Position your carriers and your cover
force.

By noon the day before the Sunday Punch,
you want your carrier group abour 400 miles
from the enemy’s main carrier group ifyou're
American, 300 milesif you're Japanese. If you
arrive carly at the party, keep your distance.
This will keep you out of attack range.

4. Unleash the cover force on enemy carrier
task group.

At abourt 16:00 the day befare the Sunday
Punch, put your cover task groups on flank
speed and rush the enemy. The goal of these
groups is to worry the enemy carrier group
during dawn of the Sunday Punch. Ideally,
one group will be in contact with the carrier
sroup an hour before dawn so that you can
tll.ll‘lth an at-dawn attack. Even if contact is
made after dawn, the cover forces will be
distracting targets for enemy air strikes.

5. Have your carriers follow an hour or two
later.

At 17:00 send your carrier task group after
the enemy carrier group. It will be late
enough in the day so that, even if the enemy
knows your location, it will be too late ro send
an air arrack before dark.

6. The clouds are your friends.

Storms are a closing carrier’s best friend.
The enemy search planes have a hard time
spotting through the clouds and attacking
planes miss a lot. Maneuver so your carriers
spend daylight under heavy clouds when you
are within striking range of enemy carriers.
When you rush the enemy carriers, actually
rush for the cloud bank nearest chem.

7. Position your carriers close to his about
an hour before dawn.

[fyou're American, close means within 170
miles—the extended fighter range. The ideal
is 90 to 120 miles. [f you're Japanese, all your
planes can go 280 miles, bur if you're closer,
say 100 miles, your planes will arrive much
SO0ner.

IF your cover group has served well and the
enemy carriers are within sight, launch your
planes at night so they arrive at the first
moment of dawn. There will be litdle oppos-

ing CAP, and even if the carriers don’r go
down on the first attack, those gaping hnFes
you'll leave in their decks will prevent any
retaliation. From then on the scenario be-
comes a turkey shoot.

8. Load and fuel your planes. Don’t put up
CAP.

Il dawn is coming and you're absolutely
sure you're close, but the enemy carriers are
not in sight, then load and fuel your planes
anyway and pull down your CAP so they can
join the assault. This is risky, risky, risky
because armed and fueled planes on deck are
an invitation to uncontrollable fire if there’s
a hit, bur they also allow you ro ger your
planes off the moment the sighring 1s made.

Start passing time in five minute incre-
ments and warch for the first sighting to be
reported. However, don’t launch on the first
sighting. I’s likely to be wildly inaccurarte in
both ship description and position. If your
carriers haven't been spotred, wair for a sec-
ond and third sighting before launching the
Sunday Punch.

After the Sunday Punch

Once the enemy’s main carriers are ourt of
action, your carriers won't be subject to mas-
sive airborne retaliation and you can cherry
pick targets to run up your score. Carriers are
the best choice, transports are nexe best, then
capital ships and destroyers. Try ro avoid
capitals and destroyers because they will cause
too much damage to your planes. Keep your
carriers away from enemy cover task groups,
and chase enemy transports and carriers with
your own cover task groups. Do these things
and decisive victories will be yours, cew
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(Continued from page 191)

units stacked with them will fight more cffec-
tively.

Demons are identical to undead in
most respects, butare more expensive

3 and even faster. This makes them
excellent arrack units, :

Elementals, like worms, are slower
than mast of the high-powered units
they would ordinarily stack with.
This makes them very strong defensive unirs
but of limited value on the offensive.
m single unit in the game. Powerful and
fast, they have devastating effects on
enemy stacks: all non-hero, non-city bonuses
are removed from a stack facing a devil. This
can halve the effecrive strength of an enemy

stack. Devils are ideal for all combat activity,
offensive and defensive.

Devils are possibly the most useful

Archons vie with devils for utility.
Strong and quick, archons negate all
A hero Ennuscs. A stack with a devil
and an archon is a formidable opponent, and
excellent for killing enemy heroes. Their flight
capability makes them ﬁ)exiblc over any ter-
rain,

Table 1 - Unit Attributes

Dragons are the single most fearsome
unit Warlores 2 can boast. Second in
speed only to wizards, only the
strongest heroes can meet (bur cannar exceed)
their basic combat value. Giving all units
stacked with them a +2, dragons can be the
key component to any killer stack. Don’t
waste your dragons defensively; use them of-
fensively in conjuncrion with lighter troops to
lay waste to your enemy’s armies. Their wings
make them excellenr overseas troops.

g Heroes are the lifeblood of your
( army. Artacking stacks should be led
by a hero whenever possible, and en-
emy heroes should be eliminared ar almost any

cost. You generally do not have enough heroes
to use them defensively; try and keep your
heroes on the artack or out exploring ruins and
temples. Whenever the opportunity to pur-
chase a hero arises, rake it

We Shall Meet Again, Warlord

Next time, we will take a look ar how the
combat system works, (or, why your hero
keeps getting killed by the enemy’s light infan-
try), how the stack strength caleulation proc-
ess works (or, how to wipe out an enemy
country with a dragon, a unicorn, a pegasus,

and five scouts), and other ways to reduce your
enemies to hamburger. cew

' Army Unit Strength ~ Special Time Cost Unit/Turn Strength/Turn
‘ Strength
Scout 1 1 1 2 1.00 1.00
Bat 1 1 1 5 1.00 1.00
‘ Light Infantry 2 2 1 3 1.00 2.00
Orc Mob 2 2 2 4 0.50 1.00
| Light Cavalry 2 3 2 6 0.50 1.00
Catapult 2 2 4 16 0.25 0.50
Heavy Infantry 3 3 2 5 0.50 1.50
Archers 3 4 2 7 0.50 1.50
| Dwarves i3 4 2 7 0.50 1.50
Pikemen 4 5 3 5 0.33 1.33
|Heavy Cavalry 4 6 3 8 0.33 1.33
| Wolfriders 4 2 2 8 0.50 2.00
| Giants 5 5 2 10 0.50 2.50
Minotaurs 5 6 2 10 0.50 2.50
Spiders 5) 7 2 12 0.50 2.50
Pegasi 5 6 3 12 0.33 1.67
| Griffins 6 8 3 15 0.33 2.00
Unicorns 74 8 4 15 0.25 1.75
‘ Elephants 8 8 4 15 0.25 2.00
Wizard 6 7 4 12 0.25 1.50
Worms 7 8 4 12 0.25 1.75
Undead 74 8 4 12 0.25 1.75
Demon 7 8 4 15 0.25 1.75
Elemental 8 9 4 15 0.25 2.00
| Devil 8 g 4 15 0.25 2.00
| Archon 8 9 4 20 0.25 2.00
Dragon =2 11 4 W20 SIS 3NN =105
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Special Cost/Strength  Cost/Special |
Strength/Turn Strength

1.00 2.00 2.00
1.00 5.00 5.00
2.00 1.50 1.50
1.00 2.00 2.00
1.50 3.00 2.00
0.50 8.00 8.00
1.50 1.67 1.67
2.00 2.33 1.75
2.00 2.33 1.75 |
1.67 1.25 1.00 '
2.00 2.00 1283
2.50 2.00 1.60
2.50 2.00 2.00
3.00 2.00 1.67
3.50 2.40 1.71 !
2.00 2.40 2.00
2.67 2.50 1.88 |
2.00 2.14 1.88 |
2.00 1.88 1.88 |
1.75 2.00 1.71 .'
2.00 1.71 1.50 |
2.00 1.71 1.50
2.00 2.14 1.88
2,25 1.88 1.67
2.25 1.88 1.87
2.25 2.50 2.22
2.75 2.22 1.82
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Introducing a new breed of software. A new

extreme. A guantum leap in combat simulators.

It doesn't push the envelope. It shreds it.

A Mechwarrior II: The Clans creates a new reality. A world of sights, sounds and action
that can bring you to the brink of sensory overload. Feel what it's like to control
100 tons of pure hostility, with enough firepower to
vaporize a squadron of F-19s. A Atop a 31st-century

BattleMech four stories high, you're thrust into the

most eye-popping missions imaginable. Each mission a frenzied light for victory, honor

and the glory of The Clan. A Mechwarprior Il is a guaranteed adrenaline rush. Go

one-on-one in real-time via modem. Pick from 16 phenomenal 'Mechs and 40
: futuristic weapon systems. Use multiple
POVs. Select from hundreds of missions in

every conceivable environment. Choose

instant action or a complete career. A Mechwarpior 1l: The Clans, so

ACTIVISION.

Mechwarrior IIl: The Clans is available for IBM and compatible computers.
SNES version also avallable. To order see your local retailer or call (800) 477-3650.

BattleTech, BattieMech, ‘Mach and Mechwarrior are Registered Trademarks of Fasa Corporation
Circle Reader Service #38

heavy it crushes the competition.



Taking
A PEEK

Access Software, Inc.

4910 West Amelia Earhart Dr.
Salt Lake City, UT 84116
(800) 800-4880

INNISBROOK - LINKS CHAMPION-
SHIP COURSE: The next stop on the Links
championship tour takes the desktop golfer to
Tarpon Springs, Florida and the Copperhead
course at Innisbrook. Ranked as one of
“America’s Greatest” courses (Golf Digest)and
Florida’s #1 course for six consecurive years
(Golfweek), Copperhead, host for the JC Pen-
ney Classic, offers world class challenge in the
comfort of one’s own home. Wherher one is
preparing to play the original “green” or sim-
ply tecing off at home, this latest Links course

rovides the golfer “hazard free” play. The
fifth Super VGA championship course, [nnis-
brook requires Links, Links 386 Pro or Mi-
cra:ciﬁ solf. IBM ($29.95). Circle Reader

Service #1.

Amtex Software

P.O. Box 572

Belleville, Ontario KSN 5B2
(613) 967-7900

EIGHT-BALL DELUXE: Pinball Wizards
and all other denizen of pool halls, beer halls,
bowling alleys and backroom arcades will find
alot oF%igh—scorin action in Amtex’s second
pinball game. One [ook at the game’s features,
documentation, and packaging extras reveals
the designer’s true K)vc, perl]-‘nlps even [a-
natacism, for the topic. In the box one finds
a real flipper and steel pinball, a manual with
a detailed history of the pastime, a section on
general pinball strategy, and a break-down of
the specific machine’s scoring possibilities. In
the midst of all these googahs one can almost
forget the game, which is a fine rendition of
an actual Bally’s machine. The screen only
shows one-third of the playfield at one time,
but scrolls smoothly with the ball’s action; the
only flaw might be thar one has to guess at
some skill-shots because of the limited view.,
From the main screen--a cafe patronized by a
digitized cowgirl in clinging denim--the
player can glance ar a Top Ten chalkboard,
preview the nexe two Ameex games, and even
get behind the machine to tinker with its
settings, changing the playfield’s slant and
bumper power to personal waste. As a whole,
this is a E)vingl)* created package that is sure
to send pinball fans into bonus overtime,
IBM, Macintosh ($49.95). Circle Reader

Service #2.
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Grandmaster Chess Deluxe Edition

Bourbaki, Inc.
P.O. Box 2867
Boise, ID 83701
(208) 342-5823

FRACTUNES: If you were in with the In
Crowd during the 60s, you may have run
across the Light Organ, a device that emitted
colored light in response to music (usually
while the audience ingested felonious botani-
cals). The 90s response to this G0s invention
is a cup of coffec and FracTunes, a program
that alters the colors of fractal images to the
beat of any AdLib, SoundBlaster or Midi
sound file. If you own a Midi instrument, you
can even take conrtrol of the show and create
your own sight-sound psychedelica. The
package incluﬁcs 250 sound files, 150 fractal
images, and tools with which you can creare
interesting slide shows. While the execurion
of the “Light Organ” falls a bit short of expec-
rations (it's just not as neat as the concept), it
may still be an interesting tool for the creative
fractal hobbyist. IBM with CD-ROM.
($49.95). Circle Reader Service #3.

Broderbund Software, Inc.
500 Redwood Blvd.

PO Box 6121

Novato, CA 94948-6G121
(415) 382-4400

DISCOVER SPACE: The final frontier is
hot these days, with “billions and billions” of
software titles heading for the stars. This new

rogram is another solid-fucled educarional
Eooswr from Broderbund. It offers a galaxy of
information and stellar views, with graphical
planet cutaways, animated orbital paths, com-

arisons of plancts in size and mass, constel-
Eltion charts—you name ir. Pick a year,
month and hour, and view the nighr sky in
any direction you choose. Click on a star to
see its name and position in degrees. Animare
the whole swirling maelscrom Efikc you've al-
ways wanted to, and see exactly how cternity
srins above our humble roofs. Learn abour
the space program, cump:lri_ng rockers and
shuttles of the U.S. and U.S.S.R. And, our
favorite, designate the size and speed of an
asteroid and see whar effect it would have
when slammed into a U.S. stare; quire liter-
ally, it would rock our world. A 70-page com-
panion book and glossary are also provided.

IBM ($39.95). Circle Reader Service #4.

Capstone Software
Airport Corporate Center
7200 Corporate Center Dr., Suite 500
Miami, FL. 33126
(800) 468-7226

GRANDMASTER CHESS DELUXE
EDITION: Billed as “The World’s Most
Powerful Chess Program!”, Capstone’s
Grandmaster Chess Deluxe Edition UFFr:rs the
chess aficionado a multitude of options to
customize the game in-depth. Super VGA
graphics provide an ateractive array of chess
Boards and picces to choose from (seven
unique chess sets on eighe different boards) in

Computer Gaming World



ASK FOR PRICE LIST AND TAKE A LOOK AT OUR SALE ITEM
(800) 788-2193

ZERO'S & ONE'S

HARDWARE
CREATIVE LABS:
CD 16 Kit (Business) 635.00
Discovry 8 CDRom Kit  399.00
Discovry 16 CORom Kit 469.00
Edutnmnt 8 CORom Kit 449,00
Edutnmnt 16 CDRom Kit 519.00

Snd Blaster 16 218.95
Snd Blasler Pro Dix 119.95
Video Blaster 289.00
Video Spigot 388.00
MEDIA VISION:

Fusion 16 CORom Kit  4989.95
PAS 16 Snd Cd 165.95
Pro Aud Studio 16 189.00
Pro Audio Spectrum

18 MM Kit 889.00
TOSHIBA 3401 200ms

Int wiPas Cable 485.00
Al TECH:

Pro PCITV Plus 309.95
Wave Walcher-TV 418.00
Video Surge 61595
OTHER SND, MM, & VIDEO:
Computer Eyes RT 434,95
Gravis Ullra Sound 129.00
TelevEyes VGA-TV 199.00
WIN TV 389.95

STICKS & YOKES
CH PRODUCTS:

Auto Ill Game Card 27.00
Flight Stick 35.85
Mach 1l 22.00
Mach lli+ 27.00
Virtual Pilot Y oke 62.95
GRAVIS

Analog Pro 37.95
Game Card Hi Speed 29.95
THRUSTMASTER:

ACM HiSpd Game Card  26.95
Weapons Control Mark |1 89.95
U-Prom for WCS Mark | 27.95
Flight Control 58.95
Flight Control Pro 9995
Rudder Pedals 99 95

COLORADO SPECTRUM:

Mouse Wheel call

MODEMS

Prices too Low to Print:
Boca, Sporlsler, Supra,
Zoltrix, Zoom and others

FLT SIM/IWAR
A Line in Sand 26.95
Aces over Europe 44,95
Alr Warrlor SVGA 35.95
Ambush at Sorinor 35.95
Armored Fist 42,95
ATAC 34,95

ZEROQO'S & ONE'S

ORDER: 800-788-2193

B-17 Flying Fortress
Birds of Prey
Campaign

41.95
31.85
35.95

Comanche:Maximm Owvrkl 43.95

Carrier Strike 41.95
Carriers at War 34.95
Cenquerd Kingdoms 3595
Conquest Japan 35.95
Empire Deluxe 35,95
F-15 Stirke Eagle 1l 43.95
Falcon 3.0/Mig 29 call
Flight Sim 4.0 37.95
Flight Sim Add-Ons call
Flt Sim Scen USA East  41.95
Flight Sim 5.0 call
High Command 41.95
Jetfighter |l bundle 44,95
Jump Jet 41.95
Liberty or Death 35.95
Lost Admiral 35.95
Pacific War 47.95
Patriot 43.95
Patton Strikes Back 14.95
Perfect General 3595
Rebel Assault tha
Secrel Weapons Lullwile 28.95
Special Forces 29.95
Strike Commandar 47 .95
Task Force 1842 3B.85
Thealer of War 18.95
Tormado 44,95
WV Victory 1,2, or3ea 4395
ENTERTAINMENT
A-Train 41.95
ADD:Unitd Adventure 34.95
Action 5-5 Sierra Gms 24.95
Adventre Starter-Sierra 19,95
Air Bucks 3595
Alone in the Dark 35.95
Amazons 38.95
Arcade Hits 24.95
Armourgeddon 39.95
Ashes of Empire 34,95
Back to Fulure 11 26.95
Bart Simpson-Wierdnes 29.95
Balman Returns 41.95
Betrayal at Krondor 3995
Blue Force 3995
Caesar 3595
Carmen SD-Space Diuxe 47.95
Castles Il 35.95
Challenge of 5 Realms 39,95
Civilization:Master Playr 49,95
Classic Adventure-Lucas 35.95
Conquered Kingdoms 3595
Creepars 29.95
Dagger Amon Ra 41.85
Dark Half 34.95
Dark Seed 41.95
Darklands 41.95
Daughter of Serpents 32,95
Day of Tenacle 34.95

Sample Listing of Products

Vell of Darkness 3505
Wing Commander Il 47.95
Wizardary Vil:Crsaders  41.95
X-Wing 41,95
X-Wing Misson Dsk 19.95
CD ROM
Tth Guest 52.95
Arthur's Teacher Trbls 41,95

Chess Maniac-Natl Lampn 34.85
Clip Art Haven-jewel 16.95
Composer's Qst MPC 54.85
Compton Interact. Encyc.249.95

Curse of Enchantia 24.95
Daggar of Amon Ra 41.95
Day of Tenacle 41.95
Dinosauer Adventures 41.95
Dune 56.95
Eco-Quest 1 41,95
Encarta MM Eneyel. 269.95
F-15 Strike Eagle 111 47.95
Fontmaster 2 18.95
Games 1993-Jewel 21.95
Global Explrer-DeLorme 89,95
Indy Jones:Fate Atlantis 41,95
Inspector Gadget 35.95
Iren Helix call
King's Quest VI 44,95
Jutland 5295
Just Grandma & Me 38.95
Kodak Photo CD 29.95
Legend of Kyrandia 41.95

Map Expert by DelLorme 299,95
Mayo Clinic (jewel box) 29.95
Midi Musie Shop-jewl box 22,95

MS Cinemania MPC 54.95
Monarch Noles 61.95
Old Testmanet Interact 49,95
PC Karoake 77.95
Playing with Language  29.95
Prophone 1993 Ed 129.95
Pub.Paradise-Clip Art 2295
Putt Putt Fun Pack 26.95
Rodney's Fun Screen 39.95

Design Your Railroad 34.95
Discovery:Columbus 3595
Dragon Lair 11 35.95
Dune 1l 35.95
El Fish 35.95
Eric The Unready 35.85
Flashback 31.85
Freddy Pharkas 41.95
Global Effect 19.85
Goblins 2 24,95
Heimdall 21.95
Home Alone 2 27.95
Humans 2595
Inca 34.95
Indy Jones 4 35.95
Kings Quest VI 44,95
Kyrandia (Legend) 34,95
Legacy:Realm of Terror 36.95
Legends Valour 37.95
Leis. Suit Larry 5 41.95
Lemmings 2 35.95
Lost Treas Infocom |l 29.95
Lost Treas. of Rain Forest 29.95
Magic Candle Il 37.95
Maniac Mansion 14.95
Mantis 31.95
Mario Is Missingl 34,95
Mercenaries (Tegel's) 37.85
Might & Magic V 41.95
Monkey Island 2 25.95
Qut of This World 36.85
Paladin Il 35.95
Pirates| Gold 41.95
Police Quest 3 39,95
Prophecy by Sierra 24.95
Populous Il 37.95
Prince of Persia |l 41,95
Quest for Glory 11l 41,95
Return of the Phanton  41.95
Ringworld 35.85
Romance 3 Kingdoms  39.95
Rome:Pathway to Pwr 29.85
Rules of Engagement Il 41.95
SciFi:5 Actvision Games 26.95
Shadow President 41.95
Shadowlands 28,95
Sherlock Hims:Lst Files 42.95
Siege 22.95
Sim Ant 35.95
Sim City 29.95
Sim Earth 42,95
Sim Life 41.95
Simpson's Arcade 29,95
Space Hulk 34.95
Space Quest V 41,95
Spear of Dstiny:Wifnstn 35.85
Star Control Il 35.95
Star Trek 25th Anniv. 35.85
Stunt Island 33.95
Syndicale 36.95
Terminator 2029 41.95
Ultima Underworld Il 47.95
Ultima VIl Part 2 45.95
Ultrabots 36.95

ALL IBM COMPATIBLE
3315 E RUSSELL RD, #H-177
FAX: 702-897-1571

RoMaterial:Vis/Snd Effect 19.95

Shareware Studio V.C  18.95
Sherlock Holmes 3 43.95
Space Adventure 2.0 61.95
Space Quest IV 41,95
Ultima Underworld 1811 58.95
Who Killed Sam Rupert 24.95
Willy Beamish 4195
Wing Commander |l Dix 52,95
WCmdr II/UIt Undrwrid 52,95
World Fact Book 92 59.95
WINDOWS
Alphabet Blocks 29.95
Audio:Star Trek V.| 34.95
Conquered for Windows 44,95
MS Golf 4295
Qrigin FX Screen Svr 24.95
Star Trek Screen Svr 44.95

TECHI/INFO: 702-897-2797

Take Break:Pinball 28.95
Yobi Magic Spell Tricks 29.95
SPORTS
Car & Driver call
Front Page Sports Ftbl 41,85
Jack Nicklaus Sig Golf 41,95
Jordan in Flight 36.95
Links 386 Pro 39.95
MFL Pro Football 1992 3595
NFL Video Pro Football  35.95
Sports Adventure 47.95
Tony LaRussa Bsbl Il 37.985
Trouble Shooting Golf 28.95
Wayne Grizky Hocky 3 35.95
Wilson Pro Goll 24.95
World Circuit Grnd Prix  35.95
World Tour Tennis 31.95
EDUCATIONAL
ACT Studyware 29.95
Alge-Blaster 29.95
Amazon Trail 34.95
Auto Works 44.95
Calculus 24 85
Caslle of Dr. Brain 2995
Cuckoo Zoo 31.95
Dinosauer Adventure 32.85
Discover Space 37.95
Eagle Eye Mysteries 31.95
Inspector Gadget 34,95
Island Dr. Brain 29.95
Kid Cad 3-D 29.95
Lost Tribes (Soc. Stdy) 24.95
Mario Teacher Typing 2495
Math Rabbit (New) 29.95
Mickey's ABC's Ench. 19.95
Millie's Math House 28.95
Operation Meptune 34,95
Oregon Trail Dix 35.95
Peter Pan Print Kit 3185
Playroom ver 2.0 29.95
Putt-Putt Fun Pak 2595
Ready for Letters 3485
Rock & Bach 34,95
Scooters Magic Castle 31,85
Time Treks 29.95
Treasure Math Storm 34,95
What'sMy Angle-Geom  29.95
AND A WIDE
RANGE OF OTHER
PRODUCTS
FROM A...TO Z...!
AAAANAANAA

MANY SALE ITEMS IN
OUR FULL PRICE LIST

LAS VEGAS, NV 89120

INTL: 702-897-2797

Prices and availability subject to change. All sales final. We do not guarantee compatability. All software is factory fresh and unopened. We are no.t
responsible for manufacturer's defects. Contact publisher regarding defects. Any return subject to 20% restocking fee. Shipping: 1st game $5; add'l
games add $1 each inContinental US. 2nd Day Air $6 1st game, add'l games add $1 each in Continental US. COD add $5.00. All prices are US Dollars.

WE ACCEPT M/C & VISA,

Circle Reader Service #126



either 3-D or 2-D perspectives (with 180
degree board roration). An easy mouse-and-
menu driven interface makes play a simple
matter. Mulriple skill levels are supplied (from
beginner to grandmaster), as are several time
control options. As expected, an opening
moves library is available with hundreds of
choices to draw upon. Multiple chess sets,
instant replays of individual moves or entire
games, hcl}) and analysis features, and modem
and network play fill out the package. Of the
chess sets from which one can draw are tradi-
tional, fantasy, abstract and space pieces. IBM
($59.95). Circle Reader Service #5.

Deep River Publishing
P.O. Box 9715-975
Portland, ME

(207) 871-1684

FRACTAL ECSTASY: This is definitely
the flashiest fractal program on the market
today. Running under Windows 3.1, the pro-
gram uses Microsoft's Video Jor Windows to
display an hour of animated fractal “movies.”
The movies dive in and explore the “infinice
resolution” of fractal images, weaving around
the image space to uncover beautiful configu-
rations. What's more, at any time during a
movie, the user can stop and pull the current
image into a free-form exploration mode
where he or she can do their own delvings.
While perhaps nor as sophisticated or as fast
as other fractal programs, it is cerrainly the
most beautiful and accessible product of s
type. Definitely recommended for che fracral
novice. IBM with CD-ROM and Windows
3.1 ($49.95). Circle Reader Service #6.

Hero Software, Inc.
PO Box 699

Aptos, CA 95001-0699
(408) 662-0536

HEROMAKER: So, wha's your hero? Co-
lossal Man? The Cruncher? MegaNinja?
Well, it doesn’t really marter as HeroMaker
allows you to create the hero of your choice,
usable witch all Hero System genres. Charac-
ters can be loaded and saved (thus, exchanged
with other HeroMakerowners), printed ourin
several different formars, and exporred ro a
word processor. HeroMaker, however, goes
beyond a simple spreadsheet for manipulating
character dawa. It is an incelligent cI;]aracrcr
creator that knows all “people and paper”
HeroMaker rules, making character genera-
tion a relatively easy an(F error-free process.
HeroMaker calculates all values according to
established Hero System rules, contains the
complete Hero System rules dawabase, and
allows the user to create his or her own powers
and skills. All aspects of hero creation are user
adjustable: characteristics, skills, powers, ad-
vantages, disadvantages, limitations, talents
and more. Stop waiting for the ideal hero to
appear. Create your own with HeroMaler
IEM ($25). Circle Reader Service #7.
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Uninvited

Lord of the Rings, Enhanced CD-ROM

HOLLYWARE Entertainment
13464 Washington Blvd.
Marina del Rey, CA 90291
(310) 822-9200

GEAR WORKS: Here'’s a puzzle game that
runs like clock-work. By placing gears on pegs
in the correcr sequence, the player can buii:\d
time picces from different parts of the world.
As if the spatial puzzles weren’t hard enough,
the player must also race the clock and avoid
two villainous birds (actually “puffins”). One
puffin rries to knock the pegs off the board
while the other will rust the gears if given a
chance. As defense against these fowl deeds
you can shoor the puf%ns off the board, or oil
the gears they have rusted, but there’s no way
to replace missing pegs. You can also use
bombs to clear up your own missteps. Success
earns points, and if you ger bonus gears you
have a chance to yank r~L|"|c limb n%a “one-
armed bandit” and try for more points or
bonus items. While an inrcrcsring brain-
banger, the documentarion doesn’t quite
agree with the actual game play. Amiga and
IBM (849.95), Commodore 64 ($39.95).
Circle Reader Service #8.

ICOM Simularions, Inc.
648 S. Wheeling Rd.
Wheeling, IL 60090
(708) 520-4440

UNINVITED: Fans of the gothic horror
genre who don’t mind playing a graphic ad-
venture with closer ties to the simpler, older
titles of the past may enjoy this Windows
version of ICOM'’s classic adventure. Though
this graphic puzzler offers a return to the less
complicared quests of days past, the potential
player should not think that this translates
into an inferior product. On the contrary, the
Windows conversion of Uninvited captures all
the atmosphere and enjoyment of the carlier
releases and enhances play by providing a high
resolution, mouse-and-menu-driven  inter-
face employing full 256-color images and
smooth spot animations. Windows sound
support is also provided for digitized sound
eftects, including requisite thunder, screams
and howls. So, if the player is up to the
challenge of uncovering the mystery of House
Abraxas, Uninvited will provide a good dose
of ghastly fun. Just pick up everything that
isn't nailed down and watch out for that
swarthy Southern Belle: She’s no lady...ar
least not anymore. IBM with Windows
($49.93). Circle Reader Service #9.

Interplay Productions, Inc.
17922 Firch Ave.

Irvine, CA 92714

(714) 553-6655

LORD OF THE RINGS, ENHANCED
CD-ROM: Frodo never had it so good, at
least not until the enhanced CD-ROM ver-
sion of The Lord of the Rings spun off from
Interplay. Featuring 25 minutes of foorage
from the Ralph Baﬁshi film (playing in rﬁc
largest full-motion video window of any en-

Computer Gaming World



How Could We Ever Improve
The World's Best Se

Chess Program?

CHESSMASTE e
_4000

."'"

' -’Thé ’(Zhessmaster acts‘ as
5 a mentor and’ prowdesa new

.40(10 18 based npun lhe
 engine that won the
1992 World Com- -
puter Chess Champi-
onship in Madrid,
Spain, Taking

New views mr.‘!n;flug
3-D and rarating boards

advantage of the = :
32-bit processing Th‘e Software
capabilities of 386 ~ Toolworks has long

and 486 proces- [
sors, chess for the &
PC has reached a
new level of

excellence.

been recognized as
the leader in

* computer chess

¥ programs. Now,
we're setting a new

standard. Truly, The
Chessmaster 4000

Turbo is the finest chess

The Chessmaster 4000
Turbo has a new custom
Windows™ interface for
spectacular graphics. Choose program in the world.
between 3-D or 2-D. Rotate

the board. Choose from a ' ' CHESSTI{—I/EASTER

oo 0 tron €T ol NZINE 0

URBO

T ———r
The Finest Chess Program in The World!

AR Available for IBM PG and compatibles,
:' 't" Windows and MPC CD-ROM
. For dealer info or to order, call toll-free
JERBIATHe Siftetse Toahorks and log b mae < Toalwinks, Ine 1BM f4 8 registe 1"800"234_3088
fimddoiws 1 3 trademnark of Mizrosof




tertainment title to date), over 40 minutes of
high quality CD audio sound effects and mu-
sic, plus digitized speech from the film,
Tolkien’s epic tale plays better than ever, As
in the original release, the player assumes the
role of the hobbit Frodo Baggins, leader of
The Fellowship on a quest to destroy the One
Ring that has the power to enslave them all.
Featured are real-time, party-based combar,
and characters with unique personalities and
behavior. Also provideg is an entertaining
cight minute tutorial to help players acclimare
themselves to the CD-ROM interface.
Tolkien fans will be drawn to this game like
Gollum to his Precious. IBM with CE,b-ROM
(§79.95). Circle Reader Service #10.

Microsoft Corporation

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

MICROSOFT GOLF FOR WINDOWS,
MULTIMEDIA EDITION: Golfers wishin
to refresh their game, ar least visually :mﬁ
audibly, may find this new edition of Mi-
erosoft Golf to be just their cup of “ree.”
Among the enhancements offered in Microsofi
Gaff' or Windows, Multimedia Edition is the
ability o call up a video “flyby” of each hole,
similar to that provided by television golf
coverage. This flyby provides the player with
an overhead view of the particular charac-
teristics of each hole. Requesting a “tip” be-
fore rtaking a shot allows the player to
“consult” with a video golf pro and gain some
helpful on-line advice. More detailed instruc-
tion is also available through on-line video
demonstrations of stroke technique. Sound
capabilities have also been enhanced, allowing
the deskeop golfer to select and assign their
own souncfs to specific golfing events. Both
male and female commentators are available,
and the player can add their own audio com-
ments, too. Other features include instant
replays of each shot, playing with up to eight
partners, and a driving range and pucting
green for practicing one’s shots. IBM with
Windows and CD-ROM (864.95). Circle
Reader Service #11.

Multicom Publishing, Inc.
1100 Olive Way, Suite 1250
Seattle, WA 98101

(206) 622-5530

AMERICANS IN SPACE: Armchair astro-
nauts can now get their ticket to the stars with
Multicom Publishing’s Americans in Space,
an in-depth presentation of the United States’
space exploration program. Included on this
CD-ROM disc is a complete video and pho-
rographic tour of America’s space program
beginning with the early experimental rockets
and conunuing through the current space
shuttle missions. Projects and missions can be
tracked in chronological order or accessed by
launch date. The *Mission Conrtrol” style in-
terface supports zooms of photographs and
the printing of any text disprayt:d in the main
viewer. With more than 500 photographic
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images, over an hour of full-mortion video and
narration, and text descriptions of every
American manned space mission, Americans
in Space offers an enterraining and educa-
tonal adventure for the whole family.
($69.95). Circle Reader Service #12. ’

New Media Schoolhouse
390 Westchester Ave.
Pound Ridge, N.Y. 10576
(800) 672-6002

TIME TRAVELER CD: We have CD'd
the future of History, and it is ROM. Here’s
a history of the world, from 3900 B.C. 1o
1992 divided by five geographical regions and
three categories: history, culture and innova-
tion. The Time Traveler interface lets you
select a year and jump ro it with the “GO!”
button, or search a time by subject. Every
period features at least one attractive, photo-
quality image, some accompanicd by a short
caption, to illustrate a brief text descriprion of
that year. The CD is billed as “A Mul‘timediﬂ
Chronicle of History,” yet features no anima-
tions, and only a smattering of audio clips.
And though the overall puciagc is well-pol-
ished, someone should have noticed thar
Jackie Robinson couldn’t have been “ Waokie
of the Year” in 1947, 30 ycars before Star
Wars. A decent program, but we're nor sure
you couldn’t get more book for less bread.
Macintosh with CD-ROM ($159). Circle
Reader Service #13.

New World Computing, Inc.
20301 Ventura Blvd., Suite 200
Woodland Hills, CA 91364
(800) 325-8898

MORE VEGAS GAMES: Wannabe gam-
blers who like to play it safe, where the only
“high stakes” are one’s time and energy, will
find New World’s Mare Vegas Games an en-
joyable mix of rraditional casino games for
Windows. Designed by The Dreamers Guild
and featuring high quality graphics (in 256-
color, high resolution Super VGA) and excel-
lent digirized vocal samples (for both male
and female dealers), this collection of five
casino favorites will assist the player in beating
the odds ar Craps, breaking the bank at Video
Poker and Blackjack, winning and placing at
Horseracing, and hicting it Eig ar Baccarat.
Each of Maore Vegas Games’ offerings is a
multi-player version of the famous pastime,
allowing digital gamblers to play alone against
the computer or with up to three additional
players. Assisted by pertinent on-line help,
More Vegas Games ofters a Window to bet ar
(and for pretty low stakes). IBM with Win-
dows (829.95). Circle Reader Service #14,

Origin Systems, Inc.
12940 Research Blvd.
Austin, TX 78750
(512) 335-5200

THE SILVER SEED: Snaking its way from
Lord British to Ultima players everywhere is
the latest add-in module for Ultima VII Part

Computer Gaming World



Fun and More!

une into Planet Kidz for all the radical new
video games and the best in computer
software. We'll show you smart game

strategies and computer tips that will put you in
electronic orbit.

And there’s more...each Saturday at 4:30 (et)
you'll find all the latest in fun food and
fashion on Planet Kidz. '

Keep ydur innermost thoughts Sibred'
on your Electronic Magic Diary! You can
lock it, too, so no one else can read it!
Use your Magic Diary for keeping all
your friends phone numbers and faces
(you create). You'll want to get your
daily Horoscope, and find out from the |
Electronic Match Maker how well you '

get along with that special someone...
it's as cool to use as it looks!

Mental Math Games is a dazzling way =
to integrate math into games! There's several |
to choose from... Maze Game, Moon Flight, ML

Math Match, Raccoon Race, Mental Block, Fraction
Fish, and Tip-a-Duck! These exciting games

Miljrstalde spee:
for shillereist

introduce addition, subtraction,
multiplication, fractions, decimals,
percents, and division skills via
games and animation!

You'll love it !

See these great products on
Saturday November 20th :
at 4:30pm (et) on CNBC,

PAID PROCRAMAING

305-427-9655



Two: Serpent Isle. The Silver Seed allows those
still in Serpent Isle o discover new quests
(which take place in a mysterious, war-rorn
past), explore another land and acquire addi-
tional magical items to employ within the
game Eropc:'. These new advenrures can be
embarked upon at any point in the original
game, enabling the player ro increase his char-
acter’s power and experience. New features at
the Avatar’s disposal include a magic key ring
upon which keys are placed as they are ac-
quired, and from which they are used as
needed. Also provided are the Belt of
Swrength, Gauntlets of Dexterity, Erinon’s
Magic Axe, the Helm of Light and the Ring
of Shal (a source of endless reagents). Other
niceries include single button commands for
feeding party members, employing the magic
key ring, telling time and picking locks. The
accompanying Play Guide offers the player
maps and snl%rions to the new quests. The
larest version of Serpent Isle is included. Ul-
tima VII, Part Two: Serpent Isle is required.
IBM ($29.95). Circle Reader Service #15.

Psygnosis, Ltd.

675 Massachusetts Ave.
Cambridge, MA 02139
(617) 497-5457

ARMOUR-GEDDON: Once again the fu-
ture is painted dark and steeped in devastating
warfare. After the Balkan War of 1997 devas-
tated the earth, two facrions survived which
developed into hostile surface dwellers and a
subterrancan socicty. As a member of the
underground dwellers, it is the player’s re-
s onsi!i)iliry to defend his or her sociery from
[EC marauding survivors on the surface and,
ultimately, to destroy their supreme weapon,
a deadly laser cannon, before the under-
ground is vaporized. Basically a combination
of flight sim and arcade acrion, Armour-Ged-
don offers the player solo play against com-
puter opponents or head-to-head serial link
permitting two EDEN warriors to launch a
combined attack on the surface scum. Gath-
ering and assembling components into an
ultimate weapon are key to success in this
post-holocaust game of acrion and straregy.

IBM ($49.99). Circle Reader Service #16.

SD]J Enterprises, Inc.

1551 Fawn Valley Dr.

St. Louis MO 63131

(314) 966-5602 (Evenings only)

DRACULA IN LONDON: Based on
Bram Stoker’s original novel, this modest
vampirish tale involves tracking down the
infamous Count Dracula, reported to be hid-
ing somewhere within the confines of Lon-
don. Assuming the role of Professor Van
Helsing {or onc of five other vampire hunt-
ers), the player must putan end to the Count’s
bloodlust. Too many mistakes, however, and
one will certainly cross over to the land of the
living dead. Designed for Windows (accept-
able, but by no means flashy) and definitely
more a game of thought than action, possess-
ing the feel of a board game in play, Dracula
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| A tall, Broad-ghoulderad man charged down the steps

Chagter Four

Ha. 11 DOWHING STEEET

of Leonora Bainee' Fnightebridge Manmy  Schocd,
bumping into studente in ruffind miahtcape Noteosks
and ruboer pachiere SUTTEAT 2CT000 NS PATN, oCarcay
noticed By him. At the curb, [ie chowed nie cuar in 3
QUicT ragd and THiough ITe omdie mreathe ookad down ||
Slaane Strect for an vailavle tad, The oaly oe in
PRYRE waS The old Redp That was here whm held amvad
the nily thing houldve bem retirad when Ednard VIR
Qv up the throne, 0 3 sudden buret of accderation,

|| the ecrufiy, with google-eyed headlanipo and 4 |

No. 11 Downing Street

T o Rk Lo woot s shsbemsd

& Tus Rall

Crosswire

 atiass {

Blaze

in London's greatest appeal will be limited
primarily to vampire and gothic horror buffs,
Each game takes about an hour to play de-
pending on the number of players involved
(up to six, though two to Four are recom-
mended). The game claims to have been de-
signed in an “unstructured problem” formar,
so that what works in one game may not work
in the next. So, if the idea of tracking down
Dracula over and over again with sligir vari-
ations is appealing, Dracula in London may
work for you. Those who enjoy longer, more
traditional quests may want to stake out some
different territory. IBM  with  Windows
($29.95), Circle Reader Service #17.

Silicon Alley

8693 Wilshire Blvd., Suite 215
Beverly Hills, CA 90211

(310) 289-1237

NO. 11 DOWNING STREET: Non-lin-
ear storytelling is the key concept behind Sili-
con Alley’s first episode in The Adventures of
Ninja Nanny and Sherrloch Sheltie series of
interactive fiction. Branching storylines and
ancillary information enhance the learning
value of this title. Available in versions for
both Level 1 and Level 2 MPC systems, No,
11 Dewning Street introduces children to two
unusual characters, Ninja Nanny (a mischie-
vous cow) and Sherrloch Sheltie (a budding
computer criminologist). Designed as a series
of cﬁapters, this literary adventure features
linked “hotwords,” animated sequences, en-
hanced video and music, and museum-qual-
ity antique clip art. Help Ninja Nanny and
S1crrlog|1 Sheﬁic defeat the plans of the evil
Baron Von Moribund and learn interesting
new facts at the same time. However, make
sure to purchase the correct version. The
MPC Level 2 product is virtually unplayable
on Level 1 systems. IBM with \‘.’/:'xrc};w: and
CD-ROM ($69.95 for MPC Level 2, $34.95
for MPC Level 1). Circle Reader Service #18.

SilverSun, Inc.

100 Jersey Ave., D-1

New Brunswick, NJ 08901
(800) 8-silver

CROSSWIRE: Think back to a High
School History exam. Anyone who can smell
the stench of mimeographed paper may also
remember the “matching” part of their His-
tory tests. This was where a list of names or
dates appeared in one column, and a list of
related information appeared in the other.
The object was to match the item in the first
column with the corresponding irem in the
other. Okay, now return to the present and
think of a compurter “game show” program
thac plays in the same manner of that History
exam. Pretry exciting, eh? Well, in CrossWire!
it’s actually kind of fun. One competes againse
an artficial opponent who has inherent
strong and weak areas of knowledge. Qualify-
ing rounds must be completed cach game in
order to compete in the final round. While
the pressure of the clock makes for wense
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players, the bizarre game show host and off-
the-wall prizes make solving the 4,000+ puz-
zles all worthwhile. IBM with Windows
(539.95). Circle Reader Service #19.

SoftStream International

10 Twin Ponds Dr.

S. Dartmouth, MA 02748-1166
(800) 262-6610

BLAZE: Those who still enjoy running
around a litdde maze gobbling up pills will
probably find SoftStream International’s
Blaze, a full color Pacman clone for the
Macintosh, appealing to their wste buds. The
goal of this rather simple arcade game is to
guide a drop of water through a maze while
putting out small fires in its pach. However,
some local “burnouts” are determined to turn
the player’s heroic livdle droplet into vaporized
H20O. As such, there is no recourse but to head
for the nearest fire hydrancand cool down the
overheated opposition. A very cute and mod-
estly addicuve (though somewhat overpriced)
game, Blaze offers Mac owners some classic
desktop entertainment. Macintosh ($59.95).
Circle Reader Service #20.

MICROCOSM II: Another Mac game
from SoftStream, Microcosm IIis designed to
a]iapeal to the more strategically-minded
player with quick reflexes. In this 16-color
title, gamers adventure into the microscopic
world of viruses and DNA controlling a min-
uscule robot reminiscent of Wesley Crusher’s
Nanirtes from Star Trek: The Next Generation.
The object of Microcosm I sces the player
maneuvering his or her robot around a maze,
shooting DNA-filled pills at spawning and
mutating viruses in an effort to free the system
from the viral threat. In the process the player
must collect computer chips thar will anancc
their robot, adding special funcrions to in-
crease their effectiveness ar viral annihilation.
A level editor has also been provided, allowing
gamers to create their own mazes. Macintosh
(849.95). Circle Reader Service #21.

OPERATION INTERCEPT: The third of
SoftStream International’s recently released
titles, Operation Intercept brings Galaga (and
its numerous clones) to the Mac deskrop. As
the story goes, the player’s solar system has
been inva(ﬁ'd by an evil hoard from the Spoox
Empire. The opposition is grear, bur the stel-
lar pilot is certainly up to the wsk. Piloting
one of several fighters, the player must destro
wave after wave of attacking enemy vessels, all
intent upon his or her complete and utter
destruction. Destroying an entire actack wave
provides one with a special bonus item that
can be spent at the upgrade-repair stations to
improve or repair one’s ship, adding such
options as double- and rtriple-shor lasers,
spawn-shot, special shields and more. A Chal-
lenge mode has also been provided, allowing
two players to fight the opponents head-ro-
head. Macintosh ($59.95). Circle Reader
Service #22.
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The Software Toolworks
60 Leveroni Ct.
Novato, CA 94949
(800) 234-3088

SPACE SHUTTLE: This true mulumedia
product will soar right to the heart of space
exploration lovers. Climb into the cockpit of
any past Space Shuttle mission and blast off
to deploy satellites and conduct experiments.
Space Shuttle offers a tour of the Johnson
Space Center, including NASA footage, pho-
tos, diagrams and video. A number of intrigu-
ing, though pixelated, videos show what it’s
like for the astronauts to live, work and sleep
in space. The audio portion of the program is
professionally written and narrated. A Per-
sonal Digital Assistant-style interface offers a
unique and simple method of getting around.
There’s even a quiz-style gnmc%hr resting your
Space Shurtle knowledge. Overall, an exqui-
site-looking offering, though low on the gam-
ing factor. IBM with CD-ROM ($49.95).
Circle Reader Service #23.

Three-Sixty Pacific, Inc.

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

(800) 653-1360

V  FOR VICTORY: GOLDeJ]UNO
o SWORD: In this fourth, and perhaps final
installment of the popular V' for Victory series
(see the Wargaming World editorial on page
164), it’s back to the beach for Lke and his
shrapnel surfers. Where Utah Beach featured
the Yanks, now we have a broader Allied
contingent storming Hitler’s Fortress Europe.
With an upgrade oli'! the entire series to a 4.0
version, Gr;E/'  Juno® Sword is the finest tuned
of the popular, detailed, hex-based wargaming
series. Super VGA graphics are required; math
co-processor and sound cards are supported.
IBM ($54.95). Circle Reader Service #24.

Wizardware, Ltd.

918 Delaware Ave.
Bethlehem, PA 19105
(800) 548-7969

PC GRAPHICS ANIMATION FESTI-
VAL (VOLUME 1): Those who enjoy com-
puter graphics may want to rake a look, and
listen, at Wizardware's CD-ROM collecrion
of computer animations, many with Sound
Blaster soundtracks. Operation from both
DOS and Windows is supported; VGA
graphics and hard drive are required. Unfor-
runarely, only those with cutting edge systems
(486 or herter with double-speed CD-ROM
drives and 4MB or more RAM) will be able
to enjoy these animations at anything greater
than grass growing speeds (on 386 systems
with single-speed CD-ROM drives it can take
several minutes for each animation to load).
While quality is mixed, there is a good selec-
tion of animations to view on disc, including
scenes from Lawnmower Manand Steam, plus
a 3-D “virtual reality” game. IBM with CD-
ROM ($39.95). Circle Reader Service

#25. cow
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readers over time. They hayve been rated for their impact on the « mp
during their peak period of influence and acceprance by our readership.

listed for each game are the copyright dates and _may pr{.ccdc the accual relcase dares. _

Specific formats listed are those which CGW has in its posscsmon

The Bard's Tale (Electronic Arts, 1985)
Many Formats

Chessmaster (The Software Toolworks, 1986)
Many Formats

Civilization (MicroProse, Inc., 1991)
Amiga, IBM, Macintosh

Dungeon Master (FTL Software, 1987)
Amiga, Atari ST, IBM

Earl Weaver Baseball (Electronic Arts, 1 986)
Amiga, IBM, Macintosh

Empire (Interstel, 1978)
Amiga, Atari ST, C-64, IBM

F-19 Stealth Fighter (MicroProse, Inc., 1988)
IBEM :

Gettysburg: The Turning Point (Strategic Simulations, Ine., 1986)'
Amiga, Apple, C-64, IBM ;

Gunship (MicroProse, Ine., 1989)
Amiga, C-64, IBM

Harpoon (Three-Sixty Pacific, 1989)
Amiga, IBM, Macintosh

Kampfgruppe (Strategic Simulations, Inc., 1985)
Many Formats

King’s Quest V (Sierva On-Line, Ine., 1990)
Amiga, |IBM, Macintosh

M-1 Tank Platoon (MicroProse, Inc., 1989)
Amiga, IBM

Mecl Brigade (Strategic Simulations, Inc., 1985)
Many Formats

Might & Magic (New Waorld Computing, 1986)
Amiga, Apple, C-64, IBM, Macintosh

M.U.LE. (Electronic Arts, 1983)
Atari 8-bit, C-64

Pirates (MicroProse, Inc., 1987)
Many Formats

Railroad Tycoon (MicroProse, Inc,, 1990)
Amiga, IBM, Macintosh

Red Baron (Dynamix 1990)
Amiga, IBM, Macintosh

SimCity (Maxis, 1987)
Many Formats

Starflight (Electronic Arts, 1986)
Amiga, C-64, IBM, Mac, Sega

Their Finest Hour (LucasArts Entertainment Ci “ompany, 1989 s
Amiga, Atari ST, IBM :

Ultima I (Origin Systems, Inc., 1983)
Amiga, Apple, Atari ST, C-64, IBM

Ultima IV (Origin Systems, Inc., 1985)
Amiga, Apple, Atari ST, IBM

Ultima VI (Origin Systems, Ine., 1990)
C64, 1BM

War in Russia (Strategic Simulations, Inc., .."934)
Apple

Wasteland (Interplay Productions, Inc., 1986)
Apple, C-64, IBM

Wing Commander (Origin Systems, Ine., 1991)
Amiga, IBM, Sega

Wizardry (Sir-Tech Software, 1981)
Many Formats

Zork (Infocom, 1981)
Many Formats
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The games in Computer Gaming World's Hall of Fame have bet.n ]ughl

Railroad Tycoon
MicroProse, Inc., 1990
Amiga, IBM, Macintosh

T

Sid Meier holds the record for having
the most titles in the CGW Hall of Fame.
One of the reasons for this is because he
refuses o be stuck in a game design rur.
Instead, he looks for new sul};u_(a and new
approaches. Impllu.[ by a combination of
tdm:mnnn for SimCity and a love for
model railro: uimg, Railroad Tycoon suc-
cessfully blends elements of a "software
oy” and a game of cconomic competition
into something new and vital,

Red Baron
Dynamix, 1990
Amiga, IBM, Macintosh

Red Baron may well be Damon Slye’s
masterpicce. Damon is the dumnnrf’pm-
grammer whao has been pushing the edge
of 3-Space since his first vectored gmphlcs
game of spacc-age tank combat, the origi-
nal Stellar 7 on the 8-bit computers. At
Dynamix, Damon moved the company
L]lruug_,h the Skyfox and Airfox series of 3-D
action games (puhln.hm_{ by Electronic
Arts) 1m| on toward their current success
with A-10 Tank Killer, Red Baron and Aces
(J_,( ‘the Pm‘:ﬁc.

Red Baron not only features rerrific
graphics that dress up the traditional poly-
gon-filled look with occasional bit-maps
md shading, but offers campaign pl'l\
from both sides, the largest selection of air-
craft in a WWI air combat simulation, and
a multitude of quick-combar missions. It is
a rich, satisfying simularion that not only
held a pmmlmnr pmmun in the top ten
of CGW’s Top 100 for more than a year,
but still stands as the high waterm: ark of
realistic air combar for m: iny gamers,
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"-'i_/--;' 5P Hes’é‘arch
Hits List

l:lf Top-Selling Software

July, 1993

¢ d LraAAINEs | 1
Rank Title and Source :
1 X-Wing: Imperial Pursuic (anaeAm: Entcmmmf_m)
2% X-Wing (LucasArts Entertainment)
T ap Betrayal at Krondor (Sierra On-Line, Inc.)
-4 Pirates Gold (MicroProse, [ne.)
57 Syndicate (Electronic Arts)
G. Tornado (Spectrum HoloByte, Ine.)
7t The 7th Guest (Virgin [nteracrive Entertainment)
'8, Links 386 Pro (Accesq Software, Ine.)
9. Fardball 11T (Accolade; Ine.)
=aiilee Mighr & Magic: Dark Side of Xeen (New World Compuring)
11 Waolfenstein 3-1/Spear of Destiny: (1 ormgen)
12, Prince of Persia Il (Braderbund Software, Tne.)
K Links - The Belfry (Access Software, Inc.)

l"-‘r Railroad Tycoon Deluxe (MicroProse, Inc.)

® Flashback (Strategic Simulations, Inc.)

Lo Take A Break! Pinball (Sterra On- Lm:. Ine:)

17 SimCity (Maxis Software)

18, Suike Commander (Origin Sysmms, Inc))
19, = Links - Mauna Kea (Access Software, Ing,)
200 Realms (Virgin Interactive Entertainment)

et
S

R:mk Title and Source

g 688 Attack Sub (Electronic Arm)
2 A-Train (Maxis Sofoware)
WD Lemmings II (Psygnosis, Led.)
4 AD&D Gateway to the Savage Frontier (Strategic
Epm Simulations, Inc.)
55 Medicyal Warriors (Merir Sofcware)
racin _g';j. ne.
Title and Source

L Prince of Persia (Bradubund Sottwfzra., Inc,)
i Microsoft Flight Simulator (Microsoft Corporation)
e SimCiry Supreme (Maxis Softwarc)
4, PGA Tour Golf (Electronic Ars)
5. King's Quest VI (Siérra On-Line, Inc.)

- Title and Source
1 The 7th Guest (Virgin '[nl:cr'tcuvc Fntcrr‘umnuu}
i ROMarerial (Moon Valley)
3, MPC Wizard (Aris l:mermmmcnr)
4, ng 5 Quest VI (Sierra On-Line, Inc))
L Indiana Jones and the Fate of Atlantis (LucasArts Enterminment)
G, Corel Art Show (Corel Corporation)
7 Compron's Encyclopedia Upgrade (Compton’s New Media)
8. Cincn_‘:auia-{Micmsoﬁ Corporation)
9, Street Atlas U.S.A. (Delorme)
0 Jer Pack EL17A/F 1511 with Scenario (MicroProse; Tnc.)

Ihis list is based on units sold by Software Ere,, Balib:tg'cs,-w:lldcmofnvm and Elecrronics
Boutique. For more infarmation, please contacr PC Research ar (7013) 435:1025.
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What You’ve Been
Playing Lately

Every month our matlbox bulges with hundreds of Reader Input Cards

from our most loyaliand outspoken readers, Over the years we've found

these cards to be an invaluable source of feedback. This column is a

forum for these responses and for the resules of our “Playing Larely?”
1ery onthe Reader Tnput Card: Thanks for taking the time to fill

L\u.m out...keep ‘em coming!

X wmg (LucasArts Entertalnment)
Betrayal at Krondor (Dymmlx Inc.)
Civilizadon (MicroProse, [nc.)
Lands of Lore (Westwood)

Falcon 3.0,\‘!Mi(.§-29 (Spectrum Holobyte)
Syndicare (Electronic Asts)

Mighrt & Mapgic: Darkside of Xeen
(New World: Cmnpumw}

8. Dune 2 (Virgin)

9l Clash of Steel (SSI)
10, World Circuic (MicraPrase, Inc.)

SLEEARE Db

Our short-answer queryin issue 109 asked gamers to actas Game Design
Alehemists with the power to extraer elements from their favorite games and
recombine them to create The Ultimate Gaming Experience. Here are more
gredtresponses,

“Recipe fur Ciame a la Perfecnion (serves 500,000}

1 part Sceatey.of Crudlization

2 parts 'Pt'l'spl'cti\-’l?_ of Underworld
1/2 part Elying of Aces
Dash of Pirates

- Mix the aboye in'a bow} lTI"ldL from the ] shells off Dejaly Tharis & John

Carter's first born, [ necessary, add Righes from Burroughs estate.”
- Anonymous, Benver, CO

*I would rake the mﬂ.ppcd terrain of Falcon 3.0, the promise of Aces of the
Pacifie, and the abiliny 1o assign personality traits; such as in RPGs, and allow
the pliyer to choose 4 squadron, plane type, and customize one's plane with
name, markings, erc. and require the player to keep the plane maintained.
Name: Flyboys - The WWII Combat Pilor Simulator.”

¥ I‘):”l .‘;l";tll‘ Ki'\g\\'““li. ‘!.X

“A role-playing game with the overland perspective of Ultina 7, cut scenes like
Wing Commander /1, dungeon pesspective of Uttima Underworld 2, and with a
general Anglaphile tone.”

= Lord Brirish, Austin, TX {actually, postmarked Brooklyn, NY)

“Take the graphics from Wayae Greealy Fluckey 3 (one of the few things done

tghtl; the implemenzarion; customer supporr, and in-game print capability of

Tivone PageSpores Football the statisvical basis from True Hockey; and the season

_!-chu!u]mg, Tt'i]lel}’.ll)it!l}, anel league ser-up oprivn from Hockey League

Silllui.ll:nr 2 T\lal'nc NHI The Complete Game. (Sigh) Onlyin heaven, |

aiess,”
- Marty Frovat, Slydell; LA

“First, I'd take the character generation from \Wasteland, the firepower from
Gunship 2000, and the evil Empire of Xewing, Then, I'd mix in the death scenes
from Lerminator 2029. We'd need a couple of bugs from Ulrima 7 (10 keep the
phones ringing), and the music from Wing Commanderswhen you're running to
the ship. We could call it *486 Demander” and label it Super Hi Tech® and sell a
few copies to @ few people.”

- Anthony Felicit, Iselin, NJ

“I woulld combine the humor of Freddy Pharkas wich the grear gameplay of X-
wing, throw in.a grear racing sim like World Cireuitand the always enjoyable
Links 386 Pro. I would call it: Phunny Pharmacists Phlics and Drives Phearlessly
Phast ro the Tee.”

= Jon Wilson, Lindis, NC

Computer Gaming World



The Patch File

amputer %ame Emgrams have grown so massive and the

number of possible configurations has become so huge rhat

incompatibilities and glitches scem to be breeding ar an
exponential rate. Consumers and Eublishcrs are both fruscrated at
the need for adding patches into uggy” programs, bur they seem
to be an interim solution that is going to be with the hobby for a
while (presumably, until a standard platform conﬁ%umtion is
agreed upon). So, until the golden age of standardized platforms
and bug-free programs, Computer Gaming World will publish a reg-
ular list of the latest updares of which we are aware.

These patches can usually be downloaded from most major net-
works (c.[i;., CompuServe or GEnie), but can also be obrained from
individual software publisher’s own BBSs or direct from the pub-
lisher with proof of purchase. We continue to urge publishers to
keep us updated on the latest versions/patches to their games.

F*"" indicares new files)

Air Bucks Version 1,21: Corrects lock-up and mouse comparibility prob-
lems. 8/06/93

Ambush at Sorinor Version 1.02: Adds a speed control option for fast
machines, replaces several bad mission descriptions, and fixes the Al for
VIPs and escorts. 6/17/93

Battles of Destiny V1.1 Patch: Enhancements and bug fixes include:
Patrol Mode, Map Editor, and two player modem enhancements. 5/06/93

Buzz Aldrin Race Into Space Version 1.0b: Fixes a lock-up bug and allows
the removal of some files from the hard drive. 7/06/93

Caesar Patch: Allows players to use Impressions’ game with disk compres-
sion utilities, and corrects the “culture” problem. 5/19/93

Carriers at War Construction Kit Patch: Fixes the “CAP” bug and a few
other minor problems. 7/13/93

Dune II Patch File: Fixes problems with the delivery of items from
CHOAM. 4/18/93

Empire Deluxe Version 3.1: This new version makes a myriad of feature
changes and bug fixes ro Version 3.0. 4/30/93

F15 Strike Eagle TII Version 3 Update: Corrects minor errors in earlier
versions. 4/25/93

Harpoon Version 1.32A Upgrade: Makes changes ro the Harpoon game
system, 5/18/93

Imperial Pursuit Fix: In che original version, it can be difficult to lock-on
to a rarget with missiles under certain system configurations. This patch
should correct this problem. 7/08/93

IndyJones/Atlantis Mac Patch: Corrects the “deserc balloon” crash bug in
the Mac version. 4/15/93

Indy Jones/Atlantis 486 Patch: Allows one to play the game on a 486
without color problems or errors. 5/26/93

Jordan in Flight SVGA Patch: Allows owners of Diamond Srtealth,
Diamond Stealth 24 and Orchid Fahrenheir 1280 Plus video cards to run
the game in SVGA. 5/21/93

Jump Jer Update: Corrects the joystick problems some players are report-
ing and some ather compatibility problems. 5/18/93

** Kings Quest VI CD-ROM Patch: Fixes the problem with the disap-
pearing ball in the Endless Desert Temple Stone Wall trap, 8/24/93

** Lands of Lore Version 1.11 Patch: Corrects various problems including
the inability to retrieve Dawn'’s second key. 8/25/93

** Lands of Lore Sound Card Patch: Allows multiple sound cards to be
used at one time. Now includes Waveblaster/SB16 support. You need this
patch only if you use more than one sound card. 8/16/93

** Omar Sharif on Bridge Upgrade (IBM/Windows): The latest version
of Interplay’s bridge game for Windows. 9/03/93

Pacific War V1.1 Upgrade: The official SSI upgrade ro Gary Grigshy's
Pacific War. 4/18/93

Patrior Version 1.1: The long-awaired patch to Three-Sixty's Gulf War
simulation. 7/27/93

Pirates Gold Patch: Corrects the “evil person in the city” crash, the “mis-
sion from the governor” crash, and the V1 switch should now Funcrion as

Navember 1993

@@i@h@g

stated in the README file. 7/19/93

Realms of Arkania Disk 3 Fix: The first print run of this game was miss-
ing some data from disk 3. You only need this file if your BLADE direcro-
ry has 48 files and 3,030,380 bytes in it. 6/23/93

Realms of Arkania Update #1: Corrects the “Skelerarius” problem among
others, 7/01/93

Rules of Engagement 2 Version 1.05: Latest version of the
Omnitrend/Impressions’ space war simulacion. 8/01/93

** Rules of Engagement 2 Campaign Disk Update: Updates Campaign
Disk 1 1o version 1.01. This update adds 9 new Breach 2 IGS links to the
campaign "Operation Hammer.” This update is anly useful if you're play-
ing the game in conjuction with Breach 2. 8/30/93

** Shanghai Il Version 1.04 Update (Mac): Resolves incompatibilities
with After Dark and SuperClock, and fixes a 32-bit addressing problem. If
you are getting random crashes or freezes, this update is for you. 8/20/93
The Seventh Guest Fix: Updates sound cards drivers, installation program
and player program (requiring only 450K memory). 7/28/93

Tony LaRussa 1 Patch: Fixes bugs in S5I's baseball simulation. 5/21/93
Unlimited Adventures Version 1.1 Patch: In addition to new files for the
software, this patch contains a supplement to the game’s manual. 5/21/93
** ¥ For Victory 3.1 Upgradc (IBM): Upgrades Utah Beach, Velikiye
Luki, and Marker Garden Versions 2.0 to Version 3.1. 8/19/93

V For Victory: Velikiye Luki Version 3.1 (Mac): Upgrades the Macintosh
version 2.0 to 3.1, 7/09/93

V For Victory: Market Garden Version 3.1 (Mac): Upgrades the
Macintosh version 3.0 to 3.1. 7/08/93

** V For Victory: Gold Juno Sword Version 4.01 (Mac): Upgrades the
Macintosh version 4.0 to 4.01. 8/28/93

The PRODIGY Weekly Top Ten

Computer Gaming World is Prodigy's on-line games expert. Look for
us in their Game Center, a forum where users read articles posted on-
line by CGW and exchange messages on the bulletin boards (we can
be reached there av EXPT40B). The Prodigy Game Poll is run by
Prodigy hased on a list of games provided by CGW and is updated
weekly, Note that it is not a cumulative rating over time (|i&;c the
CGW Top 100 Poll). Instead, the Prodigy Game Poll is a weekly
"Snapshot” of game populariry with gamers rating cheir favorites on a
1 - 10 scale. The highest total point earners make their Top 10. We
provide this data to our readers as another barometer of "\\fﬁ:u's hot"
in computer gaming,

TOF TEH RAKKED G4
Week of Rugust 27 lo

RANK TITLE

SCUORE

) 1117 Rees of Facifie

Ul tima Und
Links 38

— LOOK
Copy Tools Help Exi | TN
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RECEIVED

AMIGA:
A-Train Construction Kit (Maxis)
Desert Strike (Electronic Arts)
Syndicate (Electronic Arts)
Virtual Reality Studio 2.0 (Domark)

MACINTOSH:
Bridge Master (Capstone)
Carriers at War (SSG)
King's Quest VI (Sierra)
Lemmings (Psygnosis)
Oh No! More Lemmings (Psygnosis)
Where in the USA is Carmen
Sandiego? (Broderbund)

MACINTOSH CD-ROM:
Putt-Putt Joins the Parade
(Humongous Entertainment)
Putt-Putt’s Fun Pack (Humongous
Entertainment)

MS-DOS CD-ROM:
Eric the Unready (Legend)
Eye of the Beholder III (SSI)
Future Wars (Sony Electronic
Publishing)
Great Naval Battles: North Atlantic
1939-43 (SSI)

Putt-Putt’s Fun Pack (Humongous
Entertainment)

Ultima Underworld I, Ultima
Underworld II (Origin)

MS WINDOWS:
Deja Vu 1 & 11 (Viacom New Media)
Empire Deluxe (New World
Computing)
Sim Life (Maxis)
Solitaire’s Journey (QQP)
Uninvited (Viacom New Media)

Oh No! More Lemimings

Carriers at War

Advertisers List

Empire Deluxe

360 Pacific 176-177 Formgen 2 Paper Mayhem 108
3DI Productions 125 Future Vision 197 Papyrus : 41
Access 132-133 Gamer's Gold 112 Psygnosis 5
Accolade 53 GEnie 35,37,39 QQpP 59,61, 63
Accoustic Research 198 Genovation 193 Quality Computers 54
Activision 135, 137, 139 Gosselin Computer Consultants 136 RAW Entertainment 195
AldealLabs 173 High-Tec Expression 76-77 Readysoft 83
Apogee Software 27 Homebase Products 136 Savon Software 217
Avalon Hill 203 HPS Simulations 207 SDI Entrprises 121
Aztech Systems 183 Impressions 3,19, 171 Sideline Software 32
Bare Bones Software 153 Inner Circle Technology 127 Sierra/Dynamix 67, 68, 69, 70, 71, 72
Broderbund 55 Interplay 131 Sierra On-Line 235, 28-29, 211
CGW Christmas Gift Subscriptions 165 Keyboard Commander 201 Simulations Canada 141
CH Products 181 Lance Haffner Games 34 Sir-Tech Software 9
Cape Cod Connection 124 Legend Entertainment 129 Software Toolworks 215
Chips & Bits 93,95, 97,99, 101, 103, 105, 107 Liberty International 149-209 Spectrum Holobyte 117, 118-119
Computer Express 142-143 Logitech 50, 51, 87 Strategic Simulations 45,47, 49
Compsult 173 LucasArts Entertainment 227 Thalion Publishing 113
Computability 185 Mallard Software 219 The ImagiNation Network 169
Computer Systems Solutions 121 Maxis 75 Thrustmaster 90
Creative Labs 175 Megasoft 205 Triax 161
Cyberdreams 123 MicroProse il, 89 Tsunami Media 157. 159
Disk-Count Software 200 Microsoft 42-43 Twin Dolphin Games 57
Domark Software 145,146,147 Miller Associates 141 Viacom New Media 91
Dongleware Publishing 179 Minderaft Software 109, 111 Viking Software 150-1
Electronic Arts 7, 80-81 Mission Control 154-155 Villa Crespo Software 85
Electronic Innovative Design 189 New World Computing 65 Virgin Interactive Entertainment 13, 16-17
Falcon Northwest 21 NovaLogic 115 WTDT PlanetKidz 217
Flagship Magazine 98 Origin Systems 23,79, 228 Zeros & Ones 213
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Its graphics aredush and colorful,

with skewed perspect_ivcfs and grotesque
scharacters that could have|been lifted from
vintage Warner B|others cartoons.
=-~COMPUTER GAMING WORLD

It's one of a kind and one in afmillion.
-=COMPUTER CAME REVIEW

Maniac
Mansi
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WINGE CommAnPES, |

| PRIVATEER

THE WAR AGAINST. THE KILRATHI RAGES ON. ¥
TO SOME, IT MEANS DEATH, SLAVERY OR DISHONOR...
TO OTHERS, IT'S THE CHANCE TO MAKE A QUICK BUCK.

= Make your own alliances and choodse the life of a pirate, merchant or mercenary.
You accept your assignments from the Mission Computers, Mercenary's Guild,
Merchant's Guild or the nefarious fixers that inhabit every bar.

= Customize your ship according to your needs and budget—you can modify
_weapons, armor and other systems. And you'll need them, because your enemies
‘want more than just a new kill stenciled on their prow—they want your cargo.too.

= Upgrade your ship, from your grandfather's old Tarsus scout to the sleek
« Centurion fighter or Orion gunship— combat plays a vital role no matter how
you decide to earn a living.

s Explore a complete universe with more than 50 bases and planets in almost 70
systems—agricultural planets, merchant colonies and mining bases.

PRIVATEER - WHERE DEALS ARE MADE WITH A HANDSHAKE
AND BROKEN BY A VOLLEY FROM,A MESON CANNON.

Actual screens may vary
A Stand-Alone Game
Made in the USA

Deuglas 92

P.O. BOX 161750 AUSTIN ™

Privateer is a trademark of ORIGIN Systems. Inc. Wing Commander, Origin, and We create worlds are registered trademarks of ORIGIN Systems, Inc.
Copyright © 1993 ORIGIN Syst Inc. Electronic Arts is a of Electronic Ans. For IBM PC and 100% compatible systems.

Available ot a software retailer near you or call 1-800-245-4525 for MC/Visa/Discover orders.
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