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: '-;;_ :_'_;-. Swim Underwater to Find Secrets and Even
. Shoot into or Out of the Water.

v+ Taunt Your Opponents with RemoteRidicule™.
- (RemoteRidicule Allows Players to Send
Digitized Voice Messages to Other Players
During Multiplayer Games.)

»» Unlimited Freedom of Movement: Jump,
Crawl, Duck, Fly, Walk on the Moon or
Ride on Subway Cars, Space Shuttles,
Transports, Escalators, and More!

w« Exatic \Weapons like Powerful Pipebombs
and Deadly Laser Tripbombs.

v+ Amazing Fully Interactive 3D Environments. You
Can Destroy Everything from Buildings, Lights,
Monitors, Security Cameras, Windows, Air Ducts,
Bridges, Walls, Ceilings, and More!

The Future of 3D Gaming Will Never Be the Same.
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All rights reserved. All trademarks are the property of their respective owners.
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Thiousands of lives afe at stake!

Join Korda, the Chronomaster, in this epic quest for vengeance in a future urlwre magic iy
& science co-exist. Find yourself on a mission beyond your wildest dreams in this ground- ﬁrsakmq Graphllz .
Rdventure! Journey through man=made pocket universes full of cyborgs, pirates € witches. llmeuel challenging
puzzles and plots with multlpl and varied endings. Have the illusion of reality with interactive scenarios
and the ability to explo s pirtual world. ]

Can you guide Korda & Use. he mystery, re-start the universes and return justice to the stars?
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62 PHANTASMAGORIA Will this gory, visually stunning
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70 SNEAK PREVIEW! GABRIEL KNIGHT 2: A BEAST
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STAR TRAIL | JAGGED AILLIANCE

NEW HEIGHTS IN MULTIMEDIA

PC Gamer : "Although it is truly a genre-busting product,
“Best Role-Playing Game of 1994” . it does fit into one category: Must-buy!”
CD-ROM Today ; RATING MY I
“Best in Entertainment: i —— Computer/Gaming Worka

Fan Role-Playing Game of 1 » "
tasy ying 994 FIRLAY HIGHS: An utterly

Computer Gaming World | \z:»Ilm el engrossing experience.”
Finalist, “1995 Premier Awards" 89% PC Gamier

Strategy Plus Magazine

“Best Multi-Character CRPG of 1994” Superb turn-based mercenary action and
e great role-playing, all in one package. If you
gtis|  ---and many more ' like strategy, you'll love this game.”

cu‘u?tz International Awards VALUE: # # % % % Electronic Entertainment

For the dealer nearest you call: 1-800-447-1230. Ask for operator 23. Available on CD-ROM.

SIR-TECH

P.0. Box 245, Ogdensburg, NY 13669 Tel: (315) 393-6633 Fax: (315) 393-1525

Realms of Arkania® and Jagged Alliance® are raglslmd trademarks of Sir-tech Software, Inc. Realms of Arkanla is manufactured and distributed under license by Sir-tech
rom Attic Entertainment Software, Fantasy Productions and Schmidt Spiel + Frelzelt GmbH. Other trademarked names are the property of their individual owners.
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OUT OF YOUR MIND...

sndered 3D locations in SVGA

Immerse yourself in a strange

culture full of mystery, magic
and deception. All is not what it
seems in this bizzare and alien
world. Who is friend... who is

- Over 10,000 frames of animated
cut-scenes  Progressive nonlinear
story with multiple endings

Seamless animations of charac-

ters and creatures Rich musical
score, sound effects, and speech Ready-made
male or female characters will start you off
instantly, or create your own Isometric over-
head view of a 3D world © Featuring a single
character party Available October "95

foe? What has happened to the
missing Druid? Which path is safe to choose?
Find your answers by exploring this “feature
length” story in a three dimensional world.
Action-based combat system Intuitive
point-and-click interface Over 100 fully

Look for the Interactive Demo with leading gaming magazines.

To order, visit your nearest retailer, or call: (800) 447-1230. Ask for operator 43.

SIRTECH

PO Box 245, Ogdenshurg, NY 13669 Tel: (315) 393-6633 Fax: (315) 393-1525 E-Mail: 76711.33@COMPUSERVE.COM

Druid Doemons of the Mind is a trademark of Sir-tech Software, Inc.
Circle Reader Service #162







The NEAR FUTU RE looms ahead on the horizon like a toxic cloud.
Knowledge is power. Technology is deadly. And the information
highway is littered with RUAD K I LL It's the world of Command &
Conquer™, the frighteningly realistic new strategy game from the
creators of Dune™ II. Here, your quick thinking is REHARB EB with
vietory; your l N I] EC I 5 [ UN. death. You will choose your side. Build
your bases. Gather resources. Attack enemy strongholds. And react
as if your life depended on it. Because it does. Your HEAF UN R‘f‘)
Unlike any you've experienced before. Hoards of futuristic fighter

craft. TH U N I] E H l N B 50-gigawatt ion cannons. And the terrifying

Devil’s Tongue flame-thrower. Your only ally? A cOnsta,ﬁt ﬁ&rﬁage
of sgteﬂit.e. news reports from the front. But B E HA R NEB : . One
ill-ﬁlamnad ATTAEK and you're a statistic. Command & Go:jq'uer. ;
Two compa.ct disos p&oked with real-time, right-now action, over 60' 2
xmnut»es ot‘ mt.ense full- motion video, and a ton of JAH' U R ﬂ PP [Nﬁ
3D rgndarecl;g&maplay that'll take you headfirst into the thick of
BATT[E. No.ﬁr ;.hat‘s something even amateur HAHMDNBERS will
apprecla.t-e Just call 800-874-4607 to order direct or visit your
nea.rest retail outlet. If you would like more information, %f)‘
please cdnta;.ct Westwood Studios on the Internet:

www.westwood.com
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The Rebirth
Of Horror

Why The PC Has Become The New Playground For Horror

A Guest Editorial by Charles Ardai

HEY'RE NOT BUYING HORROR NOVELS

AT THE BIG PUBLISHING HOUSES, NO1

LIKE THEY USED TO. ()l'i, SURE, EVERY

10 months or so a new Stephen

King yarn takes its predictable,
leisurely stroll up and down the bestseller
lists, and a few other big names still publish
regularly, but if you're a new writer looking
(o put your stake in the ground, this is not
the time to go planting it in a vampire's
heart.

They're not making too many horror
movies, either: a new Halloween, an occa-
sional King or Clive Barker adaptation,
very litde else. Television? Something of a
renaissance afoot there, spurred on by the
success of The X Files, but it's not like it once
was, with seven or eight shows battling for
viewers' attention.

In computer gaming, though, horror has

never had it better. While other corners of

the entertainment industry seem to be tak-
ing a breather, horror computer games are
springing up like never belore.

What's going on? Well, let's see. Over the
past two years, Virgin's THE SEVENTH

GuEst became one of the mega-successes ol

the field; I-Motion's ALONE IN THE DARK
touched a nerve, inspiring two sequels and
a flock of imitators; and Sierra’s reigning
high priestess, KING's Quest creator Rober-
ta Williams, announced her intention to
make Sierra’s biggest title ever a horror
game. In retrospect, anyone could have
guessed that a game design cycle later hor-
ror would be the biggest trend in the field.

But is the horror boom just a case of ran-

dom wending, a conlluence ol accidentally
similar events that has led the market to
make the sort of faulty pattern-recognition
call it made a few years ago when Holly-
wood produced three lambada movies, or a
few years before that, when “Animal
House” clones appeared on all three TV
networks?

I don't think so. Or at least that’s not the
whole story. I believe there is a concerete
reason that horror games, as opposed to
science fiction or fantasy or mystery games,
are now on the upswing.

First, the necessary condition: horror is a
very game-like genre. But in this regard it is
not unique—much of science liction, lanta-
sy, and adventure fiction shares horror’s
game-friendly focus on adrenaline, re-
sourcefulness under pressure, puzzle solv-
ing, physical coordination, and strategic
thinking in the face ol unfamiliar rules, Un-
like those other genres, however, horror
also compels an attention to good story-
telling by its insistence on evoking a certain
emotional response in its reaclers.

Science liction is still science fiction
whether or not it amuses you, mystilies you
or enlightens you. It ought to provoke
some response, but need not provoke any
one particular response. As a result, it's all

too easy for an author to produce a picce of

fiction that nominally has all the vight parts
to it but evokes no emotional reaction what-
SOCVEr,

Horror is dilferent. Il a story doesn’t
frighten you, it's not a horror story. This of-
fers a simple feedback loop for game de-
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Charles Ardai is a member of the Horror
Writers Assaciation and is CGW's Con-
tributing Editor for Interactive Fiction. He
works on Wall Street and is also develop-
ing a free e-mail service for the Internet.

signers: if you're developing a horror game
and players aren’t getting scared, the
game's broken.

Fortunately, lear is a comparably easy re-
sponse to evoke, even in the somewhat cir-
cumscribed world ol computer games. It
may be a while before a PC game can deliv-
er the punch of Catch 22 or A Passage to In-
dia—but already today a good one might
deliver the punch of Frankenstein or The
Shining. 1l you have a player wandering
around a simulated environment, as in THE
SEVENTH GUEST or ALONE IN THE DARK, it
takes very litle to create a creepy atmos-
phere and only a few nudges in the direc-
tion of plot development to give the
impression of having a vast and awful tale
to tell. Inspiring ardor or pity, envy or com-
passion, is very hard—scaring the bejechers
out of someone just isn't.

For these reasons, horror is the perfect
“beginner's workout” [or game designers
who are just starting 1o realize how impor-
tant it is that they engage the player's imag-
ination and empathy as well as his rigger



Not a wargame or a ﬂlght of fam:y
pitmlg ancient militias
against nuclear carriers,
ADY&NCED_CWILIZATION
tracks man’s progress
from the dawn of history
to the Roman republic as one to eight players
vie with all the powers of antiquity to form

the dominant culture of the known world.
Available at leading computer game stores, including:
Babbages, Best Buy, CompUSA, Computer City, Egghead,
Electronics Boutique, Fry's, Micro Center, Software Etc.,
Walden's: Software, and independent retailers worldwide,
or call 1-800-999- 3222 Ask for Dept. CGW10.

DIVISION OF MONARCH AVALON, INC.
- 4517 Harford Road, Baltimore, MD 21214
- 1-800- 999 3222 = 410-254- 9200

The Avalon Hill Game Company

matht.malics. mining, philosophy, etc.

Game Fealures:
* EMAIL: Up to 8 players
can vie online using simul-
taneous movement bluffing
for a faster and more
surprising “blind” game
not possible in sequential
movement games.

e COMPLETE PLAYER
INTERACTION: Combat
resolution without random
chance elements.

* ECONOMICS: Balance
your degree of urbanization
with' the availability of
resources to prevent
inflation or stagnation.
Trade the production of
your cities for the tools

of civilization.

» TECHNOLOGY: Not just
another arms race. Players
must weigh the need to
improve in crafts, sciences,
arts, civics, and religion
with the pressing needs

of the moment to build the
strongest culture.

s CALAMITIES: Barbarians,
pirates, earthquakes, floods
. there is no end to the

events guaranteed to spoil
your day and challenge even
the greatest emplre builder.

Outmaneuver other powers to
safeguard your borders.

Improve your nation by acquiring ST
the tools of empire: roadbuilding, £S5

1
through the ages
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IBM GD-«ROM B



finger and cartographic sense. Even a weak horror game will
generally immerse the player in its world—uwill make the player
feel something about the events he participates in—more than a
comparably weak game in another genre, And a strong one can
erab hold of a gamer and cling like a pitbull, creating an incom-
parably intense gaming experience.

Before a game can do that, though, it has to have a good sto-
ry. And [or the last few years, storytelling in computer games has
increasingly taken a back seat to gee-whiz technology, Games
have come out by the cartload that look snazzy but make no
sense, have slush pile-quality stories, and generally evoke little
more Irom a gamer after the initial gut-level “Wow!" than a
hearty, mouth-level yawn. 1t should be obvious to everyone in
the industry that this can't go on forever. A person will only buy
so many $59 disappointments before he throws up his hands in
disgust. Publishers have to start offering gamers more than they
have been, and not just more visual eflects, IU's time [or the story-
telling to catch up to the set design.

As for gamers, horror offers them a taste of what the experi-
ence of playing a game can be like when you are wrapped up in
an engrossing liction rather than skimming the surface ol an ab-
stract or mechanical one.

None ol which the average gamer will think about when he or
she sticks disk one of PHANTASMAGORIA into a CD-ROM drive,
but no matter. Gamers will appreciate it when they experience it.
And the publisher who offers that experience to him will discov-
er what Stephen King knows but the rest of the publishing indus-
try seems to have forgotten: that there’s no quicker or casier way
to pack the seats than with a good scare.

Johdmy Wilson enjoyed « vacation this month. He'll vetwrn next month
with another edition of Rants & Raves. %

HOW DO WE RATE?
The Guide To CGW's Review Rating System

MM Ourstanding: That rare game that gets it all
right. The graphics, sound, interface, and, of
course, the game play come together to form a
Transcendent Gaming Experience.
FMMH ¢ Very Good: A quality game that succeeds in
many areas. May have minor problems, but is
still worth your time and money, especially if
you're interested in the subject matter/genre.

p 2 > SAER

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

Weak: A game with serious problems. May be
buggy, may not have much play value, may be
ill-conceive ant to think twice
about buying it.

Abysmal: That rare game that gets it all wrong,
Usually a buggy, incomplete, and/or valueless
product.
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AMIGA AMIGO

In addition to owning an
Amiga computer, [ am a sub-
scriber because [ like to know
what the IBM gaming world is
doing. You guys make your
living from computer games,
but you don't scem to know

what is going on outside of

the IBM market. For exam-

ple, in your September 1995
review ol

THE CHAOS ENGINE, the re-
viewer states, “Three years
ago, this would have been a
good Nintendo cartridge...”
T CHaos ENGINE is a port
from the Amiga and it did
come out two or three years
ago. SErF Ci1y is another
game your magazine reviewed
and another port from the
Amiga where it was released
as The Serreers, [ can under-
Slanf] yt)ll not \\';ll‘]lillg o re-
view Amiga games, that is a

smaller market and most ol

the best games are written for
IBM-type machines these
days. We do, however, still get
some new games (mostly from
Europe) and Escom, the com-

pany that bought the assets of

FROM

Interface

READERS

CGW

Commodore, is making more
Amigas and is working on new
models of the Amiga. You
could even mention that SEn-
SIBLE WORLD OF SOCCER is a
very good sports game and
available only on the Amiga
and that SUPER SKIDMARKS 2 is
a lot of fun 1o play, especially
with two Amigas linked to-
gether, Just kidding, I know
you would never do anything
like that. You're too busy writ-
ing about your excitement
with that convoluted, bloated
monstrosity—WINDOWS Y5.
Juelson Jones
Arlington, VA

Actually, Judson, we're not bi-
ased against the Amiga, because
half of our current staff used to
own one. However, we didn’t cov-
er the Amiga versions of THE
CHAos ENGINE and THE SET-
TLERS because they were only
brought into this country through
the gray markel. We certainly pre-
fer to cover games which are
available to our veaders. Bul,
while we're talking about people
whao don’t think their machines
get a fair shake in our pages...

MAC ATTACK

Since I just got a renewal
notice, I thought I'd write to
let you know why I do not in-
tend to renew my subscrip-
tion. Basically, it is because
you give no coverage to the
Macintosh. 1 know, I've heard
all the arguments before, but
in [act there are good games
out for the Magc, so that you
should at least mention them.
The only Mac games you nor-
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mally reference in an article
are those that also exist on the
P’C, though those which are
ported to the Mac [rom the
PC are olten some of the

weakest Mac games.

Some examples of Mac
games that should have been
worthy of discussion in CGI:
Any ol the Cliff Johnson
games: Fool's ERranDs, AT
THE CARNIVAL, 3 IN THREE.
Any of Chris Crawford’s

games for the Mac: not all of

them were perfect designs,
but they were always distinc-
tive and broke new ground.
Any of Scott Kim'’s work;
though IrLusions doesn’t
quite fall into the
“same” category, Heav-
EN AND FaARTH certainly
does, and is breathtak-
ing in both graphic
and intellectual ap-
peal.  STRATEGIC
CONQUEST:  Now
maybe this doesn’t
have the complexi-
ty ol
wargames,

some
but
the fact remains
that a friend
and 1 have
probably
played this game
more times than any other
(on all platforms, including
paper). And Delta Tao is
about to release a brand new
version (that you should cov-
er). Any of the French-devel-
oped games tha
released in this country by In-
line Games, such as
S.C.O.UT. and THE TINIES,
very well-designed games

were

with  new  approaches;
BATTLE OF BRITaiN and M4 by
Deadly Games. These were
both very well executed, even
though working from a Hy-
percard base. M4 gave me a
better [eel of tank warfare,
even with its simple design,
than have numerous tank
games | have seen on other
platforms. Also, if you had
covered their U-Boar, 1
might have saved myself
some money.

A whole passel ol small
games {rom small companies.
Some worked, some didn't,
but the companies were
guaranteed to

fail il no one
knew about their work. This
could also lead to a discussion
of the lack of shelf space for
Mac games in software stores.
The buyers for the stores ig-
nore Mac games unless they
are also on PC, which is why 1
have had to spend my hun-
dreds ol dollars each year



i
 ——— |

No amount of marketing hype could do this game justice. If you enjoy awesome arcade
action then you owe it to yourself to download the shareware version of Tyrian and see it
for yourself. Bring along a friend, because Tyrian features a two-player mode as well as
network and modem support. We're sure you’ll be hooked.

Here are just a few places you can find Tyrian: CompuServe: GOEPIC and
Epic’s web site; http://www.epicgames.com download Tyrian from the Epic Forum
Epic's official ftp site: ftp.uml.edu in AOL: keyword PCGAMES, in the software libraries
the msdos/games/epic directory Epic's shareware games can also be found on many
Exec-PC BBS (414) 789-4360 BBS's and major online services around the world.

Epic MegaGames Inc. - 3204 Tower Oaks Blvd, Suite 410, Rockville, Maryland 20852, USA.
Orders: 1-800-972-7434 - Phone: +1 (301) 983-9771 - Fax: +1 (301) 298-3841

Epic MegaGames UK. Ltd. - 11 Baker Avenue, Potton Beds, England SG19 2RJ

Phone: +44 (0) 1767 260903 Fax: +44 (0) 1767 262043

Copyright.© 1995 by Epic MegaGames Inc, Al rights reserved.




through mail-order houses.
Incidentally, this is also a flaw
of magazines reporting sales
popularity based only on
stores, rather than mail-or-
der—it gives biased sampling.
Anyone who buys games at
the price premium charged
by the soltware stores seems
nuts to me in any case; [ gel

more knowledgeable stull

through mail-order, and next-
day delivery for big cost sav-
ings. OK, I'm off that soapbox.

Some smaller games of

note: HIDDEN AGENDA, KING'S
BOUNTY, DARWIN'S REVENGE,

TacOrs: A noted board
wargame designer (and pub-
lisher of information on mili-
tary actions throughout the
world) has said that TacOvs is
“the computer wargame that
we (i.e. boardgamers) have all
been waiting for!” He then
proceeded to a twenty-minute
discourse on why TacOps is
better than any other comput-
er wargame, outside of the
War College, perhaps.

REALMZ: Sure it's shareware,
but so was Doom. Neverthe-
less, it is an outstanding role-
playing game, especially in its
registered [orm. So good, in
fact, that it deserves coverage
in your magazine.

So, I'll keep reading CGW
until my current sub runs out.
I love games, having spent a
great portion of my lile play-
ing (and designing) them. But
don’t expect my check in the
mail unless things change re-
markably in the next couple
ol issues. I can spend that

money on the new version of

StraTEGIC CONQUEST instead!
Dennis Sustare
Round Rock, TX

Well, Dennis, you're vight
about one thing—most of those
games were worthy of coverage in

CCW. So much so that we re-
viewed nearly every one of them.
Tll list them in the order you did
with the CGW issue number and
page number in parentheses:
CLff Johnson’s Fool's ERRAND
(#52, . 18), AT THE CARNIVAL
(#60, p. 40), and 3 IN THREE
(#79, ). 6); Chris Crawford's
Barance or Power (#34, p.
42), Trusr & Brrrayar (#47,
p. 18), and BALANCE OF THE
Praner (#72, p. 19); HEAVEN
AND Earri (#101, p. 60),
STRATEGIC CONQUEST (#33,
p.33), Tue Tinies (#1053, p.
168), Barrie oF Brivain
(#123, p. 204), M4 (#121,
p.154), U-Boar (#119, p. 146),
HIDDEN AGENDA (#60, p. 24),
KinG's Bounty (covered as an
Amiga title), DARWIN'S REVENGE
(i you mean DARWIN'S DivEMMA,
we covered it), and TacOps
(#125, p. 318). We didn't cover
REALMzZ. We also reviewed OPER-
ATION CRUSADER (originally on
the Mac) months before it was re-
leased as an IBM product
(#118, p. 146). As for saving
you dough on U-BoAt, we're sor-
1y. Ouwr veviewer liked the product
and played it for weeks.

We don't think a little thing
like this should change your mind
about not renewing, though. Peo-
ple might think you were getting a
clue or something.

ULYSSES REB

Is it my imagination, or is
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that General Grant holding a

rebel flag at the end of every

Confederate victory in Em-
pire’s Civie War?

Ken Whittier

N. Attleboro, MA

It isn't General Lee.

PENTIUM
DISABLED
Whenever one of
your reviewers or ed-
itors mention that a
Pentium is needed to
run a game, please
tell us which Pentium.
There are so many.
Joseph Schenna
Winston-Salem, NC

The references to a
Pentium arve a short-
hand for saying that a
game uses a lot of com-
puting resowrces. We
started making those
references back when Pentinms
[ivst hit the scene and haven't
weaned ourselves of the habit.
Let’s just say that we're talking a
minimum of Pentiwm 90 whenev-
er we say thal. Thanks for poinl-
ing this out; we'll ry to be more
specific in the future.

HOT SEAT,
ANYONE?

Are there any computer
games out there similar to Air
Bucks or the old Commodore
64 game, O1L BARONS, in
which multiple players can
play without a modem? I miss
the old board games and |
think there should be a few
games out on the market that
bring this kind of enjoyment.
Any suggestions?

Nando Prudhomme
New York City, NY

There are a few games where
you can hot-seat in front of a sin-

gle computer. Seacewarp Ho!
(New World Computing), LORDS
OF THE REALM (Impressions),
GENGHIS Kuan 11 (Koei) and
1830 (Avalon Hill) are four of
the best.

In the October issue we printed
an incorrect publisher’s name and
phone number for DUsT: A
TALE oF THE WIRED WIEST in
the “Now Playing” section of
READ.ME. The publisher of
DusT is GTE Entertainment,
and they can be reached at (800)
GTE-TODAY.

We also made an error in the
“Graphic Impressions” chart for
the graphic accelerator article on
page 71 of the sume issue. The
ratings ave correct, but the col-
wmn headers should say DOS
Performance, Windows Perfor-
mance, Documentation, and Set-
up, from left to right. We
apologize for the mistakes and re-
grel any confusion these ervors
may have caused. &
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THE LATEST NEWS FROM THE GAMING WORLD

MechWarriors Mass
or Network Attack

Activision Prepares To Launch NeTMecH, Spycraft, And A Hockey Game

Trying to recapture the
magical days when the Atari
2600 was king and everything
they did was golden, Activision
has armed itsell with some
powerful new products. One ti-
tle that appealed to our “007"
side was Spycrart. Developed
with former head of CIA
William Colby and former
KGB agent Major-General
Oleg Kalugin, SPYCRAFI cer-
tainly knows its way around the
web of deceit, intrigue and
counter-espionage. The chap-
ter-oriented approach takes
you from CIA wraining to The
Other Side and back. Full-mo-
tion video advances the plot,
which has an innovative post-
Cold War storyline with all the
twists and turns you'd expect
from a spy thriller. CIA train-
ing starts in late November,

While stalking around in a
trench coat can be great fun,
some of us feel more at home

New Chip Promises Stunning 3-D Graphics

Major Game Companies Line Up Behind The Verite 3-D Graphics Chip

Better detail, higher resolu-
tions, more colors, and [aster
frame rates. These are the fea-
tures that we all want to see in
our computer games. However,
with the current state of gam-
ing, we're used to watching a
beautiful, elaborate pre-ren-

in the comfort of our
very own 75-ton steel
can. Heeding the call
of battle-starved Mech-
Warriors everywhere
(and perhaps further
alienating spouses
across the country),
Activision is hastily
putting together two
add-on packages for
this incredible game.
Ner-Mecn is the promised
multiplayer game, and will al-
low up to eight players to duke

dered 3-D introductory anima-
tion sequence, only to enter the
game and settle into compara-
tively less spectacular graphics.
Even the hottest games can't
match the graphics of a pre-
rendered animation  se-
quence—or so we thought,
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it out on an IPX net-
work. Also nearing
completion is a mis-
sion disk that will
bring the mysterious
Ghost Bear Clan into
the picture. The stan-

Activision's Sevcraer will take
you into a world of intrigue, but NetMecw is far more
straightforward about its intent.

missions will be included, in a
variety ol dilferent environ-
ments, such as snow and water.

until representatives from Ren-
dition, Inc., showed us hot 3-D
games running on their Verite
3-D graphics processor.

We were amazed—the game
demos we saw looked even bet-
ter than the hottest animated
game intros. Finally, we'll be

dard assortment of

Another title that caught our
eyes is a futuristic hockey game
namecd HypERBLADE. Basically,
two-on-two roller hockey in a
hall-pipe, this Windows 95-
based title has that ESPN 2, al-
ternative sports leel to it
Gorgeously-rendered graphics
and ingenious animation
might help this game become
one of the first successful “non-
major” sports titles. And who
knows, you might see it on
ESPN in live years...

Activision also continues the
famous ZORK series with ZORK
NEMESIS, and has plans for a
Windows 95 port of the popu-
lar 16-bit arcade title EArTH-
WORM JiM. They even managed
to bring a tear to our cynical
old eyes with the COMMODORE
(4 15-Pack, a package they
plan to release soon, which will
include titles like Hacker and
LirrLe CoMPUTER PEOPLE.

—George Jones

gaming in environments that
look much like the incredible
graphic introduction o MEcH-
WARRIOR 2, and at even higher
resolution and more colors!
CGIW editors played a special
version of id Software’s QQUAKE
running at 640x480 resolution



i Software’s Quaxe
will run faster in higher res with more
colors on Rendition's Verite 3-D chip.

at a frame-rate faster than pos-
sible with even the fastest Pen-
tium computer. As amazing as
this  high-res, 256-color
demonstration was, Rendi-
tion’s Jay Eisenlohr explained
that the final art will be 16-bit
(65,000 colors), to allow bi-lin-
ear filtering of the rexture
maps (a process in which rex-
ture maps are smoothed to
climinate the blocky, pixelated
look they have when close up).
Rendition seems deter-
mined to work with top notch
game companies, with a lineup
of ported software from id
Soltware (QUAKE), Papyrus
(NASCAR), Looking Glass
(FLcuT UNLiMiTeD), Domark
(Simis Software's TERRACIDE),
and Microsoft. 1t is importani
to point out that the Verite will
require a special version of the
given game for the gamer Lo
realize any benefits. Addition-
ally, the Verite is expected to
accelerate such Microsolt
Game SDK APls as Direct
Draw and DirecT 3-D.
According to sources at Ren-
dition, Verite-based products
will also function as fast, 2-1)
Windows accelerators with re-
spectable DOS VGA perfor-
mance. The Verité has built-in
longevity over other 3-D
graphics processors, because
enhancements and features

PLAYING LATELY?

Here are the games that your fellow players are blowing the
most time with. Let us know which game you've been playing
the most by writing the name of your anrent addiction in the
“Playing Lately?” blank of the CGW Top 100 ballot.

“I' can hardly wait
for the modem ver-
sion of MECHWARRIOR
2. My son thinks he's
good; we'll see.”

[ Coen, Brony, NY

“Was that 10 or 20 rockets coming my way? I

Wing Commander 3 {Or gm)

Notable Quotes

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

computer.”

lost count in the explosion of my Mech.”

Livie Schweda, Chicago, IL

“PANZER GENERAL's realism is outstanding, ancl
the quality of the lead in the audio is top-notch
as well. This from the son of a Kursk veteran

from the Axis side.”

Roman Lapzuk, [r., San Antonto, TX

can be downloaded directly to
its embedded RISC core.

As an indication of the inter-
est game developers have in
this product, id Soltware's tech-

nical director (and master

Doos programmer) John Car-
mack has already thrown his

support behind it. “We expect
that once Quakk is fully ported
to Verite,” Carmack says, “it
will often run twice as fast on
Verité as on a more traditional
accelerator. Verite will be the
premier platform for QUAKE.”

Number Nine is among the

“X-Com overload
defined: the mailman
looks like a Muton and
my wife is a humpback
Crysalid zombie chas-
ing me away from my

Rob Stevling, VA

“I just bought DescenT, After getting the con-
trols down to a science, I played for an hour and
got sick of the robots and lasers. Sorry, but
DooM held my attention a lot longer.”

Ray Koren, Windsor, OH

first to announce a Verité
based 3-D accelerator product.
Boards are expected to become
available at the end of the first
quarter of 1996. Web surfers
find more info at
hup:/Avww.rendition.com.
—Mike Weksler

cdan
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Virgin Knows How To Play Around

Publisher Goes House To House To Develop More Than 20 New Games

If Virgin were a sports fran-
chise, they'd be the king of free
agency. Through successful
houses such as Westwood Stu-
dios and Papyrus, they've
managed to build up quite a
popular stable of games, with-
out doing much in-house de-
velopment. At their

headquarters in Costa Mesa,

California, they recently let the
press in on their future.

One of the more intriguing -
tles under development is

TooNSTRUCK, an adventure

game Lhat can only be de-
scribed as a collision between
the worlds of Warner Brothers
and Ren & Stimpy. Starring car-
toon veteran Christopher

IT'S NOT KANSAS ANYMORE In the works for Virgin is ToonStauck, an adventure game
that's part Roger Rahhit and part Ren & Stimpy, starring the loony Christopher Lloyd,

GARAGE GAMES As an outlaw driver, you'll take souped-up classics out of the
garage and into dangerous missions in Zone RmoER.
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Lloyd (Who Framed Roger
Rabbit), TOONSTRUCK, which
should hit stores in the late
winter, boasts an amazing ani-
mated look and, well, rather
bizarre gameplay (the psychot-
ic clown is a trip).

Shifting gears, Virgin also
has two new racing games com-
ing our way. SCREAMER 15 a
high-speed arcade racer that

puts you behind the wheel of

one of six race cars on a fast-
paced, six-race circuit. Tex-
ture-mapped graphics and
network play round out this

blood-pumping title. But il

you're a frustrated commuter,
ZONE Raipers might be more
up your alley. Although it looks
a little like Bullfrog’s HicH
Ocrang, this isn't some hover-

race—as an outcast member ol

society (a Zone Raider), you're
sent out on fast-hitting mis-
sions with specific objectives,
like destroying buildings or ac-
tivating various items. Car bulls
will appreciate the customized,
souped-up classic cars; there’s
even a ‘b7 Chevy.

Then there's the game
everyone's waiting for—HearT
O DarkNESS. From the co-cre-
ators ol Our or THis WORLD

and FLAsHBACK, seven levels of

mouth-watering graphics beck-
on. Il they can seamlessly inte-
grate the action and the
cinematic elemems throughouwt
the whole game, this could be
the runaway hit of 1996,

Also on the action front is
Terra Nova, a kind of grand-
scale, lirst-person perspective
futuristic combat game. You'll
command a group ol powerful

units in a variety of different
settings. What sets this title
apart from most other games
ol its kind is the tactical setting.
[nstead of simply issuing or-
ders to your squadron, you can
actually draw out detailed bat-
tle plans in an in-depth, 3-D
environment.

II'you're all thumbs when it
comes to action games, you
might want to know about a
few of Virgin's strategy titles.
MonoroLy is Monopoly is
Monopoly—we all know that,
but Westwood is taking the
classic board game to new
heights. Internet play is the
key word here; gamers all
around the world will be able
to compete with cach other in
their native language and
their native currency. We're
excited by that, but trading
could ger a little wicky...

Also on the drawing hoard is
a fascinating real-time strategy
game, called Z (pronounced
“Zed” by the folks on the other
side of the pond). Z will olfer a
few unique twists, like a cap-
ture-the-flag based model of
producing units that should
intensify the pace of the game.

Virgin has so many titles in
development we could fill
three pages with brief de-
scriptions (there are almost
20 titles on the burners right
now). But the one we are per-
haps most eager to play is a
Dune [l-style real-time strate-
gy game called COMMAND &
CoNQUER, which might just
be in stores by the time you
read this.

—George Jones
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It looks like a harmless video game until it enters the bloodstream
and mixes with your DNA. In order to eradicate this affliction we
must learn its moves, understand its thinking and anficipate its next
move. Only then can we begin to battle and conquer this killer.

Known carriers

of Zoop
£
Genesis” Super NES®

Game Gear”
Macintosh” PC
e o
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PlayStation” Saturn

How Zoop affects
the brain

It attacks
the frontal

It slowly

lobes of the
eats at the Cerebrum
Cerebellum impairing:
restricting: judgement,
movement, higher learning,
coordination, reason
balance

It mutates the Medulla
causing irregular:
digestion, respiration,
heartbeat
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All 1 Want For Xmas Is My New 3-D

Hot 3-D Graphics Technology Moves Computer Gaming Into New Dimensions

Games like FuciT UnvLimin-
kD and NASCAR RacinG really
push our game machines to
the limit—even on a full blown
Pentium 133 system. This
Christmas, several companies
will follow Matrox’s lead and
ship 3-D accelerator boards de-
signed to take some of the load
ofl your CPU. As a bonus,
these products will run games
ported to them at higher reso-
lutions, with more colors,
and—ultimately—at higher
frame rates.

Creative Lab's 3D BIASTER is
a VESA local bus add-in board
that will work with your exist-
ing graphics card. Based
around a Glint 3D accelerator
chip, this Plug-and-Play card
has garnered considerable de-
veloper support. Look [or the
3D Blaster to come bundled
with several enhanced versions
of popular games including
NASCAR RacinG, Macic Cagr-

GET A

Gravis Prepares To

4-Button Barrier

Sega Genesis can do it,
Sony Playstation can do it, but
the PC can't. What we're talk-
ing about is the PC’s limited
joystick architecture, which
prevents two players from us-
ing more than four control
buttons between them, Thank-
fully, with the help of Win-
dows 95, Gravis is going to
change that soon. With their
still-in-development GrIP

rET PLus, FLIGHT UNLIMITED,

and Fenris Wolf's RenkL
Moon. The price is $349 for

wavetable synthesis, and accel-
erated full motion video—all
combined in a Diamond PCI

ZONES This Nvidia technology demaonstration,
programmed for the Diamond Edge, runs at 30
frames per second at 1042x768—in Windows 3.1!

the VLB version, with a PCI

version expected by the end of

the first quarter, 1996.
Diamond's I'nGrE MULTIME-
DIA ACCELERATOR, using the
Nvidia chip, accelerates both
polygonal and curved surlace
3-D rendering. It also offers
digital audio, General MIDI

GriP!

Break 2-Joystick,

(Gravis Interface Technology
Project), the walls should
come tumblin® down. The bhest
part about GrIP is that it's not
Jjust a technology—it’s an actu-
al product line, with its crucial
component being the Muri-
PORT ADAPTER, a device that
will have four different joystick
connectors, with no button limi-
tations.

Also in the works are hack-
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graphics accelerator
card. With all these fea-
tures, the EDGE is, in
essence, a platform
within a platform. Dia-
mond hopes to give the
gamer hot-rod 3-D
games and a chance to
play ported versions of
Sega Saturn titles on
their PCs. Bundled soli-
ware includes NASCAR
RaciNG, DESCENT, and
Domark’s ApsoLuTE
Zero (and for you
SEGA-heads: VikTua FIGHTER
and PANZER DRAGOON). A two
megabyte version of the Edge
is expected to sell [or $299.
Western Digital’s PARADISE
Tasmania 3D GaME ACCELERA-
TION BOARD is a PCI add-in
card (similar to Creative's 3D
Braster), that uses the Yamaha

ANY PORT IN A PC STORM Gravis’ new Mutmiport Aapren,
with four joystick connectors and no button restrictions,
gives PC users the flexibility of their console counterparts.

ward-compatible, self-calibrat-
ing GrIP gamepads and joy-
sticks. We can’t wait for the
moment when we can play
head-to-head PrivaL RAGE or

RPA2 chip. Look for the Tas-
mania to ship with a bundled
version ol Domark's TANK
COMMANDER. A two megabyte
version of the Tasmania 3D is
expected to sell for approxi-
mately $250.

Ultimately, when games are
written to a common low level
3-D library such as the Direcr
3-D component of the Mi-
crosoft Game SDK, games will
run at a basic level of perfor-
mance and turn on various
[eatures according to a given
3-D accelerator in use. This
will alleviate the need [or one-
oft ports lor each 3-D card in
the market. While these prod-
ucts will be available by this
Christmas, it may be worth the
wail for products based on
Rendition’s Verite chip (see
this month’s “Read.Me” story
on the Verite for more info).

—;{T Mike Weksler

2 ON 2 NBA Live
at the same con-
sole. And, al-
though it'll be a
while before the
GrIP makes its
way into the high-
end market, {light
sim fans can look
forward to a time
when they'll no
longer have to em-
ulate the keyboard
in their aerial ad-
ventures. Keep
your eyes open for the Gravis
MurirorT Aparrer and GrIP
gamepads sometime around
this holiday season.

—George Jones



Seen a good Civil War game lately?..We have!

[}

ntroducing Battleground Gettyshurg™.

This second installment in the Battleground

series features the innovative Battleview™
combat system and covers the three most
crucial days of the Civil War. So stop searching,
you only have to look one place for the best in
Historical Strategy Games!

* Regimental-level units.

* Elegant, easy to use Battleview™ interface.

* Play the first, second or third day scenario
or the whole three day campaign.

* Scenarios include: Culp's Hill, Devil's Den,
Little Round Top, Pickett's Charge and more! |-

* Variable command level lets you assume
command from brigade up!

B HISTORY!

: o I2CD
S T & | 4 CROM Give us a call at 410-821-7282 or contact us online at: Compuserve: GO GAMEPUB C
Iyixs ”V R TRETHA EN AN + CIS: 75162,373 « INTERNET: 75162,373@compuserve.com + AOL: Talonsoft1
R ST @ Copyright 1995 TalonSoft Inc. PO BOX 632 Forest Hill MD 21050-0632
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ntroducing

Sound So Advaneed

I Can Attack You From Behind.

Not all important multimedia innovations are up
on the screen. Thanks to
Altec Lansing’s new ACS500

surround sound system,

two satellite speakers and a
subwoofer in front of you can sound like aliens
are spewing molten plasma behind you. And turn
you from an accessory into an active participant.

Altec Lansing'’s patented technology and

Dolby” Five-Channel Pro-Logic circuitry make the
ACS500 the first computer speakers to offer true
“movie theatre” surround sound. But be prepared
when you use them, because you never know

what will sneak up on you.

For more information on Altec Lansing Surround
Sound, call 1-800-648-6663. Multimedia Division,

ALTEC

Altec Lansing Technologies, Inc.,
Milford, PA 18337.

€n995 Altec Lansing Technologies, Inc. Dolby Pro-Logic is a frademark of Dolby Laboralories Licensing Corp.
Circle Reader Service #45



HARDBALL 5

Autumn and baseball go
hand in hand (or at least they
used to), so it's really a no-
brainer that a preview copy of
HarbBALL b landed on our
desks just as the California An-

PLAY BALL Haroga 5°s graphics are even better than its predecessaors. The
option to see a larger batter and strike box is a good example of this.

gels started to go into their “we
really don’t want to win the
pennant after all” plummet.
Accolade, knowing the
competitive nature of a mar-
ket that saw over hall a dozen
baseball games released in the
last year, is swinging for the
fences this ime around.
HarbBALL 4 was praised for
its innovative, effective graphi-
cal style and fun action-orient-
ed gameplay. HAarpBALL 5 will
be praised for much the same
reason. The graphics, which
are fine-tuned from last year,
have been enhanced by cam-
era zooms and pans. One nifty
feature is the Big Batter op-
tion, which puts you behind
the plate, but enlarges your
batter and, consequently, the
strike zone. Of course, league-

play options are available, al-

though from the looks of

things, it will be fleshed out a
little more than before—the
presence of a Sillg](?-])iltf]l

mode bodes well for those in-
terested in the more cerebral
aspects of the game. Game-
play will remain the same,
which means that high scores
will probably be the norm
again. Thankfully, the Al is

VIEW T0 A KILL Perhaps the hipgest danger in TFX: EF2000 is getting shot down while
admiring the scenery.
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being tweaked and will hope-
fully avoid the 162-0 seasons
that were so prevalent last
time around. All the major
leaguers will be here with the
now-standard portraits, al-
though they still won't be rep-
resenting real MLB teams.

EF2000

British Flight sims have in
the past shared a reputation
with British cars—they're of-
ten fast, good looking, and
they have some really neat fea-
tures, but they tend to have so
many quirks that you give up
in frustration and return to an
old, reliable American model.

Ocean’s TFX: EF2000 looks
primed to change that reputa-
tion for the better. Developer

Digital Image Design got the
cooperation of British Acro-
space when designing the sim,
and it shows. The Eurofighter
2000 aircraft is modeled with
precision detail, down to the
innovative radar section on
the HUD and the adjustable
multifunction displays.

The flight model on the
beta had a good [eel, although
it seemed a bit too responsive



SHORT TAKES ON GAMES UNDERGOING BETA TESTING AND SOON TO BE

RELEASED

n some I|1gh-spt,u] situations.
(Then again, that could be a
result  of modeling  the
EF2000's advanced [ly-by-wire
systems.) Missions are divided
into Quick Action, a series ol
start-in-the-air missions at-
tacking both ground and air
targets; Simulator, where
you'll find free flight, training,
and full takeoff-to-landing
strike missions; and a Cam-
paign mode. You're not up
there alone, either. Up to
eight players can engage in
network combat. No obvious
quirks here.

Where TFX truly shines,
though, is with the best graph-
ics this side of FLGHT UNLIM-
iten. The effect as an island
cliff begins Lo gain detail as

hits the shelves this winter.

ADVANCED CIVILIZATION

For those who aren’t al-
ready aware, this is not Sin
MEIER’S CIVILIZATION, but a
conversion of the best-selling
Avalon Hill board game
(which, in all fairness, predates
Sid’s game by about a decade).

GIVE ‘EM THE BOOT In Aovanceo Civ, as one of seven Mediterranean civilizations, you
vie with your rivals for pre-eminence in the 0ld World.

you approach it through the
fog is breathtaking. You're at-
tempting to prevent Russian
forces from invading Norway
and Sweden, so look forward
to combat over some very
scenic glaciers, mountains,

and fjords when TFX: EF2000

Up to seven nations, including
Egypt, Assyria, and even
Crete, build their civilizations,
from little more than stone
knives and bear skins, 1o reach
the Iron Age. Even though the
time-scale is much shorter
than Sid’s epic design, there is

more than enough to keep
you occupied for several
hours, as you expand in popu-
lation, explore the Mediter-
rancan world, collect and
trade commodities, and uy to
corner the salt, gold or other
markets.

In addition to the usual
diplomatic aspects of a multi-
player game, cach nation must

deal with calamities—civil war,
heresy, volcanoes, etc—which
can be secretly dealt to a play-
er amidst a s 1(!{, in commaodi-
ties, thus ensuring a more
balanced game. After trades,
you buy “civilization cards”
representing pottery (guards
against famine), engineering
(helps with floods), and so
forth. The selection is varied
enough 1o allow for many dil-
[erent styles ol play—and
plenty of replay value.

Our last look at ADVANCED
Civ (the sneak preview in is-
sue #128), saw a game in
search ol an Al. While the
look of the boardgame had
been captured, the feel was
that of a pretender to the
strategy throne. Now, the Al
seems competent enough to
sustain a coherent strategy, al-
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TRAPPED LIKE A RAT Bad Mojo is a surprisingly realistic game that makes you
experience life as a cockroach. It makes for an oddly intriguing game.

though (like many human
players) it has trouble recov-
ering from calamities. We
have yet to see a really ag-
gressive Al immediately pur-
chase Military cards and
expand. On the other hand,
the computer does slip us
calamity cards more often
than it did before. All in all,
ADVANCED Crv has managed
to emulate, and in some cas-
es, even surpass, the classic
board game.

BAD M0JO

Once in a while, a game
comes along with an environ-
ment so convineing it surpris-
es us. Bap Mojo, by Drew
Pictures, is the latest such
game, although we're not sure
this was the environment we
had in mind.

You're an unscrupulous
lowlile who is changed into a
cackroach by a magical, fami-
ly heirloom. Now, you have to
explore the world around

your apartment (from a
roach's
course), trying not to gel
killed as you find some way to
regain your humanity, We
never thought life as a roach
could be this hard; you have
to carefully crawl around
roach traps, escape predatory
spiders, warily tread glue and
oil, and manage to stay alive
in a world that hates roaches.

This game is so real that

you can see the antennae ol

the roaches wwitch about, ob-
serve the sheen ol their litle
shells, and hear them click
cerily. You couldn't get a
more realistic look at roaches
if you opened your kitchen
cupboard. Be warned,
though, this game might
make you sick. You'll see
roach motels littered with
dead insects and roaches
squirming desperately 1o es-
cape. You even get 1o crawl
over the body of a huge dead

rat caught in a mousetrap. I

you find these things disgusi-
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perspective, of

ing, this game will definitely
have your skin crawling. De-
spite that, or perhaps because
ol it, there is something cerily

. . b
appealing about it

Once again, your comput-
er can be turned into a
lethally-armed, monstrous,
mechanized war engine. This
time, it's Atari’s T-MEK,
where you get to climb into
your choice of hovercralts,
each loaded with weapons
and armor, and start blasting
your way through a gauntlet
ui‘(.'mfm}' craft.

T-MeK is actually a port of a
hot arcade game. Basically,
there are a dozen arenas, in
various terrain, where you
and three other hovercraft are

for your opponents. It looks
like another mindless, button-
pushing arcade game; just
keep your finger on the but-
Lton, s]ug' it out with your op-
ponents, and rack up points.

There is a “story,” such as it
is: an evil warlord has con-
quered the world, and rather
than wage war against him,
his enemies agree to bautle it
out in a rournament. Not very
original. But, the action is fun.
This port also offers an im-
proved version ol the arcade
game, with more arenas, ter-
rain options, and a bonus
ending to the game.

The best thing about it is
that you get to play over a
network; so a group of peo-
ple can get together and
start blasting each other silly.
For those gamers expecting

= SLACHER

FIRE AWAY No matter how many times you kill them, your enemies keep coming back

in T-Mex.

deposited. The objective is to
blow up as many of the enemy
as you can, before they send
you Lo heaven. The catch
here, though, is that if you

die, you get to come back. Of

course, the same holds true

more than a hovercraft-to-
hovercralt slugout, this game
will quickly lose appeal alter
the first few frenzied rounds
of action. &



of a deserted museu Lt

For the innocent, the unwary,
They are waiting For you.

AVAILABLE NOVEMBER 1995

ready to steal your life's essence.

See your local retailer, call 1-800- 757-7707, or check out our web site at www.sierra.com.
1995 Sierra On-Line. Inc. ®and/ar” designate trademarks of, or licensed to Sierra On-Line, Inc. All rights reserved. Reader Service #158



The Mists OFfF Avalon

AvalonCon Reveals Possible AH Sale

A trip to AvalonCon this
year was both an uplifting and
disturbing experience. The
exciting part was that Don
Greenwood and the Avalon
Hill stafl run the best conven-
tion for hoard gamers going.
One fee gets you into all the
events ol the more than 100
tournaments, and AH is very
generous in giving prizes and
plaques for winners and run-
ners-up. There are no semi-
nars, lectures or peripheral
events. Attendees go there for
one reason: to game their
brains out for four consecutive
days while playing some of the
best head-to-head strategy

games ever designed. The un-
settling part was that we had
heard rumors that Avalon Hill
was looking for a buyout/part-
nership/restructuring deal
(see Alan Emrich's column,
page 253).

Instead of gloom and doom,
however, the gamers present
were cautiously optimistic that
both the convention, and Aval-
on Hill, would continue, Part
of the reason for such enthusi-
asm was the energy generated
any time a group of gamers
gets together. Yet, there were
also signs that AH was looking
ahead to the future. For exam-
ple, there were tournaments

for computer games for the
lirst time, notably 511 FLEET,
Stauncrab and Fuout Com-
MANDER I1. Sales were brisk,
even on older titles.

Still, this couldn’t hide the
fact that AH didn’t have many
new games Lo sell. Their com-
puter line has yet to produce
a best-seller. Worse, rumors
persist that Stanley Associ-
ates’ last title with Avalon Hill
will he Woonen SHips & IrRON
MEN (see last issue's sneak
preview), and that Atomic
Games has lelt with the BE-
YOND SQUAD LEADER title, and
plans on releasing it under
another name with Microsoft.

Exactly how AH will hold up
under the pressure remains to
be seen, but a good indication
should come from their next
two titles, D-Day (the last ol
the World At War series with
Atomic) and AbvanceD Civi-
LIZATION (see Bela Bils this is-
sue), to be released very near
the time you read this. At the
very least, the folks in Balti-
mare should be given credit
for not panicking and flood-
ing the market with unfin-
ished product, as Three-Sixty
Pacific did prior to its
demise.

—Terry Coleman

crew on location for
three-and-a-half

months. I have a con-
cept for a game right
now that would defi-
nitely benefit from a
limitless budget. It would ideally require
the player to travel to a variety of exolic
destinations such as Israel, Italy, Greece,
South America, etc. Naturally, we'd want

Jane Jensen'’s game designs may be surreal,
but they're moving closer to realily with each
release. She’s gone from cartoon graphics in
King's Quest VI (which she co-designed with
Roberta Williams), to the voices of Tim
Curry and other well-known actors in
Gabriel Knight. With her latest release,
Gabriel Knight 2 (see our Sneak Pre-
view on page 70), Jensen has added live
actors lo the mix. But there are other
Hollywood resources she'd like to get her
hands on...

I always end up cutting some de-
sign due to budget, time, or techno-
logical limits—it would be nice not
to have to have that happen EVER
AGAIN! But I get away with a lot of
plot in my games, so [ don't feel too
restricted there.

More relevant are production is-
sues. GapriEL KNiGHT 2 is set in Ger-
many. We shot blue screen because we
couldn’t afford to take the actors and

to have top actors in the roles (not neces-
sarily big names, just great actors) and
shoot live at all the locations. With loca-
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tion shooting the lighting can be more
dramatic than blue screen, the director
can move the camera in any way they
choose artistically, and the actor’s perfor-
mances are better supported. The plot-
line of this game concept also would
require intensive special effects, on the
order of Total Recall and such big-budget
Hollywood Sci-Fi [licks. It would be great
to be able to just hire someone like Indus-
trial Light & Magic for nine months
to put it together, and really “show”
the effects visually in a realistic
manner as opposed to trying to just
“indicate” the concept of the effect
as cheaply as possible. Naturally
this would all be shot on digital
film.

On the technical end of things we
could stand a lot of improvements,
too. We could display video at high-
res and 30 rames-per-second, with
all Red Book music and 22-KHz
audio. This probably wouldn't be
coming oll' your PC at that point,
you'll have a box connected to your
high-definition TV (connected to your

sterco) that will run the game—plug and
play, with no configuraton worries.
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WITCHAVEN

You stand before the gates
ol a massive tower, the peel of
thunder wracking the skies
above you, your body steeped
in the wet blood of a decapi-
tated ogre. Kicking the dis-
membered head away in
disdain, you smile upwards to-
wards the spires of 1ll-
whyrin’s fortress.
Soon you will rid the
world of the evil
witchqueen’s terror.

Capstone’s
WITCHAVEN is not your
traclitional role-playing
game. Even though the
stated purpose of the
game is to complete a
quest—the destruction of
the witch queen—the game
actually plays a lot like Doow:
full of blood, music, and lots
of many-edged weapons.
There is a gore-meter you can
adjust, so that the truly blood-

thirsty can watch the skulls ol

witches explode, and see cars
[ly off of hapless humanoids.
The music is gloomy, and
combines with the detailed
graphics to create an appro-

IN THE 1ST DEGREE

San Francisco, with its fog-
shrouded, colorful ambience,
has always played host to
Hollywood’s crime epics,
from The Maliese Falcon to
Basic Instincl. Now, Broder-
bund Software has arrived
in the City by the Bay with
IN THE 15T DEGREE, a
game that puts you at the
center of the city’s most
sensational murder case
in years,

A popular art dealer is
found shot to death in his
gallery, and his business part-

priately dark atmosphere. On
your road to dispatching the
hosts of Chaos, you can choose
to wield a variety of weapons:
from daggers and pikes 1o hal-
berds and giant battle axes.
And in typical RPG
fash-

ion, your weapons proficiency
and hit points increase as you
gain levels,

IBM CD-ROM, street price
$50-55. Circle Reader Service

#9,

CAPSTONE. Miami, FL (800)
468-7226

neriis

ON THE HOT SEAT Be discriminating in
your ling of questioning, or you'll never find
the evitlence to convict the murderer.
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PAINT THE DUNGEON RED TONIGHT Witchaven delivers
great graphics, so you can see the monsters die ter-
rible, gruesome deaths—not for the queasy.

the

The future is a killing
ground, populated by man-
slaying robots. Mankind's only
hope for survival is a tiny
titanium fighting ma-
chine named X. The
game’s scenario is very
familiar to Nintendo
plavers, because X is
none other than Mega
Man, and this CD title
is an exact translation
of Capcom’s Super
Nintendo hit, MEGA-
MAN X,

MEGAMAN X was

a good Nintendo

game, with non-

stop scrolling ac-

tion. But as a PC
game, it's somewhat less spec-
tacular. The cartoonish anima-
tion comes ofl reasonably well,
but the game control leaves a
bit to be desired; it's hard
enough playing this game with
a keyboard, much less a joy-
stick. Even though Capcom
bundles a six-button gamepacd

prime suspect, Thrust into the
role of prosecutor G. Ster-
ling Granger, your
intuition and savvy
iV are put to the test as
- you seck a guilty ver-
. dict for this first de-
gree murder. As you
build your case and
bring it to trial, you
must figure out how Lo
milk statements from
temperamental and de-
tC])I.i\’L‘ witnesses, piece
together relevant information
from various sordid subplots

with
MeGaMaN X, the
controls still fall short ol its
SNES counterpart. Consider-
ing that ports such as PrirarL
take advantage of the PC plat-
form to enhance the game,
Capcom really missed an op-
portunity here. The game
would have certainly benefited
from better graphics and
sound, and more intelligent
bosses. For now, it's less [un
than its SNES counterpart.

1BM CD-ROM, $52.99. Cir-
cle Reader Service #1.

Carcont USA. SuNnyvaLe, CA
(408) 774-0500

ROBOT CITY

In the experimental settle-
ment ol Robot City, a murder
has occured. Since the First
Law of Robotics prevents a ro-
bot [rom harming humans,
that leaves you, the only hu-
man in the city, as the prime
suspect. O course, you know

surrounding the case, and sat-
isly queries from the nosy, om-
nipresent news media. Despite
some bad acting and an an-
noying soundtrack (which can
be mrned off), In TuE 157 Di-
GREE offers scamless and crisp
quicktime video segments, ex-
ceptional camera-work and an
intriguing game design that
warrants I'L'[)L‘Ell(_'(l ]}]}l}'till"llf.
IBM/Mac CD-ROM, $69.95,
Circle Reader Service #5.
BRODERRUND SOFIWARE, INC.,
Novaro, CA (415) 382-7818



you
didn’t do it;
but if you didn't,

who did?

To find out, you'll need as
much savvy as Asimov's crack
detective, Elijah Bai-
ley, to solve this
case. You aren't to-
tally alone, as you
have a robot com- |
panion, who unfor-
tunately, isn’t the |
[amous R. Daneel
Olivaw. Problem is,
while the wwo of you
are trying to find the
real killer, the local
robot authorities are
searching for you.

Any game based on the nov-
els of Isaac Asimov has great
potential to bring its players
into an engrossing, wonderful
science-fiction world. The de-
signers went to great lengths

FIFTH FLEET
SCENARIO DISK

Avalon Hill’s FirrH FLEET,
which suffered from a few
bugs and limited scenarios,
has now bheen upgraded with
the FirrH FLEET SCENARIO
Disk. The upgrade fixes the
old bugs, particularly the un-
limited missile and empty
magazine problems which
plagued the heavy units in the
original. Though the basic
structure of the game remains
unchanged, Avalon Hill did
improve the Al of the game
and also took out the unfair,

18]
create a fu-
Luristic atmosphere,
right down to cheesy, period
newscasts (on Super Bowl 500,

no less). But before you can
enjoy this sci-fi whodunit,
you'll have to solve the mys-
tery of the slow and cum-

ROBBIE NEEDS A DOCTOR One of the first
mysteries in Rosor Ciry is how to fix up your
robot companion, Alpha.

interface, which
sometimes leaves this well-
meaning adventure somewhat
out in the cold vacuum of

bersome

pre-emptive
strike capability
from the origi-
nal.

The scenario
disk also comes
with 14 new and
political intruiging
scenarios, which
add considerable
value to the old
package. New bad
guys (like the Irani-
ans), regional power
struggles, and even a Russian
civil war scenario give players

THESE JUST IN, REVIEWS TO FOLLOW

space.
IBM CD-ROM.
549.95. Circle
Reader Service
#3.
Byrox PRretss

Murriveptt. New Yorg, NY

(212) 989-6252

BURN: CYCLE

Corporate data-thief Sol
Cutter just put his hand in the
wrong cookie jar and down-
loaded the deadly Burn: Cycle
virus into his brain. This ad-
venture game from Philips
New Media, Inc., a CD- con-
version, puts you in the unen-
viable role of Cutter. You now
have two hours to lose the
Burn: Cycle, before it turns
your brain into bouillabaise.

Cutter can trust no one and
nothing, not even his memory.
I'hat is why you have to navi-
gate him through the game's
perennially dark technopolis,
hartering with cyberpunk
denizens [or tools and clues o
counteract the virus. Periodic
voice-over narratives and
quicktime flashback segments

@“@‘

SET SAIL Return to the sea with the FiFm
Fueer Scenanio Disx, which includes some
much-needed bug fixes and a better Al
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DRIVER'S SIDE AIRBAG? Your Burn: Cyote
transportation includes all the latest bells
and whistles,

from Cutter’s inner thoughts
oller additonal clues.

BurN: CyCLE's plot bears
several similarities to the
movie Jorssy MyevoNic, but
unlike the game of the same
name, this title has some qual-
ities to recommenced it This
game has decent acting, an in-
tuitive interface, a good
soundirack and some amusing
dialogue.  Unfortunately,
fuzzy. grainy graphics, ridicu-
lously casy action segments
and some annoyving puzzles
hamper sustained gameplay.

IBM/Mac CD-ROM, plus
audio CD. $59.98. Circle
Reader Service #4.

Pricies Menta, Inc., Los Ax-
GELES, A, (800) 340-7888

some much-needed variation.

the Firrn FLEET SCENARIO
Disk, for all its merits, though,
could have been better. It did-
n't improve the original’s
limited geographical setrings
or pl:l}‘ur options, and ig-
nored some of the weaker
aspects of the submarine

aperatons.

IBM, $24.95. Circle

Reader Service #6.

THE Avaron Hirt GAME
CoMPANY, Barrimore, MD
(800) 999-3222
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h As agents for the Galactic Federation, you and your partner, Ginger, had been given
) : an assignment to infiltrate NoirDyne, a sinister corporation which has reactivated a
once abandoned bioweapons production facility: The Hive. A Something went terribly
wrong... your cover is blown and now the chase is on. A With the help of Ginger’s brief data
loads, you must battle your way through scores of enemy fighters, ferocious ground troops,
menacing robot weapons, and the deadly alien Hivasects.
A Designed exclusively for Windows 95... true 32 bit autoplay. Awesome
action/arcade gameplay and killer graphics that will blow you away!
® 16-hit stereo sound. ® 20 pulse-pounding interactive levels. ® Two game play
styles... gut wrenching action sequences combined with never-before-seen Panoractive™
game play that puts you in the middle of the action. A Download our free demo from
http://www.trimarkint.com or from Trimarl(s folder on Compuserve’s Game Publishers Forum “B".

FHEE DEMOD

7 /N =

TRIMARK' |

’;ﬂul rights reserved, Windows® 95 is a registered trademark of Microsoft Corporation.
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Thin
That Go
BUmp
In The

[ s e e e ]
o reary autumn
Bame dESIgnerS are so has arrived, and
. the sky is clotted
busy concocting tales with dar couds
of fear and suspense, e
. The chill wind
horror fans are going e S

tﬂ he as husy as an axe green foliage to brown. Leaves choked of their

nourishment fall quickly, torn down by the rain.

mu rd erer i n a summer Unhealthy breezes blow. Fog comes up when you

least expect it. It's a grim season, wet and miser-

Camp_ The del]th and able—but never quite cold enough to kill cleanly;

T " as you walk the streets, the sidewalks stained
SﬂphlStll‘.ﬂthﬂ Df ma ﬂy dark with leaf mold and the sky hanging overhead

like a nebulous threat, you can't help but smile.

new tltles Suggests The specter of horrar lurks everywhere.

But inside near the glowing hearth of the PC
that hOFI’lJI' games screen, the picture should be far more promising.
have fma"y Come Trilobyte has p_rmmseq to delwer. 114 Hour, the

sequel to The 711 Guest, some time before the

~ into their own. spring thaw. Just to keep with the winter theme, I-

1 : A motion has brought us PrisoNers of Ice. Interplay
i : S 1 is husily stitching up their Frangensiem; Vic Tokai
: S ' could strike a previously untapped vein with their
by Arinn Dembo vampire western, SiverLon, and if we are very for-
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\ tunate, Inscape may even unveil THe Dark EYE.

If all these titles actually materialize this win-
ter, horror fans are going to be as busy as an ax
murderer in a summer camp for teenage sex ad-
dicts—good news in itself. But more importantly,
the depth and sophistication of many new titles is
an important indication that horror games have
finally diverged far enough from their roots in oth-

er game genres—action, adventure, role-play-
ing—to be considered a new animal, a species of
their own.

THE EVOLUTION OF FRIGHT

How did it happen? IU's been a long process of
evolution, with many hybrid games scattered
along the path, some successful, some not. Al-
though some of the early successes in horror
gaming took place in the late ‘80°'s—Infocom’s
old text adventure called THe LURKING HORROR
springs to mind—the majority of important de-
velopments in the penre have taken place in the
| last three years. Jump to 1993, a watershed year
for horror titles, with Trilobyte's Seven Guest and
|-Motion’s Atone i THE Dark coming out within
months of each other.

The majority of the games under discussion
here are those that | felt could still give some

. pleasure to the jaded modern-day gamer (with

one or two notable exceptions, which ['ve written
about mostly by way of warning). | did leave out a
few games that probably belong here—mostly
because they were too old and/or rare for a mod-
ern gamer to find and enjoy. Honorable mentions
include the old text adventures, like Moonmist and
the aforementioned Lurking Horgor, along with
some venerable old chestnuts like THe Legacy from
MicroProse (and a host of more forgettable titles

L. that came out around the same time). Even Hor-

rorsoft's ELIRA games were fun to play, in their

day—but | couldn’t really include them here.
What you see here is just a few pages from the

family registry of horror gaming, not an exhaustive

treatise on the subject. As a long-time aficionado
of all kinds of horror, | humbly offer my observa-
tions.

THE I'S MAVE IT

0f all the companies working on horror titles
over the last three years, none has been more in-
dustrious than |-motion. They've put no fewer
than four legitimate horror games on
the shelves since 1993, all of them
based, to one degree or another, on
their first big success: ALONE IN THE
Dark.

ALONE v THE DARK is such a popular
title that its virtues hardly need to be
extolled; the game is a classic. The
halls of Derceto, that crumbling
manse in the middle of a Louisiana
swamp—jam-packed with traps,
zombies, ghosts and horrors un-
speakable—are familiar to most of
us. This may be the most-played horror game of
all time.

The game is a showcase of techniques and
ideas, scoring big points in several areas. The
graphics were a real innovation at the time. Al-
though your character looked crude at first—a
collection of polygonal chunks, rather than the
usual prettily-painted sprite—that clumsy quality
evaporated once you saw
it in action. It wasn't pret-
ty, but it was genuinely
three-dimensional, and
moved with natural grace.
You could play a man or a
woman—-either detective
Edward Camby or heiress
Emily Hartwood. Both were
equally competent physi-
cally, which | found re-
freshing.

A great deal of ALone i
THE DarK's effectiveness as
horror stems from the nat-
ural, human quality of the
protagonist. It's easy to identify with the character
and wonderful to move the little body around—
the folks at |-motion captured, somehow, the
sense that an awkward little collection of pixels
was a living person. Which makes it all the more
harrible to watch that person die.

The use of bizarre “camera” angles also con-
tributed greatly to an atmosphere of paranoia and
skin-crawling horror. This feature, more than any
other, marks the influence of ALoe v THE Dagk on
the games that have followed. The sense of the
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computer screen as a cinematic camera, the dis-
orienting shift of viewpoint, the sudden eerie shot
of your character in extreme perspective from
ahove or below, has proven to be effective in virtu-
ally every game that has used it. Although many
gamers find it obstructive during combat, its
virtues outweigh the flaws. It turns a computer
game into a Hitchcock movie—never a bad thing.

The intellectual content of this game also wins
a bonus. The use of books, letters and parchments
was inspired; not only do they serve as traps and
hints, but they are well-written and show the lov-
ing touch of a true H.P. Lovecraft fan. Also, most
of the bogies in the game are recognizable mon-
sters from the Cthulhu mythos. The majority of
gamers may not have spotted that snapping rep-
tile duck as a Hound of Tindalos, or the formless
thing in the library as a Dimensional Shambler,
but the Deep Ones in the catacombs and the
young Cthonian under the house tend to put
things in context.

After all this praise, of course, | need to men-
tion the down side of this game, and many other
less successful games which have employed it as
a model: the puzzles. Atone v e Dark has many
good qualities, but it also embodies the danger
inherent in mixing two very different concepts
such as "horror” and “game.”

One of the problems with all horror fs creating

SLIPPERY ROCKS Arone iv e Dark makes extensive use of movie-style
camera angles.

and sustaining a mood, an atmosphere of sus-
pense and fear—and nothing shatters that mood
more quickly than frustration. With the first irritat-
ed sigh, everything the author or game designer
has worked for is lost, The audience is no longer
scared, horrified or even interested. Instead,
they're annoyed. If a gamer has to re-play a se-
quence more than a few times to get through it,
the illusion collapses. A horror game suffers badly
if the puzzles are too opaque, especially if, as is
the case with Atone in THE Dark, there aren't



The fate of nations lies frozen in ice.

C ADVENTURE

Win a week-long trip for two
to the Antar or other locale
within Prisoner of Ice.

Details Inside Package

Amid an atmosphere of suspense and intrigue, you'll launch your voyage in the icy
cold wastelands of the Antarctic aboard a Royal Navy submarine, where World War II
looms ahead and your every move could change the course of history.

To place an order or for more information call: 800-443-3386.

lﬁ@gm This epic adventure is now available on PC CD-ROM.

© 1995 I*Motion, Inc. / Infogrames Multimedia. I*Motion, Inc., 626 Sanla Monica Blvd., Box 417, Santa Monica, CA 90401
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enough bullets, clues or health bonuses to allow
for any mistakes. This problem is bad enough in
the first game, and only worsens in the sequels of
the same name.

ONCE IS NEVER ENOUGH

Following ALoNE IN THE DARK, we have ALONE IN THE
Dk II, an action/adventure sequel. For those who
haven't played it, the goal here is to rescue a kid-
napped child. The bad guys are pirates, living in
California since 1724. They've signed their souls
over to Satan (or someone carrying his credit
card), in return for eternal life. There are dozens of
them, all heavily armed, and as the player, you
have no choice but to fight them all. Unlike the
original ALonE IN THE Dagk, there is rarely a clever
solution that enables you to avoid the most dam-
aging combat.

The Lovecraftian sensibilities and mythos mon-
sters of the first game have been abandoned. You
no longer have the option of playing an adult fe-

i §

> ; | ’ - Mo |
EJ; PHANTOM BUCCANEERS Avone v THe Dark Il pits your character against a

male character. The puzzles are often ridiculous,
and vexingly fussy about your timing and position
on the screen. And if you get hit more than once or
twice during a combat, you'd be best advised to go
hack and try again. You can't afford the attrition.
| Itisn’t all bad news, of course. Documents are
- read aloud by interesting character voices. The
graphics are a little more sparkly than in ALonE,
and there are some humorous fouches, as well as
an interesting viewpoint switch to Grace Saun-
ders, the little girl, about half way through. The
endless rain of gunfire is wearying, but you do get
involved in the unfolding plot. This title is still
playable, despite its high frustration factor, but
there are very few chills involved—the violence is
too thick and the ideas are toa thin. In the course
of an ordinary game, the player will have to save
often and restart dozens of times, and a mood of
horror can be impossible to create or sustain un-
: der such circumstances.

Either unwilling or unable to know a bad trend
when they saw one, I-Mation followed the dubious
ALone |l with an even worse game. ALONE IN THE DARK
Il is the third installment in the adventures of Ed-
ward Camby. The premise—Camby goes into the
Mojave desert to search for a missing film crew—
isn't bad, although it continues to ignore Love-
craftian sensibilities in favor of more ordinary
horrors. Instead of undead swashbucklers, we're
up against undead gunslingers who dissolve into
red-eyed cats when killed. (Huh?)

Some work has been done to improve the most
problematical aspects of the first two games. It's
possible to adjust Carnby's health and his dam-
age rating in combat, as well as the damage rat-
ing of his opponents, so that the game isn't quite
so frustratingly lethal. As in Auone II, there's an in-
teresting viewpoint switch after the first two-
thirds of the game; when Carnby is shot, his
consciousness inhabits the body of a nearby
cougar. All of this was interesting, but it isn't
nearly enough to save this game.

Although years have passed since
the first ALone v TE Dark, the graphics
and the interface have not evolved at
all, and the game quality has only dete-
riorated. If the puzzles in ALone were
opaque, and the puzzles in Aone Il were
ridiculous, then the puzzles in Atong Il
are completely beyond any logical de-
scription. Worse, the ease of play in the
first two installments has been eroded.
You now have to Open/Search in order to
pick up objects in plain sight, which
was never necessary before. Even the
simplest physical aspects of the prod-
uct haven't been nailed down: It's both bug-in-
fested and crash-prone.

ALone 11l violates its own setting, time period
and internal logic freely, and the “big boss" end-
ing is a real groaner. Not scary, not fun and not
free, this game has nothing to recommend it. It
may, unfortunately for |-
Motion, act as the tomb-
stone for the series.

On the brighter side of
things, |-Motion never
did put all their eggs in
one basket.

CTHULHU'S
COMET

Although the techno-
logical sequels to ALONE
THE Dark have not been
impressive, the philo-

NOT AGAIN A posse
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sophical sequels—games which stuck fo Love-
craftian horror, but switched to a more relaxed
style of gameplay—nhave been very effective.

Stapow of THE Comer was the first of these, re-
leased in the fall of 1994. The story is loosely
based on one of the documents that tumed up in
ALone In THE Dark, a fragment from the journal of a
Lord Allistair Boleskine, a British nobleman and
astronomer who visited New England in 1824. The
journal reads in part:

“The Milky Way shone like the fires of the Apoc-
alypse from the inky celestial vault. Certain dis-
tant stars, normally invisible to the naked eye,
were clearly visible, glittering with a strange in-
tensify. The heavy clouds that had seftfed above
the village had no hold over that place. It would
be pointless to offer here the names of the con-
stellations one perceived in utter clarity: apart
from the interminable length of such a list, one
might conceivably risk being charged with exag-
geration!"

Boleskine's journal concerns a visit to a tiny
fishing village in New England and to a very spe-
cial clearing in the surrounding woods—a clear-
ing “outside the common laws of time and
space,” in which celestial objects appear strange-
ly magnified.

In Swapow oF THe CoMer, you play one John Carter,
a young British astronomer, who has read Lord
Boleskine’s account of his voyage to New England.
Armed with the newly improved art of photogra-
phy, Carter intends to retrace Boleskine's steps
from the village of lllsmouth, Massachusetts, to
that strange clearing in the woods—the clearing
from which Boleskine stumbled, raving mad, after
trying to observe the passage of Halley's comet.

The year is now 1910, and Carter hopes to
make photographic plates of the comet during the
summer of its passage, taking advantage of the
clearing's unique atmospheric conditions. If he
succeeds, he'll be able to publish his findings and
make his career as a scientist. If he fails, he may

cowboy ghouls plays _r.uugh iﬁ nqu IN THE Dark N1,
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When the World Economic Consortium made you a
Silencer, you were supposed to be the ultimate killing

machine and follow orders without question.
You had other ideas.

Now you fight for the Resistance against your

former bosses. You're not trusted, but you’re needed.

Elite shock troops, killer robots, booby-traps and
mine fields ... they’re all waiting to get you before you
get them. But you've got the strength, you’ve got the
attitude and most of all you’ve got the firepower to take

on the challenge of rusader: No Hemorse —

ORIGIN’s most explosive game ever!
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| SUB ZERD Nazis meet Cthulhu in Prisoner oF Ice, a horror game set during World War I1.

¥ 'ﬂ‘l

become a laughing stock. What he doesn't realize,
at first, is that there is more than his own ca-
reer—aor even his own life—at stake.

Stiapow oF THE CoMET is more recognizably relat-
ed to Lovecraft’s stories than ALONE IN THE Dagk. The
game was the first I-Motion title to be endorsed by
Chaosium, the publishers of The CaLL oF CriuLHy,
an excellent pen and paper RPG. The narrative,
which involves the return of the Ancients from
their plane of exile, is a familiar one to most horror
fans, and the themes—the danger lurking along
the paths to knowledge and the horrifying secrets
that lie buried beneath the seeming tranquillity of
New England towns—are as well-worn and com-
fortable as an old boot.

Some aspects of the game are weak, and the
graphics were a bit dated even at the time of its
release. The voice acting is good, however, and the
gameplay—exploration, interviewing, riddles and
detection—is an extremely effective model for a
horror game, Also, the game package included a
variety of very cool simulated documents—death
certificates, a sworn statement from a British sea
captain, a note from the British Museum, etc.—

cursed city, enclosed by massive
walls, is believed fo stand to this
day. It contains fabulous treasures
and is inhabited by the degenerale
descendants of those who instilled
centuries of terror In the hearts of
the peaple... These peaple, natu-
rally placid, are seized with rage
and horror at the very mention of
the ‘Prisoners of the Ice.’ Were
these dreadful captives fo be freed
from their frozen cells, they would
reap a horrifying tribute of human
flesh.”
from an Unfinished Chapter of Terra Incog-
nita, by Jacob Van Ostadte
Unlike Stanow oF tHe Cover, however, PRISONER OF
|ce has strong action elements, and a premise
that immediately grips the player in a fist of sus-
pense. The game is set during the dire struggle of
World War Il The action revolves around a secret
Nazi base in the Antarctic, and a division of scien-
tists reputedly performing extensive research into
black magic and the occult. The player takes on
the role of Lieutenant

which were all highly entertaining.

Swapow of THe Cower has never gained the popu-
larity it deserves, which continues to surprise me.
This is a smart, serious horror game, grounded in
a noble tradition, and | would recommend it to
anyone capable of appreciating the form.

ERIGID FEAR

To round off the discussion of I-Motion games,
we have their most recent offering, PrISoNER oF IcE.
It's hard to put this game into a neatly-labeled
slot, Like SHAbow oF THE CoMET, PRISONER OF ICE is en-
dorsed by Chaosium and emplays a strong Love-
craftian premise, and, like Ssanow of THE Comer, the
plot is derived from a manuscript which could be
found in the halls of Derceto:

“—Mysterious and cruel beings are thought to
have ruled over the Arctic plains in times past. A

Ryan, a young American
intelligence officer, sta-
tioned aboard a British
submarine in the open-
ing scenes.

Graphics, animation,
sound and music are ex-
cellent, and the combi-
nation of Nazis and
Cthulhu is a natural—
two great evils which go
great together. A more
detailed examination of
plot will have to wait for a formal review next
month, but | can certainly tell you that the horor
of this game is bright and vivid. It may be the
most intense horror title I-motion has ever re-
leased.

NOT QUITE HORROR

There are three games in this “not quite” cate-
gory. Two—Bran Stoker's DracuLa and Ecstatica—
come from Psygnosis. The other is from SSI: Ve
oF Dariniess. All three of these are decent games,
taken by themselves, and all three of them inte-
grate horror elements that make the game more
entertaining. But none of them can be properly de-
fined as pure harror,

True fright fans should not be deceived by the
slick packaging of Bram Stoker's DracuLa, nor by its
association with the movie of the same title. What
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VAMPIRESTEIN 3-D Bram Sroxer's Dracuta proves that adding
vampires and other ghouls to the Wotr 3-D engine doesn't
instill a sense of terror.

o
P e

we are dealing with here is a first-person action
game, based on the engine of Id's WoLrenstem 3-D.
B.S. Dracuta is more about stabbing, shooting and
collecting keys than it is about fear and suspense.

This is a fuzzy area, of course. There are strong
elements of action in many horror titles, and all
effective horror games depend on good visuals. In
the end, however, what distinguishes an action
game with horrific sprites and wall-paper from a
true horror game is that a horror game must have
some kind of a plot, no matter how weak. There
must be a deeper mystery underlying the action, a
dark purpose which will eventually be revealed.

If you've ever loaded the Barney patch for Doow,
you'll know exactly what I'm talking about. When
you suddenly find yourself shooting big purple di-
nosaurs rather than snarling imps, the tension
completely evaporates. It's based on the visuals,
not on substance. A real monster is always more
frightening than a sprite, not because it looks
scarier or can do more damage to your virtual
body, but because it has dire implications beyond
its own claws and teeth.

Ordinarily, | wouldn't mention B.S. Dracuia at
all—except for the remote possibility that some-
one might buy it, thinking it's something it isn't. In
passing, however, | should say that | wouldn't rec-
ommend it over more recent WoLrensTEN sequels.

On the other hand, Psygnosis hit closer to the
mark with their release of Ecstanc, in the early
months of 1995. Ecsianca is an odd little game,
treading a narrow line between horror and humor,
Although its plot and style are unique, it owes a
preat deal to the graphics and the combat engine
of the original AL IN THE Dari. Strangely enough,
this game is a more logical evolution of ALone's
look and feel than either of the two sequels of the
same name produced by l-motion.

Like Atone i THe Dark, Ecsianca’s characters and
monsters are constructed by putting together 3-D
shapes. However, instead of sharp-edged poly-
pons, Ecsianca uses ellipsoids and spheres. The



Courb ZiLuions Or DROOLING PYTHON ZEALOTS BE WRONG?
ABSOLUTELY. A
S0, LISTEN To THE EXPERTS INSTEAD.

Best CD-ROM Best Product Best Strategy Program
PC WORLD PC MAGAZINE SOFTWARE PUBLISHERS ASSOCIATION
Best Game Special Award Best Top Ten Multimedia Products Best Of Everything
S[COMPUTER GAME REVIEW SENTERTAINMENT WEEKLY . ~COMPUTER LIFE

Monty Python’s Complete Waste of Time.
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resulting character is better-looking close up than
the blocky constructions in ALone, and looks very
much like a cunningly painted marionette. It does-
n't move as naturally as the figures in ALone, be-
cause the attitudes of the body are exaggerated,
hammed up for comedic effect, But it’s a graceful
and responsive figure, and it can fight,
walk, run, and even sneak around the
screen on tip-toe.

Unfortunately, the combat and camera
switching in the game are even more an-
noying than they were in ALONE I THE DaRK,
and given the presence of a nigh-invul-
nerable werewolf, this game can [eave the
player more outraged than ecstatic. It is a
wildly frustrating game, a constant round
of ambushes and pummeling. There are
some puzzles to be solved, and a half-
dozen extremely diverting red herrings to
chase down, but for the most part, it's an
endless struggle against a series of foul
spheroid puppets.

The mingling of the homicidal and hilarious
gives this game a strange edge, and the plot ele-
ments are good. It's funny, yes, but the laughter is
laced with moral ambiguity, and the cartoonish
attacks have a tinge of madness and genuine

horror. It isn't quite scary, but it is disturbing.

The third game that | place in the category of
“not quite horror” will probably garner the most
protest; this is VeL o Darkness, released in 1993
by SSI. If we judged horror games by the premise
or outward trappings, this one would certainly

Uughib !

B.IG BAD WOLF The nearly invulnerable werewolf in Ecstarica
is bound to inspire more frustration than ecstacy.

qualify—it's set in Transylvania, for heaven's
sake. The game manual has a 30-page fictional
prelude, explaining how the villain in the piece be-
came a vampire. There are big, nasty, bloody
fangs on the box cover. What more do we want?

Even | have to admit that the game looked
promising at first glance. During the intro, a sinis-
ter figure sits laughing as a cargo plane goes
down in Romania, engines and windshield de-
stroyed by kamikaze bats. The pilot's limp body is
thrown over the shoulder of a mysterious hulking
figure, carried from the crash site into a vil-
lage in the mist-shrouded valley. He lies
helpless, vision blurry, trying to focus on the
lovely face of the girl bending over him. Her
blue eyes are filled with concern, apprehen-
sion, and curiosity.

It's pood material up to that point, and
then suddenly the animation ends. You soon
realize that this dramatic opening is the
prelude to a much more traditional game.
The beautiful gil, Dierdre, informs the play-
er that her father wants to see him. The old
man is in his study. And, as it turns out, he
needs a favor. He wants you to go get his
hammer. It's a perfectly ordinary hammer,
borrowed by one of his neighbors in the vil-
lage and never returned. Yes, he expects a bat-
tered man, fallen to earth from the very heavens
in the most wondrous machine ever seen by his
peaple, to go and fetch his tools.

In other words, the player has not really awak-
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ened in the timeless village of Csarda, lost in the
shadow of an evil that defeated death. This place
is actually the not-so-mysterious land of ordinary
adventure gaming, and you are lost in the tedious
round of pointless little quests and painfully non-
dramatic quandaries. True, people often die by
werewolf attacks in these parts, and
there is a vampire overlord—but
don't be fooled.

VEiL oF DarknEss is not a bad game,
really. It's a highly entertaining CRPG
with plenty of entertainment value on
its own. If you need something to play
on an older machine—one that isn't
equipped for modern multimedia ex-
travaganzas—I could certainly rec-
ommend it. But despite its setting,
this game isn't all that horrifying. Hor-
ror elements don't mix well with a
quest-based RPG, and the fetching of
the hammer is a perfect example of
why. A minute, irrelevant task like this is an ir-
reparable breach of the premise. One of the provi-
sions of a horror plot is that the action has to be
taken seriously; after all, we're supposedly dealing
with life and death situations.

INTERACTIVE MOVIES

High-end horror games, which enjoy the most
expensive production values, the most skilled
writing and most enjoyable plots, are always a joy
to behold. There are three games which | put into
the category of interactive movies. All of them em-

BAT SPLAT Kamikaze hats send your plane spiraling down in SSI's VeiL
OF DARKNESS.

ploy professional actors, composers and sound
technicians and use beautiful high-end graphics
to produce the most sophisticated possible gam-
ing experience.

The first of these is DracuLa UnLErskep, released
by Viacom in 1994, Dracuta UnieasheD is a sequel

to the action in Bram Stoker's gothic masterpiece,
Dracula. The central character is Alexander Morris,
who has come to London to investigate the death
of his brother, Quincy Morris. True Dracula fans
may recall that Quincy was killed in Transylvania,
holding off the Count’s gypsy henchmen while Van

ness with the stake. Ten years later, :
the vampire plague has returned to |-
London, and young Alexander finds !
himself following his brother's foot-
steps in ways he never could have
imagined.

The game employs the same en-
gine used in Viacom's, SHERLOCK HOMES,
Consutnne Derecnive. Informative, omi-
nous and occasionally frightening film
clips are interspersed with carriage
rides and extensive journal entries. In
order to win the game (that is, sur-
vive), you must go to the right places,
in the right order, at the right times, and have the
right thing in your hand when you arrive.

The upside is that the film sequences are well-
shot and competently acted, using real movie sets.
If things are going well, it can be a real pleasure to
walch Alexander make his rounds, picking up al-

Helsing and Harker did the ugly busi- | -

another hilarious ‘ There’s only one Hyperman™ (Thank heaven!) on CD-ROM. and only you
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lies and tools, killing vampires and saving lives.

The downside is that the mood established by
the good film sequences is repeatedly snuffed.
The goofy banter with the coachman during car-
riage rides was a fatal error. It interrupts the ac-
tion and dissipates the mood over and over again,
constantly destroying the delicate web of fright
which is woven between movie clips and joumnal
entries. It's as disruptive as an actor in a film
turning to the camera and winking during a cli-
mactic scene, saying “Don't be alarmed, folks—
it's just a computer game!”

Also, the game has a limited scope. The action
begins at 7 a.m. on December 28th, 1899, and
Alexander has only four days to work with—the
plot will resolve itself for good or ill in the wee
hours of January Ist. If you miss any of the neces-
sary film clips, you generally won't live past the
second day. You can stumble around for a very
long time, forced to watch the same clip again and
again, before figuring out what you missed. By the
time you make a breakthrough, the only thing that
horrifies you is how dull the whole exercise has be-
come and how much time you're wasting.

Dracuta Unteastep is not all it could be. The de-
signers have left out the one most important ele-
ment in any story involving vampires: sex! They
ignored the complex relationship between the

i t_h_\n iy

LUCKY SEVEN? Six ghoulish souls appear in Stauf's mansion—but who was THe

T Guest?

vampire and his victim, which is really the most
important element. This game is more Victorian
and chaste than Bram Stoker’s original novel was
by a long shot, and for that reason, less effective.
Overall, Dracuta Unieasken is enjoyable, if not terri-
fying, but | think it's too bad that an experience
which could have been so potent was unnecessar-
ily watered down.

A EVENING AT STAUF'S
i For greater success with an interactive film, we
J have to turn to an earlier title, Trilobyte's Tre 71

57; & |
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Guest. Released by Virgin in 1993, its SVGA
graphics, original score, full-motion video and live
dialogue were all ground-breaking innovations.
Combined with sumptuous animation and a
unique premise, these features have ensured the
game's unflagging popularity to this day.

This is the
first game |
ever played
which actually
stunned me
with its beau-
ty. The presen-
tation here
transcended
chrome. It was
art—regard-
less of what
was inside the
bax, they used
a Rembrandt for wrapping paper. The interface is
marvelous. Your cursor is an elegantly articulated
skeletal hand, beckoning in the directions that you
can travel. Film sequences are designated by an
opera mask that's streaming blue ectoplasmic
fog. The puzzle icon is a skull, brains pulsing and
eyehalls rolling. Spectral animations are indicated
by a pair of chattering teeth. The save-game
screen is an old-fashioned
Ouija board.

Gameplay consists of ex-
ploring the haunted man-
sion, witnessing ghostly
animations and solving the
21 puzzles laid out in vari-
ous rooms, while seeking
clues to the larger mystery of
the game. That is, who was
the seventh guest, and what
was his significance? When
you solve a puzzle, you are
rewarded with a scene that
fills in part of the picture.

The horror sequences are
some of the most effective and frightening in any
game. Ghostly dramas re-enact themselves before
yaur eyes as the hapless shades of the long-lost
guests appear, acting out the scenes of their own
destruction against the backdrop of empty rooms
and darkened hallways. You don't know how
creepy a computer game can be until you've heard
the souls of murdered children cry out in Stauf's
doll room, each one eternally trapped, terrified
and alone. The actors are good, and the voices are
especially chilling. Robert Hirschboeck gets spe-
cial credit here for his performance as the mad

number of diabolical puzzles.

|
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toy-maker.

On the other hand, the puzzles are a mixed
bag. Some players like them, others don't. Hard-
core computer gamers tend to find the play in 71
Guesr a little thin. The puzzles are very compart-
mentalized, and the majority are very simple. Only

CHESS, ANYONE? To save your girlfriend in The 11 Hour, you must solve a

one of them can be defined as a “game” of any
sort (the microscope puzzle), and the rules of that
game are so devastatingly simple that the Al is
actually very hard to beat.

7t Guest employs a self-contained hint sys-
tem, an excellent feature for any game, and dou-
bly so for a horror game. You can visit the library
at any time while trying to solve a puzzle and con-
sult a hint book lying on the coffee table. The first
hint will tell you the rules of the puzzle. The sec-
ond hint, should you need it, is broader, giving you
a clue as to how to proceed. The third visit fo the
hintbook solves the puzzle, allowing you to go on,
if you're stuck. It penalizes you, however, by not
Ietting you see the ghostly drama which would or-
dinarily reward you if you solved the puzzle your-
self. Too many puzzles solved by the book will
change the ending of the game, so the player
quickly learns not to use it unless it's absolutely
necessary.

The only problem with this game—besides the
appeal of a puzzle-driven game in general—is
that the program is notoriously finicky about run-
ning. The majority of gamers won't have trouble
with it, especially once they load the available
patches, but a very significant minority will be
plagued by hardware conflicts and memory errors.
Often the gamer has to make sacrifices—like los-
ing the exquisite SVGA graphics in favor of much
cruder VGA—aor give up the ghosts completely.

For fans of pure horror, 711 Guest is a must-
play. It isn't as suspenseful as titles with a more
demanding game aspect, but the embedded dra-
ma is well worth experiencing. Even if you find the
puzzles annoying, the rewards are substantial—
once you finally get there, the ending will not dis-
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appoint! It's still one of the best multimedia expe-
riences available, and one of the best horror titles
ever made.

Soon o follow in its footsteps is THe 111 Hour:
THE SeaueL 10 THE 7 Guest. Despite the hokey title,
this is definitely not just a sequel slapped together
to capitalize on the success of the of the first game.
The action is set 70 years after The 71 Guest, in
modern times. Journalist Robin Morales (your col-
league and girlfriend) has disappeared while inves-
tigating Stauf's mysterious mansion. It's up to you
to explore the mansion and rescue her.

And there's plenty to explore here. Not only does
Stauf torment you with 13 logic puzzles and six Al
games, but you're also sent on scavenger hunts,
guided only by a mysterious hint as to which of the
250 selectable objects scattered about the man-
sion you're looking for. The puzzles and Al games
here present a much higher level of challenge than
the ones in 711 Guest. As before, you're presented
with a series of video vignettes as you solve each
puzzle, which clue you inta the mystery at hand.
This time, however, the sequences are periodically
tied together and shown as a whole, There's nearly
three times as much video here as in 7 GuesT,
beautifully displayed in true-color SVGA at 30
frames per second.

The hint book in the library has been replaced
with a small pocket computer called the Game-
Book, so you no longer have to trek back to the Ii-
brary every time you get stuck. There is still quite a
bit of wandering around as you seek treasure hunt

objects, but the rooms are even more beautifully
rendered than last time; also, a right-button click
lets you skip past already-seen transitions and an-
imations.

There's a definite element of horror here, and
moving it into modem times seems to add an al-
most X-files feel to the classic haunted house
mystery. Fans of ThE 7m Guest definitely will not be
disappointed.

A COOD KNIGHT FOR
HORROR

Sierra On-Line's GasRieL KnicHt: Sins OF THE Fa-
THERS iS, in my opinion, the best horror game ever
made. Extremely well-written, both as a game and
as a work of fiction, GasriEL KNiGHT iS a
solid offering. Its graphics are good, its
sound and music are better than aver-
age, and—wonder of wonders!—its
harror is brilliantly effective.

Jane Jensen, the writer and designer
of the game, is without doubt the most
important factor in GABRIEL KNGHT'S SuC-
cess. The dialog she has written is of
literary quality. The plot is dynamite. It's
elegantly paced and complex, unfolding
with into a crescendo of passion, dread
and grief. The elements she uses to dri-
ve the action—sex, violence, love, sacrifice, be-
trayal, and worship both holy and profane—give
the story incredible power, as well as a welcome
maturity. She has also employed an interesting
and blessedly original premise. The series of
voodoo murders in this game are a welcome relief
from the general run of vampires and Lovecraftian
ruminations that other designers fall back upon
when they need something spooky. All the occult
elements are meticulously researched and pre-
sented with intelligence and grace.

The action takes place over ten days and
ranges over half the globe. Although most of the
pame is set in New Orleans, entire days are spent
in Germany and Africa. Accordingly, the game
gets additional points for the care and attention
given to setting. There are a variety of locations in
the French Quarter of New Orleans, all of which
are interesting to explore, as well as a beautifully
rendered castle in Germany and an archeological
site in West Africa.

There are numerous characters to talk to and
important conversations to be had with all of
them. In fact, the conversations are the heart of
the game. Sierra employed a cast of talented voice
actors, including Tim Curry in the title role, Michael
Dorn as a powerful voodoo hecor, and the ubiqui-
tous Mark Hamill as a homicide detective. It has
been persuasively argued that the voice acting is
GrrieL Knehr's strongest feature. Even the inter-
face has a delightful voice—the exquisite drawl of
a Creole woman, so rich that it you could cut it
with a knife.

Is there a downside to GasrieL Knichr? Yes and
no. Until you complete the necessary actions each
day, the plot cannot proceed. | know people who
haven't been able to get past the first day of the
game without calling the hint line, which is not a
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good thing. It's often difficult to figure out what to
do next, and there’s a certain “wandering around,
asking pointless questions” aspect of GABRIEL
KawcHt which turns some people off. And there's al-
ways that old bugaboo about mood and frustra-

L i 7 b
SIX FEET OVER This above-ground cemetery in New
Orleans is one place you'll have to hunt for clues in
GaBRIEL KNIGHT: SiNS OF THE FATHER.

tion in horror games. When you run into a
ridiculous puzzle or a sequence that kills you 40
times before you can get through it, it tends to
spoil things. A built-in hint system, which would
be nice for almost any adventure/role-playing
game, is doubly necessary for horror titles, and
GariEL KuicHT needs one more than most.

Overall, though, the strengths of this game far
outweigh the weaknesses, and it stands as a pin-
nacle in the annals of interactive fiction. Jensen’s
work here has set the high watermark for horror
games to date.

FUTURE FRIGHTS

That brings us to the present and one final
question: is there a title out there that embodies
all of the aspects of a horror game? A culmination
of the form? A final word on what a horror game
can and should be?

There will never be a final word on the subject,
of course—there’s always room for improvement,
no matter what you do. But Sierra has certainly
put together many elements of the most success-
ful horror titles with their new release, Roberta
Williams' PHANTASMAGORIA, reviewed elsewhere in
this section. It may be the purest, most refined
horror game ever made.

And then, of course, there's always the im-
pending release of GasrieL Kric | to consider. Will
Jane Jensen top her previous efforts in the field of
harror? If she does, Sierra will have an impressive
claim to the horror throne,

However it shakes out, players can't help but
profit by a little in-house rivalry, not to mention
the competition that other companies will be
putting out on the shelves. It's going to be a grim,
deathly-cold winter, folks. Enjoy it! €=
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(| the walls covered with the very same fleurs-
de-lis with which the French Inquisition
| branded criminals and heretics before they

REVIEW

HOrror
AS Art

Uncover The
Mysteries Of A
Blood-Drenched
Past In
PHANTASMAGORIA

by Arinn Dembo

theater was established on
the Rue Chaptal in 1836 by a
man named Metenier. Pa-
trons made their way to the
theater down a classic
Parisian cobble-stone alley, and ducked into a
place of dark glory: black rafters above, gothic
figures twisting in pain along the portals,

were to burn. Sensuously carved cherubs
and seven-foot angels looked down into the
| 300-odd seats of the audience. The cramped
little building had once been a church, an
irony which, | am sure, was lost on no one.

The patrons? A motley lot of every class
and profession; such nasty entertainment as
this made strange bedfellows. Here it was
7" that young women would be thrown into gi-
k. gantic lighthouse lamps and acid thrown
into men’s faces for your edification. On any
given night you might see a girl's eyes put
out with knitting needles, or naked actresses

raped, crucified or dismembered; sometimes—
if you were lucky—all three. A great variety of
surgeries, tortures and mutilations were per-
formed, by villains ranging from gypsies to in-
sane old women to men with flesh-ripping hooks
instead of hands; and every act, no matter how
outrageous, was accomplished with the greatest
realism, using theatrical props and effects spe-
cially developed for the Guignol. They even had
a secret recipe for stage blood, which was used
in such copious amounts each night that it had
to be kept hot in an enormous cauldron back-
stage—hot, because it congealed very much
like the real thing, and because the audience
was splashed with it often enough during the
performances that it must be kept at human
temperatures for the sake of realism.

Such a spectacle had never been seen before
and has not been seen since, save perhaps for

PHaNTASMAGCORIA

Price: $69.95 CD-ROM

System Requirements; |IBM compatible
486-25 or better

(Windows 3.1

recommended), 8

MB RAM, 5 MB

hard disk space,

SVGA (256 cal-

ors), 2x CD-ROM;

supports Sound

Blaster-compati-

ble sound cards

# of Players: 1 2
Protection: None (CD must be in drive)
Designer: Roberta Williams

Publisher: Sierra On-Line

Bellevue, WA

(800) 757-7707
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an occasional moment on film. Certainly, | never
dreamed that a computer game would ever be
able to achieve such an effect. But it has hap-
pened, in a game that pays open homage to the
Grand Guignol, both in its title and its premise:
Sierra On-Line's PHANTASMAGORIA.

SETTING THE STAGE

PranTasmaGoRIA is set in the present, but the
game revolves around events long past: the life
of a stage magician working before the turn of
the century, an illusionist whose performances
would have fit right in at the famous theater in
Montmarte. He called his show the Phantas-
magoria, and in it he simulated various acts of
torture and murder, in a display designed to
both titillate and terrify his audience. Now, over
100 years later, a young professional couple has
bought the magician’s estate—a beautiful
mansion and grounds, all built in an isolated
coastal region of New England—for a song.

This is a cliché so familiar that it needs no
explanation: Cool old house at low price equals
big trouble. If you tried to use this premise in a
movie nowadays, they'd string you up and gouge
your eyes out.

Strangely enough, it still works here; a com-
puter game is different from a film. A certain al-
chemical transformation takes place when a
member of the audience becomes a player; the
transition from passive to active role is a kind of
philosopher's stone, magically making old
cliché's new again. It's one thing to sit on your
butt in a movie theater, with a tub of popcorn in
your lap, watching things happen to someone
else. It's something else entirely to actually be in
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the situation yourself, with the sickening certain-
ty that something terrible is going to happen,
and have to try and do something about it.
Gameplay in PHANTASMAGORIA is exceedingly
simple, designed to be as easy and unobtrusive
as possible. The mouse-driven interface is based

DEADLY VANITIES While Adrienne primps and preens, more than merely

her image is reflected in the glass.

on “hot spots”; the cursor turns red when it
passes over an area where some action can be
performed. Objects are picked up by clicking on
them or interacting with them in a film se-
quence, and go into the in-
ventory automatically.
There are no “invisible” ob-
jects in this game—if an
object that you need to pick
up is small or might tend
to be missed, it will be giv-
en a pulsing glow to attract
attention to it. Puzzles,
such as they are, are
very simple, logical and
straightforward. The game
concentrates more on the
mystery confronting the
characters than on making
things difficult for the play-
er—a vital ingredient in
the game's success as a
horror title. Frustration and
suspense are mortal ene-
mies.

CHAINING THE LADY

There are two things that every gamer is going
to notice immediately about PHantAsMAGORIA. First,
it has achieved a new height of realism and
beauty in a computer game; there are seven

discs full of stunning graphics, including gor-
geous photo-real sets and a live actress who you
can move to various hot spots on the screen.
Although we've seen some of these cinema-
quality game aspects before—professional ac-
tors, sound, original score and special
effects—they have
been put to the best
possible use here.
The video se-
quences are excel-
lent, and there are
hours of them. This
game is an impor-
tant technological
leap, and repre-
sents a step for-
ward for the whole
industry.
PHANTASMAGORIA
employs a female
protagonist, which
may be an even
more important step
forward than the
graphics are. Much has been made of this al-
ready; it is considered by some to be a direct
challenge to the male-dominated computer game
“gstablishment,” which produces a vast majority

THE BETTER fu'SEE YBlI.Passing nEjec!s over the hig scaly eye will give you a closer
look...and mayhe some insight as well,

of male protagonists for CRPG's.

The player here takes on the role of Adrienne
Delaney, a pretty young novelist, who has moved
into this haunted mansion with her husband Don
and a cat named Spazz. In the course of the
game, Adrienne explores the mansion and the
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surrounding grounds, makes trips to a village on
the shore a few miles down the road, and inter-
views a small cast of local characters. Mean-
while, strange and inexplicable events
accumulate both in her house and in her rela-
tionship with her husband.

GENDER DIFFICULTIES

Is this character really a challenge to a sexist
industry? Yes and no. Roberta Williams, the
game's designer, has a previous history of using
female characters. She's the creator of the Laura
Bow mysteries, which have won a small following
and a certain amount of critical acclaim. Her
continuing work with female protagonists is un-
usual in a business where even the most brilliant
female designers devote their best work to male
characters.

0On the other hand, Williams hasn't exactly up-
set the apple cart with her female characters;
both Laura Bow and Adrienne Delaney are tradi-
tional girlie-type girls, despite their good quali-
ties. One of the annoying aspects of
PranTasmacoria is being forced to watch Adrienne
preen herself in various mirrors around the house
as she travels from room to room. You have to
keep looking into those mirrors, because there
are important dramatic sequences associated
with them. But when | tried out the “hot cursor”
spots in the bathroom, only to
see Adrienne brush her hair, rub
her hands with lotion, and put
on make-up, all without ad-
vancing the plot at all, | actual-
ly let out a squawk of
outrage—mortally offended,
both as a woman and as a play-
er, at this interjection of point-
less “chick stuff.”

| would certainly agree with
anyone who said that there
need to be more female charac-
ters in computer gaming, and
that male players should have
less trouble identifying with fe-
male protagonists. But | don't
think that end will be accom-
plished by exaggerating the
feminine in a character, and
hamming up the differences be-
tween men and women. Even female players are
turned off by that kind of thing, and rightly so.

BLOOD AND THUNDER
[dentifying with Adrienne is the greatest diffi-
culty with the game. In almost every other respect,
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Praniasmacoria is excellent. Once the hurdle of
Adrienne’s pronounced femininity is overcome,
the game becomes extremely involving. Although
it isn't immediately obvious, most players will
soon recognize that there is something else

PANUUII?P‘.“'IS-E‘]Uhhere’sjusl sn-r.nelh.i.ng ahout an old trunk ih the attic of
a haunted house that's simply impossible to resist.

unique about this game: it's truly horrific.

The horror operates at several levels. Just for
sheer visceral impact, PHANTASMAGORIA has sever-
al sequences that will leave all but the hardiest
viewer shaken and more than a little sick, in-
cluding several graphic murder scenes and a
realistically disgusting rape. There is nothing
fun, diverting or laughable about these scenes. |
was left queasy and cold after each one.

That’s not all there is, of course. There are
very strong emotional horrors involved, which
give the story a firm grounding in pain, fear,
grief and betrayal. And there are supernatural
elements as well, which take the story into a
deeper realm of terror by introducing the
strongest of all fears: the unknown.

" il This s @ mature horror feature, the purpnse of

which is to frighten, re-
pulse and disturb the
player, rather than to
challenge or amuse. The
tone and the approach
are the most serious any
horror game has ever en-
joyed, and some care has
been taken to make sure
that nothing gets in the
way of a very profound,
very dark emotional expe-
rience.

The plot unfolds slowly

the action reaches its horrendous, frenetic con-
clusion. The majority of players, especially those
with some experience playing role-playing
games, will find this game very easy. Those who
don’t will IJenEfll from the hint feature, which

e keeps the plot ad-
vancing and frustra-
tion at a minimum,

The dialog, and
scene construction
are good and fairly
consistent, without
any distracting lapses
of quality. The story of
the demonic illusion-
ist Carno, in particu-
lar, is an
achievement—scary,
engaging, and terribly
sad as well. Docu-
ments, interviews and
arlifacts are used to
advantage, both to
uncover the mysteries of the blood-drenched
past and to advance the plot in the threatening
present.

Pace and mood are extremely important in a
horror game, and PHanTASMAGORIA didn't blink
once in the 23 hours it took me to finish it. It
surpasses all the best horror CRPGs that came
before it, if only by its avoidance of “brick-wall”
puzzles and jolting departures into adolescent
humor. The player is never let off the hook or in-
vited to break off his identification with the
character. The horror slowly grows as the tale
continues, as more and more nightmarish
scenes are piled one on top of another, until the
final panic-stricken confrontation at the end is
almost a relief,

The oppressive horror doesn't vanish the in-

and easily, the pace pick-
ing up as days pass until

WEIRD SISTER Harriet may seem like a batty old windbag, but she
might inadvertently reveal important clues.
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stant the machine is turned off, either. I'm not
what anyone would call the nervous or squea-
mish type, but | had a strong physical reaction
to this game. After a long session, the weight in
the pit of my stomach took hours to dissipate.

For a horror fan, that feeling is a good thing.
It's a sensation always desired, but very seldom
achieved, when you sit down to watch a fright
flick or read a gory novel. It means that you are
in the presence of greatness, that you have ex-
perienced a work of art. It's akin to one's reac-
tion to a symphony, a powerful line of verse, or
an extraordinary painting—a potent experience,
one which cannot easily be put into words.

ADULTS ONLY

In the end, there is only one question: is there
anyone who shoufdn't play this game? Very defi-
nitely, yes. Though Prantasmacoris has a “censor-
ship” option, which cuts down on the graphic
physical violence by pixelating the worst of the
scenes, parents and potential players should not
be lulled into complacency. There is no way to re-
duce the emotional and supernatural impact of
this game. Anyone who dislikes this variety of in-
tense horror will not enjoy the experience, and it
should be kept away from children and young
adults at all costs. | wouldn't let anyone under
the age of 16 open the box, much less play it.

Other than that, | would say that Pranmasmaco-
RIA has a great deal to offer. It's a beautiful pro-
gram, well worth playing for its look and feel
alone. Although it’s a bit short, yielding only 20 to
30 hours of play for an average gamer, it can
provide richly textured entertainment even to
those who can't really appreciate its value as
horror,

For horror fans, PHANTASMAGORIA s a signal
event, one of the most powerful titles ever re-
leased in the genre, and easily the most single-
mindedly horrific. Like The Theatre du Grand
Guignol, it is neither refined nor original—only
moving. But blood and thunder has its own ap-
peal. €

THE EDITORS SPEAK

PHANTASMAGORIA

RATING **** o2

Pros High production values; good
acting, writing and direction; effective
horror sequences.

CONS A bit short, with only 20-30 hours
of gameplay; exaggeratedly feminine
protagonist; unsuitable for children or
young adults.
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A Sneak Preview of
the Psychological
Suspense

And Old World
Horror In GABRIEL
KnigHT 2: A BEAST
WiTHIN

hy Johnny L. Wilson




houldn't those be torches?" asks
Gabriel Knight when a crowd of
German citizenry forms outside his
door in the middle of the night, a
scene reminiscent of both the orig-
inal Frankenstein and the hugely popular send-up,
Young Frankenstein. Yet, the crowd gathered out-
side Gabriel Knight's door is not there to wreak
havoc on the author of The Voodoo Murders and
amateur sleuth from New Orleans. They have come

MASTER OF THE HUNT vonGlower is one of the sinister
characters Gabriel will have to deal with to solve the
supernatural mysteries in GK2.

for help, help in the form of the schattenjaeger (su-
pernatural hunter) who has allegedly inherited
from a distant relative the gift and responsibility of
facing the manifestations of the netherworld on
the behalf of its victims.

“Are you the schattenjaeger or aren't you?”
asks one of the leaders of the community in this
opening scene to GasriEL KniGhT 2: A Beast Within
(GK2). Naturally, such a question sets up the mys-
tery that Gabriel must solve and draws the gamer
with an “| dare you" into the game. This time,
however, as opposed to the award-winning GABRIEL

TRANSYLVANIA 6-9000 The Bavarian villagers in GK2's opening film
sequence aren't much happier than those in the classic movie
Frankenstein.

KnigHT: SN OF THE Farher which relied upon a graph-
ic novel look to tell its story, video sequences form
the narrative exposition between chapters and af-
ter important puzzles are solved. Whereas the
original GaBRIEL KnichT game used dark color
palettes to convey the ominous nature of its sub-

ject matter and seduce lovers of the dark side into
its rich story, the latest version uses a mixture of
photographic realism, digitized video and impres-
sive acting to pull gamers into the deep realms of
suspended disbelief.

PAWS TO REFRESH

GK2 picks up the story a few months after the
end of the original GK. The Yoodoo Murders, the
book Gabriel wrote based on the events of the first
game, has been successful, and
Gabriel has moved into the ancestral
manse in Germany in order to concen-
trate on his writing. Of course, pur-
chasers of the game readily know that
they are not going to be manipulating
Gabriel across the screen in a story
dealing with writer's block. So, by the
time the opening video with its monster
movie crowd scene and set-up story
about a large wolf is concluded, every-
one knows that Gabriel is going to be
investigating werewolf phenomena as
opposed to the voodoo cult in the first game. Also,
everyone knows that Bavaria is an ideal locale for
hunting werewolves, considering the fact that
there are early 18th century accounts which at-
tribute deaths there to such supematural mani-
festations. Hence, the German locale.

GK2 is an ambitious project. Not only does it
feel bigger than its predecessor in terms of size,
but the story is conveyed via a slightly different
use of a familiar technology. Unsatisfied with the
look of games that merely videotape actors and
actresses against blue screens (Chromakey and
Ultimatte} and fill in the
backgrounds with virtual
sets that were completely
rendered on computers
(Te 7t Guest, Tue
DagpaLus Encounter, and
PranTasmacoria), designer
Jane Jensen elected fo do
some location shooting.
Since the story takes
place in Germany, it
would have been prohibi-
tively expensive to involve
live actors and a full pro-
duction crew on an inter-
national location, even given a Wing COMMANDER
4-sized budget. So, Jensen and a photographer
friend visited Germany during the pre-production
phase of the game in order to simultaneously scout
authentic locations, research local history and leg-
ends, and take more than 1,000 photos to be used

-

as scenic backgrounds.

In general, the backgrounds are extremely effec-
tive. They are lush, photo-realistic sets which are
embellished by computer artists to meet the spe-
cial needs of the script. They function for the game
like matte paintings do for film, enabling the video
production to take place on a sound stage and at
domestic locations while giving an other world (or
in this case, Old World) ambiance. The actors are
superimposed on the sets, and a minimum of 3-D
rendering is imposed to provide depth. In the early
version we saw, there were still some rough edges,
since we occasionally observed the digitized Grace
stepping on 2-D images of books or furniture in
such an awhkward way that it spoiled the scene.
However, this was relatively rough footage and we
doubt many of such lapses will escape the final
blending of video, photo and game interface.

HUMANE INTERFACE
The game interface itself will be rather familiar

TN oo

FRAMEWORK The interface for GK2 is faidly standard for most
state-of-the-art graphic adventures.

to graphic adventure aficionados. The “rooms” or
locations are presented on-screen in a picture
frame. The arrow cursor is used to explore the loca-
tion and essentially give stage directions to the
player's on-screen character (either Gabriel or
Grace). The cursor is tranformed into Gabriel's an-
cestral dagger whenever it crosses a hot spot. Dou-
ble-clicking on the hot spot will either open a
door/passage or call up a close-up view of an ac-
tive object (a letter to be read, a weapon to be ex-
amined, a sign to be read, etc.).

Many objects will automatically be added to the
player's inventory and will be pictured at the bot-
tom of the frame. Then, icons on the right side en-
able players to manipulate those objects in order to
examine or use them. There are some new icons in
this interface which enable you to record conversa-
tions and splice them together to form a new con-
versation and solve a puzzle. AS in PHANTASMAGORIA,
using objects or solving puzzles will conjure video
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t sequences as both transition, exposition and re-
ward, but unlike PHANTASMAGORIA, Jane Jensen has
no plans to add an on-line hint option. The puzzles
flower out from simple in the beginning to com-
plex at the end, and Jane has no intention of
spoiling the fun for expert adventurers.

Players of GK1 will find the conversational in-
terface familiar. Whenever Gabriel or Grace en-
. counters a new character, a list of conversation

,,:' SPLITHNG HAiRS Double-clicking ur} the proper object will
evoke this scene of Gabriel uncovering a vital clue.

topics appears in the bottom section of the on-
screen picture frame. Highlighting the desired
topic and clicking will evoke a video scene of the
character respanding to Gabriel or Grace on the
subject. Most of the dialogue is handled with
video clips taken from a standard Number Two
shot (named after the old #2 cameras which in
traditional film work were almost always desig-
nated to film over the shoulder of the protagonist).
Like GK1, the number of topics will expand based
on new information received, but unlike GK1 the
topics disappear after use, and there aren't quite
as many topics overall. Why are there less topics
when conversation was one of the great strengths
of the award-winning program? Simply because
video footage and sound files take up more room
; than the old text files. Yet there is plenty of con-

0 versation in GK2. It's just that much of it free-
flows in the video without as much need for
intervention on the gamer's part.

There is also a change in the way characters
navigate from place to place. Since

not only kept the most friendly aspect to naviga-
tion from GKI, but enhanced it. Remember the
Rise o THE Dracon-style street map of New Orleans
in GK1 where new locations would arise as Gabriel
uncovered clues? Superimposed over the map
were cute little icons representing the active loca-
tions within the game, and players could move
Gabriel from place to place with a quick point and
click. In GK2 there is more than one such map.
One is an actual city map of Munich (streamlined
somewhat, but authentic nonetheless) where
street names are highlighted as they become ac-
tive. It is colorful and really gives the sense that
one is trying to make one's way through a foreign
city. The other is a map of Southern Bavaria which
looks like an actual Michelin-quality map with
picture postcard insets appearing to indicate ac-
tual locations.

THE PLOT
AND THE HOUNDS

The writing in GK2 is as strong or better than
that in GK1. Jane Jensen has that
rare capacity to juxtapose fiction
and reality, spiritual and profane,
primitive and civilized, and male
and female within characters and
situations that we care about.
GABRIEL KrigHT 2: A Beast WiTHin is
ostensibly about a hunt for a were-
wolf or werewolves, Yet, GK2 is also
a story of identity—a coming to
grips with self and destiny that one
finds in most of the best literature.
It places Gabriel in great danger
and, in the chapters where players control Gabriel,
the pace is swift and danger is imminent. He
must decide what kind of man he is. It also places
Grace in a more leisurely, exploratory story. She
faces identity and career crisis while attempting
to solve the mystery and resolve jealousy on at
|east two fronts. She must determine whether she
will accept who she is or transform herself in a

many of the background locations in
GK2 are larger than real-life, gamers
will o longer have to "walk" the dig-
itized characters across every screen
in order to get from one location to
another. Rather, by raising the cursor
to the top of the screen, moving it to
the side of the screen where the
character would eventually exit, and
double-clicking, the scene shifts to
| the next street or the next room,

J’ Fortunately, the designers have

MEN WHO RUN WITH WOLVES If you want to hunt were-
waolves, you'll have to join the “experts” at this exclusive
Hunt Club.
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very different, but perhaps as painful, metamor-
phosis from that of the werewolves in the story.

Frankly, | was concerned about two things with
GK2: Second novel syndrome, and the use of live
actors. Second novel syndrome is what the late
Lester Del Rey, perhaps the greatest acquisitions
editor in fantasy and science fiction history, re-
ferred to when a talented newcomer started their
second book. Essentially, one works on their first
book all their lives. The first book has a unique-
ness and a coherence all its own—in spite of
having inevitable rough edges as the author
hones his or her craft. Second books are com-
posed in less time and often lose some of the co-
herence of that first book. | was afraid that GK2
would lack the focus of GK1. | was wrong.

| was also afraid that GKZ would lose some-
thing with live actors to replace our images of the
characters. With Gabriel, my fears were allayed.
Dean Erickson is marvelous as Gabriel. Watching
him filming a scene from an alleged lost Wagner-
ian opera (a Francis Ford Coppola-esque juxtapo-

MASS TRANSEPT In some sﬁenes players will cnnlrul Grace,
such as this encounter with a priest at Rmershurg s St.
George's Church.

sition of celebration/violence), | found myself
amazed at his range of expression and emotion.
He is better as Gabriel than Tim Curry was as the
voice-over in the CD version of GK1. | could quib-
ble about Grace’s performance and a few of the
character actors, but the reality is that Erickson’s
performance will overshadow them all.

GaBRIeL KiighT 2: A Beast Within is the kind of se-
quel that all sequels should be. Its story is im-
proved, its technology is improved, and its
interface is improved. I've only seen a couple of
chapters within the game and pacing, post-pro-
duction, last-minute marketing concessions and
the like could change things, but my initial im-
pression is very positive. If you liked GK1, you
won't be disappointed. If you like sophisticated
stories, you won't be disappointed. If you want
more challenging puzzles than standard adven-
ture fare, you won't be disappointed. Here's hop-
ing that initial impression holds up. 4=
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Space
EXploration

A Field Guide For The PC Storage Hunter: Hard Drives, CD-ROM Drives
And Innovative Storage Solutions

t's frightening. The full install
for Across THE RHINE takes 90
megabytes. MECHWARRIOR 2 con-
sumes over 60 megabytes. Win-
dows 95 sucks up another 70
megabytes. After installing Em-
PIRE 2, | was surprised to see it
took only 10 megabytes; |
thought something was wrong, because
no game today takes up a measly 10
megabytes.

The CD-ROM side isn't a lot prettier.
Many games now require more than one
disk to hold all of their graphics and au-
dio. Wing CommANDER 3 comes on four
CDs, and PHAnTASMAGORIA takes seven.

Clearly, the need for high-capacity
storage, and quick delivery of said stor-
age, Is becoming increasingly important.
While games have been consuming up
to 8 megabytes or more of RAM, the
games are gobbling disk space like a
pack of crazed piranha. At the same
time, mass storage isn't as sexy as, say,
Pentium processors or fast graphics

cards. Yet these devices are just as
much key parts of any computer system
as RAM or a video card. So let's investi-
gate the arcane world of storage devices
and check out the latest hard disks, CD-
ROMs and other neat goodies that
promise to keep the piranha at bay.

HARD DISK DRIVES

The design and manufacture of hard
drives has always been a black art, even
more so than designing the semiconduc-
tor chips that go into computers. Hard
disk designers live in a high speed world
of magnetic domains, transfer rates, ro-
tational speed and other arcane, sub-
miniature mechanics. For awhile, it
looked like the hard disk market was
getting stagnant. Prices hadn't moved
much for awhile, the 200 megabyte dri-
ve seemed eternal and the technology
hadn't advanced much either. In the
past two years, though, that's all
changed. New technologies have en-
abled much higher capacities in smaller

drives at a greatly reduced cost. One
year ago, gigabyte drives cost over
$1,000. Now they can be found for little
over $200. We looked at some represen-
tative, state of the art drives.

WESTERN DIGITAL CAVIAR AC31600

In the past several years, Western Dig-
ital Caviar hard disks have won a reputa-
tion as some of the hottest drives in the
PC market. Never the fastest in any sin-
gle performance spec, the Caviar drives
have a well-balanced spec sheet. The
newest member of the line, the
AC31600 1.6 gigabyte drive, is no ex-
ception. Sporting an average access
time of 10 milliseconds, a 5200 RPM
rotational speed and the ability to deliver
mode 4 PIO transfer rates (see sidebar),
the Caviar is one of the fastest IDE dri-
ves on the market. Its one failing is a
meager 64 KB buffer (half that of some
of its competition).

We checked out the upgrade kit ver-
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sion, which comes complete with hard
drive, mounting brackets, an extensive
manual, software drivers for older PCs and
a nicely laid out, quick install foldout. The
software that's enclosed consists of a dri-
ver (OnTrack's Disk MANAGER) that enables
older systems which don't support En-
hanced IDE to make use of the full capac-
ity of the disk. Overall, the upgrade kit is
a nice, well rounded package, much like
the Caviar drive itself.

Price: $499. Call (800) 568-9272 for
more information. Web: http://www.wdc.
com

MAXTOR DURANGO
1.6 GB HARD DRIVE

Maxtor positions its hard drives as
"high value." This is marketing speak; it
means that Maxtor drives are not leading-
edge performers—but neither do they cost
as much as the other drives. We looked at
the newest member, the Durango 7000
1.6 gigabyte EIDE drive. It lacks the high-
end features, such as MR heads, and only
rotates at 4500 RPM. It can only handle
mode 3 PIO transfers, effectively limiting
the maximum burst rate to 11 megabytes
per second, and has a 128 KB buffer. It's
available in a kit form, with accessories
such as an adapter bracket for 5.25 inch
bays, cables and screws.

Despite the seeming limitations in per-
formance, the drive seems quick enough,
and it's priced lower than the Western
Digital Caviar. Maxtor offers additional
value in its service and support. They offer
a 48 hour advance replacement for defec-
tive drives and a toll-free technical sup-
port line.

Price: $449 (street). Call (800) 2MAX-
TOR for more information. Web:
hittp://www.maxtor.com

QUANTUM FIREBALL 1080AT

Unlike the Western Digital Caviar, you
won't find the Quantum FIResALL in a val-
ue-added retail kit. If you order one, it will
arrive in a box with a manual (albeit a
well-written one.) While some dealers may
bundle disk manager software, it's not a
given. Also, if you need a 5.25 inch
adapter bracket, you'll have to get one
separately. This one gigabyte drive can be

found as low as $215, but don't let the
low price fool you. This is one fast disk. In
a recent survey of 120 and 133 MHz
Pentium Computers, PC Magazine discov-
ered that systems equipped with the FIre-
BALL yielded the fastest disk performance
short of a 7200 RPM SCSI drive.

The FirReBaLL gets its quickness from a
high rotational speed
(5400 RPM,
currently the
fastest avail-
able in IDE),
128 KB buffer
and an arcane
technology
known as Magne-
toresistive Heads
(MR for short).
Like arly magnetic
device, data is
transferred to and
from the disk by
heads that float just
above the surface of
the disk. MR heads
simply allow the data
to be transferred more
quickly and reliably. The
FIREBALL is an incredible deal, and if
you've got the patience to assemble the
pieces, it's worth a look.

Price: Internal, $230 (street). Call
(800) 624-5545 for more information,
Web: http://www.quntum.com

QUANTUM GRAND PRIX
4.3 GB SCSI DRIVE

Quantum’s Granp Prix is the first gener-
ation of the "bleeding” edge of high per-
formance SCS| drives. It sports an access
time of 8.6 milliseconds, 512 KB of
buffer and a rotational speed of 7,200
RPM. It is not available as an IDE drive.
We've been using this drive for six months
now, and while there are faster drives,
we've been spoiled by the performance
and cavernous capacity of the GRanDp PRIX.
Microsoft Word 6 seems to load faster
than Windows Notepad did on slower sys-
tems.

The Grand Prix is available in SCSI and
wide SCSI versions. The wide SCSI ver-
sion can move data off the drive as fast as
20 megabytes per second! If you've got
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the technical smarts to set up a SCSI dri-
ve, then the Grand Prix is worth a look.

Price: Internal, $970 (street). Call
(800) 624-5545 for more information.
Web: http://Awww.quantum.com

VIR AC31600
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CD-ROM DRIVES AND
UPGRADE KITS

In the past year, double-speed CD dri-
ves have been largely supplanted by quad
speed drives, although you can find dou-
ble-speed drives quite cheaply (as low as
$75). Even quads have dropped in price:
a good IDE quad speed drive can be had
for under $175 in some places.

The most cost effective way to buy a
CD-ROM is in an upgrade kit. These kits
typically bundle enough software to keep
you going into the next century, a sound
card and interesting toys such as micro-
phones, speakers and joysticks. While the
accessories are rarely premium stuff, if
you're looking for a quick and dirty way to
get your system up to speed, kits are the
way to go. Both of the kits we investigated
are interesting because they actually ship
with some pretty hot games.

However, six-speed drives are currently
available only as standalone drives (al-
though Creative calls their “hex-speed”
drive a “kit” because it contains an IDE
interface and Grolier's encyclopedia).
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In the beginning, there was the ST-506. The
ST-506 defined how hard drives would operate in
garly personal computers. Eventually, the old
standard would evolve, first into ESDI (Enhanced
Small Disk Interface), then finally into what we
now know as IDE (IDE stands for Integrated Drive
Electronics, which means that most of the
smarts of the hard disk reside on the drive itself,
not in the computer.) The most recent wrinkle in
this evolution is Enhanced IDE (referred to as
EIDE.) Enhanced IDE was created hecause of two
critical limitations with the original IDE standard.
First, hard disks could be no larger than 528
megabytes. This was originally proposed because
of the limitations inherent in the way PCs are set
up. While you could get drives larger than 528
megahytes, you needed special drivers; occa-
sionally, incompatibilities would crop up. Later,
PC vendors would figure out how to embed sup-
port for larger hard disks in the computer itself,
but the IDE standard still limited the drives to a
half-gigahyte.

Secondly, the IDE interface could only support
two devices. This was fine when users were only
concerned with hard disks, but now CD-ROM dri-
ves, removable hard disks, and tape drives are
becoming increasingly prevalent. There needed
to be a way to attach multiple devices.

Thus was born EIDE. Now, you can have two
IDE ports in'a system, each supporting two de-
vices. Typically, one or two hard disks would be
connected to one IDE connector (known as the
primary connector) and a CD-ROM and perhaps
tape drive would be connected to the second
port. Currently, you can get EIDE disks as large
as 1.6 gigahytes, with 2 gigabyte drives recently
announced.

During the ten years that PC hard disks were
evolving towards the EIDE standard, the world of
UNIX workstations and servers brought into the
world another interface standard, the Small Com-
puter Systems Interconnect standard, or SCSI for
short. SCSI is a more general purpose interface
standard than IDE. In a standard SCSI rig, up to 7
devices can he attached, including hard disks,

m ) ULTRA KIT 8000
BX CD-ROM DR

While marketing managers are still
scratching their heads trying to coin a nick-
name for the 6x CD-ROM drive, Diamond
should be shipping the ULtra KiT 8000 by

tape drives and scanners. Also, SCSI devices can
be external to the system, with integrated power
supplies and cooling fans, if needed. There are
even a few printers with SCSI interfaces. In the
early days of PC SCSI interfaces, configuration
hecame somewhat of an black art, but that's not
true anymore. What is still true is cost: SCSI is an
add-on for most systems; CD-ROM only con-
trollers range hetween $50 and $100, while high
performance SCSI adapters can run upwards of
$300 or more. There are a few Pentium systems
appearing with built-in SCSl interfaces, but
they're still pretty rare.

If you're a performance junkie, though, there
are significant benefits to SCSI. For one, Win 95
has built-in support for SCSL. In the past, IDE dri-
ves have actually performed hetter in DOS and
Windows 3.1. Now, however, software support for
SCSI now allows the full potential of SCSI devices
to he realized. SCSI is better at multitasking than
IDE, which yields hetter performance than IDE in
an environment like Win 95.

There are actually multiple SCSI standards,
which can be confusing. Most current devices to-
day support SCSI-ll (also known as fast SCSI.) A
more recent standard is wide SCSI, also known
as SCSI-III. Finally, right on the horizon is ultra-
SCSI, which promises to double the performance.
A wide, ultra SGSI device (are you with me here?)
can move data as fast as forty megabytes per
second. That should minimize the load time for
Across the Rhine. Finally, SCSI drives are the ca-
pacity kings. You can find individual drives as
large as nine gigabytes, with four gigabyte drives
not uncommon. You can also get SCSI disk ar-
rays. These are external boxes that look like a
single drive, but actually link together multiple
disks in a single unit. Capacities exceeding 16 gi-
gahytes are possible.

0f course, if you're really a performance
geek, look into filre channel. Fibre channel is an
optical interface to fast hard disks, and is an
evolutionary development of the SCSI standard.
There aren’t any fiire channel interfaces for PCs
yet, hut by next year, this will change.

the time you read this. It’s similar in acces-
sories to the Mutmimenia Kit 7000 (see be-
low), except for the 8x CD-ROM drive,
which rotates at 8 times the speed of a sin-
gle speed CD and four times faster than a
double speed drive! This is the fastest CD
around, period. In fact, this CD is so fast,
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we got the following message during the
Wing Commanper 3 installation: “Your CD-
ROM drive is reading CDs faster than is pos-
sible!” Normally, this message appears if a
disk cache is loaded, but clearly the design-
ers at Origin didn't anticipate 8-speed CD
drives (and to think WC3 shipped less than
a year ago). The Wing CommanoeR 3 installa-
tion routine reported a transfer rate of
1,236,219 bytes per second, just as you'd
expect from an 8x drive (or perhaps “double
quad" drive). WC3 loads in 12 seconds, ty-
ing the Plextor 6Plex (see below). There
may be a couple of reasons for the identical
scores of the Plextor 6x and the Diamond
8x. First, we may be running into overhead
limitations; i.e., Wing CommANDER 3 itself
has to do some work as it's loading into
memory. We may also be seeing the limita-
tions of the IDE interface vs. the SCSI inter-
face of the Plextor drive. MPC Wizarp 3
reported only a 521 KB per second transfer
rate at 60 percent CPU utilization, but we
may be running up against the limits of the
benchmark. The average access time is
221 milliseconds.

Do you need an 8x drive? As more titles
actually have software load off the CD,
this can be beneficial. However, titles op-
timized for quad-speed drives are only
now beginning to hit the shelves, so an 8x
drive is really a future investment, but it's
probably a good one.

Price: $649. Call (800) 468-5846.
Web: http://www.diamondmm.com
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The 7000 kit (basically, an 8000 kit
with a 4x CD-ROM) from Diamond is pretty
representative of the current crop of multi-
media upgrade kits. When you open the
box, you discover a Sounp BLasTer-compat-
ible audio card with 1 megabyte of MIDI
wavetable, a Quickshot joystick (don't use
too much body english on this one), a tiny
microphone and a pair of Quickshot speak-
ers. The speakers, while not much to write
home about, do deliver 15 watts per chan-
nel and the audio quality is a cut above the
usual multimedia kit fare.

The 4x CD-ROM drive itself is manufac-
tured by Hitachi, and plugs into the en-
hanced IDE port on the sound card.
Conversely, if you have a newer system
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with EIDE

connectors, you can attach the
CD drive cable directly to the system
board. This approach is not for the faint-
hearted, however. If you have any doubts,
attach the cable to the sound card. The
CD drive was a middle-of-the road per-
former. Our benchmark reported an aver-
age access time of 262 milliseconds, with
a transfer rate of 408 KB per second, 60
percent of the CPU was dedicated to data
transfer. The Wing CommANDER 3 installa-
tion program reported a transfer rate of
612,724 KB per second. It took 21 sec-
onds for the first Wine CommanDER 3
screen to appear, the slowest time of the
roundup.

The Diamond sound card is completely
devoid of switches, jumpers, dials, knobs,
levers and other devices which require a
rocket science degree to set. Instead, the
various card settings, such as IRQ, DMA,
etc., are set by the software driver. This is
a welcome relief. However,
after this auspicious
start, we discovered
that the stereo mini-
plugs on the back of
the card were unlabeled.

We eventually got the card
connected to our speakers by
trial and error. The
wavetable audio on the
card is nothing special,
but sounded a bit bet-
ter than the Creative
Labs Sounp BLASTER
AWE-32. This may have
been because the reverb was

turned way
up. The MIDI
sounds didn't
come close to
our Roland
SounD CANVAS
DAUGHTERCARD,
however. We ran
a few games, in-
cluding MECHWAR-
RIOR 2, which
delivers all of its
music via Red Book
audio (see sidebar
on CD formats). Oth-
er games which
worked without a
problem included
HereTic, US Navy
FicHTERS and PANZER
GENERAL. The card seemed to be fully
Sounp BLasTer compatible, although it
wouldn't run as a Sounp BLasTER 16.
Considering the wide host of CD titles in
the box, including MysT, HarDBALL I,
ReBEL AssauLt, LEmMmings, and a huge num-
ber of shareware titles. The Diamond Multi-
media 7000 kit is a pretty good deal.
Price: $399. Call (800) 468-5846.
Web: http://www.diamondmm.com

PLEXTOR GPLEX 6 SPEED CD

Plextor's 6PLEx was the first 6x CD-
ROM drive to reach the market. The 6PLEX
is a SCSI unit, available as either an ex-
ternal or internal drive.

This drive is quick, both in terms of
transfer rate and
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access time. At 60 percent CPU usage,
the 6PLEX moves data at a quick 583 KB
per second, the fastest in our roundup.
Wine Commanper 3 loads in 12 seconds,
and the install program reports a data rate
of 927,164 bytes per second. Access
time is quick, too, at 173 milliseconds.

The only thing we didn't like about the
Plextor was the required CD caddy, but
the caddy contributes to the quick access
time, as does the use of SCSI as the inter-
face of choice. Still, it's a nuisance to
swap disks out of caddies. You can slip
the caddy into the drive with one hand,
but it takes some practice.

Price: internal, $509; external, $599.
Call (800) 886-3935 for more informa-
tion. Web: N/A

CREATIVE LABS BLASTER CD 6X

The Blaster CD 6x (labeled “hex speed”
on the bezel) is a caddyless, six-speed
CD-ROM drive. It comes with it's own
EIDE interface card, but can also plug
into a sound card IDE interface. You can
also plug it into an EIDE hard disk inter-
face, but it's questionable whether you'd
want to share the hard disk bus with a
much slower device like a CD-ROM drive.
Luckily, most EIDE interfaces have twin
connectors, so the secondary connector is
ideal for a CD drive.

We ran into frustrating problems plug-
ging the Blaster CD 6x into the secondary
IDE port on our Pentium system's mother-
board. The manual is poorly written, and
the information about connecting the
Blaster CD 6x was wrong. It turns out that
you simply run the driver without supply-
ing the IRQ and 1/0 address parameters
specified in the manual.

What about performance? Wing Com-
MANDER 3 loaded in 15 seconds, a bit on
the slow side (for such a speedy drive),
The WC3 install program -reported a data
rate of 952,223 bytes per second. It
moved 491 KB per second at 60 percent
CPU usage. The average access time
measured out at 211 milliseconds. This is
a very cost effective upgrade if you've got
an old single or double-speed drive.

Price: $299. Call (800) 998-5227 for
more information. Web: http://www.creaf,
com
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This quad speed upgrade kit ships with
Creative Lab's latest volley in the sound
card wars, the Sounp BLaster 32 (see last
months roundup on audio cards for more
detail.) Suffice it to say the Sounp
BLasTer 32 wavetable is to Roland MIDI
sounds what a Ford Escort is to a Shelby
GT. The MIDI sounds on the SB32 sound-
ed thin and uninspiring.

The other problem with the Sounp
BLasTer 32 is that it nearly requires a
rocket science degree to set up. A verita-
ble forest of jumpers exist on the card,
and while the default settings work in
most cases, if you need to make any
changes, reading the manual is a
must. The one saving grace is
that most of the settings
are silk-screened onto
the printed circuit
board of the card.

The speakers are
small, but are a two-
way design that actually
deliver reasonably decent
sound. There's also an included
microphone, but no joystick.

The CD-ROM drive is a quad-
speed, Sony-manufactured EIDE dri-
ve. The industry seems to be finally
moving away from proprietary CD driver
controllers: most new drives are either
EIDE or SCSI now. The Sony unit delivers
decent performance, demonstrating a
transfer rate of 478 KB per second at 60
percent CPU utilization. The average ac-
cess time benched out at 210 millisec-
onds. WinG CoMMANDER 3 reported a
transfer rate of 592,138 bytes per sec-
ond, but the drive loaded WC3 in 17 sec-
onds, a bit faster than the Hitachi drive in
the Diamond kit.

There are some serious games shipping
with this kit, including NASCAR Racing,
SSN-21 Seaworr, ULtima VIII, SynDICATE
PLus and enough other titles to satisfy
most tastes. When compared to Dia-
mond's MuLtiveoia Kit 7000 (see above),
the tradeoff is a better mix of games in
the Creative kit versus an included joy-
stick in the Diamond upgrade kit.

The 4x CD is available as a stand-alone

kit, with enhanced IDE interface, for
$199, if all you need is a faster CD.

Price: $429. Call (800) 998-5227 for
more information. Web: http://www.creaf.

cam
UAD SPEED
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Turtle Beach has been long famous for
the audio quality of their sound cards.
Now they're hitting the market with an in-
novative quad-speed CD changer. CD-
ROMs are placed in
a caddy,

| 4l

Ly

which is in-
serted into the drive.
When you boot the computer, three
drive letters are assigned to each caddy
slot. This is a mixed bag. It's a great solu-
tion if you obtain multiple caddies; you
can store your CDs in a consistent man-
ner. If you regularly swap out CDs,
though, you'll need to remember which
slot to use, so the drive letter will be cor-
rect. Unfortunately, most CD titles, espe-
cially games, fix the CD drive letter at
installation time.

Despite these limitations, this is a com-
pelling little device. It fits into a single,
5.25 inch drive bay, and plugs into any
Enhanced IDE port (the package ships
with an EIDE interface in case you need
one). The changer, manufactured by
Sanyo, is a middle-of-the-road performer,
posting a 440 KB per second transfer rate
at 60 percent CPU usage and a 266 mil-
lisecond access time. WC3 reported a
transfer rate of 612,734 KB per second.
It took 20 seconds to load WC3, about
the slowest we've seen for 4x drives.
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The kit ships with a pair of speakers
(the same Quickshot speakers included in
the Diamond 7000 kit), an interesting mi-
crophone with a bendable, coiled stem
and a pair of headphones. There are a few
CD titles, too, but nothing to write home
about. The whole kit retails for $399,
making it an interesting option if you al-
ready have a sound card.

Price: $399. Call (800) 645-5640 for
more information. Web: http://www.
tbeach.com

NEC 4XC QUAD SPEED CD CHANGER

The NEC 4XC holds seven CDs alto-
gether. Like the Turtle Beach 3CD
changer, it uses a drive letter for
each slot. Unlike the Turtle Beach

changer, it is an external box. The

CDs are loaded one by one from a

top tray; there is no cartridge or

caddy needed. Wing Commander

3's install program reported a trans-
fer rate of 612,734 bytes per sec-
ond. The drive moves 499 KB

per second at 60 percent CPU

utilization. We noted an aver-
age access time of 320 millisec-
onds, slightly faster than the rated 350
milliseconds.

This unit operates very smoothly. De-
spite holding 7 CDs, it has roughly the
same footprint as a standard, single CD-
ROM drive, but twice the height. Each
slot has it's own eject button. Since it
uses a separate drive letter for each slot,
there's no real advantage for multi-CD
games, but it's still handy for having lots
of different CDs on call. Price: $349
(street). Cal (800) 634-4636 for more in-
formation. Web: N/A

INNOVATIVE STORAGE
SOLUTIONS

One of the really fun things about this
business is getting to take a look at new,
innovative ideas. Some of them are really
nifty, slap-on-the-forehead “why didn't |
think of that" ideas; others sometimes
leave you scralching your head, wondering
“why?”

Here are a few gadgets we found worthy
of closer inspection. Most of them work as
advertised, but some of them come under
the heading of way cool.
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If you're in the market for a new hard disk,
and you've got the system to support it, take a
look at your needs. Today, EIDE drives are very
cost effective, although it's worth checking out
SCSI solutions if you're piecing together a new
Pentium rig. Whether EIDE ar SCSI will win in
the market in the long run is subject to dehate,
but we'd like to point out that Western Digital,
one of the strongest proponents of IDE, has re-
cently shipped a line of low-cost SCSI con-
trollers.

Whether you're looking for: SCSI or IDE dri-
ves, here are a few things to look for:

Access Time: average access time is a mea-
sure of how fast the magnetic head that reads
data of the disk moves to different parts of the
disk. Today's slowest drives have access times
of 14 milliseconds, which wouldhave heen con-
sidered incredihle a couple of years ago.

Transfer Rate: measures how fast stuff'can
he moved off the hard disk and into your com-
puter's memory. The current hot standard in IDE
is called made 4 P/0 (P10 stands for pro-
grammed input/output). Mode 4 allows transfers
of over 13 megahytes per second between the
hard disk and computer memory. All the newest
Pentium systems support mode 4.

Rotational Speed: how fast the disk spins.
We mentioned transfer rate; transfer rate is
kind of a fiction, hecause most hard disks can't
really transfer data that fast, except in very
short bursts. It's a law of physics. The actual,
sustained rate that a disk can deliver data is
dependent on two factors: how fast the disk
spins, and how much data is packed'into a giv-
8n space on a disk. The fastest IDE drives spin
at 5400 RPM; the bleeding edge of SCSI drives
spin at 7200 RPM.

Number of Platters: the number of disk plat-
ters, all other things being equal, has an effect.
The fewer the platters, the faster the drive. This
is because the density of the information on the
disk is very high. Remember that the disk is
spinning at a fixed rate, so the more hits per
millimeter, the faster the data rate.

Buffer Size: in general, the bigger the huffer,
the better. Most IDE drives have buffers of 64 or
128 KB; a few have 512 KB. Some of the 7200
RPM SCSI drives have a megabyte of cache on
hoard.

There are other, even more arcane, parame-
ters for disk performance, but these are proba-
hly the most important ones.

ADAPTEC 1542CP PLUG-AND-PLAY
SCSI CARD

The Adaptec 1542 series has a long his-
tory. It's also had its share of problems,
mainly because it's difficult to configure,
but the 1542CP promises
to fix that—if
your system han-
dles plug-and-
play. Otherwise, it's
“hunt the configu-
ration," which means
trying to figure out
which I/0 address and
memory addresses work
for your system, not a
task for the faint-hearted.

The 1542CP also
pushes the performance
envelope for the old, 16-
bit ISA bus. While the card
itself can handle high
speed data transfers be-
tween SCSI peripherals at-
tached to it, the ISA bus is
fairly slow, so it's really a waste to attach
one of the newer, high performance SCSI
drives to the card. At the same time, at
$339, it's kind of overkill for CD-ROM dri-
ves. If you have either a VESA local bus or
a PCI bus, there are faster solutions avail-
able. In a production environment, this
card would be useful for attaching high
capacity tape drives—but this is a maga-
zine about computer games, so the
1542CP is interesting, but not well suited
for most users.

Price: $339. Call (800) 934-2766 for
more information. Web: http://adaptec.
com

ADAPTEC 294 RA WIDE /3940
PCI SCSI CONTROL

11

If getting the best possible disk perfor-
mance is important to you, then it's worth
checking out local bus SCSI adapters. If
you want to notch up your performance a
bit more, look into wide SCSI (see side-
bar). The Adaptec 2940W/3940W are
representative of the newer breed of local
bus SCSI adapters. Both are capable of
handling either wide SCSI or standard
SCSI peripherals. (Note that if you want
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to attach a normal SCSI device, you need
a special adapter, since the
2940W/3940W use high density, 68 pin
connectors. Note that these are very diffi-
cult to find currently.)

The difference between the 2940 and
3940 is the number of de-
vices you can attach; the
2940 is limited to 7 pe-

ripherals, whereas the
3940 has two SCSI
channels, and can handle
15; the 3940 is really bet-
ter suited for a server.
Other than the dual chan-

nels, they're the same.

Like most PCI cards,

these are very easy to

configure. You insert

them in the PCI bus,

connect your disks

and other SCSI de-

vices and turn the

computer on. Like

any SCSI rig, you need

to make sure the device chain

- i.e., the set of hardware connected to-

gether via SCSI cables—is properly termi-

nated. Improper termination is probably
the most common SCSI problem.

The 2940 series can handle the most
demanding SCSI hard disks available with
aplomb. Additionally, the 2940, accord-
ing to an Adaptec spokesperson, is now
an “Ultra" device (for more on Ultra, see
the sidebar on SCSI v. EIDE). On top of
that, you can attach SCSI CD-ROM drives,
scanners, tape drives and just about any-
thing else that supports a SCSI connec-
tion. If performance is your game, check
‘em out.

Price: $375 (2940W); $599 (3940W).
Call (800) 934-2766) for more informa-
tion. Web: http:/fwww.adaptec.com

'I‘llLi i
PD/CD-ROM DF

We didn't list this interesting SCSI giz-
mo under CD-ROM drives because of it's
schizophrenic nature. By day, the Pana-
sonic LF-1000 is a staid, magneto optical
(MO for short), 650 megabyte removable
cartridge drive. You can read and write
from the single-sided cartridges. While
only roughly half the speed of an average
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CyberSkrike Giveawa

oal

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

How about some real compefition for o
change? Up 10 17 hours online to play the
hottest games and coolest players in Cyber-
spute.l%nt's what you'll get right now when
you log on to GEnie, America’s most outro-
geous online service for multiplayer gomes.

Shoot ‘em uppers can shoot it out with 16
other Cyberpods for control of a virtual city in
the award-winning CyberStrike™— an exclu-
sive on GEnie. Or, pit flying skills against the
best sim pilots around in multiployer Air

Warrior”—we told you there'd be compefition.

RPGers? GEnie's got you covered with fantasy
role playing adventures like Hundred Years
War and Multiplayer BattleTech™ as well as
the texi-bosed Dragon's Gote, Federation |1
and the fantastically popular Gemstone 111"

Play NTN Showdown Trivio and walch scores
come in from bars and hotels across the
country. Enter tournaments in chess, check-
ers, blackjack, poker, backgommon, bridge
and Reversi.

GEnie’s the place for multiplayer games.
Plus new games are added all the time.
Like Harpoon! one of the most complex
war gomes ever—now available on GEnie.

So stop playing with yourself—for up to

17 hours—and play ihe ferrific games and
gamers on the only online service to bring
you all this and more. To sign up online, turn
your modem on and dial 1-800-638-8369.
Enter JOINGENIE af the prompt. When asked
for the special offer, enter ANN924,

*Some restrictions opgly. Must be over 18 years of oge 1o subscribe. Far gomes o be free of charge for up ta 17 hours, user must observe the lallowing: ploy in non-prime fime (between 8PM and BAM EST); nctess

speed must be sel of o maximum of 2400 baud; user must diel into @ lotal access nade: remain selely in gaming are. Otherwise, normal G
period, This offer is in lieu of ollciher offers, and is for new subscribers anly, Addifienel long-cistonce phane charges moy apgly. Available in US an

tian. Air Wariior is o regish

CyberStiike and GemStone |1 are tiodemorks of Simulronics G

Enie usage feas may be incurred during the 17 hour complimentar
ﬁ g P ¥

/31/95.
k of Gome Designers Workshap Inc. Multiplayer

anodo only. Offer expires |

k of Kesmoi Corp

fign. Horpoon is o

is 0 trademark of FASA Corporatis

All other names are trademarks or service marks of thelr respective owners.

GEHIC Our games blow everybody else’s away!
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ot SO Ao (or DOS,
Mac/PowérMac, and \
Win/Win 95. (D-ROM pnly. *

hard disk, it's very useful for backups and
storing less-frequently used data. Since
cartridges for the LF-1000 only cost
around $50, this is a pretty cost effective
way to store lots of stuff,

After the sun sets, though, this drive's
identity changes. It becomes a sleek,
quad-speed CD-ROM drive, capable of
running the hottest games available. In-
terestingly, Wing CommanDER 3 reported a
transfer rate of only 510,612 byte per
second, and labeled it a
triple-speed CD drive.
However, WC3 loaded in
only 15 seconds, making
it one of the faster quad
drives around. We sus-
pect part of the reason is
the custom CD-ROM ex-
tensions supplied by
Corel Corporation. Corel-
CDX, a replacement for
Microsoft's MSCDEX, has
CD caching built in.

MPC WizarD reported a
transfer rate at 60 percent
CPU utilization of 534 KB per second and
an average access time of only 362 mil-
liseconds, the slowest we've seen in some
time. Nonetheless, if you need a rewritable
optical drive and a CD-ROM in a single dri-
ve bay, this is worth investigating.

Price: Internal, $895; external, $995.
Call (800) 742-8086 for more informa-
tion. Web: http://www.panasonic.com

COMBYTE DOUBLEPLAY

ComByte is a new company, started up
by a number of veterans in the PC storage
business. The DousLePLay is their first
product, and has a lot of appeal. It's a
floppy disk drive and a DC2000 cartridge
tape drive that fits into a single drive bay.
The DoustePLay plugs into your comput-
er's floppy disk drive interface. This is
mildly interesting, but what makes this
product worth more than a yawn is the
fact that the floppy is a double speed
floppy drive.

Does the double speed floppy work?
Well, yes, but the caveat is that you need
to load a small driver (about 6K) to enable
the doublespin feature. Qnce that's en-
abled, it works like a charm. Loading mul-
tifloppy games takes noticeably less time,

but it still seems like a long wait, because
we've been spoiled by the quickness of
CD installs.

The DousLEPLAY comes with a neat utili-
ty that allows you to drag-and-drop files
directly from the Windows file manager to
a tape drive icon. You can move entire di-
rectories to tape, which is handy for back-
ing up an entire project... or maybe
to make room for

ACROSS THE RHINE. The
tape drive is smart enough to handle
DC2000 style tapes of any length. By the
time you read this, ComByte will be ship-
ping a new set of utilities that allow you to
treat the tape drive as a virtual hard disk,
making quick-and-dirty backups even eas-
ier. There will also be Win 95 utilities and
a parallel port version.

Is it worth it? If you're in the market for
tape backup, this drive is a bargain; you
get the floppy for free, and it's double
speed to boot.

Price: $199. Call (800) 990-2983 for
more information. Web: N/A

IOMEGA ZIP DRIVE

Everything about the lomega Zip drive
screams “I'm Cool!” From the lightweight
indigo case, to the multimedia help files
that ship with it, the Zip drive is the
hottest hardware accessory to come along
since the mouse. The Zip drive weighs
barely over a pound. It has no power
switch; it's on all the time, but doesn't
use much juice. The case itself has a
transparent window, so you can read the
label on whatever cartridge is in the drive.
It also has two sets of feet, so you can rest
it horizontally or vertically. One very handy
feature is that the connection information
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Available for DOS.
Coming lor Win 95 and Mac.
(D-ROM only.

BLIPS ON THE RADAR:
NEW STUFF WILD STUFF
AND PURE SWAG

It's both fun and frustrating to follow the
high technology business. The rate of change
hoggles the mind, and makes for an interest-
ing life. It's often the case, though, that users
can get left behind with hardware that be-
comes obsolete in remarkably little time. Also,
there's the Betamax syndrome: no one wants
to get saddled with gear that’s useless in a
couple of years.

With that thought in mind, let's look at some
near term developments, then engage in some
speculation ahout the future of mass storage.

CLOSE ENOUGH FOR
LOCK ON

Ultra SCSI is the latest incarnation in the
evolution of the SCSI standard. Ultra SCSI is
hackward compatible with both standard SCSI
and wide SCSI devices. However, ultra SCSI
disk drives will be capable of transferring in-
formation at fwice the rate of the equivalent,
older SCSI device. Ultra SCSI supports 8-hit
wide and 16-hit wide gear. (Standard SCSI
moves data 8 bits at a time, wide SCSI in 16 bit
chunks.) This means that, in theory, a 16-hit
wide, ultra SCSI hard disk can transfer data at
40 megahytes per second. In reality, no single
hard disk can move data this fast, but a disk
array of multiple drives could do it. Quantum
will be delivering ultra SCSI hard drives by the
time you read this; Adaptec will be first out the
door with ultra SCSI host adapters.

In the area of removable drives, lomega,
the folks that brought you the innovative Zip
drive, is poised to release the Jaz. Jz is a 1.3
gigahyte, removahle hard disk. The perfor-
mance is likely to be a hit slower than fixed
hard disks, but not by much. The packaging
looks to he just as appealing as the Zip's pack-
age. The Jaz will probably cost between $500
and $700, and the gigabyte cartridges will be
around $100—definitely a cost effective way
to keep up. Syquest is also working on a high
capacity removable, but there wasn't much in-
formation available at press time. The Syquest

drive will probably he available in early 1996.

Another interesting device which should be
shipping by now comes to us from Pinnacle
Micro. Pinnacle is shipping a 4.3 gigahyte opti-
cal cartridge drive. Pinnacle claims that their
optical cartridge is as fast as a hard drive, but
that's questionable. Still, at $1,695 (including
one 4.3 gig cartridge) and $199 per cartridge,
it bears checking out.

OVER THE HORIZON

Disk drive technology marches on, A few
months ago, IBM announced a technology
which can increase disk drive capacity by ten
times, with no added cost. In the same space
taken up by a gigabyte, you could have ten gi-
gabytes. Performance would go up, too, since
a higher data density makes for faster trans-
fers and accesses.

Another cool standard was developed by
Apple (not exactly famous for its past partici-
pation in the standards process). Known collo-
quially as “Firewire,” AKA, IEEE 1294, it's a
serial interface that can move data at over
100 megabits per second (about 13 megabytes
per second), and is supposed to be very cheap
to implement.

An even higher performance standard al-
ready used in UNIX workstations is Fibre Chan-
nel. However, we're not aware of any
development of Fibre Channel for the PC world
in the near future. The neat thing about both
Firewire and Fibre Channel is the distance
factor. SCSI is limited to a few feet, but the
newer standards have a lot more leeway. You
could have your disk drives in a completely
different room than your computer!

Another interesting development will be
rewritable CD-ROMs. These are not to he con-
fused with CD-ROM burners (which you can
get, hut once you burn a CD, it's there forev-
er). Instead, you'll be ahle to use the same
disk, over and over again. The technology ex-
ists, but paranoia in the music business and
high costs have prevented these drives from
entering the market. It's inevitable that some-
one will do it someday.
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THIS 15 THEIR IDER OF A GAME.

SPYCRAFT

THE GREAT GAME

COMING IN ROM THE COLD THIS WINTER

ACTIViSiON,

UNCOVER/A WEB OF SPIES AT HTTP:!//WWW.ACTIVISION.COM

Activision is a registered trademark and Spycraft is a trademark of Activision, Inc. © 1985 Activision, Inc. All rights reserved.
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travel agent, you
‘ever know where
you'll land next.
The SimGity 2000
(D Collection puts
you in the Mayor's

Mansion—just in
ime to face disas-

Hugo. SimTower
offers -a breathtak-
ing view atop your

financial empire-too bad there's a
five-alarm inferno in progress. And
our newest locale, Simlsle, lets you
rule a rainforest—where it’s the wildlife
vs. the warlords. The Sim games.
No restrictions apply. |

M{A 5

1995 Maxis, Inc. All rights reserved. SimCity 2000,
SimTawer, Simlsle and Maxis are trademarks or reqistered
trademarks of Maxis, Inc. For product or ardering information,
cantact your local retafler or call 1-800-33-MAXIS. Visit the
Maxis Web page at hitp2//www.maxis.com.
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When you look at the side of a CD-ROM
package, you're likely to see some gobbledy-
gook that looks like this:

“Supports muitisession PhotoCD, CD-ROM XA
and MPC level 2"

What do these actually mean?

When CD-ROM was first developed, it was
envisioned as a single storage platter, much
like an high capacity floppy disk. Of course,
you could only write to it once, but that seemed
a small sacrifice for convenience and high ca-
pacity.

After CD-ROMs hit the streets, users and de-
velopers quickly discovered they needed more
than just a floppy disk you couldn’t write to. So
some supporting standards were developed.

MPC LEVEL 2 AND 3

is developed by a committee, and really tefines
a host of standards, including graphics, audio,
CD and processor standards. For CD-ROMs,
MPC level 2 means a drive capable of deliver-
ing a minimum of 300 Kilohytes of data per
second. This usually means a double-speed CD.
Also, a minimum average access time of 400
milliseconds'is required. MPC level'3 moves the
standard up to 600 KB per second.

MULTISESSION PHOTO €D
Several years ago, Kodak introduced the
Photo CD standard. Photo CD defines a way of
storing high resolution’images on:a CD-ROM in
a specific format. There's even some room for
audio tracks. From the beginning, Photo CDs
were meant to be multisession. This means that
all true Photo CD disks can have new images
added to them later. Note that Photo CD, like
any other CD-ROM, can only:be written to once,
0 each new image or set of images uses up
more space, up to a limit of about 100 total im-
ages. This capability to add data [ater was es-
sential for the consumer market. For less than
a buck, you can add a new photograph from
your own library to your Photo CD. Note that
while the first “session” can be accessed by
older CD-ROM drives, you need multisession
capability to read the images added later.

CD-ROM XA

XA stands for “eXtended Architecture”. In a
nutshell, XA defines a specific way of laying out
audio and data (usually graphics) in a specific
way (called “interleaving”), to help maintain

The Multimedia Personal Computer standard

synchronization hetween the audio and the
graphics. XA compatibility also means the CD-
ROM drive itself has some additional smarts to
manage the stream of data as it's being read of
the CD, thus offloading the main computer
somewhat.

RED BOOK

Red Book was the original CD audio stan-
dard, you know, the kind you play in your home
stereo. Sometimes in computer games, the
manual’ will point out‘that the sound is “red
book audio.” This is redundant, as red hook im-
plies audio. Some games, stch as MECHWARRIOR 2
and RenecAok, use red hook tracks for the
game's music. In'a mixed mode GD-ROM such
as these, track one is always the data track.
You can actually put one of these CDs in your
music CD player and play tracks 2 and greater,
but don't play track 1 (see below).

DIGITAL VIDED DISK (DVD)

DVD will be the successor to today’s CD-
ROMs and audio CDs. It will also probably re-
place the laserdisc for high definition video.

Initially, it looked like the industry was going
to repeat the past. Remember Betamax? Re-
member the 8-track? Remember...well, you get
the picture. Two competing consortia, one head-
ed by Sony/Philips and the other led by Toshiba,
were proposing divergent standards. In'Septem-
ber, they. finally agreed to converge' their dis-
parate technologies into a single standard: The
DVD will likely be a double-sided disk, the size of
one of today's CDs, but a bit thicker. It will he
capable of holding 4.7 gigabytes of uncom-
pressed data. It will also support MPEG-2 com-
pression for video, which means that mavies on
DVD will be higher'quality than today's super.VHS
and as good as the best laserdiscs.

The two rival camps were brought together
by the computer industry. The information
technology companies didn’t want to get
caught in the crossfire, so a committee of vari-
ous computer industry companies (many of
whom are competitors) brought the two sides
together and brokered the agreement. The first
DVD consumer drives will probably arrive in
Fall of 1996.

€D PLUS

CD Plus is the latest candidate in the pletho-
ra of CD formats. CD Plus is a spin on multises-
sion CDs (pun intended.) The goal of CD Plus is
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to create a mixed CD format suitable for use
by recording companies. The focus of the CD is
music, but there would he multimedia data
containing, say, interviews with the star, or
other fannish material.

There have been mixed'mode CDs in the
past;, but almost all of them have used track
one as the data track, with tracks 2 and on be-
ing the red hook audio tracks. Inadvertently
playing the data track (track 1):inia stereo
system could potentially damage speakers,
particufarly at high volumes.

CD Plus is a multisession format, with the
audio tracks recorded in the first session and
the data track as the second session. CD Plus
support will require new drivers, but not new
hardware (if you're drive is multisession capa-
ble.) Win 85 has CD Plus support built in. There
is even work being done on a standard presen-
tation format, so GD Plus disks could run in
any computer. Qverall, GO Plus looks to be an
interesting format, but it's unlikely we'll see
much use of it in the game community.

Hard Drives and €D-ROM Drives

and also support telephone numbers are
pasted to the underside of the case. It
only comes in an external version, and
with either a parallel or SCSI interface.

The cartridges look like slightly bloated
3.5 inch floppies. The performance of the
ZIP drive is on a par with hard disks of a
few years ago - not particularly fast, but
acceptable. You can't boot from the Zip
drive. There are 25 and 100 megabyte
cartridges. The power pack is a bit on the
heavy side (albeit lighter than the
EZ135's power pack), but you can order
an international power supply that's much
lighter for an additional $30.

For PC users, the parallel version is the
nifty one to use. It plugs in easily into the
parallel port, and you only need to load a
single TSR (which you can carry around on
a floppy) to enable it. The 100 megabyte
cartridges make for a terrific backup medi-
um, and maybe to store less frequently
used games. This is definitely worth check-

ing out. Now we finally have a way of trans-
porting the multi-megabyte game demo
downloads that seem to be all the rage.

Price: $199 (SCSI or parallel port).
Call (800) 697-8833 for more informa-
tion. Web: http://www.iomega.com

The EZ135 (a scaled down, low-cost
version of SyQuest's removable cartridge,
270 megabyte hard disk—the SQ217) is
positioned squarely against the lomega
ZIp Drive (see above). However, we found
it to be a somewhat different animal, to
wit: the EZ135 is really a removable, 135
megabyte hard disk. The cartridges are
fatter than the Zip cartridges, and more
fragile. Also, the drive is bulkier and heav-
ier than the Zip drive. It's much quicker,
though, with access times of around 14
milliseconds and transfer rates nearly as
fast as today's hard disks. Since car-

HARD DRIVES

Company Product Capacity  Interface  Transfer Type  Max Transfer Rate+  Avg. Access Time Price
Quantum Fireball 1080 1.08 GB EIDE** Mode 4 PIO 16.6 MB / Sec 12ms $230*
Maxtor Durango 7000 1.6 GB EIDE Mode 3 PIO 16.6 MB / Sec [2ms: $449
Quantum Grand Prix 43GB SCS|***  §CS| 10 MB / Sec 8.6ms $970*
Western Digital Caviar AC31600 1.6 GB EIDE Mode 4 PIO 16.6 MB / Sec 10.5ms $499

* Street price

** Available in SCSI

*** Wide SCSI version available

+ Al transfer rates burst only, megabytes/sec.

CD ROM DRIVES

Company Product

Creative Labs Performance 4x Upgrade Kit
Creative Labs Blaster CD 6x

Diamond Multimedia Kit 7000 (4x)
Diamond Ultra Kit 8000 (8x)

NEC 4Xc Quad Speed CD Changer
Plextor Plextor 6Plex 6 Speed CD
Turtle Beach Quad Speed 3CD Changer Kit

*hs reparted by MPG Wizard 3.0

+As reported by Wing Commantder 3 Install
i Internal drive

© External drive

Notes:
Creative 4X is also available as a stand-alone drive.
Creative 6X comes w/ EIDE interface.

Type Interface Access Time*
Kit EIDE 210 msec
Drive EIDE 211 msec
Kit EIDE 262 msec
Kit EIDE 221 msec
Drive Scsl 320 msec
Drive SCsI 173 msec
Kit EIDE 320 msec

Turlle Beach Kit does not have a sound card, but does have speakers, microphone & headphone.
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Transfer Rate+ Price
592,138 bytes / sec $429
952,223 bytes / sec $299
612,734 bytes / sec $399

1,236,218 bytes / sec $649
612,734 bytes / sec $349
927,164 bytes / sec $509i / $599e
612,734 bytes / sec $399



Have you ever wondered what it mutiny and vicious battles with rival ships, you may be

would feel like to be on top of the lucky enough to reach the New World. However, your

world? How about bencath ie? There are those who have  journey is far from over. You must now embark on your

Coday, you could be on top of the world.

already experienced such exhilaration. Their quest to found a colonial empire. Conquering

b
AN

names? Columbus, De Gama, Le Maire, Cook villages, winning over

and Bougainville — the world’s most famous ~ . the natves and tilling

the land are

explorers. Now you can create your
own adventures in Exploration — but a few of the challenges
a remarkably in-depth facing you and your
game of strategy <-- : ’ 4 ;A j ¥ weary crew.

and world conquest, The graphics are
new from Interactive Magic. nothing short of brilliant.
Before you set sail from Spain, Complemented by unlimited,

Portugal, England,

realistic animation scenes, every new

France or the A game brings new territories to conquer.
Netherlands, you New adversities to overcome. The
home pore Ovesee (0 be '
tour your home port. Oversee K 'd 4 [ t t adv : f
3 p n101101v’ nea 1L, adventures and newfound
the construction of your shipyard. fortunes are virtually limitless.

For more informartion on Exploration,

Enlist your crew. Equip your ship. Buy
and sell commodities. In fact, you may simply give us a call ar 919-461-0948.

even want to make a trip to the local The New World awaits your

banker for information about funding arrival. Do you have what it

~1 INTERACTIVE
our expedition. After surviving possible FEtsal s takes to make it there?
y P gp : :

Circle Reader Service #105

A game of strategy and world conquest for PC CD-ROM.
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tridges are only $20, it's not a bad way to
add hard drive space. Unlike the Zip DRIVE,
you can boot from the EZ135. If you want
to have unlimited hard drive space in 135
megabyte chunks, then the EZ135 is a
nice solution for adding more disk space,
but it's not as good as the
Zip drive as a
portable data
transfer solution.
On top of that, it
just doesn't feel
as, well, cool.
Price: Internal |DE,
$199.95; external SCSI,
$239.95. Call (800)
245-2278 for more in-
formation. Web: N/A

Bigger games, bigger operating sys-
tems and heavier use of online services
and the Internet all force the use of more
and more storage space. The industry has
stepped up to the plate, with disk drives

that offer higher performance and more
space and a price per megabyte that was
unthinkable only a year ago. We've also
taken a look at some creative, weird and
cute solutions to the need for more
space, not to mention
better CD-ROM drives.
Despite all this innova-
tion, there's even
cooler, new solu-
tions waiting in
the wings.
Like all tech-
nologies, the
pace of change is
staggering.
The key is to evalu-
ate your needs with an
eye towards the future. It's
probably better to spring for a slightly big-
ger, slightly faster drive now, so a future
upgrade can be delayed a bit more. Hard
disks and CD-ROM drives have finally
reached performance points that will be
good enough for the next year or two, any-
way. Al least, you won't have to upgrade
until Across THE RHINE |l ships. &

*PLAY to win.

* SUBSCRIBE
to save.

Here’s the move
that’ll blow’em away:

Call 2
1-800-827-44

50

And grab the rock-hottom rate other gamers would virtually die for!
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Want in your face, Mach-speed, pulse-pounding realism, that'll
leave you shaking in your space boots? Then brace yourself, as
Diamond takes gaming to the edge with a new 3D multimedia
accelerator designed for Windows 95. The Diamond Edge 3D makes

game play fully

Designed for Windows" 95
Real-time 3D graphics with quadratic curved surfaces

immersive and

Fast 2D graphics and Windows acceleration

Digital gamepart and 2 Seqa Saturn compatible game pad ports
Full-mation digital video, with video texturing

* Hardware wavetable audio, 50 voices

Up to 2MB DRAM, up to 4MB VRAM

Resolutions up ta 1600 x 1200

Supports up to 1 billion colors

Vertical refresh rates up to 120Hz

* PCl-bus
wavetable audio

With real-time,

jaw-dropping 3D

and 2D phato-

realistic graphics,

a thundering

engine, vicious full-motion digital video, and an advanced digital
game port, that will leave you running for cover. Plus, two Sega

Saturn controller ports for multiplayer action.

Rendering performance up to 12 million texels/second | totally interactive.

RPNy

ou just entered

The Diamond Edge 3D

comes bundled with

killer games and software 0 1.“ & \ . Wl
including Virtua Fighter
Remix, Interplay's Descent™: Destination Saturn, and NASCARs
Racing. And it allows you to play your existing DOS games
without sacrificing speed or quality. The Diamond Edge 3D gives
you perspective corrected texture-mapped 3D images with the
highest frame rates around. Plus a multitude of special effects for

a gaming experience so real you'll smell the detonation. With true

Plug-and-Play, a 5-year warranty, 24-hour fax-on-demand, and

online support services, you'll have a few less

things to fear. So, if you're ready for the
ultimate challenge call Diamond at
1-800-4-MULTIMEDIA today. We'll

(Sega Satumn
game controller
purchased separately.)

take you as far as you're willing to go.

24-Hour Fax-On-Demand: 1-800-380-0030 Internet: http://www.diamondmm.com

1995 Diamond Multimedia Systems, Inc., 28680 Junction Avenue, San Jose, CA 95134-1922. Seqa is a registered trademark and Virtua Fighter Remix is a trademark of Sega. ©1995. NASCAR Racing
is officially licensed by NASCAR.. All trademarks and registered trademarks are the property of their respective holders. Diamond reserves the right to change specifications without notice
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Interplay's Descent™: Destination Saturn A PaSSion for performance.
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CD-ROM game, the car |

actually drives itself. Then
again, so does the thimble. Ina
""" with over 800 animated scenes in 16-hit
digital sound. Take on the computer,
" your friends, or play over the Internet and

trive the whole world into bankruptcy.

To learn more or set up an Internet game,
go to our Web site:  http://www.monopoly.com

high-resolution 3D graphics game I
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ADVENTURE/RPG

Nocturnal Rhythms

WELL, THUNDERSCAPE,
THE NEW NON-TSR
ROLE-PLAYING SERIES
is here from Strate-
gic Simulations,
Inc. (SSI), set in
their World of Aden.
Aden (to put it mildly)
is not a great place to
live. Ten years ago, most of it
was overrun by nocturnals, evil creatures of vi-
cious disposition and bloodthirsty habits. Only
the Northlands, protected by a magical barrier,
were able to survive the onslaught. Now the noc-
turnals have brought the barrier down, leaving
the Northlands delenseless. Your task is to travel
to Vanguard Keep at Skelon's Pass and restore
the magical shield before the monsters come
pouring through,

You begin by choosing a party of four charac-
ters. For a quick start, go with the pre-created
group that comes with the game, and play
around with them to get a feel for the new sys-

tem hefore making your own characters. Alter-

To whet our appetite while we patiently await the next game in the Wizarogy
series, Sir-Tech will release a Wizarory Goto compilation set. Those not into nos-
talgia are hetter advised to check out Sir-Tech's upcoming Druio. Although the
sumptuous graphics and near-invisible interface will make the game more ac-
cessible to novices, the depth of the game world bucks the current trend of
short RPGs. The multiple subquests allow for a lot of gameplay in addition to the
main plotline, and let you scope out five mysterious islands for the secrets be-

hind those strange druidic rituals.

Zork is ressurrected once again in Zork Newesis, but unlike Rerurn 1o Zorx, this
time Michelle Em is not writing the script. The game is set in the time period of
Zowk I-111 to entice fans of the classic, and is set in the uncharted Forhidden
Lands beyond the Great Underground Empire, due in the Spring of '36.

natively, the Quick Generation method lets you
choose race and gender (gender has no effect
on stats), and then pick a profession from a list
of templates. Fach profession comes with the
stats and a set of skills already set up for it; you
simply take whichever one you want.

If you want to flesh out every aspect of your
character, go [or Detailed Generation. Here,
every race comes with a base number for each
stat (strength, dexterity, intelligence, will, and
health), and you have 25 points to allocate and
increase them. Once set, the stats do not change
unless magically augmented (this holds for all
methods of creation). Then you decide on the
skills you want the character to have. There are
two types, combat and non-combat. Combal
skills are by weapon class (sword, bow, axe,
polearm etc.) and miscellaneous ones such as
stealth, shield, acrobatics, and martial arts. Non-
combat skills include spellcasting, fast talk, mer-
chant, lockpicking, pickpocket, see secrets, and
xenology (which tells you about the opponents
you're fighting).

At the start, you have 100 points to put into

w the skills, which are lumped
together. Afterwards, as new
levels are gained, a variable
number of points is given
separately for combat and
non-combat skills. Over time,
skills can go up well over a
hundred; there seems to be
no limit to how far any skill
can be advanced. For combat
skills, extra attacks are gained
every 150 points: one attack
at the start, two at 150, three
at 300, four at 450, and so on.
Because points are doled out
separately, over time every
person in the party can devel-
op into both a formidable
fighter and expert spellcaster.

NOVEMBER 1995 « COMPUTER GAMING WORLD

As the spellcasting rating of

THUNDERSCAPE,
SSI'S FIRST NON-
TSR ADVENTURE,
TURNS HACK &
SLASH INTO A LIFE-

LONG OCCUPATION

by Scorpia

101




a character hecomes higher, more power-
ful spells are offered: with each level
gained, one new spell can be chosen from
the list. Regardless of how high the spell-
casting skill goes, a character can cast
only one spell per round. Spells require
mana: for example, the basic Lightning
Bolt costs eight points of mana, then each
level of increased effectiveness costs an
increment of four points. You can put as
much mana into any spell as the charac-
ter has at the moment, I combat ends
before the spell goes ol the mana is not
used up. Mana regenerates over time,
and there are some potions that can
speed up the renewal.

New skills can be learned at any level
gained, simply by putting some points
into the ones you want the character to
know. Generally, it is best to stick with
original skills until the character gains
proficiency. Points at level gain are not
overly generous, and advancement natu-
rally slows down if you start splitting the
points among too many skills. NPCs who
join the party gain experience, advance
their skills and are conurolled in combat
exactly the same way as your own party
members.

A LITTLE MM

While the game has 3D perspective,
combat is in the Micur & MaGic mode: it
goes by turns, giving you time to decide
on each character’s actions. This includes
striking a blow (there are several possibil-
ities, depending on the weapon being
wiclded), dodging, casting a spell, using
an item, switching weapons, or running
(this applies to the whole party, not an in-
dividual). There is also an option to “re-

peat last command,” a handy way of

Thunderscape

Price: $69.95
System :
Requirements: [BM
compatible 486/50.
ar better, 8 MB RAM,
20 MB hard drive
space, VGA graphics,
2% CD-ROM drive,
supports most major
sound cards.
Protection: None
Designers: Chris Carr, Russ Brown
Publisher: Strategic Simulations, Inc.
SuUnnWAleRCAR S EE RSl
(800) 245-4525

speeding things up in multiple round
combats. All fights are to the death, un-
less the party chooses to run.

Every character has four inventory
bags, each bag having eight slots, allow-
ing for thirty-two items per person, plus
whatever weapons and armor are
equipped on the character. Encumbrance

a

3
il 11
HiT 11

Male

Ll

is not a factor; regardless of strength,
party members can carry anything with-
oul penalty,

The game's automap is among the
most horrible 1 have ever seen—difficult
to follow or even describe. Even though
you eventually get the hang of it, the map
often shows walls where there are none,
or no walls where some stand. Sometimes
the party doesn’t show up on the map,
and—worst of all—the map shows areas
you haven't really been to yet. So, more
than once 1 had to waste time backurack-
ing to find places I hadn't been to belore,
in spite of what the map displayed. The
map's one good feature is that it shows
the locations of monsters on the level.

THUNDERSCAPE is your basic linear,
hack-and-slash game. The party travels
through a variety ol dungeons, slaugh-
tering hordes of critters, finding the oc-
casional Neat Item, solving some
puzzles, and finally having it out with
Foozle at the end. There's nothing
wrong with that, and if the game had
ended at Vanguard Keep, it would have
been a good introduction to the new en-
gine and new world. The beginning is
well-balanced: the opposition is tough
enough without being overwhelming,
there are just enough Neat ‘Things to
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ROUGH & READY Detailed Generation characters take longer, but are
more interesting. We've made our dashing male Faerkin a hard-working
acrobatic xenologist, with a fondness for leather and big, nasty swards.

find, and several set combats that are
challenging without forcing you to do
them over and over again to win.

Unfortunately, Vanguard Keep is only
about the first quarter of the game. Hav-
ing restored the shield beacons at the
Keep, you now have to get across the pass
to the Radiant Castle and perform a simi-
lar task there. This is
where THUNDERSCAPE
descends from “good
start” to “interminable
bore.” There were mo-
ments I despaired of
ever finishing this one
in time to write the ar-
ticle.

To reach the Radi-
ant Castle, you must
endure the following:
Go through the Ogre
Caves. Trek through
the Steam Tunnels.
March through three
levels of the Dwarven
Mines, which brings you to the Dwarf city
of Karegh-Konan, which is overrun by
nocturnals. Here you wander around un-
til you happen on the book with instruc-
tions for continuing your journey to the
Castle.

This involves going from the upper city
(where you entered), to the lower city,
where you have to find the Founder's
Gate, and pass through that into the
Founder’s Caves. The Caves lead you
back to another section of Karegh-Ko-
nan, where you go looking for the Final
Gates.

Despite their name, the Final Gates
open onto another series of caves, which
take you to the crypts. The undead Wel-
come Wagon generates zombies at an
amazing rate, until you make it through
to the sewers. Finally, reaching the Radi-
ant Castle, you [ind [our more levels to
search.

All of these areas are large, many are
complicated, and most have puzzles to
solve before you can proceed to the nexi
section. After a while, despite being dif-
ferent areas, everything begins to look
the same, a feeling enhanced by the fact
that a number of monster graphics are
re-used for several critters.

I don't mind a long game, but all these
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ayer's Handbook

‘THE VAMPIRE
PLAYERS
GUIDE' “What
are we? The
damned childer
of Caine? The
grolesque lords of
humanity? The
pitiful wrelches of
elemal hell? We
are the vampires,
and that |is
anotgh. | which
must be feared,
worshipped and
adlored], The workd

s i mine, now and

loreve $18

‘ADVANCED
DUNGEONS &
DRAGONS
PLAYER'S
HANDBDOK®
Unique aspecls
of the elves,
dwarves,
halllings, and
othar fantasy
races, all the
weapons, anmor,
magical spells,
and rules for
Ihrilling batlles
against super-
natural mon-
slers) s18

BTEVE JacKson ¢

Fax 802-

Call Toll
Free to
Order

'GURPS FAN-
TASY' Wal-
come 1o the
world of ¥Yrih, a
wondrous
place popu-
lated by peo-
ple snalched
from our Earth
by lhe a-
clysmiec
Banestorm!
Whaole vi 15
were lransport-
ad from such
di Ic 5
as medieval
England. $14

‘RAGE' This

contains a deck
ol 60 collactible
lrading cards
from the unfimit-
ed adilion of
Rage, along with
a ruled booklet

1o use your dock
lo play a lasl
paced game of
heroic cambal,
Each deck ks pwe-
sorted 1o give
you everylhing
you necd 10 skt
a gama, 58

O o
G0

(VYA i A TUAAL

800-699-4263

7-3382 Int’l 802-767-3033 Source 10464

HANGLING:
THE DREAM-
ING® The gg
of Arcadia, the
onginal paradise,
are dosed o us,
Only the cities of
humanity remain.
Without any
avareness of our
Irue nature, hu-
mankind crushes
us beneath ils
banal heel. Joy
and laughter are
gone; only the
Dreaming
remains.  $18

‘ROBOTECH’
The Robotech
RPG series will
0o beyond samply
emulating the
T.V. show. You
will have It

unigue opporuni-
Iy lo build onto

able o creala the
inlervening 9
years between
the destruction of
the SDF-1 and 2
and the kunching
of the SDF-3.§11

RPG: FANTASY RPG: FANTASY RPG: HORROR RPG: HORROR APG: SCI-FI CARD GAMES

ADED 2ZND EDITION
Dungeon Masters Guide 515
Monstrous Maral s19
Playors Handbeok Revised 518

AD&D Acenssories

Chronomancer n
City Sites 511
Country Sites 5N
DOM's Seroen 56
Dungoans of Mystery 515
Encyclopedia Magca 4 s18
ADED Adventures
Cleric's Challongo 2 56
Labyrinth of Madnass 59
Templa, Tower & Tomb 36
AD&D Audio Adventures
Hail tha Heroas 512
Joshuan's Almanac m
Night ol tho Vampire 312
Aed Steol Campaign Exp  $22
Track of the Croaturn 512
Track of the Vampire 513

ADAD Players Accessory
Coemplote Handbooks ea  $15

Playors Packs ea 516
Players Screans ea 56
AD&D Ravenlof
Gothic Earth Gazelteer $16
Nighimare Lands 516
Ravenioft Campaign Seming 525
ARS MAGICA
Ars Magica 3rd Edilion 519
Mythic Europe 515
Mythic Placos 8
Wizard's Grimaira 515
CASTLE FALKENSTEIN
Castle Falkenstein Softcover 519
Commae Il Faul $12

Lost Note of Leo Da Vinel 514
DICE POLY MEGATUBES
Opaque Sol Assoned ea 33
Poarlescont Set Assoted ea 56
Transparent Sol Assorted ea 35
Twinkle Sel Assorted ea $6

MERP 2
Accossory Pack 14
Campaign Guide & Map 516
MERPZ Sottcover S16
Troasure of Middle Earth ~ $16
INDIANA JONES
Indiana Jonos a5

Inédi Jones & Gold Vampires $16
Indi Jones & the Hising Sun 515
Raidors of Lost Ark Source 519

GURPS
Bestiary
Bunnies & Burrows
China
Clitthangars
Deathwish
Esponage
Fantasy, 2nd Edition
GURPS Ruleboak
Hightech, 2nd Edition
ou
Magic llems 2
Martial Arts
Martial Ans Adveniures
Operation Endgame
Pslonics
RehinHood
Supporting Cast
Timaling
Ultra-Tech, 2nd Edition
Vehiclos

HARNWORLD
Castles of Ham
Citigs ol Ham
Dead of Winter
Geds of Ham
HamWerld
Kiraz, the Lost City
Masty, Brutish & Shan
Sharkyno
HARNMASTER
HamPlayor
Harnmastor
Pilals® Almanac
PENDRAGON
Blood & Lust
Knights Adventurous
Pandragon, 4ih Edition
RIFTS
Convarsion Book aa
Dimension Book 1
Juicer Up Rising

514
S14
S14
s

57
$14
815
516
514
515
14
513
514
S14
514
514
314
314
814
S8

§13
17
510
513
$15
310
513
ez

$15
516
515

514
514
$19

516
513
516

Rifts Limited Edition Handbk $28

Rifts
Sourccbook 1-3 oa
World Book 1-0 aa

§19
s11
513

SKYREALMS OF JORUNE

Scholan Pack 513
Skyroalms of Jorung 516
Sobayid Atlas £15
WARHAMMER FANTASY
Apocrypha Now! s
The Enemy Within V. 1 1
Warhammer Fantasy 519

CALL OF CTHUHLU
Arkham Unvailod
At your Door
Blood Brathor 1 or 2 ea
Calro Guidebook
Call of Cthulhu, 5th Edition
Coming Full Circle
Creatures of Dreamiand
Cthuthy Caseboaok
Dark Designs
Dovil's Children
Dire Documents
Draantand, 2nd Edition
Encyclopedia Cthulhiana
End of the Workd
Fearfull Pages
Gronrock 18l

Haorror on the Qrienl Expross

I the Time OF Lovecralt

Investigator Cmpnion 2

Keapar's Compondium

London Guidebook

Lurking Fears

Miskatonic University

Of Keys and Gates

Sacraments of Evil

Secrel Sociolies

Serpent Moon

Strango Acons

Taint of Madnass

The Golden Dawn

The Stars Are Right

Thing at tho Threshold

Walker in the Wastes

Yo Book of Monstros

CHILL

Accossory Pack

Apparilions

Chill Hardbound

Chill, Safteovar

Chilled to the Bone

Companion, Soltcover

Companion

Horrors of North America

Lyeanthropas

The Baast Within

Things

Undead & Buried

Vampires

Vel of Flesh

Voodoo Sourcebook
CHANGELING

Book of Secrols

Changeling

§16

$16

59
$12
$15
s12
512
516
514

59
$12

1]
s12

315
319

GURPS HORROR
Creatures of the Night
CihulhuPunk
Horror
Mage:The Ascension
Vampire Companion
Vampire: Masquorade
Warawoll: Apocalypse

MAGE
Book of Madness
Book of Shadows
Chantry Book
Chaos Factar
Digital Web
Loom of Fate
Maga
Mana Tarol Deck
Michao! Kalula Portfolio
Sons of Ether
Storytalior's Sceoon
Technocracy: itoration X
Verbena
Virtual Adepts Tradition
NEPHILIM
Character Dossiers
Chronicle of Awakening
Gamemaster's Vil
Mystery of Serpent Mound
Nephilim
Secret Societios
VAMPIRE
Clan Book: Setilito
Storyteller's Handbook
Tha Inquisition
Vampire, 2nd Edition
Vampire Players Guido
WEREWOLF
Book ol tho Wyrm
Dark Alianca Vancouvor
Drums Around tho Fira
Game Masters Screon
Monkey Wrench: Pentex
Players Guide to Werewsl!
Trail Books ca
Werawell, 2nd Edition

$14
516
514
316
$16
£16
$16

$13
$15
$15
$13
$13
10
519
520
S14
s10

£
510
10
$10

58
514
$12
s14
$18
S14

$10
515
$10
519
518

813
13

58
510
$10
$15
S0
519

WORLD OF DARKNESS

Gypsias

Mummy

World of Darkness
WRAITH

Gharacter's Kit

Storytellar's Seroon

The Hierarchy

Wraith

513
s
$13

S10
510
510
519

CYBERPUNK 2020
Cyborgenoration £16
Gybarpunk 2020 S16
Cybersheets 56
Reference Guide 310

EARTHDAWN
Barsaive Campaign St 519
Eanhdawn, Safteover 817
Gamemasters Pack 12
Sky Point & Vivane Sol 319

FLOATING VAGABOND
Ardvantura With No Nama 512
Bar Wars 512
Floaling Vagabond 512
Hyporcad 54 g2
The Raich Stufl s12

GURPS SCIFI
Aligns 514
Atomic Horror $14
Cyharpink S14
For love of Mather-Not 6
Lensmen 514
Rubots 14
Time Travel 514
War Against tha Chinrr 514

MECHWARRIOR
Mechwarrior, 2nd Edition 513

SPACE 1889
Beastmen of Mars $6
Caravans of Mars 36
Cloud Captains of Mars 56
Cloudships & Gunboats s10
Conklin's Atins 58
Itonclads & Ether Flyars 50
Aeloree’s Screen 4
Sky Galleens of Mars 519
Space 1889 Rules $20
Tales from the Ethor £6

STAR WARS
Black lea Adventure 510
Classic Campaigns 513
Dark Force Rising 515
Gulaxy Guide 2 $13
Gamo Masters Handbook  §15
Jedi's Honor $12
Miniaturas Rules $15
Star Wars Sourcebook 318
The Jedi's Sourcebock 519
Wanted By Crecken $13

TORG
Kanawa Land Venicios sn
Kanawa Weapans aa s11
Ravagons ' s13
Torg: Possibility Wars a5

Starior Deck/Booster Deck

Doom Troopor &7/52.50
Guardiana 5953
Heresy s9/53
Legund of the 5 Rings 5733
Middlo Earth 59783
Rage 853
Redomption s9%2
Star Wars 30733
Sim City 584250
BOARD GAMES
Advanced HeroQuest $42
BattleTech 519
Blood Barets 529
Cosmic Encounter 329
Diagon Ques! 310
Gatoway o tho Stars £a2
Hackor 2 $16
Magic Healm 523
Mighty Empires 34
Roadkill £18
Space Marino g40
Star Floot Battles 525
Star Wars Starter Deck 59
$44
823
Warhammaer Fantasy 548
Warhammer Ouest 4T
Wizards Quest 517
Warhammer 40,000 847
ADED Collectors Pack 535
Alion Logacy 330
Baties in Time £35
Bersorker S48
Dungoon Keaper 548
Elder Scrolls 2 S48
Lotds of Midnight 348
Magic the Gathering s
Ravenlof 2 £46
Raalms al Arkania 3 546
RAings of Medusa 23
Stonokeep 2
Thunderscape 344
Ultima 8 852
Uliimate Fantasy £39
246
Warhammar 40,000 a4
Warhammer Fantasy Sad
Whitchhavan 46

OVERNIGHT SHIPPING in US $4 per order. Mail to Canada, PR, HI, AK, APQ, FPO $4 par order, Worldwide airmail $6 per item. Handling $2 per shipment. Hardware orders may require additional shipping
charges, Call for details, Visa, MC and Discover accepted, Checks held 4 woeks. MONEY ORDERS UNDER $200 SAME AS CASH. COD £8. Deleclives replaced with same producl, Mos! items shipped same
dav Shionoinag times mav vary. Price f availability mav chanos Al sales final
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tunnels, caves, etc. are simply rehashes of

cach other, padding that siretches the
game out to an exhausting length. If the

Gonchar's laat order was 1 Do Nothing

moves as shield-hashing.

designers wanted to give us our money’s
worth, that could have been accom-

plished with Ogre Caves/one level of

mines/one level of Karegh-Konan/ either
crypts or sewers/Radiant Castle. That,
along with the Vanguard Keep section,
would have been plenty without overdo-
ing it

The engine has its problems, too.
Movement is by mouse or keyboard; 1
soon gave up on the mouse and used the
keys. Even so, control is very imprecise
and clumsy. Except in narrow corridors,
it was impossible to keep the party mov-
ing straight for very long, and trying to
maneuver the party exactly where [ want-
ed it was often an irritating experience,

The software appears to have no sense
ol terrain or obstacles. It is possible to
fight monsters on the other side of solid
walls, behind closed doors, in the next
room, and across chasms. On other occa-

sions, the party was practically on top of

monsters, bur combat didn’t start auto-
matically as it should have. Obviously, the
engine is in need ol some serious over-
hauling here.

There are only four save positions,
which is far wo lew for a game of this
type. U'd gladly give up the liude “position
picture” of each save lor six more slots.
Some skills were totally useless: mer-
chant, fast talk, and pickpocket. There
are only two shops in the game, one al
the begimning and one in Karegh-Konan,
By the time you can afford anything at

the first one, you've already found much
better equipment in the dungeons, and
the second store has even less to sell than
the The
shops are really
only good for
identifying items
you've picked up
along the way.
Speaking ol which,
this game nceds

other.

some sort of iden-
ufy spell the play-
er can casl Lo learn
about items. Once
past the
city, there is no
way at all to learn

much about any of

the Neat Items you

find aside from equipping them, and that
doesn’t always tell you everything,

[ ran into two serious game-stopping

bugs, both in the Radiant Castle. On level

one, after reading a certain scroll, you're

and mayhem are hut scant mouse clicks away.

supposed to find a book sticking out on
one ol the library shelves. "That book nev-
er appeared for me, regardless of what |1
tried, and without that book, you can’t
get o the next level. I ended up sending
a save game (o SSI so this could be fixed.

On level two, there are some crushing
walls you have to run past, then make a
quick turn to the south. Unfortunately,
there was a large stone block to the south
that just wouldn't go away. This time, 1
obtained instructions from SSI and per-
formed the lix mysell, which involved re-
turning to level one, saving the game,
deleting the data file for level 2 (in that
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Dwarl

FIREWORKS DISPLAY Accumulate enough mana, and spells, pyrotechnics

save directory), and going back up. That
reset everything properly.

“obscure” bugs. They
don't happen to the majority of players,
and SSI does not yet know exactly what

Both of those are

causes them to occur, but it is possible
you may run into one or both of them.
Should that happen, call SSI about it for
instructions on what to do.

Overall, THUNDERSCAPE is the type of
game | find most irksome: good stuff
gone wrong. I like the new engine, with
its skill-based system, and the control the
player has over character development,
Turn-based combat was a pleasure 1o ex-
perience again, after so many games that
require the digital virtuosity of an accom-
plished pianist. Monsters are generally
balanced enough so that not every com-
bat is a desperate fight [or your life. A ju-
dicious selection of Neat Items is
available for the characters, Up through
Vanguard Keep, despite the Naws, 1 en-
joyed the game.

However, the time put into designing
T : the endless tunnels,
etc. would have been
better spent in clean-
ing up the engine and
movement system.
More thought should
have gone into the
non-combat skills, and
some ol them cither
eliminated or given
more scope than they
Much
“treasure” in the latter

have. ol the

part ol the game is
trash: gold has little
use, and when evervone
is decked out in better than plate mail,
who needs fur boots? Less jumping
around (especially with the awkward con-
trols) would also have been a great im-
provement.

Still, T'd like 1o see the series continue.
[t has possibilities, especially il they can
get in some real role-playing elements,
revamp the automap (desperately need-
ed!), and tighten up the overall play to
avoid redundancy. In the meantime,
Tuunberscare is likely to appeal most to
the devoted hack-and-slasher, who does-
n't mind indulging in what could be a
lifetime project. €
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How To Keep Your Skull In DUNGEON MASTER 11

by Scorpia

0O, WE MADE I'T" THROUGI THE SUM-

MER (NOT A MOMENT TOO SOON!),

AND AUTUMN IS WITH US AT LAST,

Fred's much perkier now that

the days are growing short
again—and who knows, perhaps even the
game market might perk up a litle, too.
In the meantime, there’s still a dungeon
or wo to delve in while we wail.

Not that Dunceon Master 1 actually
requires a lot of delving. The basic idea is
to gather up the four clan keys, enter
Skull Keep, get the machinery running
again, and step through the Zo Gate to
fight it out with Dragoth. In between, you
spend a lot of time just building up your
party for the [inal confrontation. There's
a lot of make-work here, and it rveally
can't be avoided if you want to be strong
enough for the end game,

AMORPHOUS ENEMY For what is essentially a hack-n’-
slasher, THunperscaPE throws a variety of critters at your
happy crew. Avoid fights when you can, and use your min-
ions wisely.

HAVING A PARTY

The composition of the party is your
first and loremost consideration. Given
enough time, anyone can learn the four
professions of Fighter, Ninja, Priest, and
Wizard, so it’s a good idea to bring the
characters up in all of these. Each level

gained in each prolession gives a charac-
ter more hit points, and often raises the
stats of strength, dexterity, etc., as well.

You should choose characters who be-
gin the game with mana, as it’s a little eas-
ier to bring them up in the spellcasting
skills. Strength, which grows mainly from
fighting skill, is equally important. Strong
characters can carry more without being
encumbered, and there are sections in the
game (mainly the timed sequences) where
encumbered characters can make life very
dillicult, if not impossible.

So, all the party members have to work
on all their skills, right from the start. It is
entirely possible to improve the overall
ability of your team (especially in the ear-
Iy levels) just by hanging out somewhere
safe and practicing. Put weapons in the
characters’ hands and have them swing
away to build fighter skill.
Punch and kick empty air (or
throw rocks at the wall) to in-
crease ninja levels. Cast as
many priest and wizard spells
as possible, and do more fight-
er/ninja stuff while you wait for
the mana to return.

This is boring, but it does
work if you have the patience
to go through with it. Eventu-
ally, of course, you'll want to go
out into the real world and
fight real monsters. Buy the
best weapons you can alford,
and worry about armor later. Save up so
you can purchase Blue Steele and Exc-
symyr, the two best swords for this stage
of the game,

RHINO DINO LAND
Once past the worms, you come to the
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rhino-dino area. These critters regenerate
constantly (as do most of the others from
now on), and will probably be your main
target for some time. They leave juicy
steaks behind when killed (I prefer medi-
um-rare) and can also get you extra cash at
the village tavern. The bats down below
don't bring as much money, but you can
fight them when the dinos become boring.
Some of the bat caves even have regener-
ating green gems, which help to build up
the money pool.

Around behind the first bat-ladder in
the dino area is the first clan key. The
whirlwinds that guard this area throw a
mean lightning bolt, and can only be
damaged by the Harm Non-Material
spell. The best thing to do here is run in,
grab everything from the altar, and run
out again. Repeat this process in the next
area to get the second clan key. The
wolves are expert at hit-and-run, slipping
in from the rear or side to chomp on the
party, so fast movement is a must. With
advanced characters, try leaving some
guard minions around to keep the wolves
at bay while you look for the key.

You'll also encounter some short, red-
headed thieves on the way to the wolves.
These guys will steal anything that is held
in hand, The simplest way to deal with
this is to go by them empty-handed. 1f
anything does get stolen, look around the
arca for their dropoff point, where you
can reclaim the items.

The third clan key is in an area inhabit-
ed by axmen, who, like the redheads,
steal whatever is held in hand. However,
50 long as you give the altar a wide berth,
they won't bother you much. You'll want
to explore this section to find the shops,
s0 leave the clan key for later,
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DUNGEON DISCOUNT

While you're at the shops, buy two
gears and two fuses. This will be a great
timesaver later on in the Keep. Also, buy
a Vorax: it's a good weapon, and useful in
the end game against Dragoth. Better
yet, this blue-light special is the only
weapon you may buy in multiple quanti-
ties, so buy two il you have the cash (and,
no, they don't take Dungeon Fxfness).

The last key (finally!) is in a building
past a graveyard (use Harm Non-Materi-
al for any ghosts) and a swamp (Attack
Minions and Firehalls work well against
the nasty tree monsters). You'll have to
cross a floor with moving pits more than
once to obtain the key. However, I found
that the pits never opened directly below
a scout minion (called up via the scout
map). By sending the minion ahead, and
moving quickly to its square, you can
cross the floor without mishaps.

About now, Evil Attack Minions (EAMs)
start showing up. Unlike other critters,
these aren’t bound to a particular arca
and will follow you anywhere, merrily
blasting away at the party. Use your at-
tack minions or hole up in a room/corri-
dor and put up a guard minion.

Obtaining the fourth clan key is a litle
different: there is no altar here, only the

key sitting on the table, always just out of

reach. If you think for a bit, you'll realize
you've been in this situation before. Doing
the appropriate thing will get you the key.

VISIT GRINNING SKULL KEEP

Before you go bouncing into Skull
Keep, there are some things to keep in
mind. During your trek through the cas-
tle, EAMs will be coming after the party
constantly—first solo, then later on in
two's and three’s. Use your own minions
to deal with them, and post guard min-
ions in corridors or doorways while you
proceed through the castle.

You may need to leave [rom time to
time to replenish supplies or rest up and
restore mana. Using the tech shield on
those stars/circles will bring you back to
the village. Since EAMs can show up
here, oo, the safest place to rest is the
house you started in. Simply go to the in-
ner room, shut the door, and pull the key
out ol the lock (you may want to post a
guard minion just outside the door, as

PARTY MAGES Cletus would be a good addition to your
party, hecause he's a decent fighter and you can boost his

manna later on.

ARMED FOR BEAR Sure, having Excsymyr is great, but
don't forget to pick up some extra fuses—you'll need
them after you take out the Slayer Archers.

well). As long as the key is not in the lock,
the EAMs can't open the door, and you
can take as long as you need to make po-
tions, rest up, or whatever.

After the main door to Skull Keep is
open, you must pass the first timed-se-
quence puzzle, Stand facing into the al-
cove, so all three buttons are reachable
without turning. Push the buttons and lis-
ten carefully to determine which button
controls which door. Cast a speed spell
on the party, push all three buttons in the
right order, and back up down the corri-
dor as fast as you can. Be certain that no
one in the party is encumbered. Drop
stull, or shilt items around il necessary.
You may need to go throngh this several
times belore making it past the doors.

The next area has a room [ull of mages.
You'll have to kill them to open the door
to the next section. The tident-wielder is
extremely dangerous (that weapon shoots
multiple fireballs), so isolate him in the
other room—pushing the table out and
then across the opening when he's in the
room works nicely—and leave him lor last.
Poison spells are also good here.

You'll need a carry minion (created
from the minion map) to help you past
the next part, which leads to the fireball
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corridor. This looks like a
timed sequence, but really is-
n't. Check around for sccret
walls here.

The gear doors that come
next are a pain, but the extra
gears you bought earlier (plus
one you should have found in
the keep and the one that ap-
pears in the niche) make
things a bit easier. A little ex-
perimentation will show you
how the doors work (and the
pits), and there will be much
back and forth here before
you get through the last door.

That brings you to the [irst
machine room. Here you find
a boiler, turbine, lurnace
gauge, and ladder down 1o
the caves under the Keep. You
must go down there and kill
the extremely nasty Troll to
release the rock men. They
[eed the furnace and keep the
fires burning. Eventually, evil
minions will show up to keep them away,
and you'll have to return here to clear out
the area. Don’t worry about that now; you
can save restarting the furnace for when
vou're ready to open the Zo Gate. Free-
ing the rock men is all you need to do at
the moment.

Back upstairs and in the next section,
you have to cross a pit that rapidly opens
and closes. I found the best way to do this
was to walk across the plate, stop just in
[ront of the pit momentarily, then dash
across when it closes.

Beyond is the ladder to the Slayer
Archers, who regenerate, so trying to kill
them all is a hopeless task. You're better
off dancing around this area and avoid-
ing them whenever possible. If fighting is
necessary, use [ireballs against them
(weapons don't do a lot of damage). Go
over this section carefully, as it is quite
important. The annoying [loating chest
holds a fuse, but since you bought extras
at the shop (I hope), you don’t have to
bother with it (sufficient damage will
cause the chest 1o drop to the floor).

After vou use the master key to unlock
the door, take the key back (this is the
only key that is used more than once in
the game, and there is no way ol knowing
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that ahead of time...unless you're reading
this article, heh). When you reach the
room with the tables, just smash them
with voraxes. This takes you to the annoy-
ing ram pits arca. Long poles ending in
ram heads push out from the walls, and
will knock you into pits if you don’t move
past them quickly enough. Past those are
the equally annoying moving teleporters.
Luckily, you can pass them the same way
you passed the moving pits [rom the
fourth key region: with a scout minion.

In the room with the reflectors, the easy
method is to send a scout minion over to
the bullseye, then step on the fireball
plate. That will close the pits. You can also
push one of the reflectors across the door-
way to keep out unwanted guests.

Beyond is the control room, where (with
the help of a speed spell), you must run
past the electrical arcs (yes, another timed
sequence). The switch in the next room
will turn the ares off for a short time. The
keys here give some people trouble. You
can only take one at a time; trying to grab
both will cause you to be permanently
stuck. Use the onyx key first, then retnn it

to the niche and take the other one.

Now you've finally reached the Zo Gate
room. After you get the reflectors set up
properly (with a little trial and error),
everything will be working except the
electricity. This is the time to return to
the caves and clean out all the evil min-
ions so the rock men can get the furnace
going again. On your way back up, stop
off'in the first machine room and start up
the turbine next to the boiler. You may
have to pull the switch several times he-
fore it starts. T suggest saving the game
before opening the Zo Gate, just in case
you aren’t as prepared as you think for
the final encounter. Once opened, the
gate can’t be closed again.

The void is a completely open area,
with cloud banks to walk on. To your left,
as you step through the gate, is the cloud
where Dragoth waits. However, you must
go north and cross the two disappearing
bridges 1o reach him. Dragoth is tough.
He has his own attack minions, a lot of
hit points, and is very handy with spell re-
flection. You need to be very last, very
careful (one wrong step and over the side

you go), and probably very lucky, as well.

The best tactic is to divert his attention
with your own minions (he really hates
those), while you dance around and cast
spells at his back, while avoiding shots
from his minions. All your party members
can go in with one ready minion spell,
but after that, you'll have to create them
on the fly (remember, this is all real-
time). When Dragoth has been weakened
enough, finish him off with voraxes. Or,
if you still have some mana left, keep up
with the minion spells.

Whew! That's about it for now. In the
meantime, if you need help with an ad-
venlure game, you can reach me in the
following ways:

On Delphi: Stop by the GameSIG (un-
der the Groups and Clubs menu). On
GEnie: Visit the Games RoundTable (type:
Scorpia to reach the Games RT). By U.S.
Mail (enclose a self-addressed, stamped
envelope if you live in the United States):
Scorpia, PO Box 338, Gracie Station,
New York NY 10028.

Until next time, happy adventuring! &
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The new Acer® Aspire” simplifies my life, so I have
Meet the Acer Aspire.
more time to do all the things I want to do. Nothing

else looks like or performs like Aspire. Its color-

coded cables helped me set up the entire system in

less than five minutes. And ACE, the

Acer Computer Explorer, organizes the

A few more things

titles, so I can point and click to
1 can do with my Aspire:

find what I need easily. The five-speed CD-ROM'
Fax from my desktop anywhere, anytime.

drive, integrated microphone and AuraSound” 3-D
Make my own flight reservations.

stereo speakers make multimedia, games and presen-
Act on a hot stock tip.

tations really pop. And with Windows® 95 and an
Keep up my daily workouts.

Intel® Pentium® processor’, it can run any software out

Never miss an important phone call.

there. I can even navigate through programs without
And cruise around the Internet.

typing, using its voice activation capability. Aspire

fits my personal style — to make the most of every day.



Aspire Desktops
Processor Choices
¢ 486DX4/100
» Intel Pentium processor

System Memory
e 8MB system memory;
expandable to 128MB*

Expansion
» Two PCI slots*
¢ Two ISA slots (three on
DX4/100 models)
® One shared by PCI and ISA*

Modem
*» 14.4kbps fax modem

Mass Storage
* 540MB to 1GB hard drives

Aspire Minitowers
Processor
e Intel Pentium processor

System Memory
¢ 8MB system memory;
expandable to 128MB
Cache
® 256KB second-level cache
Expansion
* Three PCI slots

¢ Four ISA slots
* One shared by PCI and ISA

Devices/Bays

e Three additional expansion bays

Modem
* 28.8kbps fax modem

Mass Storage
* 1GB to 1.6GB hard drives

ACeRr ‘0® Everything You Aspire To.

All Aspire systems
include:

Graphics
e Accelerated graphics with
1MB video memory,
expandable to 2MB
* Full-motion video acceleration
hardware supports software
MPEG video playback

Multimedia Features
* Sound Blaster™-compatible
16-bit stereo sound card
* Up to 44.1kHz sampling rate
¢ Five-channel stereo mixer
e Joystick/MIDI port
* Quad-speed CD-ROM on

most models

Modem
¢ Two modem telephone jacks
* Fax modem with telephone
answering machine/voice mail
® Full-duplex speakerphone

Devices/Bays
® One 3.5" hard disk drive
* One 3.5" 1.44MB diskette
drive
» CD-ROM drive in 5.25" bay

Warranty
¢ Three-year limited warranty;
first-year on-site service;
second and third years
Carry-in or Mail-in

Software

¢ 50 preloaded software
and reference titles
(a $1700** value)

Aspire Monitors
Screen Sizes
* 14", 15", and 17" color
monitors with viewable
images of 13.1", 13.6"
and 15.7" respectively

Dot Pitch

e 28mm

Resolution Support

* 14" Aspire 33s: 800 x 600 and
640 x 480 and all VGA modes

¢ 15" Aspire 56s: 1024 x 768 at
75Hz, 800 x 600 at 72Hz,
640 x 480 and all VGA modes

¢ 17" Aspire 76is: 1280 x 1024
at 60Hz, 1024 x 768 at 75Hz

Front-Panel Controls
* 14" features analog controls
* 15" and 17" feature digital
controls

On-Screen Functions
* 17" monitor features
on-screen controls

Audio
* Up to six watts/channel,
stereo speakers
¢ Unidirectional microphone

Warranty
* Same as Aspire systems;
If standalone, only One-year
Carry-in or Mail-in

For the location of the
Acer Aspire dealer nearest you,

call 1-800-529-ACER
Or visit us on the World Wide Web
at bttp:/hvwnw.acer.comlaac/

Designed for

Microsoft®
Windows'95

Acer and the Acer logo are registered lrademarks and Aspire is a trademark of Acer America Corporation and Acer Inc. Al other brands and praduct namas are trademarks or registered trademarks of

their respactive companies. © 1995 Acer America Corporation. All rights reserved. 'Specifications vary by model and configuration. *Pentium processor-based systems only. * *Based on manulacturer's

suggested retail price. Not all models/colors available at all retail locations. Specifications subject to change without notice. See your local retailer for more information.
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REVIEW

The Mysts
Of Time

Sanctuary Woods” BURIED IN TIME
Leaves THE JOURNEYMAN PROJECT Far Behind

by Charles Ardai

HOSE OF US WHO REMEMBER PONG

CAN ONLY GAPE IN SILENT AWE

WHEN FACED WITH A WORK LIKE

Burien In Time. The current crop

ol adventure games, with their

graphics so rich it makes your

saliva run and your fingertips

tingle, are an inconceivable

leap lorward from what com-

puter games used to be, How

do you get [rom two white lines batting a
dot back and forth

to...this? To walking

through thousands 0.05
of frames of exotic
environments pho-
to-realistically ren-
dered, through the
mud and stone and
timber ol medieval
France, through the
vaults and archways
and mullioned gal-
leries of Leonardo
da Vinci's Traly?
Sooner ask a cave-
man to imagine the
Concorde, ask Gut-
tenberg to imagine his bible inscribed on
the head of a pin, than ask a boy in 1975
to imagine what he would see on his
computer screen just twenty years hence.

Time travel. AL one point in BURIED IN
Time, the era-hopping fugitive you play
encounters an artilicial intelligence
trapped in the computers of a ruined

space station. It's seventy years in his
past, two hundred lifty years in our fu-
ture. The astonished Al who calls him-
sell “Art,” scans the time traveller's
chronosuit and recognizes just enough
that’s familiar to be properly dumb-
struck. “The technology I'm reading in
your suit is astounding,” Art says. “It al-
most seems like an evolution of mine!”

Relativity. In the game’s first scene, as

you wander around the apartment of
future sell

your
(the year is 2328,
and you're in his
apartment for rea-
sons too complicat-
ed to go into here),
you find a toy on
the kitchen
counter. There are
these two vertical
panels, and sus-
pended in the air
between them is a
sphere. When you
touch the sphere it
goes  caroming
back and forth be-
tween the panels, which bend and con-
tort when it touches them like those
famous sketches of space-time

distortion in the presence of a

black hole: Pong 2328, One is
tempted to ape Art's awe: says
the 1975 videogame to Buriep IN
Time, “The technology 1 see is

120 COMPUTER GAMING WORLD = NOVEMBER 1995

astounding...it almost seems like an evo-
lution of mine.”

QUALITY TIME

I didn’t expect to like BURIED IN
Tive. I didn’t especially care for the
first game of the series, THE JOURNEY-
MAN PROJECT, even though that game
sold a lot of copies and impressed a lot
of reviewers. You spent the better part
of the game walking through claustro-
phobic, high-tech corridors, with heavy
metal doors irising open and shut
around you, The menaces you fought
were Japanese-style robots, with all the
clanking, grinding bother that is cus-
tomary in the genre. Movement was
cumbersome and clumsy: you lurched
from location to location with heavy-
footed steps. It was hard to get your
bearings. [ kept walking into walls.

Buriep In TiME doesn’t correct all
these problems. You're still wearing a
monstrosity ol a spacesuit, making you
look less like a chrononaut than a deep-
sea diver. Movement is still a far cry
from fluid. Unless all you want to do is
move forward, in which case you can get
a little animated momentum going,
movement is a matter of trning left or
right (and looking up or down) a num-
ber of times until you're facing the
direction you want to go, and then
moving forward,

There is no way to move back-
wards; there is no way o move
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TIME-TRAVEL IN STYLE As you journey to
medieval France and exotic Mayan temples, it's
hard to believe that these gorgeous views are

actual gameplay screens.

sideways. This is a pain. When you're try-
ing to race out of Richard the Lionheart-
ed’s bedchamber belfore his guards
discover you, it's a royal pain. And when
you're in the castle stairwell with a knight
waving his blade at you, T am afraid it can
turn out to be a bloody pain.

But Burien N TiME is an enormously
satislying game in spite of all this. You
know it as soon as the game starts, deep
in your gut where such knowledge always
lurks. It's the feeling you get ten minutes
into a movie when you know the next
hundred minutes will be sheer joy.
Burien IN TiME's opening sequence,
which results in your being catapulted
ten years into the luture while your future
sell'is arrested for the erime of “time
travel with the intent to change history,”

WHO ARE YOU? One of the weirdest parts of the story is that you must
travel in time to warn yourself of impending events. Strangely enough,
the story is compelling.

sets up an intriguing premise and a high-
ly-charged level of suspense. And despite
the game’s weaker points, it never lets
you down from this early high.

Not that every sequence moves at the

opening scene's bewildering pace, of

course; there are plenty in which you
poke through deserted caverns and emp-
ty rooms more or less at your

leisure. But that just means
there's quiet suspense as well
as loud. Tiptoeing through
Leonardo’s studio and King

John's private cellar in search of clues

that might lead you to the fellow agent
who framed you can be both suspenseful
and exciting—you never know when you
might open a door and unexpectedly
glimpse your nemesis, escaping into the
mists of time an in-
stant belore you can
grab him.
Then
the settings, in and
of themselves a

there are

source of excilement
and suspense. In ad-
dition to France and
Italy, the story rakes
you to outer space
(where you find Art)
and to the ancient
Mayan empire. Your
goal is to collect evi-
dence that will con-
vince the authorities
that you are inno-
a time trav-
eller’s bootprint in

cent
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the soil by the French
castle, some anachro-
nistic litter left outside
the entrance to a
Mayan temple—while
avoiding all contact
with the natives. (This
is not easy to do when you land in the
middle of an invasion, as you do in
France, or surrounded by Indians who
want to worship you as a god, as you do
in Mexico.)

Meanwhile, you are also kept busy col-
lecting such items as you can (a bloody
arrow, a Mayan bracelet, a skull) in the

hopes that they might help you out of a
scrape later in the game. Or else
you aren’t. If you're not the puz-
zle-solving type and feel you have
your hands full just finding your
way around and collecting evidence,
you can play the game on “Walkthrough”
mode. I you do this (as opposed to
choosing “Adventure” mode), you still
have to explore the same locations, but
most of the hairier puzzles are taken out
of your way.

For example, in Walkthrough mode,
when you see the door that stands be-
tween you and your first meeting with
Art, you, well, walk through it. In Ad-
venture mode, you try to walk through
it and hear, “Pressure variance too
great. Door may not be opened until
pressure is equalized.” Then it's back to
the docking bay to figure out how to
equalize the pressure.

TIME TESTED

The decision to offer two modes of
gameplay was a good one, though regret-
tably there is no way to switch from one
to the other alter you have started a
game.
I'in this just for the view and the story, or
do I really want to take the plunge?

‘ot have to decide in advance: am



FIVE DAMNED SOULS: Trapped in the bowels of an insane computer for the past hundred
and nine yearsm Gorrister the suicidal loner w Benny the mutilated brute  Ellen the hysterical
phobicw Nimdok the secretive sadistw Ted the cynical paranoid =~ = 1 | ¢ %
2 S ol (el ¥

ONE CHALLENGE: The adventure plunges you into the tnrtured'ﬁn.d hidden past of the

five humansw Delve into their darkest fears m Dutwit the master computer AM in a game
of psychological warfare = Disturbing = Compelling = An adventure you won't easily forget !!!

B --- | gl T '. 4: o Con el
A‘ = -'-‘_.'_::; R I l ' ‘..'4‘ e ,v-_,.'l." [ :"!‘1 % - _"'._.
j.... | I.- ST T . e - ( .:._"_
; e o
R M _:‘3!:.: -
N o S 1995 = Y B
0 ummer
‘@ For MS-DOS, m‘é; labasas Road. Sute 102. Galabasas, Calfornia 31302 Telephone (818
. - I5 @ registered trademork of Cyberdreams, Inc., Artwark™™ 1995 Rarclay Show,

i Bl’llj MEII]iIItIISh . 1 Hovs AT r Sl ek (667, ranewed T 1965 by Harksn Hinan. Sresd Shata® 1885



Il you do take the plunge, you
aren't left entirely without a safety
net. For one thing, you have Art there
to offer you hints and other commen-
tary. You lose points i’ you accept hints
from him, but what the heck? Adventure
games have never been about amassing
points anyway.

And Art’s commentary is one ol the
best things in the game. Although some
ol his snide asides are juvenile and ill-
considered (in the king's bedroom: “T bet
when Liberace died he came here”), his
comments on the periods and places you
visit are otherwise well-informed — the
authors’ scholarship, on topics as wide-
ranging as the history of the Crusades
and the behavior of Mayan priests, ap-
pears authentic — and very well per-
formed by voice actor Matt Weinhold,

The game’s other performances are
mixed. Todd McCormick plays the lead
role (that is, you) amateurishly. News-
casters Ray Uhler and Melissa Tan de-
liver their lines well, but sound nothing
like real newscasters; a better director
would have taught them the proper
cadences. On the other hand, Vic-
tor Navone is great in a minor role
as one of your buddies on the Time

does fit with the sci-fi theme.

@) Corps, and most of the other bit
parts in the game are competently act-
ed as well.

The sets on which the action take place
are not all that large but somchow give
the impression of being vast. This is part-
Iy because there can be as many as twelve
views at each location; but even more it's
because of the quality and nature of the
art. Even the interior scenes [eel grand
and weighty and densely packed, while
the exteriors include vistas that appear to

. BE GLAD WHEN | CAN TAKE THIS OFF The hiosuit
construct is a little contrived and clunky, but it

streteh for miles,
edifices that tower
above you, and a
variety of environ-
ments (a weed-clogged
moat, a torch-lit hallway,
a misty battlement) for
yOu (o traverse.

In one sense, BURIED
IN TivE comes from the
same school of game de-
sign as Broderbund'’s
Myst1 and Virgin's 'THe
SEVENTH GUEST: a lot of
the designers' effort
seems 1o have gone into
making it gorgeous to
look at. But the design-
ers of BUuriep IN TiME
make sure that the art isn't an end in it-
self. Where the gorgeous scenes in other
games often feel hollow and empty,
Burien In Tive's art is richly textured,
the locations all feel very full and solid,
and the visual artistry is clearly used in
support of, not in place of, an cqually
full and solid storyline.

Given art and scripting that are
so engaging, and acting which is
better than the norm in the genre,
it's a pity that the game isn't
more inviting to play. Frankly,
the game’s technical and design
flaws are the only thing that held
me back from enjoying Burien
IN TivE unreservedly. For one
thing, it took two system crashes
before I could get the software
installed and running properly.
Then, during the game, the en-
tire screen would occasionally

flash three times, slowly, for no
apparent reason. While it's do-
ing this, you can't do anything
but wait for it to stop.

My biggest complaint, though, has to
do with movement. The directional ar-
rows you have to click on to move don’t
store double- and triple-clicks, meaning
that even if you know you want to turn
left twice and look down, you can't just
click Left-Left-Down; you have to click
Left, wait until you've turned left, click
Lelt again, wait again, click Down, and
wait a third time. This, combined with
the fact that in any locations you aren’t
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i DISPLYy

il

OH, HELLD THERE Burieo In Time, unlike Mvst, lets you encounter
other characters, which can lead to some interesting plot twists—
as when you run headlong into this sword-wielding fellow.

permitted to walk forward even though
there appears to be no obstacle in front
of you, makes moving around a sluggish
and painstaking alfair. It's not as bad as
in THE JourNEYMAN ProjecT, and the
story and art you get as a reward for
putting up with the interface are a lot
better, so you put up with it. But you're
still annoyed with it.

If only this game used the free-motion
system Access Software developed for
UnpER A KiLLING Moo, That, plus a few
extra weeks of debugging the software
would have made Burien In Time a clas-
sic game. Criticisms notwithstanding, it's
still an awfully good game, with a better
storyline and acting than any ol its high-
profile competitors. There will be those
without the patience to become accus-
tomed to its quirks, but those who do
take the time will find their investment
amply rewarded. €

THE EDITORS SPEAK

BURIED IN TIME

RATING *ﬁ**,}

PROS Stunning graphics that en-
hance rather than overshadow the
plot. Mostly decent to good acting,
and much more engaging story than
MysT, KILLING MOON or 71H GUEST.
€CONS Interface makes it annoying
1o move around (important, since ex-
ploration is a big part of the game).
Difficult to install.



“..the -mos! intense pinbnll experience that

; — X AL vou can gel oulside an arcade,”
A ' | } n l O I . r:i Chris Gore
\ - | ~— Compuler Ployer

r r

Gecl iVl C

and Voirfd ™ be

pulling gum off
the bottom of
your computer:

THE ABYSS

WILD WEST [—== —
" . "/‘,4 \ feni s PSYCHO FUN FAIR p{{- = " z‘
YA . 1 S e
5 ‘;‘\? v ! e L e 3 e iﬁf‘; |
ey .'1" Yeah, yeah, you hear a lot of that R R OB L Ko
M * : 11;{:/ “realistic” noise from game A N o v
okl 2 | = makers. But, hey, four tables to : N ) yg-::-—:c_?::}?\)
L e 5 choose from, high speed, ultra-smooth :-'A. S
T EEREE X : p [P SV i
L\ ).l TN ) scrolling, multiball feature and 3-way tilt. i B
s it The proof is in the performance. N By
o 1 B | | (U bR 9
A . It's real. It's psycho. . A
%. ) o g 2 TRICK OR TREAT It's Psycho Pinball for
B Yl By PC CD-ROM.
(. BEYLas 11
o b b
‘:“ s : eﬂ
(g = g g
L ST,
BLACK JACK PANEL GAME

This is just one of 11
Psycho Pinball panel games!

: % PHILIPS

= For more information call 1-800-340-7888, Visit our
Codemasters (/ Web Site ot hittp://wwwiphilipsmedia.com /medin/games

Perfect Motion
f‘-. iR aa s TN e

01995 Cod Limited. Cod ™ is a trademark of Codemasters Limited and is used with permission. ©1995 Philips Media, Inc. All rights reserved.
Circle Reader Service #147




PREVIEW

Valed Threat

Legend’s SHANNARA Transports Us To Terry Brooks’ Magical World

by Johnny L. Wilson

HE MAP IS FILLED WITH FAMILIAR
NAMES: SHADY VALE, LEAH, TYRSIS,
ARBORLON, STRELEHEIM PLAINS,
Storlock and Culhaven. The back-
ground history also conjures
memories ol old [viends: Allanon the

Druid, Shea Ohmsford, the wiclder of

Shannara’s legendary sword, and Menion
Leah, the King of the tiny village of
Leah. The opening [ilm launches with 3-
D) animation even smoother than that of
Legend’s DEATHGATE opener and recaps
another legend, the tale of Terry Brooks'
The Sword of Shannara. Yet, by the time
that animation is over, another 3-D ani-
mated sequence with an eerie trans-
parency effect boldly sets the stage for a
new quest: a quest that takes place in the
gap between The Sword of Shannara and
The Elfstones of Shannara, Brooks' first two
books—a quest that fills in a generation
between Shea of the first book and his
grandson Wil of the second.

Corey and Lori Cole, the husband and
wile team who brought us QUEST For

MORE THAN YOU CAN SHAKE A STICK AT The familiar Legend graphic
interface allows you to click on an object and receive a verb list of all
the things you might be able to do with it.

joined forces with Leg-

Grory (the adventure
/role-playing series pub-
lished by Sierra), have

end Entertainment
(DEATHGATE), in order to
produce  SHANNARA,
SHANNARA was not devel-
oped without initial mis-
givings by Terry Brooks
(see the interview below),
but it is now coming to
lile as a world that [eels at
once familiar, yet allows

!l-z‘l'y na
{Who are you?
What did youUo to that creature?
What’s going on here?

vivid rediscovery.

Is Jak. How did you know who | was?

ALLANON'S CROSSTIME SALOON You'll be able to converse with familiar

characters such as Allanon the Druid by using the very functional con-

BRONA'S RETURN

SHANNARA takes place
some 10 years past the climactic battle
which concluded The Sword of Shannara,
but the land is not totally at rest. The
opening sequence reveals that the shade
of Brona, the evil leader of the First War
of the Races, who bears a name of mythic
proportion from an archaic Gnome word
meaning “Master,” is ex-
erting power once again.
His shade has discovered
the means of destroying
the legendary sword that
holds his evil in check.
So it becomes the re-
sponsibility of another
descendent of Shannara
to stop him.

the series know that the
Ohmslords were never
ones to go looking for
trouble or volunteering
for quests, so such read-
ers will instantly be on
the alert for a'plot com-
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Of course, readers of

versational interface used in DeatHGATE.

plication to get things started. While
you're waiting for something eventful 1o
occur, the game authors let you get used
to the typical Legend interface that al-
lows exploration via pointing and click-
ing. Whenever a spot, object or character
on the screen is active, a label pops up on
screen and a verb list appears in the
frame at the side of the screen. The puz-
zles in this section are of the straightfor-
ward “find the right object and use it”
variety.

One of the pleasures ol this opening
section is that you also get to read a book,
a delightful descendent of the hooks in
DEATHGATE, in which 3-D tomes spin
onto the screen and allow you to page
through them to glean clues. This time,
you gel to read Jak’s journal and discover
that things are not that good at home.
This isn't the only book you will en-
counter in the game, and, as in Dearn-
Gate, each offers important clues as well
as adding plenty of richness and visual
variety Lo the game.
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ALL DVER THE MAP You'll navigate cross-country Darkianos-style via this over-
head perspective. The brown stripes are placeholders for monsters and the art
for the adventuring party isn't final.

Once you are used to the interface and
l'l'l}\'l‘ll}lg{? [ (4] l‘.'ﬁS{‘f'l\'(_‘l' dan Ell'[iﬁl(_'l. |_h'cl| IJIE])’S
a key role later in the game, the peacelul
day by the beautiful brook is disrupted by
the appearance of a monster. In Terry
Brooks’ work, hordes of roaming mon-
sters and appearances by deformed crea-
tures are indicative of evil on the move.
Indeed, this particular entity and his co-

horts are rather reminiscent ol some of

the misshapen creatures who seem so
ubiquitous in the later Scions of Shannara
book series.

Gamers will be particularly pleased by
the appearance of the monster becanse it
serves to prove that the Coles have not
lost their touch for surprise. A new com-
bat interface pops up, and the gamer has
to decide whether to attack, defend, re-
treat or give an order to another member
of the adventuring party. Since the ad-
venturing party consists solely of Jak
Ohmsford (Shea's son) at this point
(though another mysterious character ap-
pears at the bottom of the combat inter-
face as an unexpected ally), the latter
option is moot. Indeed, the whole com-
bat sequence is moot, since the designers
are merely introducing the idea ol com-
bat and allowing you to be saved by the
near-miraculous intervention of the ven-
erable Allanon.

Now that you know this is not your typ-
ical graphic adventure game and are pre-
pared for the plot to advance, the Coles

use the very func-
tional multiple-
choice
conversational in-
terlace from
DextHGATE which
allows Allanon to
explain the initial
roaming mon-
sters) and to oller
up your first mini-
quest. We person-
ally wish Allanon
had been
trayed on-screen
with more ol an
air of danger and
mystery. Legend’s
artists have toned
down the Druid’s
appearance from Brooks’ original de-
scriptions and even [rom the Hilde-
brandt sketches in the hardbound hook.
Still, you get an overall sense that Al-
lanon is going to be important to you
and, as Jak Ohmsford, you receive your
assignment to go to Leah and warn King
Menion that the monsters are on the
move,

por-

BIG MAP
ATTACK

This introduces
yet another interface
transition. To travel
cross-country, play-
ers navigate via a
DARKIANDS-style map
view. From an over-
head perspective,
players watch small
sprites representing
the adventuring par-
ty and any observ-
able threats in the
vicinity, Whenever
the pﬂ'l‘l}’ encounters
adventure
game location (the
traditional “room”
where one can meet
people, manipulate
objects and solve
puzzles) or hostile
enemies, this map

4 new

128 COMPUTER GAMING WORLD » NOVEMBER 1995

threat (hordes of

TEITEAT [ OFLER |

interface dissolves and the appropriate
“room” or combat interface returns to
the screen. The action is played out in
the appropriate setting. Then, it’s back to
the travel map.

The good news about this approach is
that it adds a strategic element to travel.
If the party is, for example, hearing mon-
ster sounds in the woods, monster sprites
appear on the map and close in on the
party. So, the player gets to plan the par-
ty's route, based on regular and changing
feedback concerning monster positions.
The bad news is that, at press time, map
navigation requires the player to point
and click on the compass rose at the side
ol the screen in order to move about the
map. It would certainly be preferable to
be able to point and click on the map it-
sell'instead of the compass. The compass
approach is awkward and counter-intu-
itive.

So lar, the player has been manipulat-
ing only one character. During this initial

journey, however, Jak will meet the off-

spring of another Snaxxara hero, Me-
nion Leah's daughter, Shella, in a
sequence that will require puzzle-solving
in order to extricate her from danger.

| ATTESN (O DEFEAD” |

[ |

MONSTER MASH One of the new elements you would expect from the authors
of Sierra's Quest For Guory is a computer role-playing combat interface. In
this early look, Jak and Shella have almost killed one monster.
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store noarest you. To order directly from our f '} {
a®

hlip://www.corel.com
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‘This is the same adventure game inter-
face, but the puzzles advance to a “use
the object with another object to do this”
level of complication. That puzzle solved,
the Coles very quickly prove that Shella is
not a helpless princess but a co-equal ad-
This deft plot ma-
neuver was extremely well-done.

venturer in every

This segment also introduces the fact
that, as in DExTHGATE, you get to play
from more than one character’s perspec-
tive. Not only does this add variety to
gameplay (meaning that some puzzles
are best solved from one character’s
background and inventory, while others
are better solved from another’s), but it
also adds interest from a storytelling per-

spective. Just as Brooks moves between
the perspectives of characters and adven-
turing parties, so will the SHANNARA
gAINCT,

Once Shella has been added (o the
party, map travel and potential monster
encounters continue until Jak rcaches
Leah, the goal of his first mini-quest.
Here, a mystery is unveiled, and a King is
in mortal danger. Naturally, it will take
consummate puzzle-solving skill to get to
the bottom of this one. Also, quite natu-
rally, the level of difficulty for puzze so-
lutions has jumped up another notch, as
well. Now, players must not only manipu-
late the right objects to solve the puzzle,
but the player must discover how to sub-

\

stitute the right object or combination of
objects to compensate for missing inven-
tory items.

HERITAGE OF SHANNARA

As you can surmise [rom this explo-
ration of the early gameplay in
SHANNARA, the game features some of the
best elements of previous Legend efforts
along with a new infusion of creativity
from both the licensed charactersiworld
of Terry Brooks and the award-w
and Lori Cole.

ning
design team of Cor
IFans of the Brooks' works, Legend prod-
ucts or the Coles” games should not be
disappointed. &

AN INTERVIEW WITH AUTHOR TERRY BROOKS, SHANNARA'S MASTER DRUID

CBW: You seem to draw from a rich symbology of
Judeo-Christian literature without being either overt-
ly Jewish or Christian,

Brooks: One of the firm beliefs | have about be-
ing a writer is that when'l tell a story, it shouldn't
tell just-one thing. It should have multiple observa-
tions that can be pulled out of it. Over and above the
storyline itself, | try not to give anything away. | hate
books that preach at you.

CGW: In the preface to the latest version of The
Sword of Shannara, you mention that you wrote the
book because you loved those teen-aged adventures
like Ivanhoe, The Black Arrow, and The Three Muske-
feers. |s that the age group for which you were
shooting?

Brooks: | think you are most intense in your read-
ing habits when you're in your teenage years. Magic
is “real,” your hormones are raging, and you're more
open. When I'm writing, I'm- always writing to that
group of people.

I'm going into' my second generation—parents
who have turned their kids on to.a book. You've got
all these young readers and teachers who really
want a good story with characters they can identify
with. The impetus for the original story was that |
wanted the main characters to be just like us—able
to get through life and not looking for any trouble.
They're not interested in the magic. They just have to
deal with it. This demands of them that they take a
second look at who they are and their attitudes.

CBW: So, you deal with the idea of reality through
the use of fantasy?

Brooks: The good thing about fantasy is that you
can do anything, but you have:to.do it in a logical,
reasonable way. It does allow us to look at this world

in a different sort of way. [ can be talking about
what | see happening in this world, but it doesn't
come across as preachy. When you pick up the paper
and read it in the morning, you're full of ideas.

CGW: Well, judging from your books, you must
feel that evil is fairly strong in the modern world.

Brooks: | like the multicultural, multifaceted
idea of projecting what is bad about the world.
Evil manifests itself in so many different ways
that you can never be sure that you're finished
with it. This is a world where everything has got-
ten too big and too complicated. We're struggling
to get a grip on it. We've got the nuclear threat as
a side effect to the good which technology brings.
Magic in the books and technology in the world
have some real correlation.
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GGW: That reminds me of a profound line in The
Wishsong of Shannara. It goes something like “evil
cannot be contained because when it breaks out it
will be stronger and more vicious than before.”

Brooks: That's right. We could take Sarajevo as
an example. We've regressed 50 years and we're
back where we were in the Balkan days.

CGW: | suppose we ought to get to the subject of
computer games, though. Do you play computer
games yourself?

Brooks: | don't, but my 12-year-old son is a com-
puter whiz and speaks a different language. | don’t
know if he knows what he’s talking about or not, but
| enjoy watching him some.

CGW: What are his favorite games?

Brooks: [Sip Meer's] Cviuzamon, THEME Park, and
Sim Crry CLassic.

CGW: Since you don't play computer games, did
you feel any anxiety about turning parts of your uni-
verse over to computer game designers?

Brooks: Of course, it's something like the idea of
doing a movie. There's always the question of who
you would cast as what character and the reality
that whoever is cast in that role is indelibly in peo-
ple’s minds from then on. There's also the matter of
losing control, but when | talked to these folks [Corey
and Lori Cole] and realized how much they cared
ahout the books and the characters, | felt better, |
like the idea that | will continue to write the books
and others will work on projects which surround the
timeline, characters and settings |'ve established.

GGW: Speaking of which, what is the next book?

Brooks: The next book is a prequel to the first
trilogy. It deals with the forging of the sword.




INTERACTIVE MAGIC PRESENTS

® “From weapons control to campaign
system, and everywhere in between,
APACHE’s just got all the competition
beat cold. This is the simulation you'll
be playing and playing, and playing,
month after month, year after year.
Absolutely, a must-have!”

-Strategy Plus, October 1995

® PC Gamer FINAL VERDICT: 95%
"Terrific flight model, countless options
and missions, great gameplay. A flight
game with such broad appeal that
everyone from arcade players to hard-
core sim hounds should delight in it.”

-October, 1995

Checkout the APACHE DEMO
75162.1202@CompuServe.com
ftp.cactus.org/incoming directory

AOL: Go Software Library\APCHDEMO.ZIP

b For more information call (919) 461-0948
Digita lntegration |  INTERACTIVE MAGIC PO Box 13491 Research Triangle Park, NC 27709
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“It takes a special man to wear a Speedo® like you.”
“That’s just the [unniest joke I've ever heard.”
“No, that doesn’t make your butt look big.”
“It tastes just like mom used to make.”
“You must have a high metabolism.”
“You're telling me those are fake?”

“Have you been working out?”

“You look great in spandex.”

“I"'m sure it's very big.”

“Oh, you're so clever.”

Top 20

JM.CA'—H.’:? /EI‘IG‘J .

“Wow. It looks so real.”

“You're so photogenic.”
“Chartreuse is your color.”
“Honestly, I never noticed.”

“You don’t look a day over 25."

“I've never seen anything that big.”
“No way. You mean those aren’t real?”
“This is the best meatloal I've ever had.”
“You mean that's not your natural color?”

“She’s your daughter? I thought you were sisters.”
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KILLER"

Rated as
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rop 20 Games
of the Year
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MAXIMUM
SURGE"
Explosive
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DOUBLE
SWITCH"™

The Cinematic

Mystery

NOW THERE’'S AN EASIER WAY TO
GET SOMETHING 'FOR FREE;

QUARTERBACK
ATTACK M
The Professional

Quarterback
Simulator

SUPREME
WARRIOR"
A Fastand
Deadly Martial
Arrs Challenge

BIMA

(3

Digital Pictures
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CALL 1-800-332-0032 FOR A FREE

PREVIEWING 5 NEW GAMES. INCLUDES PLAYABLE DEMOS OF MAXIMUM SURGE & SUPREME WARRIOR.

Minimum system requirements: IBM or 100% compartible computer with 50 MHz 486 processor. Double speed CD-ROM
drive VGA Display card, Sound Card 4MB RAM. Some demos on this CD require 8MB RAM. M5-DOS version 3.2 or higher.
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Misadventures

At Midnight

Despite Loads Of Characters, A Huge World, And A Unique Blend
Of Gaming Styles, LORDS OF MIDNIGHT Misses The Mark

by Peter Olafson

You can't go home again.
N THE MID-19808, MIKE SINGLETON
RELEASED THE FIRST TWO GAMES IN HIS
EPIC LORDS OF MIDNIGHT SAGA ON
the Commodore 64 and England’s
beloved Spectrum computer. The
original Lorps or MipniGiT and Doowm-
DARK’S REVENGE immedliately acquired leg-
endary status. For a range of reasons, a
planned third episode didn’t appear. Sin-
gleton went on to form the Maelstrom de-
velopment team and to create a trio of
epic strategy/adventures: MIDWINTER and
FrLaMes oF FreepoM for MicroProse and
ASHES OF EMpIRE for Mirage. Now, this tal-
ented Englishman has finally returned to
Lorps oF MipNIGHT (LOM) and imbued it
with some of the qualities of his later work.
I—hf, n‘lll]ll-(,hdl acter structure, l]llgL g'dIIlL
world and synthesis of adventure and

Lords OF Midnight

Price: $69.95
System
Requirements:
IBM compatible
486-33 or better
(Pentium recom-
mended), 8 MB
RAM, VGA graph-
ics, 10 MB hard
drive space, 2x
CD-ROM drive,
mouse; supports Sound Blaster and
General MIDI sound.

Protection: None

Designer: Mike Singleton/Maelstrom
Software

Publisher: Domark

Distributor: Spectrum HoloByte
Alameda CA 94501

(510) 522-1164

e N,
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Storbold the Scribbler

strategy is still unlike any-
thing else.

Unfortunately, the exe-
cution here is 0o incon-
sistent to do the design
concepts justice. Do-
mark’s LORDS oF MID-
NIGHT (technically, LorDS
or MipNicur Iz THE
CrrapeL) falls victim to a
range of gross simplifica-
Lions that are neither epic
nor entertaining, proving
that while you might be able to go home
again, you'll probably have to pay rent.

MARCH OF BLOOD

The characters haven't changed. Initial-
ly, you control Prince Morkin and a hand-
ful of allies—augmented by a trickle of
[reed hostages—as they embark on a quest
to rid Midnight's Bloodmarch region of
the depredations of one Boroth Woll-
heart. Tt's a CarriErR ComMmanD-like strue-
ture with citadels in place ol islands.
Morkin and pals set out from the north-
west and Boroth from the southeast.
Somewhere in between, the lorces clash
and the fate of the Bloodmarch is written
in blood. To make certain that it's Wolf-
heart's blood, you'll need to recruit allies,
raise armies and find magical weapons
along the way.

The environment is the best thing here;
it's as though Maelstrom has taken the
fractal-based overhead maps from FrLamEes
oF FrEEDOM and {leshed them out. Your
characters—textured polygonal figures
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NO JOY IN MIDNIGHTVILLE You might muster an army of 35,000 combat-
ants, but those troops just turn into hit points when you go toe-to-toe
with Wolfheart in the endgame.

with sword and heraldic shield—uravel this
vast realm in smooth-scrolling 3-D on
foot, on dragonback and in longboat.

When the game begins, this journey is a
powerful and life-affirming experience.
The lush green world appears to follow
closely the terrain rules of a real one.
Trees line ridges and cluster in groves be-
tween hills. The ground, never quite level,
rises toward white peaked mountains and
falls toward the water. The sky purples
with dusk, the moon comes up in phase,
the odd animal ambles across the scene. It
is rich, it is lovely, and for a while, it is
enough. Then you discover that there re-
ally isn't much more toit.

The key to LOM is its pyramid ap-
proach to conquest. You dispatch your
comrades to enlist neutral characters to
whom they are most similar. (There are 64
character traits in the game, evenly split
between bad and good.) Then, switching
among these new comrades, you send
them off on quests o recruit more charac-
ters. The ones you aren’t controlling or



Critics are raving!

“A solid hit...can't stop playing”!
Strateqy Plus

“Big, juicy, colorful and

remarkably easy to get into.
It's a dream come true...It has the
potential to become a classic. This is
empire-building on the grandest scale.”!

PC Gamer

“A winner! Could become one of the most popular and :
WG R rewarding strategy titles of the year.
g h Promises to appeal to a wide audience.
Caesar’s empire is destined for glory...a
bona fide diamond.”!!!

Computer Gaming World

BUILD A CITY...

&2 SI1IERRA®
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IBM PC screenshots may vary = @ 1995 Sierra On-Line, Inc.
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watching directly play out their
Lrips on autopilot.

The actual game is very basic.
Your wuuld-he recruits either
join you or they don’t—it is that
simple. On occasion, they get
ticked ofl and try to do you in. In
FLAMES OF FREEDOM,
aligned characters invariably
wanted something from you
first, and those multiple sub-
quests gave the story its dimen-
sion. But LOM doesn’t have that
dimension. Conversation is
brusque and business-like. The
magic weapons, which could eas-
ily have been made into a series
of sub-plots, turn up on the map
automatically when your units
gel close enough.

Combat is inexplicably simplistic for a
multi-unit, multi-commander game.
Troops follow their commanders across
the 3-D world as if towed by a cable, but
every battle is reduced to a personal com-
bat between the two captains on a separate
screen, with size of atlending forces shown
as a strength statistic. In other words, the

noim-

forces that you may devote dozens ol

hours to accumulating—a foree of around
35,000 is required for success in the [i-
nale—are ultimately represented by a stat
in a sword light.

In old, heroic movies, it's [un to watch
the Good Guy and the Evil Adversary fight
their way up the stairs, while everyone else
looks on. But here, it isn't much fun at all.
If the armies in LOM are simply grist [or a
number-crunching mill, why bother repre-
senting forces in the 3-D world at all? And

what’s this marvelous environment for, i

it's not to be the setting for pitched bat-
tles? Sadly, it exists merely to give you
something pleasing to look at while you
walk around. Eye candy is fine as a spice,
but making it the focal point of the design
is simply a waste. At least the two original
LOM games (included on the CD) enjoy a
kind of parity between their 8-bit graphics
and spare structure

Waorse, each part of LOM tends 1o re-
semble every other part. All the characters
have perfectly symmetrical faces, [or ex-
ample. The result is that the campaign
never builds to a crescendo. A full-fledged
3-D combat mode could have provided

ANYBODY HOME? The 3-D castle interiors and lush outdoor landscapes look
wonderful, but they can't hide LOM's lack of substance.

LOM a steely edge. Imagine wandering
through these deep woods to find a clear-
ing littered with bodies, or coming to the
rescue of a band of fleeing survivors,

FAINT PRAISE

On a technical level, this isn't so bad.
The realistic environment beats DAGGER-
FALL to the punch by a few months. The
Al is quite good, and you will go against it
at your peril. Maelstrom'’s trademark icon-
ic interface is squeaky-clean; and while it
could use a few extra shortcuts, never has
a Singleton game offered so much online
info, so easily available.

But even the good parts have rough
spots. Apparently ordinary townspeople do
not live in the Blood March—no cities, no
towns, no villages—and travel consequent-
ly gets dull. Buildings, isthmuses and
mountains wreak havoc with the autopilot
AL If a character finds a door in his way,
he'll walk in regardless of what his current
quest dictates and won't have the mental
wherewithal to walk out again. ‘Troops ne-
gotiating the exterior corners ol buildings
seem to bog down, as though dragging a
whole castle behind them,

Unlike the original LOM, this game al-
lows the multi-character formart to get out
ol hand. As the game expands its borders,
you will find yourself receiving a storm of
messages as characters grow exhausted
and shut down to recharge their batteries.
While you can shut off these interruptions
(which stops the active character’s forward
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I'Ilﬂ\"{!l'll(,‘lll}, you won't learn dany-
thing about the other characters’
progress, and will have to consult
their status to re-direct them.
This “either/or” approach needs
some kind of happy middle
ground in which you can shut
down incidental reports on a
character’s status but still learn
the results of the current quest,
or perhaps an at-a-glance sum-
mary screen where you can sce
what every character is doing.

Finally, there’s the matter of
the indoor segments. In the
MIDWINTER/ASHES-period games,
you couldn’t visit the interior of
buildings in any meaningful way.
You still can’t. That is, you can
go indoors and scroll through a
3-D environment with textured ceiling and
floor and bare-bones [urniture. But once
again, there’s nothing to do here, save in
the Dark Citadel (where hostages can be
rescued). The size and shape of a structure
bears no relationship to the configuration
of the maze within. Indeed, all the interiors
appear randomly generated—a room-cor-
ridor-room structure that suggests experi-
ence with recent 32-bit console
games—and they roll on endlessly, until
you decide you can'’t stomach any more.

Randomness is often touted by
gamemakers as a boon to playability. But
when introduced on a global scale to aug-
ment a thin story, randomness can't re-
place the human touch. It sacrifices the
shared experience on which gamers
thrive, and reduces intimate design to
soulless algorithm. One wonders why
Maelstrom even bothered allowing the
character to look up and down. At what,
precisely, are we supposed to be looking?

Not much, I'm afraid. Not very much at
all. &

THE EDITORS SPEAK

LORDS OF MIDNIGHT

marm Jp 5

PROS [ush graphics, lnls ni chamc-
ters, huge game world and a unique
adventure/strategy blend.

€ONS Lacks emotional depth, and
despite all the pretty pictures, ends up
as cold, dispassionate and simplistic.



It’s the later part of the 1930’s and the small European monarch of
Karanthia stands on the brink of civil war. Gigantic airships, launching and re-
covering their own warplanes, dominate the skies. There is no safe haven from their
assault on your weakened and ravaged homeland. In the midst of this anarchy, you
attempt to claim the throne by extracting a pledge of alliance from the uncooperative
leaders of each community in Karanthia. Negotiation or annihilation is your battle cry.
Air Power: Battle in the Skies incorporates the best
elements of flight sims, air combat, military strategy

and role-playing in this violent fictional world. And, you'll
find stunning 3D graphics and digitized sound effects
enhance the high-resolution, fast-frame gameplay. So load
up your airborne armada and set your sights on claiming

the throne.
P@WER To Order Air Power; Batile in the Skies, call 1-800-778-2299, or visit your local retailer

" 1995 Mindscope, Inc. Air Power: Baitle in the Skiss is a trademark of Mindscopa, = <
Bﬁm N mE smgs Inc. Mindscape is o registered trademark and its logo 15 a trademark of Mindscape, MINDSCAPE w
Ine. All othor products are proputtivs of Wair respective holders, Al rights iesuived. Mindscape, Inc. 60 Leveroni Court Novato, CA 54349
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On Asteroid IF-1, you are their final hope.
Your only weapons: ICE & FIRE.
Search the complex web of icy mazes
“for clues...unlock the mystery that lies
within...and blast this planet back to life!

Developed in Moscow by the creators of
“Tetris}” ICE & FIRE is a real-time journey
that’symore than hot. More than cool. It's
the next logical step in 3D action adventure!
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REVIEW

10,000 Leagues
Off Jarget

Tsunami’s SILENT STEEL Will Have You
Diving For Cover Right From The Start

WHO HAS THE HELM? The authentic uniforms and real
submarine footage aren't enough to hide SiLent SteeL's
poor plot and gameplay.

by Kevin Turner

MMERSE YOURSELF IN A MODERN SUB-

MARINE SIMULATION AND YOU'LL FIND

YOURSELF AT THE HELM OF THE

world's deadliest sea vessel, with the

keys to nuclear holocaust clenched in
vour fist. But Tsunami’s SILENT STEEL is
not a submarine simulation. It is more like
da ('.h\‘.)()S{!-}’(.'!li'l'-{}\\'ll'il(l\"{.'Ilt.llI'L‘ ll]['{)\\"l)il{'k
from the ‘80s. The strategic thinking in
SILENT STEEL is limited Lo three choices,
presented every 15-30 seconds or so.
These choices range from the mundane,
such as whether to drink more coffee, to
the choice of whether 1o fire weapons.

If anything, SILENT STEEL is a bizarre
homage to the old text games, whose
grandchildren can be found on your local
BBS. These games (to which SILENT STEEL
obviously owes its format) presented the
player with a problem to be resolved. As
choices were made, the player either
reaped the rewards or faced the conse-

| Price: $34.95
| System
Requirements:
IBM compatible
486-66, 8 MB
{ RAM, 2 MBof
- hardidrive space, (SRS
. 256 color SVGA, N
Windows 3.1 or SII.I:Nl ﬁl
Win 95, 2x CD- -
ROM; supports all 8-bit sample playback
sound cards
Protection: None (CD-ROM)
Designer: Tsunami Media, Inc.
Publisher: Broderbund
Novato, CA
(415) 382-4530
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quences of his/her decisions. These games
didn’t use graphics, which meant that the
player was forced to lean upon imagina-
tion. SILENT STEEL, unfortunately, tries to
substitute great video for imagination, and
its designers evidently assume that players
won't mind a lack of story depth if they
have nice pictures to look at.

As a veteran submariner, | had the
added problem of trying to discern what
was happening during play. Small things,
like using sound-powered headsets in
sonar, were easier to forgive than more
major gaffes, like the game’s basically
[lawed plotline.

YOU HAVE THE CONN

You begin the game as the skipper of

the U.S.S. Idaho, on patrol in the North
Atlantic. After that, reality and S1LENT
STEEL take separate paths. As the story un-

folds, a threat presents itself in the form of

a saboteur. This saboteur plants a noise-
maker outside the hull, which, curiously,
not even the sonar man is able to detect
until later. Once discovered, the usual sus-
pects are rounded up. Meanwhile, the
sabateur closes in, and to thwart detection,
magically changes the sound signature on
the noisemaker.

Luckily, the cavalry, in the form of heli-
copters, arrives just in time to help you
unmask your nefarious foe. Unwilling to
surrender, he draws a pistol—convenient-
ly hidden in his jumpsuit—points at a tor-
pedo and threatens to blow everyone up. |
didn’t particularly feel threatened, al-
though I might have if our villain had re-
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membered to point the pistol at the war-
head. Ulumately, the crew is saved, thus
preserving freedom and justice for all.
The plot is not so much dramatic as silly,
or often just plain boring, as you click end-
lessly on screen alter screen, never really
getting involved in the action.

What's so disappointing about all this is
that the producers evidently spent a great
deal of time and money to make the game
look authentic. SILENT STEEL was shol in
South Carolina using the ships at the Pa-
triot’s Pomt maritime museum. Most of the
settings are realistically portrayed, the uni-
forms are accurate, and 1 found the actors
surprisingly entertaining. Unfortunately,
that's about as far as the "realism” goes.

From a technical standpoint, SILENT
StTEEL makes good use of MPEG technolo-
gy to provide full-screen motion video with
high-quality sound. But, before you pur-
chase an MPEG board, you will probably
warnlt to wait for a better game. In the end,
SILENT STEEL, for all its valiant effort at
playing pioneer, falls flat as entertainment,
Hopelully, the next attempted “interactive
submarine movie” will focus more on con-
tent and less on pretty pictures. €

THE EDITORS SPEAK

SILENT STEEL

RATING *

PROS Lots ol pretty MPEG pic-
tures, filmed aboard a real sub. It s in-
teractive, for what that's worth.
€ONS Mclodramatic plot, sterco-
typed roles, total lack of content.
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WHEN THE SMOKE CLEARS
ONLY HEROES REMAIN

Orion strode across the battle worn field to gather the
survivors among his victorious army. After a fortnight of
fierce combat, two of Orion’s arch rivals had been
defeated and the bounty of Tundara Castle was secure.
By day’s end his troops had been safely encamped, yet
his thirst for vengeance raged on. Only the destruction
. of the remaining warlord, Vesper the Warlock, would
tlsfy him... after all, the ambltlons of : a true He

EROES
f Might and Magic|
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REVIEW

Trvial Pursuit...
At Warp Factor Iwo

A visit to Star Trek’s “Memory Alpha”

by Allen L. Greenberg

tar Trek trivia compilations have
been multiplying faster than trib-
bles in a warm cargo hold. Today,
there are several weighty tomes
on the subject, but the most com-
plete collection of Trek minutia comes in
the form of a Simon & Schuster Interac-
tive CD-ROM. The STAR TREK OMNIPEDIA
boasts thousands of entries, photos and il-
lustrations with nearly 100 video clips.

You may “seck out any listing” by using
a “lind” mode, where the computer will
holdly go in search of entries to which you
have typed say, four letters. You may click
on associated photos to get a closer look,
or on nouns, which are linked to other
topics. Frequently, you will be informed
that a “resource” is available for a particu-
lar subject. Resources include illustrations,
drawings or animated drawings.

Just as a “subject” listing is available, so
is a list of episodes. These are divided into
TOS (I'he Original Series), ST-TNG (Next
Generation), DS9 (Deep Space Nine) and
the first six movies. Although the Starship

Star Trek Omnipedia

Price: $69.95
System
Requirements:
IBM Compatible
486-33 or better,
8MB RAM, 2x
CD-ROM,
Windows 3.1 or
Windows 95;
Sound Blaster
compatible
sound card.
Protection: None
Publisher: Simon & Schuster Interactive,
New York, NY, (800)-983-5333

Voyager figures prominently on the
packaging, there are no relerences
to that show in the data base. Simi-
larly, while there are relerences to
Star Trek: Generations, there is no
separate heading for that film.

The episode guide is nicely cross-
indexed, as is the "subject” listing.
Thus, you can click on the word
“Vulcan” and receive a listing of oth-
er subjects or episodes in which that
word occurs in the desceription. The
descriptions are not overly lengthy, but
the listing is amazingly complete.

Along with an encyclopedia and
episode guide, the OMNIPEDIA also in-
cludes a chronology which intrepidly cov-
ers a tme span ranging [rom 15 billion

years ago up through the 27th cenuny. OF

course, the Star Trek years receive special
emphasis, as do the years between our
own 20th century and the launching of the
lirst Starship Enterprise. However, the au-
thors have impressively combed the
episodes in order to find references to
events which span the entire chronology.

The OmNirEDIA features the voice of
Majel Barrett, without whom the voice of

any Star Trek computer would seem in des-
perate need of an upgrade. Five addition-
al multimedia presentations cover various
aspects of the Star Trek mythos, and are
narrated by Mark Lenard, best known as
Spock’s father, Sarek. These presentations
are fast-moving and very enjoyable.
Unfortunately, the OMNIPEDIA'S most at-
tractive [eature is also its greatest [ailing.
The program is set up to accept a limited
number of voice commands. These in-
clude “Play video,” "Scroll forward” or
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__TOPIC MODE

CAPTAIN'S LOG Trekkers can immerse themselves in every
aspect of the Star Trek universe, including the exploits of
Vulcan's favorite son and the Federation's greatest captain.

“Begin word search.” The program manu-
al predicts a 70% success rate when using
these commands. Alter quite a bit ol ex-
perimentation, I would lower that expec-
tation to about 40%. Often, one phrase is
mistaken for another, sending the pro-
gram ofl on some unrelated function.
Most users will probably elect to turn the
voice commands off, and stick to the more
traclitional point-and-click.

Obviously, OMNIPEDIA is not a game, al-
though it could have benefited Irom a
“quiz" mode. For the trivia-minded
Trekkie, however, it's dillicult to imagine a
more complete treasury of information. €

THE EDITORS SPEAK

STAR TREK OMNIPEDIA

sarme 4N

PROS The program’s extensive de-
tail, photos and videos make the most
complete collection of Star Trek infor-
mation available.

€ONS The voice recognition system
is more trouble than it's worth. A
“quiz” mode would have made it more
enjovable.

Vs



) ¥
/IN A WORLD BESIEGED BY EVIL...
" CAN A TRUE CHAMPION BE FOUND?

¢ Ultimate Role-Playing Adventure
e Invisible Full-Screen Interface
» Real-Time Combat
e Cinematic Sequences
e Smooth Character Movement

i ect frk gs

- p 1-800-251.9564.y
p ( 18-591-4136 outside the 0

' by mail: P.O. .--..j J

, gﬂoﬂywood CA 9007843021 :

o

{ v ‘; o ¥
M\‘mrlﬁ%ﬂmpu , Inc. Anvil of Dawng Hﬁﬁ;

ot b rugo ‘e redistored trademarks of New World éon‘: thia, Inﬁ? =
Bhﬂscreens shem qlual SCreens may vary, i T

&l;eaiut mn:‘lmt nﬂ:h site Gif IREAMEFORGE™
pmem v kY ’ } 3 N ERCT-A NN MAEHT

b

g

ark 0 putings
New World Computing; m%gs a wholly owned suhsidlﬂry of NT N o

Mo [ .




AFTER FOUR YEARS IN THE MAKING,
A BUDGET OF OVER FIVE MILLION
AND THE TALENTS OF MORE THAN TWO HUNDRED INDIVIDUALS...
THE ADVENTURE, THE FANTASY AND
THE MAGIC IS AT HAND.

ON NOVEMBER 8, 1995
THE EXPERIENCE BEGINS.
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Full-screen graphics let you fecl
the full intensity of vour guest.

Step into the mystery of Stonckeep and begin a

quest through dark corridors, treacherous sewers
and subterranean realms of fairies, magic and the
living dead. You'll discover a world where darkness
reigns and where you become part of an in-depth
storyline that unfolds at your command. Defeat evil,
reclaim your immortal soul and experience the
adventure that is Stonekeep.

It's an epic experience more powerful and realistic
that anything you've imagined. Using innovative

new technology, Stonekeep draws you into its dark
reaches so completely you'll
forget it's just a game. Your
hands will wield weapons of
metal and magic. You'll battle
disembodied foes, rescue
your allies from evil, liberate
a massive dragon from N
bondage and discover an
experience more realistic
than anything you've ever imagined.

An epic production more than four
years in the making, Stonekeep comes
in a very special, limited-edition
tombstone box with a hologram cover.
It also includes the first chapter in the
Stonekeep saga - Thera Awakening. a
hard-bound novella, by Steve Jackson
and David Pulver.

"By Gamers. For Gamers.” is
Interplay’s slogan and Stonekeep is

Hollywood special effects, heart-pounding music and the kind of game we've al\\fays wanted

3=D effects will draw vou into this epic adventure.

SEE YOUR LOCALI
SOFTWARE RETAILER OR
CALL I-800- INTERPLAY

AUCTUAL IEM
SCREENSHOTS SHOWRN

to play. It looks fantastic, sounds great
and tells a really good story. It's
R— one of those games you'll stay
Farli fooks P g, up playing until three in the
Trustworthy. { . morning on a work night.
fle seems to be Pl 8= pasically, it's just a whole lot of
St ['q?‘”“ , s . * fun... and to us, that's what
"]:Q‘“' l h“}'hn“‘,“ A : games are all about.
fis skill with hammer i

[ fie o5 skilled n axe and

o
==

A intelligent fournal keeps track of characters f}.p«"’p’ (:JJ_‘_

encountered amd clies vou've freard amd
actonatically maps your travels, BY GAMERS, FOR GAMERS.™
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- ) :

17922 Fitch Avenue, Irvine, CA 92714
w1995 Iterplay Productions. Stouckeep is a trademark of Interplay Productions.
All Rights Reserved. SSP1
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PREVIEW

] Gem Heads Unite

A Peek Into The Crystals And Chaos of Origin’s CYBERMACE

by Paul C. Schuytema

inding your own business,
you mutter and grumble
about the sad state of the
world as you shuffle down a
nearly empty street. Nations
are gone—corporations hold all of the
territory and have embraced a form a
capitalistic barbarism, which leaves the
“everyman” of society alone to fend for
himself. That means you. You are a no-
body, adrilt in a world gone mad.

Just ahead, an exotic, genetically en-
hanced human steps out onto the
chipped concrete.

You wonder how you will
ever compete against beings
that are bred to be superior
in every way. You loathe
everything about the fe-
line/human in his tailored
suit when suddenly, a flash
of light catches your eye. A
sniper! Someone is going Lo
take a shot at that exotic.
Without thinking, you leap
towards the cat-man, trying
to warn him, trying to tell
him to jump for cover just
as you feel the hot rush of
lead tear through your
chest. As you lade to dark-
ness, you can hear his tiger-
like growl. You're unsure of
its meaning.

A BAD DAY GETS WORSE

First, you take some lead lor some ge-
netic freak you don't know from Adam,
then you wake up in a test tube with
some weird gem gralted into your fore-
head. You ache and you're pissed off, but
somehow you sense that you're diflerent,
better than before. Such is the enigmatic
beginning of CyBERMAGE: DARKLIGHT

AWAKENING, a first person action and ad-
venture game from Origin. D.W.
Bradley, who brought us the last three
WizARDRY adventures from Sir Tech, has

joined forces with Origin to cralt a new

spin on the first-person action-adven-
ture. While others have been DooMing
and DooM cloning, Origin has been pur-
suing the brass ring ol melding first-per-
son action with a rich and vibrant

adventure story, Urtiva UNDERWORLD |
and 11 and System SHock are all excel-
lent attempts to bring these two forms of
gaming together, but the CyperMaGE

SUNDAY DRIVIN' That tanks looks like it might he fun to take out for a spin, but first
we have to lose this pesky guard.

team is striving for an integration of plot
and action that has never belore been
experienced.

Warren Spector, CyBERMAGE's produc-
er, is very enthusiastic about this game.
“Point of View games are the coolest
games in the world,” Spector says confi-
dently. "CyBERMAGE is gonna kill people.
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This is as good as
anything we've ever done.”

PULP ACTION

CyYBERMAGE strives o bring us an ad-
venture of comic-book magnitude. That
means a plot of gigantic proportions,
tons of bad guys and a tons of superpow-
ers. You begin the game with only an
inkling that you have certain gifts. And
you can see things that others can't,
namely, the shadow clouds of manna
that rise up from the steaming bodies of
the newly killed. Making
things weirder, for some in-
explicable reason, your pow-
er seems (0 grow as you step
through these ghost-like ap-
paritions,

Right [rom the start,
you're given a plate full of
questions to ponder: what is
the Darklight? Who is
Necrom? Why is there a
war? What is Sarcorp? Who
is M. Cat? Why me? Search-
ing for the answers to these
questions provides the fic-
tional foundation for CYBER-
MAGE, and it crackles with all
of the pomp and circum-
stance of a great pulp comic.

Running around and
shooting things is cool, but
running around trying to grow and de-
velop as a superhero is even cooler, In
keeping with the comic feel, Bradley is
making this game episodic rather than
using the standard level by level ap-
proach. Each episode can be seen as
roughly one issue ol the CYBERMAGE
comic.

CyperRMAGE's episodic levels throw
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PLAYING THE MOST
EXPLOSIVE REALITY
FIGHTING GAME...

AVAILABLE
IN A COMPUTER STORE NEAR YOU!
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myriad play opportunities at
the player. You can run and
shoot. You can climb into a
tank and drive it (and it really
feels like you're driving a
tank). You can even steal a po-
lice and
through the city. You can
climb down into the trenches
and fight side by side with

hovereralt soar

rebels who are trying to ward
olf the minions of Necrom.
You can fight in a to-the-
death arena combat match
(provided you can come up
with the $2,000 entry fee). Or
you can simply stand and
watch the evening news as it
plays on a news kiosk. Of
course, you also have the op-
portunity to discover and learn all sorts
of superpowers, as well as picking up
over a dozen weapons (I just love the

high-tech battle axe). The quantity of

play variations is staggering and will
surely prove to be one of CYBERMAGE's
strengths.

DEJA VYU?

Talking with D. W. Bradley about the
game left me convinced that CyBERMAGE
possesses one ol the most original stories
I have seen yet in a PC game. Translat-
ing that story to the small screen is quite
another task however, and 1 certainly

on the battlefield.

DON'T AXE ME The battle axe may not be the best weapon against this fireball-
flingin' minion of Necrom, but nothing’s finer than a nice slice-and-dice fest out

SPIRITS RUNNING HIGH Deep behind enemy lines is a great place to siphon the
souls of the dead.

hope that Origin and Bradley are up to
the task of giving this game all it needs
belore they release it.

The version of the game 1 played, un-
fortunately, didn’t quite match my expec-
tations. The first level, a familiar “escape
from the lab that’s under attack” mission,
felt too much like some of those other
first person shooters out there, where
everything is of the “hunt for switches”
flavor of activity. I've done that drill to
death already. Hopefully, this will be im-
proved upon.

Visually, CYBERMAGE is a solid affair,
offering SVGA graphics and a very de-
tailed, very large
game world.

The game en-
gine, while very
fast, is “old
school” in that is
a purely hori-
zontal construc-
tion. To be
perfectly honest,
Doom 2 and
HereTic have
better looking
levels. True, the
beautifully de-
tailed texture
tiles used in Cy-
BERMAGE are al-
most three times
that used v Ut-
TiIMA  UNDER-
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woRLD 1, but the way the lev-
els are laid out seems old
and the lack of any real an-
gles, slopes or curves really
gives the world a still, static
leel.

One thing that CyBER-
Mack does have going for it
is a4 sense ol scale and a sense
that the regions within the
game are very real and ac-
tive. When you wander
around, you get the feeling
that the world is chugging
away, going about its busi-
ness without you. Wars are
being fought, arena competi-
tions are being held, and 1
was even able to sneak under
a bridge while a tank convoy
rumbled by overhead.

HAVE INTERFACE,
WILL TRAVEL

The play interface of CYBERMAGE 1s
very nice, with a touch of originality
thrown in for good measure. Your game
screen is largely filled with your POV
window (scalable, depending on the
speed of your machine) and two smaller
windows that display your health and ar-
mor rating. Your armor display is broken
up into body regions, and shows clearly,
numerically and through color shifts, the
status of your armor. Your health display
shows your health as well as your reserves
of power (used to fuel your Darklight su-
perpowers). Tapping the Control key
brings up your hand, which operates un-
der mouse control, and allows you to ma-
nipulate your inventory as well as objects
in the world. I really like this attempt to
bring the fiction of the gameplay seam-
lessly into the interface control.

CyBERMAGE has all the ingredients to
be a killer game. The chance to role-play
a superhero as he discovers his own pow-
ers and the mysteries of his world is a
very exciting opportunity. The key chal-
lenge for Bradley and Origin lies in
bringing this story to life for the player.
If they can't, this game will be just anoth-
er POV shooter with an interesting story.
Il they do, though, this will be one hell of
a wild ride, courtesy of the powers of

Darklight. &



AMERICA’S LARGEST KILLER OF TIME

ZOOP - YOU MAY ALREADY BE ADDICTED

No one is immune
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Output of the Heart (zoopx10'?)
[gallons of blood per minute)
when man is; (Ganggreenus) {Fungusamungus)

T,
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The same Iris
after Zoop

The stages of Zoop
[what to lock for)

to2elne v 1831

{this raﬂerﬂ continues on, and sadly
always leads to one'’s demise)

It looks like a harmless video game until it enters the bloodstream
and mixes with your DNA. In order to eradicate this affliction we
must learn its moves, understand its thinking and anticipate its next
move. Only then can we begin to battle and conquer this killer.

Known carriers
of Zoop

Super NES®

Game Boy" Game Gear”
Macintosh® PC
o .
B 4
PlayStation™ Saturn™

How Zoop affects
the brain

Vi It attacks
e the frontal
It slowly lobes of the
eats at the Cerebrum
Cerebellum impairing:
restricting: iucrgemenl,
movement, | higher learning,
coordination, reason
balance

It mutates the Medulla
causing irregular:
digestion, respiration,
eartbeat
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Microsoft

| WHERE DO YOU WANT TO GO T()D.r\'l’?"'l

You play games lile a natural born gamer.
Enveloped in digital optical technology,

you fire with the accuracy of an eagle

packing high powered binoculars.

Every minuscule move you make is

transmitted quickly down the line of fire.

Every handle rotation, a new twisted
SidewWinder™3D Pro gamer viewpoint.

You and the joystick are one.

And this is one joystick that never begs for mercy,
as its optical tracking system has no moving parts

to grind or molest.

DHT | Q I E: Bullets curse when they miss, listen.
's a phenomenon known only by those who choose

a joystick that needs no re—calibration

and tracks you at the speed of light.

This is the jet black void oif the gaming experience.
This is the BideWinder 3D Pro joystick, compatible
with all LiS=DOS5Y=based and Windows®95=based games,
the elder of the SideWinder joystick family.

All the dexterity of a gaming demigod is yours to
call upon, and with one finger you vent retribution

on every shiny dark destructive heart.

MICrosort ]
|

o

85% Ulcrosoit Sozpormtlon. all rights recerved, Uicressit, ¥5-100 and Wirdows are Tegistered tradeszaris and SideWirder ard Jdhede Lo Fou Jant To Jo Today? are tradezarks o =lerosoit Corporation.




REVIEW

! Jurassic Kombat

PriMAL RAGE Fait/y‘itlb) Recreates The Combative Arcade Saurians

by Jason Kapalka

IGHTING GAMES AREN"T GENERALLY

KNOWN FOR THE ORIGINALITY OF

THEIR STORYLINES (WHAT'S THAT—

another martial arts tournament

with the fate of the world hanging
in the balance?), but Time Warner’s 'C;
translation of the coin-op hit PRIMAL RAGE
does earn points for recombinant weird-
ness. It seems that sometime in the near
future a meteor smacks into good ol' terra
firma, rearranging the continents, destroy-
ing civilization and reducing mankind to
loincloth-clad savages with a penchant for
phonetic spelling...as in, “Who will rule the
New Urth?"

Well, not these monosyllabic human lefi-
overs. The meteor also releases from their
underground tombs seven primitive gods
who promptly take over what's left of the
Earth, er, Urth. No Greco-Roman pan-
theon here—we're talking really primitive
gods: an assortment of dinosaur deities
and Kong-style giant apes. As divinities go,
these “Draconians” aren’t particularly
benevolent, being interested primarily in

Prmal Race

Price: $59.95 VTR ]

=
o

System , d
Requirements: =
486DX/25 or bet-
ter (33+Mhz rec-
ommended), 4 MB
RAM (8 MB rec-
ommended), CD-
ROM drive (dou-
ble-speed recom-
mended), 2 MB
hard drive space, VGA graphics, joystick recom-
mended; supports Soundblaster-compatible
sound cards

Number of players: 1-2

Protection: none

Designer: Teeny Weeny Games/Atari Games
Corporation

Publisher: Time Warner Interactive

Milpitas, CA

(800) 482-3766
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TERRIBLE SAURUS Lose your brain energy and you'll be stunned;

lose your life-force and you're done.

munching human worshippers and

whomping on each other. But for those of

us raised in the Catholic tradition there is
at least a refreshing simplicity to it all.

LET'S GET READY TO RUMEBLE
Theology aside, what this all amounts to
is a saurian version of your usual side-
scrolling punch-em-up—eall it Dino Fight-
er or Jurassic Kombat, Il you've visited an
arcade lately, you know the drill: using var-
ious punches, kicks and in this case, bites
and tail-whips, you try to pummel the life-
meter of your opponent (either human or
CPU-controlled) down to nil, while avoid-
ing a similar outcome for your own skin or
fur, With skillful joystick handling, you can
implement various special moves (fire-
balls, teleports, and the like), combos (sc-
quences of blows that cannot be blocked
or dodged), and fatalities (spectacular and
typically gory eoup-de-graces executed upon

fallen foes). As an extra incentive, tribes of

human worshippers watch the dueling di-
nos from the sidelines, cheering, pr;tying
and, not infrequently, getting eaten.
PRIMAL RAGE is perhaps one of the last
of the side-scrolling fighters; three-dimen-
sional games like VirTua FiGier and
TosHINDEN are swiltly becoming the stan-
dard. As such, PrivaL Race may be—for-

give me—a bit ol a dinosaur itsell. But il

50, it's a noble and classy dinosaur, a fine
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representative ol a dying
breed.

Getting down to technical
affairs, it has 1o be said: Pri-
MAL RAGE is a memory pig.
Although the game will theo-
retically run on a slow 4 MB
machine, your game will re-
semble a turn-based strategy
game rather than a non-stop
action-fest. But on a reason-
ably fast 8 or 16 MB system it's virtually in-
distinguishable from the arcade version,
though there are momentary pauses on an
8 MB PC when finishing moves are
loaded. The gorgeous Claymation-style di-
nos are smoothly animated, and every ob-
scure [acet of the coin-op game is included,
right down 1o the hyper-secret “Worship-
per Volleyball” and “Bowling for Humans™
mini-games occasionally enjoyed by the
battling beasts.

FATALITIES AND
GROTESQUERIES

And the dinos and apes duking it out
here are a motley crew indeed, ranging
from Sauron, your basic T-Rex, to Talon,
your basic raptor, to Blizzard, an icy hybrid
of King Kong, and Sub-Zero from MoRrTal.
Komsar. There's more variety in size and
body shape, and hence in combat strate-
gies, than in most fighting games—the
button that wiggers a powerlul tail slam
from Sauron will do something entirely dif-
ferent for Blizzard, who, as an ape, has no
such anterior adjunct.

Also included are all the special atacks
and linishing moves, and of these there are
quite a lew: at least six unique attacks and
three fatalities per dino. Most of these are
hideously violent—blood doesn't just spray
in PRIMAL RAGE, it forms lakes—and some
go right past “violent” 1o “grotesque.” 1



COMING DECEMBER FOR PC CD-ROM

“Best game |'ve ever
been in!" Harika, Alien

"Visually rich—
a captivating sequel!”
Fred Ford and Paul Reiche Il

Designers — Star Control and
Star Controll Il
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Star Control 3 is a trademark of Aceolade, Ine. £1995 Accolade, Inc. All rights reserved.
Created by Legend Entertainment and based upon characters created and used under license from Paul Reiche IIl and Fred Ford,
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“Eat bugs all day
and you'd think up some
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PRODUCTIONS LTD

What's next?

Heres a switch. An RPG where

you play the monsters (plenty of em).

The fair-haired, blue-eyed heroes

try to steal your treasure. You manage

the dungeon (first or third person

point of view) and hunt them down.

[hen maul them. IU's even B-player

networkable. Happy feasting.

YOU'RE THE MONSTER

P (el ™)

(for am interactive demo) hutp:/Zwwwiea.om/bullfiog himl
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There are two different ways to accomplish special
moves. The first listed is the sequence to use if you
have a four-button joystick like the Gravis Gamepad,
the second if you're using a two-button joystick or the
keyboard.

FOUR-BUTTON JOYSTICK: HOLD DOWN the appro-
priate buttons, then press the listed joystick move-
ments. 1=High Quick, 2=High Fierce, 3=Low Quick,
4=Low Fierce,

TWO-BUTTON JOYSTICK/KEYBOARD: For all moves,
hold down 1 and 3 (High Quick and Low Quick) or
both joystick buttons, then do the listed movements.

D, U, T, A=Down, Up, Towards, Away

UA, DT, ete.=Up and awaydown and toward, etc.

X-Y-Z=Tap joystick in direction X, then direction Y,
then Z

X->Y=Roll joystick from X to Y, i.e. for D->T, roll
smoothly from Dto DT to T

Moves listed in CAPITAL LETTERS are fatalities—
perform these from any location when your foe is still
standing, stunned, at the end of a match.

the spine-rippings in MorTarL Kospar
made you vaguely queasy, PRIMAL RaGE will
definitely set your stomach a-churning.
Brains are squashed, guts get lung about
like sausage, llesh is vipped, fried and cat-
en, and one combatant, Chaos (a.k.a.
“Bodily Function Man™), has a linishing
move known as the “Golden Shower.”

There is a “No Gore” toggle, but I can’t
imagine anyone ever using it. The gore is
really the point of the game, and you'll ¢i-
ther like it or go find something a bit more

Ay

DEEP FRIED DIND PrimaL Rage has plenty of special
moves, like Diablo’s oven-roaster; however some of
them are impossible with a two button joystick.

mellow 1o play.
While the designers have faithlully trans-
lated every grisly graphic nuance from the
‘ ‘
arcade, the control system has had a
bumpier ride on its way to PC-dom. II'you
have a Gravis ('i;tmcp:ld or similar four-

SPECIAL MOVES & FATALITIES

Name 4Buttons 2 Buttons/Keyboard
Armadon

Iron Maiden
Uppercut

Flying Spikes
Chomp-a-Human
GUT FLING

THE IMPALER

AUT
D-T-A
A-A-U
U-1-D
0-D-0-U
0-A-U-D

23 A>U-T
14243, DT-T-UT
2+4 A->U
all, U->T
1+2+3,0-0-DD-U
all, D-A-U-D

Blizzard

Mega Punch (long)  2-+4, A-T

Cold Breath 14+2+4, AT

Ice Geyser 14+2:+4, D-U
Throw 243, A>U->T
BRAINBASH 14244, D-D-5A-5U->T
REDEMPTION  all, D-T-U-D-U

Chaos
Grab-and-Throw
Power Puke (Fast) 144, U->T

Fart of Fury 243, T=U->A
Chomp-a-Human all, T->D->A
GOLDEN SHOWER1+3, D-D, all, A-T-A-T
THE CHURL all, T-T-T-A-A-A

AT-T
D-A-T
D-D-U
T-D-U-A
T-U-A-T-U-A
D-T-U-D-U

244, T-A T-A-A
U1
D-T-U-A
T0-A-lU
D-D-U-B-T
TT-T-A-A-A

button controller, you'll be okay as the
coin-op game also uses [our buttons, ['not,
or il you want to play against another hu-
man, both two-button joysticks and the
kevboard offer only a strange approxima-
tion of the original control scheme. More-

over, under the alternate controls, all of

the button-joystick combinations for spe-
cial moves and fatalities are diflerent from
the standard arcade version—sometimes
radically so. Some moves are actually easier
to pull off with the simplified controls, but
the more complex combos are nearly
impossible. Players used to one control
system will have a difficult time switching
over.
Other weak points include a non-exis-
tent joystick calibration program, which
means that if your stick gets out of whack
mic-game (and it will) you have to drop
out to DOS and start over. And the man-
ual is at best skimpy and at worst actively
misleading. On the other hand, PC own-
ers do get the bonus of wo new head-to-
Tug of War and

Endurance. In the former, one beast's
lile-meter goes up whenever the other's
goes down; the latter pits multiple critters

head “games™

against cach other in vapid succession.

FINISHING MOVE
In overall gameplay, PrivMaL RAGE s a
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Diablo
Fireball (Fast)
Torch

Hat Foot
Inferna Flash
INCINERATOR
EXTRATOASTY

DI
U0
ADT
IATRT]

UADDT
T

143,057
143, U->T
2+4, UA-DT
243+4.U
all, UA->D->DT
24344, TT-T

Sauron

Primal Scream 143, D-U
Cranium Crusher 1+4, D-U
Stun Roar 143, AT
CARNAGE all, A-T-A-T-A

D-U-A
D-U-D
AT

ATAT-A

Vertigo

Venom Spit (Fast) 2+4, T-T
Voodoo Hypnosis 243, A-A
SHRINK ‘N’ EAT2-+4, A-A-A, all, D-U
BOVINALITY  all, A-A-A-D-T

D-A-A
T-A-A
A-A-D-U
A-A-D-T

INTERNET USERS: For a complete listing of moves
and more information on Primal Rage, check the
Computer Gaming World Web Site
(http://www.zdnet.com/~gaming).

meticulously faithful re-creation of the ar-
cade game, and its Faults and merits are the
same as those of its coin-op parent. Some
will love the extensive combo system, while
others will chafe ar geuing smacked wvelve
times in a row without a chance o defend
themselves. And some players may prefer
the more “realistic” martial artists of S1reer
Fiairer and Morrat Kompar 2 over Pri-
MAL RAGE's saurian cast. Fighting fans sick
ol 2-D) games altogether will probably be
better off with GTE Interactive’s 3-1) I'N
FIGHTER, or a Seny Playstation with
TOSHINDEN.

On the other hand, i’ you're happy with
dinosaurs, apes, and lots of gore, well, Pri-
MAL RaGe has the field locked up. Who will
rule the New Urth? Me. As soon as [ get
that thirteen-hit combo down...

THE EDITORS SPEAK

PRIMAL RAGE

wamme S

PROS ['lawless rearcation of the ar-
cade hit, with gorgeous animations,
spectacular quantities of blood andl all
the special moves and fatalities.
cons Weird wo button joystick/key-
board controls, whopping memory re-
quirements [or optimum performance
and a poorly written manual.
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REVIEW

1 Auto Stmulation

NEED FOR SPEED Fulfills Lamborghini Dreams And Ferrari Wishes

hy Gordon Gohle

EDICATED COMPUTER DRIVERS
KNow anouT “T'ne LINE” No,
NOT THE ONE THAT GETS YOU
AROUND THE TRACK lastest, but
the one that separates “sim”
[rom “game.” What's the difference?
Well, in most cases there is no such thing
as a driving line in a “game.” Realistic el-
ements like this are usually compromised
for the sake of a quick learning curve and
blazing arcade action. But NEED For
Seien is kind of an anomaly in this [ash-
ion—it borrows some from both styles
andl thrills the senses along the way.
This Electronic Arts title is the latest sal-
vo [ired on the PC racing front, and it's
got more going for it than a cool name.
Despite some installation and gameplay
creepy crawlies that may or may not af-
lect you (I'll get into that later), this is a
happy amalgamation of driving game
and racing simulation, with some appeal-
ing extras thrown in. Its slick appearance,
professional approach and hefty fun fac-
tor more than satisly my Requirement
For Rapidity.

MNEED FOR SPEED

Price: $59.95
System
Requirements:
486DX2/66 or
better, 4 MB
RAM (8 MB rec-
ommended), CD-
ROM drive (2x
recommended), 2
MB hard drive
space, VGA
graphics, joystick recommended; supports
Soundblaster-compatible sound cards
Number of players: 1-2

Protection: none

Designer: Distinctive Software

Publisher: Electronic Arts

San Mateo, CA

(415) 571-7171

far and away the top-end
speed champ, while the
Ferrari and Toyola Supra
Turbo handle like a dream.
Of course, being a "game,”
there’re no mechanical
modilications  allowed
here—just get in and drive.
But the car physics, while
certainly not on a par with
those ol NASCAR RACING,
are quite admirable. Racing
lines do exist; taking the

REQUIREMENT FOR RAPIDITY Each car looks life-like and more
importantly, performs realistically.

NEED For SPeED has been concocted by
the old hands at Distinctive Software sta-
ble, the people who brought us TEsT Dri-
vi [ and I, Stunts, Granp Prix Circurr
and Bt ELuiort’s NASCAR CHALLENGE
(by far the best of the lot, at the time
making quantum leaps forward in both
driving mechanics and on and oll track
visuals).

MOTOR OIL OF THE CGODS
Essentially, Neep FOr SPEED gives you
a taste of the automotive good life by

putting you behind the wheel of one of

cight high performance street cars.
Transportation ranges [rom the relative-
ly mundane Mazda RX7 to a Corvelte
ZR-1 to a Dodge Viper all the way 1o the
elite ranks of the Ferrari 512TR and
Lamborghini Diablo, And this ain’t no
Sunday drive either—you’ll be pitted
against other drivers in similar machin-
ery trying their best to outrace you all
the way to the finish line.

For the most part, each vehicle reacts
in much the same manner as it would in
real life. The unearthly Lamborghini is
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proper line around a turn
will result in a much faster
time. Oncoming drifts can
be felt and corrected, and

jerky joystick movement will result in off-

rack adventures. NEED FOR SPEED is the
first “game” I've played where a
wheel/pedal combo works, let alone
works well.

However, in keeping with arcade tradi-
tion, you can bounce off the invisible
trackside border in lieu of braking, or
punt the other guy ofl the pavement be-
fore he attempts to punt or block you.
Likewise, warm tires have no advantage
over cold ones, and the pack seemns to tai-
lor their driving skills to those of the hu-
man entrants. Like I said, this isn't a
full-fledged sim. And that will certainly
suit many a speed racer out there.

The driver’s in-cockpit perspective
sports realistic dashboards, working in-
stument gauges and a visually respon-
sive wheel.  Important
performance info is redisplayed across
the top ol the screen, as are critical num-
bers such as current position, lap times
and splits. It's a good look, although
some may prefer the behind-car chase
view or even the skycam view (1 can't
imagine why).

steering
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As car handling is individually reflec-
tive of its real life counterpart, certain ve-
hicles are preferable on certain tracks,
and there're no less than seven divergent
circuits on which to test your skill. From
basic circuits (the Rusty Springs tri-oval)
to switchback-crazed routes like The
Coast and the “my-god-this-is-insane”
Vertigo Ridge, your driving skills will be
taxed in every way. There's also the little
matter of a course known as, well...I'll
keep the name a secret, but once you
manage (o win a [ull tournament, you'll
find it. Put simply, you'll know you've
found it when you blast through a drive-
thru casino at 170 mph and then hurtle
through space for about five seconds un-
der the veil of almost total darkness. Oh
yes, you will know...

TRACK THIS

Your rubber will burn on seven tracks
(four closed loop tracks and three open
circuits), comprising three segments
each. Depending on the selected race
mode, these courses are populated by
Uf.ht‘l' TACers, {)I]l{fl‘ racers Elll(] gl!l](ﬂ'i(.’
traffic, where you'll have to dodge Super
Family Trucksters and cops who will halt
your progress and issue tickets. You can
also go it alone in Time Trial mode.

CRASH BANG BOOM! No this isn't an episode of C.H.I.P.S.—it’s you totaling

that $80,000 Parsche in Neeo For Speen

Track scenery and graphics are nothing
less than gorgeous; if this isn’t the pretti-
est racing game going, I'm Rip Van Win-
kle.

Textured like the Papyrus stulfl, yet
with better clarity, richer colors and an

e ronar
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BREAKDOWN

Gameplay options include
auto vs, manual tranny, ABS (il
the car carries it), traction con-
trol, and a veritable deluge of
display  options—low-res
(320x200), high-res (640x480),
window size, image quality, car
detail, and so on. As previously
alluded to, low-res is as homely
as high-res is gorgeous, so be
prepared to run this baby on a
Pentium.

PURPLE MOUNTAIN'S MAJESTY Neeo ror Speen’s graphics are
breathtaking—in the high-res mode at [east.

ultra-smooth frame rate to boot (on a
Pentium 90, of course—anything less is
clunky and jittery), NEED FORr SPEED is a
graphical delight. Add to this tire smoke,
skid marks that stick around all race, and
spectacular end-over-end 3D collisions
that'll send your car pirouetting on its
[ront bumper before toppling over, and
you can see why I'm gushing.

Race winners are treated to some [ast-
paced original film footage of real life
motorized thoroughbreds being put
through their paces while “Winner” and
“#1" graphics blaze across the screen. Al-
ter cach race, you'll see a surprisingly
thorough  statistic
screen that details
fastest laps, top speeds
and overall times
while an announcer
barks out appropriate
congratulations,
Record holders on
each track or segment
thereof and top-ten
times are permanently
savedl.

One spilly innova-
tion is the “Highlight
racing clips the com-
puter chooses as stand-
out moments [rom

your recently complet-
ed race. Complete race replays are also
available, and a VCR-type control panel
gives access to such things as replay
speed and camera angle (from a choice
of five, which, save for In-Car, are merely
variants on the standard chase view).
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‘. Reel,” a package of

But wait (to coin a phrase)—
that's not it. NEED FOR SPEED is-
n’t just an interactive hard
drive, it's also a haven for hot car voyeurs,
Click on a car from Control Central and
NI'S ushers you into the Car Showcase,
where you have access to video presenta-
tions, beautiful still images, performance
numbers, history and mechanics. All of
this is accompanied by polished narration
and a driving rock score (if desired). Aeri-
al track views, a la Links 386 without the
fly-by, can also be accessed here.

CHECKERED FLAG

Unfortunately, all is not perfect in this
little autopia. I've experienced several in-
stallation and gameplay obstacles in my
quest for Seeep. I was initially plagued by
installation hassles, which was corrected
by replacing my CD-ROM drive (kind of
an expensive patch), and the game tends
to crash when I'm racing in Time Trial
mode. These problems have surfaced on
a number of systems, although it ran fine
on 7 of 10 different systems. EA has yet
to isolate the problem. Will you face the
same dilemma? Sadly, I don't know.

But potential bugs aside, NEED FOr
SPEED is a silky smooth monument to PC
racing, boasting mouth-watering graph-
ics and fast action that refuses to be type-
cast as strictly arcade. €

THE EDITORS SPEAK
NEED FOR SPEED
rarine N ¢

PROS Gorgeous graphics and a
great mix between arcade action and
racing simulation.

€ONS Requires lots of processor
power and has some technical quirks.
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Take on the best of the NFLI All-new player
animations and realism are your ticket to true
NFL football competition - a quantum leap over
its predecessors!
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‘ Taking It To
The Toadman

Toons And Toads Go Head To Head In BATTLE BEAST

hy Mark Clarkson

N THE BEGINNING, KARATE CHAMP WAS
THE ONLY FIGHTER IN TOWN. THE
PREMISE WAS SIMPLE, ALMOST A
metaphor for “life” if you will: two
guys went at it, loe-to-toe, punching
and jumping and kicking until one stood
alone. You controlled your alter ego with
combinations of moves on two joysticks,
and could pit yoursell against a friend or
the computer.
Now, of course, the game industry
squeezes out a new Mortal-F/X-Karate-

Fighter-2000 every nine-and-a-half

hours. Most add something (or one
thing) to the mix: blood, guts, sexy
women, weapons, secret moves and in-
creasingly exotic opponents. We've
fought as robots, dinosaurs and ghouls,
as guys made ol clay and guys made out
of balls.

AND NOW FOR SOMETHING
COMPLETELY DIFFERENT

Just when you thought—or hoped—
you'd seen it all, along comes BaTTLE
BeasT from 7th Level, the people who
brought you MONTY PYTHON'S COMPLETE
WasTe oF TiME. With terrific cel anima-
tion and a real sense of humor, BATTLE
BEAST reminds me more of LucasArts’
DAy of THE TENTACLE than Acclaim’s
Morral. Komsar. But don't worry; you
still get to duck, jump, grab, punch, kick
and otherwise hammer away at your op-
ponents,

The introductory briefing, roared at
you by the riding crop-wielding General
L. Yell Daily, paints a dire situation. The

sinister Toadman has
been breeding poiso-
nous, mutant toads and
loosing them on the city.
These killer toads are
jumping out of ice cream
cones, popping up in
bathtubs, devouring
mailmen and scaring lit-
tle old ladies right out of
their teeth, and it's only
a matter of time before
they'll be drinking your
beer and riding your bi-
cycle (lions and tigers
and toads—oh no!). The only thing be-
tween the Toadman and world domina-
tion is—you guessed it—you and your
joystick.

Lucky for you, the perfect anti-toad

Battie Beast

! Price: $49.95
System
Requirements:
IBM compatible
486 33 (486-66
or better recom-
mended), 8 MB
RAM, 256 Color
SVGA, Windows
3.1 or Windows
95, MPC-2 double-speed CD-ROM,
Windows-compatible sound card
# of Players: 1-2
Protection: None (CD-ROM)
Designers: George Grayson
Publisher: 7th Level
Richardson, TX
(800) 884-8863

o e L ; z
BATTLE

TRE Ultimate Fight caome
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FISH BATTER The Battle Beasts may be cute, but they're also
fierce, programmed warriors.

weapons—Battle Beasts—are readily
available via mail-order, They even come
in six nifty styles. Unfortunately, Toad-
man and his sidekick, Wart, have sabo-
taged their programming; the Battle
Beasts would rather light each other than
enemy toads.

“FLUSH ME DOWN, SCOTTIE"

There are six different arenas for
beast-to-beast combat including an alley,
a junk yard and a basement, to name a
few. Rather than just popping into each
arena, there's a bit of arcade action as
you race your opponent through the
murky brown waterslide of the city's sew-
er system. Whee!

Beat your opponent into the arena and
you'll get a few seconds to whack toads,
grab power-ups and look around for se-
cret doors.

In another twist on the fighting genre,
if your opponent’s kicking your bionic
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SEWER SLIDER The front portion of each battle is choosing
your arena and making it there hefore your opponent.

morphed beasts frighten
the toads away, and can’t
grab power-ups either.

Even in its cuddly, non-
morphed state, your Beast
is capable ol inflicting some
slight damage on the ene-
my. The dino spits its paci-
fier and hammers away
with an oversized baby bot-
tle while the tortoise goes
upside opponents’ heads
with his own shell (you get
the idea). Un-morphed,
you're so small that most
attacks from a morphed
opponent go right over
your head. And don’t for-
get about those secret pas-
sages; a pumped-up Battle
Beast is too big to fit
through them.

HAVE AT YOU!

Even though you get to
swal Loads [rom time to
time, the heart of the game

ANIMATED ACTION HEROES Bamie Beast has loads of great ani-

mations, like this robot Powerizer room.

butt, you can head for an arena with a
door to the Power Up Room, where you
can (and will eventually have to) reload
or upgrade your weapons and pick up
special moves like hurling trash cans or
coughing up exploding eggs. If you're
behind on points, you can make for an
area with a door to a Bonus Room for
some extra-credit toad smashing.

MIGCGHTY MORPHING EATTLE
BEASTS

Battle Beasts start out, well, cute, as
happy little puppies or sweet little dinos.
But a quick two-button combination
morphs you into Sparticus the Great One,
Nasator the Killer, or Kulapesh the Razor
Fish.

Don't be too quick to morph, though.
There’s still plenty to do while you're
small. First, spend a few seconds squash-
ing the toads that inlect every area. I'ully

15 beast-to-beast combat.
Pick a beast and head for
Boot Camp, where you can
practice your moves for as
long as you want without
ellecting your score. Once
you've mastered the sub-
tleties of the Front Flip, the Upper Cut
and the Leg Sweep, it's time to go to War!

The fight animations hearken back to
classic Loony Tune cartoons. Characters
reach behind their backs or down their
throats, magically producing enormous
hammers or fish hooks bigger than their
bodies. Eyes pop and heads swell. Plus
there are added weats, like when the wnr-
tle 1s knocked out of his shell and is wear-
ing polka dot boxers. Just watching in
demo mode is pretty entertaining.

HELLO? HELLO?

One of BATTLE BEAST'S [eatures, promi-
nently advertised on the box, is remote
head-to-head play, over modem or net-
work. Unfortunately, it ain’t there, In-
stead you'll get a blurry letter 1o the effect
that the evil Toadman had sabotaged re-
mote play. 7th Level tech support apolo-
gized, but informed me the remote
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module hadn’t been up to their high
quality standards, and so the product had
shipped without it. Never mind the fact
that their high quality standards didn’s
prevent them from putting an unfinished
product on the shelves without any warn-
ing to the consumer. An update is
promised (haven't we heard this before?).
Check before you buy.

For a game that runs under Windows
3.1, the gameplay is surprisingly smooth.
The animation lags a bit on a fast 486
with a plain vanilla video card, but rocks
along quite nicely on a Pentium.

It's a little crowded getting four hands
onto one keyboard in the two-player
mode, but the controls are well laid out
once your fingers are in position. You can
also re-configure keyboard controls, and
il you've got a joystick or gamepad, you
can use those as well,

Yarents bothered by MorTaL Kompar
may be a more comfortable letting their
kids bang away a la Dally Duck. You can
also adjust the amount of damage each
beast can withstand, equalizing play for
opponents of different skill,

Ultimately, BATTLE BEAST is another
take on a game we've already seen dozens
ol times. The extra bits

sewer racing
and whack-a-toad—seem a bit gratuitous,
and don’t add that much weight to the
gameplay; it's still the best joystick jockey
that will win the day. In the long run, it's
the outstanding animation that sells the
game. The backgrounds are great, the
characters are wonderlully realized and
the voice acting, what there is of it, is
splendicl.

And, best of all, Barrie Beast is fun to
play. &

THE EDITORS SPEAK

BATTLE BEAST
oA

RATING ***jj—\ﬁ,'

PROS Bar1LE BEAsT offers several
interesting additions to the standard
lighting-game fare, and the game’s
Loony ‘Tunes nature is a welcome
breath of humor in an otherwise dark
genre,

CONS [ails to deliver on promised
network play; cartoon-like nature is
amusing but may trn off the blood
and gore crowd.
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» COOL MiNI-GAMES
AND MUSIC VIDEOS
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SAUSAGE AND
PRIMUS.

NO WUSSY RAGE-CARS F
ONLY GOOL VEHIGLES,
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An original space adventure
combining strategy, action,

and shooting game genres.”
- EGM

Human outposts in space are
cheap targets for alien invaders, and
the Tyron Corporation has cashed in
on the defense s ms they ed to

protect them. The fact that there has never

PEACE HAS

been documented proof of alien

existence l‘.lZlS not .\'L()ppcd [IIL’[‘II FI'UI‘I]

making billions from humanity’s

fear of the unknown. An unsus-

pecting technician on a remote
mining site discovers a deadly plot
launched by the Tyron Corpor-
ation to ensure its monopoly on
lucrative government defense con-

tracts. Now considered a cthrear, the




A PRICE...

ol ""Z' ) as - Ty B arl s 1vide e . . " . . :
technician has  the lyron Corporation’s undivided “CON 5 is available on multiple platforms including:
attention. With the full might of the corporation on his PC CD-ROM, Sega Saturn, Sony PlayStation and 3DO.
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out before the co;'pofa[i{)n gets him. * Play from a defensive persp ur best offense is your defense.

= Surround yoursell with high-end, digitized sounds.

Call 1-800-771-3772 for informartion on Game Rating,

(;’# @ LG Electronics
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REVIEW

Mel and Dok's
Annoymng Adventure

The First, And Hopefully The Last, DyNASTY Game

hy Martin E. Cirulis

'S NICE TO KNOW THAT AFTER YEARS
OF COMPUTER GAMING, THERE ARE
STILL A FEW MYSTERIES THAT CONTIN-
ue to elude me. The one on my
mind today is why the span of the
Atlantic Ocean has such a dire effect on
the evolution of computer games. PC
games that were primitive years ago here
are hot stuff on the other side of the
pond, and the European products that
hit our shores have a tendency to be..a
bit odd. Sure, English soltware has had
some big hits the past couple of years—
N-Com and Macic CARPET come Lo
mind—nbut it seems that once you hop
across the Dover ditch and start switching
languages, things start to get a bit weird.
A case in point is THE LasT DyNastTy
(TLD), the ads for which would have you
think is a new space sim. Seconds alter 1
booted this Sierra sci-fi title, though, |
knew that 1 had one ol those odd Euro-
imports on my hands. And the more 1
got into things, the more I realized this
game was not going to clear up any mys-
teries for this Colonial, but only deepen
them.

CAUTION...ENTERING SILLY-
SPACE

TLD fairly drips with live-action video
clips shot against painfully unrealistic
computer-generated backgrounds. It be-
gins with two gentlemen named Mel and
Dok, engaged in some sort of satellite
launch, from what looks like their Ham-
burg apartment. After a litde snappy pat-
that match  the lip
movements, you, as the square-jawed

ter doesn’t

Mel, try out a simulator helmet, which
serves to introcduce you to the space-com-

bat segment of the game.

Alter this dubious
pleasure, you discover
that Mel has beat out a
decade of SETI and re-
ceived an alien commu-
niqué, indicating that
the two of you should get
ready lor a long trip.
The passage of a few
hours finds our intrepid
pair atop something sus-
piciously close to Glas-
tonbury Tor in England,
where Mel greets the his-
torical arrival of an
alien starship on Earth
with the immortal
words, “It's a flying cowpatty!” Of course,
it's not all fun and sound bites, as the
cowpatty has been followed by angry red

fighters with poor aim. Amidst the din of

alien vessels and exploding terrain, the
faithful Dok clears up your confusion by
shouting, “Into the white vessel! They're

Price: $59.99
System
Requirements:
IBM compatible
486-33 or better,
8 MB RAM, SVGA
graphics, 4 MB
hard drive space,
2x CD-ROM,
Windows 3.1;
supports Windows
compatible sound cards

Protection: None (CD must be in drive)
Designer: Coktel Vision

Publisher: Sierra On-line

Bellevue, WA

(800) 757-7707
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DIE KILRA—D0OPS! WRONG GAME At times, Last Dvwasty looks like other
cool space action games, but that's where the the similarity ends.

the good guys!”

From here, things actually get less in-
teresting, as you are laken to some planet
with a silly name, to meet a King with a
sillier name, who announces that you are
actually an abandoned Prince. It seems
that the King of Planet Silly holds in his
head the extremely powerful and siun-
ningly generic “Ultimate Knowledge,”
which, while never quite described, gives
its wielder the right to rule the Galaxy
and wear that great “Holder of the Uldi-
mate Knowledge” t-shirt. Unfortunately,
it seems that all this power wasn't quite
enough to hold off some Galactic Baddic
with vet an even sillier name. Fearing it
would fall into the hands of evil, vour
fairly gutless father split the Ultimate
Knowledge in two (with the Cleaver o
Ultimate Knowledge, I guess), and
placed it in the heads of you and your in-
fant brother belore sending the two of
you into hiding out in the boonies of the



“Witchaven is a ground-breaking 3D Fantasy Action/Adventure...”
iy Dimension 3

me Head Monthly’s “Best of lntemet”!l
~ Pacific HiTech

Oescend INTO A DARK
AND GRUESOME
NIGhTMaRE!

A FIRST-PERSON,
mMeDIEVAL ACTION
A0VENTURE WITD
ROLE-pLAYING
elemeNTs

F Wislll medisval Iland-lo-lland
weapans, cast spells & drink powerful
polions.

mp and fly! Using the powerful -
ngine, exclusively licensed

L ognE, + Explore tunnels, crypts, lava pits and
i stunning SVGA graphics and a fully- secret chambers in dozens of intricate
mlfdared 3D cinematic introduction. maps with endless puzzles and plots.
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America Online (Keyword: Capstone);
engine Iicegsed from 3D REALMS ENTERT; ENT. Wiﬂn. Caps

Soltware Creations BBS (508)365-0352;

Capstone
e = — To Order Gall: ’?@”

The Pinpacle’of E&teﬂainment Software are trademarks. raCorp, Irw :
< is !It ST Circle Reader Service #56 {800) INTRACO
= g AT



galaxy. Your tech buddy, Dok, it turns
out, is really an Imperial Squire sent to
protect you in your ignorance on Earth.

Well, all good things must come 10 an
end, and the Bad Guy with the even silli-
er name has found your brother and
sucked out his hall of the Ultimate
Knowledge (probably with the Ultimate
Knowledge Suck-O-Matic from Ronco).
Your chronically frightened father has
decided to yank you out of hiding and
protect you in some stronghold, but be-
fore you can say “young hothead,” you
disobey orders and take Dok and your
starship on a crusade to gather allies, res-
cue your brain-sucked brother and defeat
the Bad Guy.

Yes, you've come a long way, Baby.

SON OF INCA-DINKA-DOO

While this Windows game claims no of-
ficial connection to those odd, but pretty,
INcA Euro-games, it would take OJ’s de-
fense team to quell my suspicions that we
were looking at some pretty direct lin-
eage. Almost all the things that made

COMBATUS INTERRUPTUS Cinematic scenes, while very pretty, always
interrupt the action sequences. All this eye candy, unfortunately, isn't
nearly filling enough.

INCA annoying are present in "TLD: long,
boring, poorly written, live-action narra-
tive phases, arcade sequences interrupted
at the darnedest times by superfluous an-
imations, stunning graphics, and a weird
save game system. To top it all off, a cou-
ple ol the backgrounds looked suspi-
ciously familiar.

To its eredit, TLD is actually far more
coherent than its stylistic predecessor,

and does try hard to mate adventure
games with space sims. Their efforts
should have yielded a game that lets you
walk around, pick up swll and solve puz-
zles between missions in WING COMMAN-
pER. Unfortunately, the quality of the
components really isn't up to the task,
and together they just highlight their in-
herent weaknesses instead of comple-
menting each other, This problem is
exacerbated by the fact that the game
ships on two CDs, one for the space-sim
and the other for the adventure game,
which smacks you in the face every time
the game switches gears. “Seamless” is
not a word to be used here.

The space-sim portion looks good for
a few moments. "The ability o tailor the
readouts on your HUD is really appeal-
ing, and i's nice 1o see a starfighter with
a wealth of targeting data available, in-
stead of the usual SPAD cockpit you get
in other games. This [eeling begins to
evaporate once things start to move, and
the great-looking enemy ships reveal
themselves to be 2D eutouts that clumsily
switch to a limited num-
ber of aspect views as
vou fly by. This is to
sims as the old Spider-
Man cartoon was to ani-
mation. 1l the sull feel
of things wasn't enough,
you have a neon-erotic
Bitching Betty for a
ship's computer, who
rapidly becomes te-
dious. Worse, just when
the action starts to gel
heavy, you are suddenly
yanked out ol the game
for a two-sccond ani-
mated replay of you
blowing up the encmy
that you already saw
blow up [rom your cock-
pit. In case this wasn't enough, there are
also animation clips every time the ene-
my sends reinforcements, and when a
fighter overshoots you. There may be a
way of turning ofT this dislocating feature,
but I couldn’t find any reference to it; so
it was teeth-gritting time every 20 sec-
onds or so.

The adventure game parts are better, if

uninspired. You travel about beautifully
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rendered sets, achieving fairly clear goals
for cach “mission.” The “puzzles” are gen-
erally suaightforward and usually require
only cleverness, as opposed to the clair-
vovance of the usual adventure game.
Movement is handled very much like in
7th Guest, where the mouse pointer shows
which directions are available and scenes
flow past in a cinematic way. Combat is vir-
tually non-existant, and weapons only
serve 1o solve certain situations; 1.e., a laser
can drop the guard at the door, but has no
effect on a security-bot that must be dis-
posed of using some clever trick. While
adequate, I don’t think the Internet will be
burning up with talk of how fascinating
the adventure portions ol TLD are.

“JANE, GET ME OFF THIS
CRAZY THING!”

Il this game was a big hit in Europe,
then I guess it all comes back to the mys-
tery of dillerent sensibilities and expecta-
tions of a game. For all the glitter, THE
LasT DynasTY doesn’t offer anything
more than you could have found on an
Atari ST ten years ago, and the endless
video clips leave the player feeling like
flotsam carried away on the raging cur-
rent of unchecked multimedia. If a game
is going to force you into a dorky, cliched
character, the least it can do is give you
some control over that character’s des-
tiny, instead of forcing you to watch him
say and do dumb things.

While T am all in favor of experiencing
other cultures, I am afraid this game re-
mains so much fried snails and fish eggs
for me. €

THE EDITORS SPEAK

LAST DYNASTY

RATING *

PROS Unlike some Euro-software, it
does attempt to blend action and ad-
venture elements. Starfighters have a
nice HUD display.

€ONSs Combat is inexplicably inter-
rupted by useless animation, The sto-
ryline and characters are loopy
enough to play on Mystery Science The-
aler 3000, though they're nowhere
near as [unny. Having to swap CDs
whenever the game shifts to its alter-
nate mode is a nuisance.
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“An epic fantasy
adventure of the kind gamers
have yet to experience.

The depth and size of the world
is beyond description.
Be prepared to be totally

Experience
P immersed!”

this heroic epic

—STRATEGY PLUS zi
of monumental A magazine

proportions. To play, visit
LORDS OF your local software

retailer or call
llzfgl?gzﬂaiHT 1-800-695-GAME.
enormous G

fantasy world
to life.

D( JMARK

www.domark.com/domark

ORDS ¢ MIDNIGHT

Check out these other hot titles:
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Call Toll
Fres to

800-699-4263

POBox 234 Dept10462 Rochester, VT 05767  Fax 802-737-3332 Int’l 802-767-3033 Source 10462

Meliinedia

'GREY WOLF' is
commissioned for
service, and you
have been selected
to captain the ship!
Your mission is 1o
patrol the Atlantic
and accomplsh the
impossible. Stop
the convoys, avoid
the destroyers,
fngates, depth
charges, and the
big guns lrom
the battle-
ships. CD S26

‘THE DIG’ A team of astronauts are Iransporled o an
alien world where they uncover artifacts ol an ancient, yet
advanced civilization. They must sift through the nuins
and assemble the lechnology 1o get them home. CD $44

'WORLD CIRCUIT RACING: GRAND PRIX 2' Fend off

challengers at Menaco or blast down the straightaway al
Monzal Feal tracks, real teams, real cars, real sponsors

all in breathtaking, lifelike graphics,

cDss

‘D-DAY: AMERI-
CA INVADES' Thes
game includes a
classic scenario
from the original
Utah Beach game,
plus all new graph-
ics, maps, im-
proved  game
mechanics, play by
E-Mail and a cam-
paign game that
combines  the
bl ood.y
Utah/Omaha land-
ings. CDS$39

‘ADVANCED CIV-
ILIZATION' You
start at the dawn of
history and lead
yaur saciety
through the mists
of time fo the age
ol the cviized stale
{B0O0D B.C. to 250
B.C)). The objecl is
o gain an overall
advancement in
which culfural, eco-
nomic, and politcal
faclors are para-
mount.  CDS$34

IUrBER A

KW,

(A

‘lm

'UNDER A
KILLING MOON'
Transports you to
the virtual world of
the feisty detec-
live Tex Murphy.
New features
allow you o save
and splice scenes

. An amaz-
ing level of detail &
freedom of move-
ment make this
game visually
and aurally stun-
ning. €D $39

IBM HARDWARE IBM HARDWARE IBEM ACTION IBM ADVENTURE

AUDIO HARDWARE
AdLib Sound Card 529
Advanced Gravis ACE $79
Allec ACS 150 Swir  $109
Altec ACS 3 Spkr Sys $179
Allac ACS 300.1 & SW 5199
Altec ACS 500 Spkr 5349
Altac ACS 53 Spkrs  $139
Audiophile Ref 30 A $188
Audiophile SW20 A 5139
EZ Sound 510

Jazz J Spkrs Call
Koss HD Spkrs Call
Labtec CS Spkrs Call
PC Symphaony Adlib CmpS28
Pro Audio Spectrum Plus $89
SB 16 MCD (ASP)  §172

SB 16 MCD (N ASP!!) 5138

SB 16 Value $95
5B 32 AWE $263
SB 32 AWE Value Ed. 5159
SB Pro Value 574
SB Value S57
SG BX2 WSpkrs $29
8G NX2 WSpkrs 549

SG MXPRO 16 MM 5299
SG NXPRO 16 wSCSI$139

SG NXPRO MM Kit 5199
Sound Man Wave 125
Sound Scape 16 Bt 3159

Sound Source 59
Stealth 84 2 MB DRAM 3201
Stealth G4 4 MB VRAM 5519
Yamaha SBS 300 Spkr 888
VIDEO HARDWARE
SpeedStar Pro B Card $179
Speedstar Gmes Kil ea S169
Vivid 3D Plus Sound ~ §72
Vivid 3D Pro 5105
Vivid 3D Studio $105

cow nmst

CD ROM DRIVES
4 Plex Quad Speed 429
Digital Edge 3x Int CD $699
Mitsumi Quad Speed 3215
NEC 4XE Multispin Ext $489
NEC 4xi M-spin wil-lnceS$489
MNEC Multispin Bxi 3479
Plextor 4 Plox 4x | wic $439
Plextor 4 Plex 4x Int 8329
Plextor 6 Plex Gx It~ $529
SB Discovery CD 16 $249
8B Gameblaster CD 163378
SB Omni CD (2X) Ext $369
SB Omni CD (4X) 412
5B Omni CD Drive (2X)$207
SB Omni Drive (3X)  $329
Teac Super Quad (4X)3220

CONTROLLERS
American Laser Gun 543
Auta Cockpit 5159

Batter Up: Vi Baseball 552
CH F-16 Combatslick 863
CH F+16 Fighterstick ~ $95
CH F-16 Flightstick £a9
CH Flight Stick 3
CH Flight Stick Pro 554
CH Gama Card 3 Aulo 525
CH Mach 3 Joystick  $25

CH Pedals 546
CH Pro Pedals 574
CH Pro Throltle $79
CH Throttle 363
CH Trackball Pro §85
CH Virlual Pilot Pro 375
Cyberman $46
Dolphin Virual Helm  $138
Flight Cockpit $219
Flight Control Stand~ S18
Game View 599
Game Zappor 847

CONTROLLERS
Gravis Anolog Joystick  $24
Gravis Anolog Pro Jslick$33
Gravis A Pro w/iDescent $36
Gravis Eliminator G-card$19

Gravis Firebird 5509
Gravis PC Game Pad $19
Gravis G Pad wiDescent $27
Head-to-Head Cable  $24
Jel Stick 24
Joystick Ext or ¥ Cablo 89
Joyswitch 338

Logitech TrekMan Live5139
Logitech WingMan 526
Logitech WingMan Ext $45
M-solt Natural K-board $91
Motebook Gamepart 342
PC Vinual Golf Club  $119
Spaceball Avenger 5139
Suncom F15 Eagle 3118
Suncom F15 Hawk S0
Suncom F15 Raptor 852
Suncom F15 Talon 77
Suncom SFX Cnlrl wisws24
TM Driving System T1$110
TM Driving System T2 §110
TM F16 TQS (Throttle) $110
TM FCS Pro $99
TM FLC System (F16) 3110
TM Flight Systm Mark 11559
TM Game Card (ACM) $25
TM MK2 Flight Sys Bun $64
TM Pro Play Golf Sys $559
T Rudder Syslem $99
TM Weapn Syst Mark 2 $89
TM XL Action Controllers24
TM XLC Joystick Bundle $44
Tatal Conltral Virt Cntrlr $29
Universal Cockpit $219

1001 Mghts of Doom CD$19
4X Franzy 549
4% Frenzy CD 348
Castle Wolfenstein CD 524
C Wollenstein 3D Msn 2818

DiZone 1 CD $24
DiZone 2 CD 24
Death Day GD 514

Doom 1 & 2 Toolkil CD $12
Doom 2 Collectors CD  §52
Doom 2: Hell on Earth  §38
Deom 2 CD $43
Doom 2 Missions GO §22
Doom Accessory Pk CD $19
Doom Helper 1 CD s22
Doom Helper 2 CD 818
Doom Ware 1 CD 525

Doomsday Collect CD  §12
Duke Nukem 3D 835
Hurl CD 526

Magic Carpet 2 GD 544
Magic Carpet Data CD 522
Magic Carpet Plus CD $43
Maximum Roadkill CD 342
Nerves of Steel CD $22

Quarantine CD 525
Rise of the Triad 534
Road Warrior CD £30
Auins CD 544
Shadow Warrior CD $44
Skull Cracker CD s

Space Hulk 2 CD $40
Star Trk Generalion CD 541
System Shock CD 547
Tek War CD $46
Tek War Special Ed CD$52
Twisted Metal CD S42
Ultimate Doom N
Ultimate Doom CD L

VFX 1 VR Headg $849

Wart ner 40K CD 344

10th Planet CD S44
7ih Guast CD S44
7th Guest 2:11th Hr CD $53
Adlib Gold Sound Card $99
Adrenaline Faclor CD 335
Adv Willie Beamish CD $24

Allen Alley CD 544
Alien Alliance CD S48
Align Trilogy CD 546
Alien Virus CD s38
Aliens CD 544

Alone in the Dark CD  $28
Alone in the Dark 2 §25
Alone in the Dark 2 CD $40
Alone in the Dark 3 CD $44
Archangel CD 24
Atmosfear WIN CD s28
Beneath Steel Sky CD 528
Big Red Adventure CD S40
BioHazard Five CD 47
Bioforge CD S44
Black Diamond CD S44
Blackthome or CD 5328
Blake Stone or CD s28

Blind Date CD g25
Bloodnet CD RS
Bloodwings CD S44

Blown Away WIN CD 839
Blue Force: Mext of Kin $19

Body Count CD £29
BrainDead 13 CD 538
Buccaneers CD 548
Bureau 13 CD 333
Burn Cycle CD $39
Cadillacs & Dino's CD 848
Calia 2095 CD 547

Champions of Krynn CD $16
Chronomaster CD 547
City 2000 CD 819
Commander Blood CD 339

Commander Keen 519
Companions of Xanth  $32
Companion of Xanth CD $33
Conspiracy CD 530
Corridor 7 CD $29
Creation CD §52

Crealure Shock CD $25
Critical Path WINCD 519

Crossfire CD S44
Cyberia CD 345
Cyberia 2 CD 348
Cybarmage CD S44
Cyberwar CD 548
Daedalus Encounter CD $47
Damnesia CD $36
Damocles or CD $35
Dark Forces CD 547
Dark Seed CD $20
Darker CD $36
Darkseed 2 CD $42
Day of Tenlacle or CD 514
Death Gate CD 534
Defcon 0 CD 530
Depth Dwellers CD 29
Dinonauts CD 529
Discworld or CD $35
Dracula s32
Dracula Unleashed CD $28
Dune CD $29
Dust CD 342
Ecstatica or CD $35
Elmania CD s19
Entombed CD 335
Entomorph CD S42
Eric The Unready CD 519
Evolution er CD $29
Extractors CD 834

Fade to Black CD $47
Fighting Fantasy GO $40
Flash Tralfic CO 539
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OVERNIGHT SHIPPING in US $4 per order. Mail to Canada, PR, HI, AK, APD, FPO &4 per
order. Worldwide airmail $6 per item. Handling 52 per shipmenl, Hardware orders may requira
addilional shipping charges. All sales final. Call for details.

Visa, MC and Discover accepted. Checks held 4 weeks. Money Orders under 5200 same as
C COD £8, Defoctives. replaced with' same product. Most items shipped same day.
Shipping limes may vary. Price { availubillty may change.

FREE GAME OFFER"

See detalls below

E Crystal Calibuirit

‘WARCRAFT 2
Retum to the word
of Warcraft, whera
the batlle between
the evil orcs and
the noble humans
rages on. With
powerful new alies,
lemifying new crea-
tures and ingenious
new weaponry, the
struggle for the
domination  of
Azercth continues
over land, sea and
alr, CD 546

'CRYSTAL CAL-
IBURN' A truly
great pinball game
i5 more than great
graphics and spec-
tacular sounds,
more than the lat-
es! arcade features
Ike 3D ramps and
three multi-ball
play, more than
fast ball movement
and precise fipper
control, it's one that
keeps you coming
back for more. $29

"ANVIL OF
DAWN' Filled
wilh suspenseful
encounlers, the
player controls
one ol five
champions that
are left in a world
taken over by
lhe dark armies
of an evil war-
lord. 100 inge-
nious characlers
and monsters and
a full screen inter-
face! CDS34

*The greotes)
U

‘LINKS PRO 386

Pl kel CD' The most

award winning golf
game in software
history has now
been enhanced for
the CD platform.
From tee o green,
Links 386 CD is
unrivaled in recre-
ating a true golfing
experience. Play at
Hilten  Head
Island or Banff
Springs Resort,
Canada. CD $19

FREE

INTERACTIVE
ENTERTAINMENT

Rocoive an episede of Interactive Entertainment CO ROM maga-
zing FREE with any In stock CD AOM saftware order, Offer sub-
joct 1o chango or cancellation without notice. Vahd from 10/1/85
1o 11/30/85 or while supplies last, Quantities limited.

*FREE GAME OFFER

Spend the spacified amount on any in stock software and
choose a free IBM game Irom the corresponding list balow.
Request must be made at time of order.

SPEND $60
Airborne Ranger 5.25, Captain Bleod 3.5, Congquered
Kingdoms Scen 1 3.5, Gunship 5.25, Mercenarios 5.25, Net

Cruiser CD, SDI 5.25

SPEND $100
A.T.P. 4.5, Challenge of 5 Realms 3.5, DHAGON Force
3.5/6.25, Dr. Floyd's Dosktop Toys 3.5, ESPN Sporis
Shorts CD, Flight Sim Toolkit 3.5, The Horde 3.5,
MacArthur's War 3.5, Megalortress 3.5, Megatravallor
Zhodani 5.25, Precision Approach 3.5, Railroad Tycoon
3.5, Retum of the Phantom 3.5, Storm Across Europe 5.25

SPEND $160
Alone in the Dark 3.5, Baltles ol Destiny 3.5, Blood Bowl
CD, F15 Strike Eagle 2 3.5, Rules of Engagement 5.25,
Sall Simulator 3.5, Silent Service 2 3.5, Simon the Sorcerer
4.5, Star Trek Judgement Rites 3.5, Total Control Virual
Controller, Ultima Underworld 2 3.5, Walls of Home 3.5,

Worlds al War 3.5/5.25

SPEND $200
Complete UMS 3.5, Falcon 3.0 3.5, Harpoon Classic €D or
WIN CD, Harpoon 2 3.5, Jutiand CD, Links Pro 386 CD,
Maxx Control Flight Stick, Under a Killing Moon CD,
Univarsal Neverlock 3.5, V Victory: Market Garden 3.5

FREE SHIPPING

Place an order for an out of stock software item and raciove
FREE overnight shipping when tho product bacomes avail-
able, Handiing 52 per shipment.

IBM ADVENTURE IBM ADVENTURE IBM ADVENTURE IBM ARCADE

Flashback CD $35
Flight of Amazon Queen $19
Fortress of Dr. Radiaki $25

Fourplay WIN $19
Fox Hunt CD S44
Frankenstein WIN CD S48
Freddy Pharkas s24

Froddy Pharkas GO §32
Fred Pharkas 2 or CD 544

Freelancer 2120 £35
Freelancer 2120CD 341
Full Throttle CD 546
G-Nome or CD £43
Gabriel Knight §20

Gabriel Knight CD 542
Gabriel Knight 2 CD 548

Gadget CD 845
Gateway 2 S24
Galeway 2 CD g29

Gender Wars CD s48
Gobliins 1-3CDea $19

Gobliins 4 CD s25
GrailQuest $17
Guilty CD 535
Guy Spy OEM CD $19
HardJack CD £48
Harvester CD $42
Heart of China $12
Heart of Darkness CD 855
Hell CD 545
Hell Cab CD $38
Hellraiser CD $52
Herelic 2 CD 546
Heretic w/Ext Levels CD 846
Hired Guns 536
Horde 812
| Have No Mouth CD 544
lee & Fire CD 548
In the First Dagree CD  S44
Inca CD $19
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Inca 2 or CD §19
Inca 3 CD s39
Indestructibles CD 544
Indy Jones 4 819
Indy Jones 4 CD $15

Inherit the Eath CD 524
Into the Shadows or CD $48
Jagged Alliance 342
Jowel of the Oracle CD $39
Johnny Mnemonic CD  $41
Jonny Quest $26
Jourmeyman Project CD$39
Journgyman Prict 2 CD 555
Jurassic Park $29
King's Quest 6 CD 245
King's Quest 6 CD 529
Kng Quest 6 Upgrde CD $24
King's Quest 6 VGA  $45
King's Quest 7 CD WIN S48
King's Ransom CD 83z
Kingdom O Magic CD  $54
Knights Chase CD S42
Kronolog: Mazi Paradox $19
L-Zone CD $40
Labyrinth of Time CD §24
Landsof Lore2CD  $46
Lawnmowor Man 2 CD 849
Legend of Kyrandia 524
Legend of Kyrandia CD $25
Legend of Kyrandia 3 CDS28
Leisure Suit Larry 1 s519
Leisure Suit Larry 6 $39
Leisure Suit Larry 6 CD 544
Leisure Suit Larry 7 CD $44

Leisure St Larry Anth CD 847
Lion CD $39
Lion WIN CD 8§39
Loadstar CD 549
Lost Edon CD 539

Lost Files of Sherlock  $15

Los! Files of Sherlock 2 $44
Lst Mind of Dr Brain CD$36
Lst Treasures of Infocom $29
Lst Treasure Infocom 2 19

Lost in Time CD 519
Lost in Town CD 544
Maabus CD s25
MacBeth:The Game CD $35
Man Enough GD $34
Mirage CO 40
Mission 9 CD 544

Mission Critical CD 534
Menstrous City CD S44

Morph Man CD $25
Mortimer CD 542
Myst CD 348

MNecrobius WIN CD $40
Nibelrung Ring Cycle CD $39

Night Trap CD $48
No World Order CD ~ $24
Noctropalis CD 847
Nomad COD 536
Qdyssey CD 544
Offensive CD 534
Operalion Body Count  $29
Out of this World 519
Out of this World CD ~ $30
Pagemasler CD 544

Pandora Device CD  $54
Panic In the Park G0 §39
Phantasmagoria CD  §53
Pitiall WIN 95 CD §43
Police Quest 3 s24
Police Quest 4 $38
Police Quest 4 CD S44
Police Quest 5 CD 548
Power Dome CD S48
Prince of Persia 2 529
Prisonar of lce CD 542
Promised Land CD 541

Psychic Detective CD 44
Psychalron CD 817
Psychotron MPEG CD  $38
Quantum Gate WIN CD$19
Quesl for Glory 3 8524
Quesl for Glory 4 529
Quesl for Glory 4 CO S44
Quest tor Glory 5 CD S44
Re-Elect JFK CD §32
Relentless CD 844
Return to Zork 335
Return to Zork CD 544
Return lo Zrk w/Anth CD S44
Return to Zork CD 545
Riddle of Master Lu CD $49

Riftwar Legacy 323
Ringworld CD $19
Ripper CD $49
Rivers of Dawn CD 341
Robet City CD 546
Sam & Max CD 516
Scroll CD $38
Sea Legends CD $34

Secret Monkey Island  S25
Secrat Monkey Island 2 $21
Secrels of Stargate CD S28
Sentient CD $37
Shadow Caster S18
Shadow of I' Comet CD $25
Shadows WIN CD S40
Shadows of Caim CD 839
Shannara CD 534
Silverload CD &3a
Simon the Sorcerer 519
Simon the Sorcerer CD 833
Simon 1" Sorcerer 2 CD 337
Slaughterhouse 5 CD 546
Space Quest4 CD 315
Space Quest 6 CD 545
Space Ship Brainlock CDS48

Circle Reader Service #68

Spaceship Warlock CD $29
Spawn CD 542
Star Trek:25th AnnivisryS26
Star Trek:25th Ann CD 549
Star Trek:Judge Rites  $15
Star Trek.Jdge Ritas CD$42
Star Trek: Academy CD$46
StereoWorld CD 8§39
System Shock §41
Terminator 2029 CD $29
Terminator:F Shock CD $44
Terra Nova:S Force CD $41
Teror of Deepor GO $36

The Dig CO 544
The Prophecy $19
The Tnal 844
Thief of Dreams 342
Tong Nau CD $37
Touche 839

Trouble is my BizCD  $46
Under a Killing Moon CD$39

Urban Decay CD 539
Vifuoso CD 539
Virus CD 837
Veid Pirates CD $43
Vorlex CD 45
Voyeur CD 546
Wetlands CD s29
Who Killed Sam Rupert 316
Witchaven CD 546

Woll:Hunt or Be Hunted $39
Wolt:HuntBe Hunted CD $33
Waolves of Moordeth CD $39
Woodrulf& Schnibble CD $32
Wrath of the Gods CD $36

XS CD S48
ZCD S48
Zeram:Ultimate Alien CD 834
Zombie Dino CD $30
Zomo CD £39

30D Ultra Pinblall CD  $40
5th Dimesion CD $19

ALG Bundle CD 545
Aligns Ate My Babysitters27
BC Racer CD s25
Balman Forever CD 344
Battle Beast CD $44
Breakthru WIN §35
Brutal CD $33

Cannon Fodder CD $23
Chaos Engine CD g18

Clayfighter 2 CD §35
Corpse Killer CD §35
Creepers s24
Crime Patrol CD $25

Crystal Caliburn WIN 29
Crystal Skulls CD 540
Double Switch CD Sa4

Dragon's Lair CD 534
Dragons Lair 2 CD S38
Drug Wars CD 525
Eight Ball Deluxe 829
Extreme Pinball CD 540
FX Fighter CD S44
Fast Draw Shwdown CD$37
Go-Man 47 CD Sdd
Gaobliiins S16
Gaoblilins 3 $19
Gorg CD 519
Hammer Slammers CD $46
Hive CD S44
Hodj & Podj CD 825
Ishar 3 $33
Judge Dredd CD sS40
Jump Raven CD S42
Jurassic Park CD 825
Lobo CD 534

Lode Runner Niwork CD $40
Lode Runner WIN $19
Lode Runner WIN CD - 8§39

CGW 115 o



CHIPS &BITS nc. = 800-699-4263

POBox 234 Dept 10462 Rochester, VT 05767

Fax 802-767-3382 Int’l 802-767-3033 Source 10462

‘PAX IMPERIA
2' Control every
aspect of a civi-
lization on the
varge of entering
the vast frantier
of space. Eco-

nomics, re-
search, espi-
onage, explo-

ration and diplo-
macy are the
tools you'll use to
create and main-
tain your galactic
empire. CD S46

‘F-16 FIGHTER
STICK' Features
the most realistic
Falcon jet stick grip
ever! When used
in conjunction with
the Pro Throttle all
20 butions become
programmable for
a total of 40 func-
tions at your finger-
tips, providing the
ultimate in hands
on throttle and
stick combat Ily-
ing. $95

v E‘? TIEeTTee,

(TR

‘STONEKEEP’
Immerse yoursell
in an epic adven-
ture. You'll feel
like you're using
your own hands
and feet as you
battle disembod-
ied foes. 3D ren-
dered dungeons
and creatures, full
sereen graph-
ics, 13 sepa-
rale domains
and an aulo-
map. CDS§50

‘METAL LORDS:
THE INNER CIR-
CLE' Millitary con-
quest and a wida
range of missions
lest players as they
strive to become
the ruling Duke of a
torn empire. Ten
royal houses vie for
domination of the
empire, where
diplomacy and
expansion are the
key ingredients for
success. CDS34

‘BATTLES IN
TIME' Warfare is
not won based on
any one single
element, it is a
delicate balance
of all relevant
components.
Maneuver ammies
as a whole, create
diversions and
control how and
where armies
will do battle in
the strategic
map. CDS35

‘TOP GUN'
Relive the awe-
inspiring experi-
ence of the pop-
ular feature film,
Only this time,
you are Mave-
rick! Begin with
vivid competition
for the Top Gun
trophy  while
experiencing all
the sights, sounds
and characters of
the original
movie. CD $44

IBM ARCADE IBM ROLEPLAYING

Looney Labyninth Pinball $29
Mad Dog McCree CD 335
Mad Dog McCree 2 CD $34
Magball CD 44
Magnallux Runner 519
Mario Game Gallery CDS25
Maximum Surge CD 348

Mega Man X CD s24
Metal & Lace 827
Mickey Mania CD 837
Microcosm CD $36

Microsoll Arcade WIN 829
Monsler Island CD 544
Monty Python CD $48
Maortal Kombat 2 846
Mortal Kombat2CD 544
Mortal Kombat 3CD 5§47

Novastorm CD 335
Peg Leg CD 532
Pinball Fantasles $29

Pinball Fantasies Dix CD 529
Pinball lilusions CD 829
Pinball Mania WIN CD  $29
Pinball Worlds or CD 35
Primal Rage CD 347
Prize Fighter CD $47
Psycho Pinball GD 539
Pyrotechnica CD $36
Ralden CD $32
Rebel Assault CD $25
Rebel Assault 2CD 545
Rise of the Robols CD S48

Rocket Boy CD $49
Royal Flush Pinball CD 822
Savage Warriors $43
Savage Warriors CD - $43
Sink or Swim CD $19
Slam City CD 548
Sleepwalker 21
Soccer Kid §15

COoOW 11853

Soccer Kid CD 525
Space Ace CD 538
Space Ace MPEG CD  $42
Space Pirates CD 533
Stargate CD 340
Streel Fighter 2 Complle $22
Striker or CD S46
Super Arcade Gmes CD $16
Super Bubsy CD 834
Super Pushover CD §24
Super Streel Fighter 2 $29
Super St Fighter 2 Turbo $31
Supreme Warrior CO 544
Take-A-Break Pinball  $19
Take-A-Broak Pnball CDS39

Telris Gold CD 525
The Last Bounty Hunter $37
Thexder 2 CD sS40
Time Pockets CD 546

Top 100 Games 2 CD  S12
Total Domination CD 539
Tr-Tryst WING5 CD  §24
Virtual Cop CD S16
WWF Arcade CD §45
Wha Shat John Rock CDS18
Wild Streets 516
Worms $34

IBM EDUCATIONAL

Algebraic Proposer 535
Annabel's Dream CD 835
Destination Mars $25
EcoQuest s12
Frantic Factory WIN 524
Island Of Dr, Brain g29

Mixed Up Mother Goose $39
Number Munchers 519
Pacilic Theater 318

Print Shop Dx Bus Graph$26

AD & D Collect Pck CD $35
ADD Three Worlds CD 526

Al-Qadim CD 30
Alien Legacy 936
Alien Legacy CD $39
Anvil of Dawn CD 334
Arena $39
Arena CD 845
Berserker CD 548

Betrayal at Antara CD - $48
Campaign Cartographer $46

Cabra Mission $29
Curse of Azure Bonds §15
CyClones $38
CyClones CD $44
Cyber Space CD $38
CyberJudas CD 332
Daemonsgate or CD $19
Dark Sun 547
Dark Sun CD 349
Dark Sun 2 or CD 549
Death Keep CD s42
Death Knights of Krynn $15
Devil's Gate CD S40
Disciples of Steel $34
Dragon Lore CD 847
Druid CD 344
Dungeon Hack $19

Dungeon Master 2 CD $37
Elder Scrolis 2 CD S48
Eyo ol I' Beholderea  $19
Gateway Savage From $16
Goldtree Engine 528
Goldtree Kingspoint CD 540
Hunters of Ralk CD §48
Ishar 3 CD 533
Kingdoms:Far Reach CD $40
Knights of Xentar or CD 334
Lands of Lore CD $25
Lord of the Rings CD 836

Lord of the Rings 1 & 2 $19
Lords of Midnight CD £48
Menzoberanzan 42
Might & Magic 3 $24
Might & Magic 4 or 5 ea319
Pools of Darkness sag
Ravenlolt CD 41
Raveniolt 2 CD 346
Realms of Arkania $25
Realms of Arkania 3 CD S46
Red Crystal S18
Return to Ringworld CD$19
Riftwar Logacy CD 8§23
Rings of Medusa Gold $18
Robinson's Requiem CD$29
Rome:Pathway to Power 329
Skyrealms of Jorune CD $39
Star Trall Sd1
Star Trek Dp Spee 8 CD S41
Star Trek TNG:Unity CD $46
Star Trok TNG Collector 876

Stonekeep CD 544
Stronghold 819
Suparhero Hoboken CD$24
Summoning S16
Sword of China S42

Thunderscape CD S44
Treasura Savago Front $19
Ultima 7 Series CD $25
Ultima 8: Pagan 526
Ultima 8 CD w/Speech 532
Ultima 9: scension CD §52
Ultima Underworld 1&2 328
Ultima Underworld 2~ $19
Ullimate Fantasy CD $39
Unlimited Adventures  $19
Vmpire:Masquerade CD $48
Wizardry 6 §22
Wizardry 7 519
World of Xeen CD s24

1st Encounters §29
15t Encounters CD a2
AT P Flight Simu 1.00 $12
Sllent Hunter CD $48
AH 64D Longbow CD 348
Absolute Zero CD 548
Aces Over Europo 8525
Aces of the Deep 544

Aces ol lhe Deep CD  $46
Aces ol Ihe Deep Mssn $28

T A SMULATIONS

Combat Air Patrol CD 525
Combat Classics 2 §19

Acos of the Deep 2 CD $48
Aces of the Pacific g39
Aces ol the Pacific CD 325
Aces over Europe CD  $25
Across ' Desert ‘41 CD 848
Across the Rhine CD  $46
Across the Rhine Exp 1 530
Air Combat ‘42 W Scen £29
Air Combat Pacitic 1942 319
Air Cmbal Pacific 42 Gid $48
Air Combat Series CD 347
Air Combat Series Exp $25
Air Havoc Controller CD S39

Air Warrior or CD 535
Air Warrior 2 or CD 834
Airpower or CD $45
Apache CD §45
Armorad Fisl 543
Armored Fist CD $36
Army Air Corps: ‘42 CD 548
Art of the Kill $24
Assault Rigs CD $ag
Baltle Command $12
Battle of Britain 2 $34

Balllecruiser 3000 CD  $48
Big Red RacingCD  $40
Chaos Control CD $34

Chopper Strike 548
Chopper Strike CD §52
Combat Air Patrol s29

Command CD 347
Cyber Race CD $32
Cyberbykes £
Cyberbykes CD s
Cyclemania CD 534
D-Day:Oprtn Overlrd CD $25
Dark Ride CD $49
Dawn Palrol §as
Dawn Fatrol CD 311
Dawn Palrol 2 CD 542
Dead End CD S44
Death Race CD 534
Delta V §25
Delta V CD $25
Descent S37
Descent CD $37
Descent 2,0 CD 546
Destruction Derby CD  $36
Dream Web CD $34
EarthSiege 2 CD $48
Elite Plus 819
Evasive Aclion S28

F-16 Fighting Falcon CD §44

F15 Strike Eagle 2 S18
F15 Strike Eagle 3 534
F15 Strike Eagle 3CD  $48
FA 18 Homet CD 354
Faleon 3.0 $19
Falcon 3 Scenariod 325
Faleon 4.0 CD $49
Falcon Gaold CD 852
Fast Attack CD 545
Fighter Duel Pro2 CD 534
Fighter Wing 539
Fighter Wing CD $36
Fighting Falcan CD 347
Fleet Defender F14 T-cal $42

Fleet Defender Gold CDS842
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OVERNIGHT SHIPFING in US $4 per arder. Mall lo'Canada, PR, HI, AK, APO, FPO 84 par
order. Worldwide airmall $8 per item, Handling $2 per shipmen!, Hardware orders may: require
additional shipping charges. All sales final, Call for details.

FREE GAME OFFER"

See detalls below

Visa, MC and Distover accepled. Checks held 4 weeks. Money. Orders under 5200 same as
cash. COD $8. Deleclives raplaced with same product. Most ilems shipped same day.
Shipping limes may vary. Price / availabllily may change.

mechanics and
principles of war,
battle room plan-

only will players be
consumed by the
predefined scenar-

ediorr  CD$34

sound. CD$34

technology and a
daep underlying
mystery of monu-

of a previous col-
league, you must
soive the mystery of

entombed, CD $35

Zgwortz! CD 535

‘EMPIRE 2 'ENTOMBED’ will
Become  fully pit you against an
Immersed In the ancient civilization's

INTERACTIVE
ENTERTAINMENT

ning. resource mental conse- Recelve an episode of Interactive Entertainment CD ROM maga-
zine FREE wilh any in stock CD ROM solftware order. Offer sub-

management and q?enca‘ Armed ject to change or cancollation without notica. Valid from 10/1/95

deployment. Not with enly the diary 10 11/3095 or while supplies last. Quantities limited,

*FREE GAME OFFER

Spend the specilied amount on any in slock sollware and
choosa a fres IBM game from the corresponding list balow.

ios but also the vour failed prede- Request must be made at time of order,
addition of a com- cessors and unrav- PEND $60
prehensive game al tha riddle of the Airborne Ranger 5.25, Caplain Blood 3.5, Conguerad

Kingdoms Scan 1 3.5, Gunship 5.25, Marcanaries 5.25, Net
Cruiser CD, 3Dl 5.25

SPEND $100
AT.P. 3.5, Challenge of 5§ Realms 3.5, DRAGOMN Force
3.5/5.25, Dr. Floyd's Desktop Toys 3.5, ESPN Sports

‘HEROES OF ‘AWFUL Shorts CD, Flight Sim Toolkit 3. 53 Tha Horde 3.5,
MagcArthur's War 3.5, Megafortress
MIG'I'IT & MA- GREEN THINGS Zhodani 5.25, Precision Approach 3.5, Rnllroad Tycoon
GIC' You must FROM OUTER 3.5, Relumn of the Phantom 3.5, Storm Across Europe 5.25
conquer the world SPACE' is a SPEND $160
thro the strato- Along in the Dark 3.5, Battles of Destiny 3.5, Blood Bowl
X ugh f wonderfully CD, F15 Strike Eagle 2 3.5, Rules of Engagement 5.25,
gic use al resource humorous game Sail Simulator 3.5, Silent Service 2 3.5, Simon the Sorcarar
management and armed with out- 3.5, Star Trek Judgement Rites 3.5, Total Control Virtual
Controller, Ultima Underworld 2 3.5, Walls of Rome 3.5,
t;attlla Sawl"' il el : Worlds at War 3.5/5,25
eatures up lo WA weapons suc SPEND $200
three customizable ! H as fire extin- Complete UMS 3.5, Falcon 3.0 3.5, Harpoon Classic CD or
computer con- guishers, electric WIN CD, Harpoon 2 3.5, Jutland CD, Links Pro 386 CD,
Maxx Gontrol Flight Stick, Under a Killing Moon CD,
L’:’J;ﬁ‘:ﬁgaf::g:; 'a"“: gas Univarsal Noverlock 3.5, V Victory: Market Garden 3.5
grenades an
VGA graphics, the ever popular FREE SHIPPING
It aar o Anistor f Place an order for an out of stock software |lem and recleve
& Y ganisio 9 FREE g whan the prodi avall-

able. Handkng 52 per shupmsnt

IBM SIMULATIONS IEM SIMULATIONS IBM SIMULATIONS IBM SIMULATIONS IBM SPORTS IBM SPORTS

Fleet Defender Scen 1 532 Maximum Overkill MD 2529 Renegade CD s Tank Cronder Ntwrk CD $46 3-Decathlon CD S42 Microsoft Golf for Win

Flight Light or CD 19 Max Qverkill Miti-Plyr CD $48 Renegade 2 CD 334 Task Force Admirals Pk $39 3D Table Sports CD 526 Microsoft Golf 2.0 CD

Flight Sim ToolKit $19 Mech Commander §42 Retribution CD $32 Terminal Velocity $29 APBA Baseball $24 NBA Airborne '25 CD

Flight Sim Toclkit CD  $39 Mech Commander CD  $40 Roll Cage or CD 534 Terminal Velocity CD  $37 APBA Baseball WIN CD $37 NBA Jam Tourn or CD
Flight Sim T-kit Exp ea $19 Mehwarrior 2 Add-On CD326 SU-27 Flanker CD 544 The Need for Speed CD $47 AFBA Bsball Innovator $19 NBA Live 95 CD

Flight Unlimited CD S48 Mechwarrior 2 CD 848 Sail '95 £37 Tie Fighter g29 Barkley: Shut Up & Jam§42 NFL 95 WIN

Fly the Grand Canyon  $19 Metal Lords CD 34 Sail Simulator 240 Tie Fighter Collect CD 847 Blood Bowl 329 NFL Coaches Club

Flying Aces CD $49 MetalTech:Battiedrome $19 Sailing Sim 3 Est Coast 539 Tie Fighter Missions ea $19 Blood Bowl CD 534 NFL Coaches Club FB 2 544
Flying Tigers CD 542 MetalTech: B-drome CD $21 Sailing Sim 3 Wsl Coast $39 Top Gun:Fira At Willl CDS44 Brett Hull Hockey ‘95§34 NFL Qrirbck Club '96 CD $45
Frontier Elite 2 $19 MetalTech:EarthSiege $45 Sailing Simulator 3 862 Tower S42 Brett Hull Hekey '85 CD 834 NFL Super Bowl CD 539
Fury Cubed CD 846 MetalTech:ErthSiege CD$47 Screamer CD 541 Tower CD $44 ESPN 2 Ext Games CD $34 NHL Hockey '95CD  $40
Grand Canyon Scenery 516 MetalTech:ESiege Exp $29 Sea Woll CD 815 Train Engineer 829 ESPN Hockay CD 544 NHL Hockey '86 CD

Great Naval Batfles CD 542 MetalTech:ES Exp CD $33 Seal Team or CD 515 Trophy Bass CD S48 EureGoll CD 44 N Faldo's Chmp Goll CD 534
Great Naval Bllles:Scen$16 MetalTech:ES Speech $20 Seaworthy CD 518 U-Boat WIN $34 FIFA Int'l Soccer or CD $36 Nick Price Golf CD

Grey Wolf WIN CD 326 Microseft Flight Sim 5.0 S44 Shock Wave WIN 85 CD S44 U-Boat 2 336 FIFA Inl'l Soceer ‘86 CD 540 Old Time Baseball CD  §54
Gunship 2000 524 Microsoft Flight Sim 5.1 $48 Silent Hunter CD 546 Ultrabots CD 515 Fairways to Heaven CD$29 PBA Bowling CD 544
HAW.C. CD 835 M-soft Flight S8im 5.1 CD 853 Silent Service 2 516 Virual Karts CD S41 Front Page Ftball Pro  §25 PGA Tour Golf 486 CD $43
Hi-Octane CD S44 M-soft Flight Sim 6 CD $54 Silant Steel 45 Veoice Cmmander Bndla $18 Front Page Fiball Pro '95344 PGA Tour Invita'l CD 840
Indy Car Racing s30 MS Flight Sim Shop CD$38 Silent Steel CD 545 War Patrol CD $32 Frnt Page FB Pro '95 CD$47 Picture Perfect Golf CD $42
Indy Car Racing 2.0  $40 Microsoft Space Sim 1.0 344 Sky Warriors CD $35 Warhawk CD S42 Fmi Page FB Pro 96 CD 548 Planat Soccar s29
Indy Car Racing 2.0 CD$48 Mig 29 Fulerum $29 Slipstream 5000 CD $35 WerewolllComanche CD$48 Front Pge Spris Bball ‘96548 QB Attack CD 544
Indy Car Racing AQ #1 §18 Mig 29 Gold CD §49 Space Clipper 542 Wing Commander2  $26 Goli's Greatest 18 CD  $25 QuarterPole 24
Indy Car Racing AQ #2 $18 Mascar Racing 339 Spectre VR CD $35 Wng Cmander 2 Dix CD $15 Gone Fishin' CD §42 RBI Baschall '86 CO $38
Inforno CD £44 Nascar Racing CD 547 Star Base $42 Wing Commander 3 CD $44 Hardball 3 $34 Road to the Final Four 2538
Interactive Sailing CD  $45 Nascar Hacing Track CD$24 Slar Crusader or CD §27 Wing Commander 4 CD 852 Hardball 4 a2 Road to ' Final 4: 2 CD §43
lron Angel CD S44 Net Racer CD S44 Star Crusader Exp Bun $18 W Cmndr Academy CD $15 Hardball 4 MLBPA Add $19 Rugby World Cup 95 CD$40
Iron Assault CD 339 Phoenix Fighter CD  $49 Star Rangers CD 544 Wng Cmndr Armada CD$15 Hardball 5 CD §42 Skins Game at Bighom $37
Jet Fighter 3 41 Power Boal Simulator 3§46 Stim Slum S42 Wings of Glory CD 340 Int'l Tennis Open CD 844 Tom Landry Football  $24
Jet Fighter 3 CD 247 Precision Approach S14 Strike Commander CD 515 Wipe Qut CD 537 Jack Nicklaus Gldn Bear$34 T LaRussa Bsbll 2 CD 547
Jet Pack CD 338 Privateer or CD $15 Stike Cminder Spel Ops §22 Woll Pack CD $28 J Nicklaus Gld Bear CD $38 Tony LaRussa BsB 3 CD 847
Jot Ski Rage GD 539 Privateer Speclal Ops  $19 Sub Batlle Simulator 2 $39 World Circuit CD $39 Jack Nicklaus Golf CD $3% Troy Aikman Fiball CD $49
Jump Jet 322 Rally $28 Sub Bitle Sim 2 Win CD 839 World Gircuit Mnger CD $41 J Micklaus Signature EdS27 Ullimate Football ‘95 CD $25
Kawasaki Super Bikes $24 Rapid Assault CD $28 Sub War 2050 533 World Circuit: GP2CD  $41 Jammit CD §19 Unnecessary Roughnss$29
Last Dynasty CD 348 Raven Projector CD 845 Sub War 2050 Plus GD §19 X-Car Exp Racing CO $44 Lance Hafiner Clige BB §$36 Unnecessary Rough ‘95534
Lawn Mower Man CD  $35 Reach for the Skies 516 Sub War Scenario Disk 518 K-Wing 539 Links Pentium CD 349 Unneccessary Rough ‘96344
Lode Runner 238 Real Weather Pilot S14 Super Tank Cmnder CD $40 X-Wing Collector's CD  $46 Links Pro 386 CD 519 Winter Sporis $28
M1 Tank Platoon 2 CD $48 Red Baron/Tank Klir CD $32 SuperKarts CD 344 X-Wing Missions ea  $18 Live Action Football CD $16 Winter Sports CD S28
M1 Tank Platoon Classic$19 Red Baron w/Mission $29 T-MEK CD $38 ‘feager's Air Combal CD $15 Madden Football 96 CD 540 World Cup Golf DB CD 544
M4: Sherman Tank Sim $34 Red Ghost $39 TFX CD 838 Zephyr CD $16 Microsoft Baseball CD 851 Waorld Hockey 95 224
Max Qwerklll Bundle CD$40 Red Ghost CD 542 TFX 2000 CD S44 Zone Raiders CD $41 Microsoft Golf CD S44 World Hockey 95 CD $24
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Exsacimce how've Bid Wang For'

'FLIGHT SHOP' is
the advanced air-
crafl design and
flight advenlure

‘SHANNARA'
Slain decades ago
by the Sword of
Shannara, Brona's

‘NHL 96" High
resolution 3-D
graphics and
CD sound make

editor, and is all evil spirit now NHL 86 the
you need lo creale roams free as the maost wildly real-
and fly the ultimale legendary Sword Istic sports
flight experience for lies shaltered in game ever cre-
Microsolt Flight pieces. As a direct ated for the PC.
Simulator. It descendent of Every NHL
indudes new exct- elven royalty, it is team and all the
ing ready to fly air- your destiny to players you

cralt and has digi-
tized voices lo
bring your experi-
encatolfel  S38

restore the anclent
sword and im-
prison Brana for-
ever. CD$34

need for your
quest for the
coveted Stanley
Cup. CD $40

' F-15 TALON 'COMMAND: ‘11TH  HOUR'
TACTICAL CON- ACES OF THE Sequel lo Tih
TROL STICK' This DEEP' Take com- Guest except the
authentic replica of mand in the most slakes are higher,
the actual flightstick realistic and techni- the puzzles more
found on the F-15E cally advanced clever and the
Strike Eagle Jet WWII German U- return visil even
has 12 fire butions boat simulation more unsettling.
including four way ever created. Now Solve puzzles and

Castle and Hat
switches. It in-
cludes 48 pro-
grammed key-

in high resolution
graphics with
texture mapped
ships and subs!

investigate clues
thal lake you
through Stauf's
haunted haouse

strokes for the Pushing your tac- with moviedlike plot
top flight simulation tical abilities to the Iwisls antl special
programs!  $77 limits. ~ CD 547 offects.  CD 353

IBM STRATEGY IBM STRATEGY IBM STRATEGY IBM STRATEGY

1830:RR & Robbers/CD$34 Conquered Kngdm Secen$12 Hannibal 526 Metal Marines WIN s27 SimCity 2000 $29 Transport Tycoon or CD 525
18th Air Squadran 236 Conquerer A.D. 1086 CDS38 Heirs to the Throne $19 Millenia:Altered Destinies 342 SimCity 2000 Collect CD 558 Transport Tycoon Dx CD 542
A-Train w/Construct Set$29 Congquesl of Japan 515 HercForce WIN CD 548 Millenium Auction Collect $25 SimCity 2000 Scenario $14 Transport Tycoon Scen $24

Advancd Civilization CD$34 Conquest of New World $48 Hero Might & Magic CD $34 New Honzons CD $34 SimCity 2000 UR Kit  S20 Ultimate Domain CD 536
Airbux 1.2 or CD 19 Corporate Colonies CD 535 High Seas Trader or CD 341 MNornhlands CD $39 SimCity 2000 Windows 542 Unnatural Selection/CD $29
Ancient Art of War Sky $26 Crisis in the Kremlin 529 Heltywood Mogul or WIN $38 Onslaught WIN 535 SimCity Classic 328 Victory or Defeat WIN - 842

Archon Ultra g32 Critic's Choice Collection $25 Humans CD g2z Operation Crusader CD 539 SimCity Classic Win ~ $26 Vikings WIN CD 540
Arclic Baron CD s16 Crusader CD 544 Incredible Machine 2 CD $39 OrienBurger CD $39 Sim Earth DOS $19 Vikings 2 536
Ares CD 42 Darklegions CD 538 Jagged Alllance CD  $46 Outpost Planot Pack CD $33 Sim Earth WIN s$19 Visions of Glory WIN CDS39
Ascendancy CD S44 Dead Zone CD $52 Jagged Alliance Speech $22 Oulpast WIN 538 Sim Earth CD 510 Walls of Rome S19
Awlul Green Things CD $35 Deadline CD 338 Jutland CD 829 Qutpost WIN CD £44 Sim Farm 529 Warerafl $39
Battle Bugs 537 Detroit $39 Kingdoms of France  $34 Qutpost 2 CD 545 Sim Farm WIN $23 Warcralt CD 30
Baflle Isle 2200 CD $34 Daminus s25 Kingdoms of Germany 534 PTO2CD 534 Sim Lite 319 Warcralt 2 540
Batlles in Time CD 535 Dominus CD $19 Kingmaker 534 Palrician or CD 536 Sim Life WIN 529 Warcraft 2 CD S48
Batiles of Destiny $19 Dragon Force 516 Konquest CD £35 Pax Imperia 2 CD S48 Sim Town 333 Warhammer Fantasy CO$44
Black Beard or CD 534 DOune 2:Buildg a Dynasty $28 Koshan Conspiracy ~ $29 Perfect General $21 Sim Town CD $33 Warlords 2 s29
Breach 3 534 Dungeon Keeper CD  §48 Koshan Conspiracy CD $19 Perfect General 2CD  $38 SimGCity 200095 CD  §53 Warlords 2 Dix CD 242
Breach 3 CD 5S40 Empire 2: At OF War CD $34 Legions WIN 834 Parlect General Scen 1 516 SimClassic Collection 344 Warlords 2 Scen Editor $29
Buzz Aldrin Race CD 529 Empire Builder CD 339 Lemmings WIN CD $25 Perfect General Scen 2 523 Simisle CD $35 Wooden Ship& Iron Men$34
C.EO.CD 544 Empire Deluxe 519 Lemmings 2:The Tribes $15 Pirales Gold WINCD  §18 SimTower CD 833 Waorlds at War s19
Caesar or CD 516 Empire Dx Mster Ed CD $22 Lemmings 3D CD $32 Pizza Tycoonor CD 525 SimTaowar WIN $33 Worlds of War CD S48
Caesar2 CD 547 Empire Deluxe WIN ~ $19 Lemmings Chronicles  $35 Power House WIN CD 339 Simeity 2000 Collect CD $59 X-Com:Tactical CD sS4

Capitolism CD s42 Exploration CD 340 Lemmings Chronicle CD 8§35 Project USA CD 525 Space Bucks WIN CD 340 X-Com:Terror frm Deep 539
Carriers at War Kit 525 Fantasy Empires $19 Lemmings Paintball CD $31 Qwirks WIN CD $23 Space Hulk or CD 515 X-Com:Torror { Deep CDS39
Castles 2 $19 Fantasy Empires CD 542 Liberty or Death $29 Railroad Tycoon 2 Clssic $24 Space Miner CD 336 X-Com: UFO Delense 525
Caslles 2CD 348 Fantasy Fietdom CD S48 Litlle People CD 11 Reach for the Stars $24 Space Raiders CD 542 X-Com: UFO Delnse CD%25
Cellic Tales CD $34 Feudal $39 Lords of the Realm $39 Realms S16 Spaceward Ho! 4 WIN 524 Zig-Zag WIN CD 329
Chessmstr 4000 Turbo $36 Flight Commander 2 CD 338 Lords of the Realm CD 339 Reunion CD 533 Star Conltrol 3 CD 546

Civilization DOS or WIN $25 Fort Apache $19 Lost Admiral 519 Romance 3 Kingdoms 2 §24 Star Legions 810
Civilization Nelwork CD $47 Front Lines or CD 339 Lost Admiral 2 CD 538 Romance 3 Kingdoms 3 539 Star Reach or CD $36

Clash of Steel $19 Gazillionaire WINCD  $16 Machiavelli the Prince CO$38 Romance 3 Kgdm 4 CD$39 Starship g22 A-Ko Screen Savar g19
ClockWers WIN CD  §24 Genesia 235 Maelst 823 Rules ol Engagement 2 528 Starship Troopers 539 Beavis & Butthead WIN $23
Colonization or CD $42 Genghis Khan 2 $34 Marco Pole 542 Sabre Team $25 Sub Version 519 Bubblegum Crisis CD  $19
Colonization WIN 548 Gettyshurg:Tuming Paint§15 Marco Polo CD 537 Sabre Team CD $29 Syndicate Plus CD 815 Doom 2 $22
Colonization WIN CD  $42 Gobliiins 2 516 Master of Magic 325 Second Conflict WIN 534 Syndicate Scen 1 $20 Doonesbury WIN 519
Colonizalion Gold CD  $48 Grandes! Fleat 529 Master of Magic CO $40 Ser City: Lifo is Feudal $37 Terminator 2 Chosswars 524 Playhoy CD (R) 524
Command HQ Classic S18 Grandest Fleat CD 333 Master of Orion 525 Sim Ant DOS 519 The Complete UMS 548 Ranma CD 519
Command/Conquer CD $48 Great Naval Bitles 3 CD$45 Master of Orion CD 525 Sim Ant WIN $19 The Orion Gonspiracy 540 Screen Antics WIN 519
Conquer lor Windows  $19 GNBallls: Admirals Set 318 Masloer of Xenos CD §42 Sim Ant CD 340 The Rogarian Agenda  S38 Seinfeld WIN 336
Conguerad Kngdm 2 CD$38 Hammer of the Gods CD$28 Metal Marines Mster CD S48 SimCity CD 547 Theme Park or CD $39 Star Wars WIN $a7
COW 11955 4 CHIPS & DITS, INC.




OVERNIGHT SHIPPING in US $4 per-order. Mail to Canada, PR, HI, AK, APD, FPO 34 per
order. Worldwide airmail $6 per item. Handling §2 per shipmenl.' Hardware orders may, require
additional shipping charges. All sales final, Call for details,

Visa, MC and Discover accepled. Checks held 4 weeks, Money Orders under S200 same as

cash. COD 88, Defeclives

Shipping limes may vary. Price / availability may change.

'‘WEREWOLF
Vs. COM-
ANCHE 2.0'
Choose which
side to employ or
destroy. Battle to
the death in a
head to head
combat between
the Russian KA-
50 Werewolf
Helicoper and
its  American
counterpart, the
RAH-66 Com-
anche. CDS$48

SEASTETIALCHK
STACK' Ten
incredible aclion
advenlure games
in one pack! The
Journeyman
Project  Turbo,
Cryslal Caliburn,
The Lemmings
Chronicles,
Novastorm, Doom
Episode  One,
Spectre VR, Street
Fighter 2 and The
C.H.A.0.5. Con-
tnuum.,  CD $29

eplaced with same producl. Most items shipped same day.

‘CRUSADER:
NO REMORSE'
Is a futuristic,
mission based
action game
that uses live
action video for
realistic inter~

action  with
your fellow
rebels. Get

your adrenaline
pumping as you
outwit and out-
shoot your ene-
mies! CD $44

‘THRUSTMAS-
TER F-16 TQS'
You've got one of
the best fiight sim-
ulators on the
market and the

the best the mili-
tary had jusl a few
years ago, bul
you're slill using
your keyboard to fly it? With Ihe “TQS" you'l be fiying that
bird from an F-16 Cockpill User conligurable, thumb
trackball, fore and aft throlile movement and a dogfight
swilch as realistic as the real thing. 5110

See detalls below

FREE

INTERACTIVE
ENTERTAINMENT

Roceive an episodo of Interactive Entertainmont CO ROM maga-
zine FREE with any in stock CD ROM software ordar, Offar sub-
jact to chango or cancellation without notice. Vakd from 10/1/85
1o 11/30/85 or while supplies lasl, Quantities limited,

*FREE GAME OFFER

Spend the specilied amounl on any in stock software and
choose a frea IBM game from the corrasponding list below.
Request musl be made al ime of order,
SPEND $60

Airborne Ranger 5.25, Captain Blood 3.5, Conquered
Kingdoms Scen 1 3.5, Gunship 5.25, Marcenaries 5.25, Net
Cruiser CD, SDI 5.25

SPEND $100
AT.P, 3.5, Challenge of 5 Realms 3.5, DRAGON Force
3.5/5.25, Dr. Floyd's Deskiop Toys 3.5, ESPN Sports
Shorts CD, Flight Sim Toolkit 3.5, The Horde 3.5,
MacArthur's War 3.5, Mogalortross 3.5,
Zhodani 5.25, Premsion Appronch 3.5, Hailruad Tycoon
3.5, Return of the Phantom 3.5, Storm Across Europe 5.25

SPEND $160
Alone in the Dark 3.5, Balllos of Destiny 3.5, Blood Bowl
CD, F15 Strike Eagle 2 3.5, Rules of Engagement 5.25,
Sail Simulator 3.5, Silen! Service 2 3.5, Simon the Sorcerer
3.5, Star Trek Judgement Rites 3.5, Total Control Virtual
Controller, Ultima Underworld 2 3.5, Walls of Rome 3.5,
Worlds at War 3.5/5.25

SPEND $200
Compilate UMS 3.5, Faleon 3.0 3.5, Harpoon Classic CD or
WIN CD, Harpoon 2 3.5, Julland CD, Links Pro 386 CD,
Maxx Contral Flight Stick, Undar a Killing Moon GD,
Universal Neveriock 3.5, V Viclory: Market Garden 3.5

FREE SHIPPING
Place an order for an out of slock software item and recleve
FREE avernight shipping when the product becomes avall-
able. Handling $2 per shipment.

FREE GAME OFFER"

Any One For Cards CD 525
Assault Poker CD $29
Avatar CD 538
Batlle Chess CD 545
Battle Chess 4000 526
Bltle Chess Collact CD $25
Bebby Fischer Chess CDS$34
Bridge 8.0 s32
Bridge Baron Windows 834
Bridge Deluxe 2 $29
Bridge Master Chmp Ed $39
Brdge Olympiad §29
Caesar's WorldCD  $37
Card Plyrs Paradisa CD $29
Casino Deluxe WIN CD $24
Casino Master CD $28
Casino Tournamenl CD 8§38
Casino WIN 525
Celebrity Poker CD §24
Chessmasler 3000 CD 846
Classic Solitaire for WIN 516
Create your own Game $24
Deck Daemon 20
Dragon Dice WINCD 544
Easy Streel S26
Freshwater Fish WIN CD$24
Gamn Maker 3.0 or CD 548
Game Wizard Pro $32
Hoyle's Card Games CD $40
Hyper 3D Pinball CD  $38
Incredible Machine 3 CD$46
Incredible Toons 8§28
Jeopardy CD $29
Jeopardy Deluxe or CD $34
Kiik & Play WINCD 42
Knight Moves WIN CD  §24

Lexicross 524
Locksmith $29
Lucky's Casino Advnlure $34

Magic the Gathering CD S41
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Maze CD 526
Mega Maze CD $20
Mind Games Pck or CD 818
Monopoly CD WIN S0
More Incredible Machnes$28
Ms. Melaverse CD s32
NYTimes Crosswords  $22
Paparazzi WIN CD 42
Perlect Parlner Bridge 523
Pinball Arcade CD 534
Pool Master WINCD ~ §22
Puzzle Power WIN CD 529
Quest for Fame CD $42
Reflux Issue 1 or2 e $19
Risk 519
Saturday Might Live CD $24
Scrabble Deluxe or CD §19
Shanghai 2 $9
Shanghai:Grt Moments $39
Shanghai GM 95 CD 842
Solitaire Dix WIN or CD $25
Solitaire WIN $19
Salitaire Joumey or WINS34
Solitaires Journey 2 CD 535
TV Guide C-Waords CD 5§19
Take Your Best Shol  $20
The Infinity Machine 539
The Mask: The Origin  $23
Trivial Pursuit CD §258
Trump Castle 3 CD s29

Tuneland CD S48
USCF Chess CD 40
Universal Neverlock 524
Virtual Pool CD S40
Virual Vegas 2 CD 24
Wayne's World $26

Wheel of Forlune CD 829
Wheel of Fortune Dix  $24
Woarld Series Poker CD 8§18
Xplora CD S47

7th Fleal CD $39
Action off River Platte  $24

Dreadnoughts Bismark
Dreadnoughts Deluxe

829
$59

Operalion Crusadar 7th Guest 2: 11th Hour

Aegis:Guardian of Fleet $46

Drumbeat WIN CD S42

Aide de Camp 845 Fall Gelb 328
Air Raid Pearl Harbour $22 Fantasy General CD 542
Allied General CD S42 Fiolds of Glory 537
American Civil War ea 8§24 Fifth Eskadra 529
Batlle Stations S22 Fifth Fleet or CD 539
Batlle Tank Barbarossa $29 Filth Floot Scen Mod 1 $19
Batlle Tank Kursk s29 Fleal Med s27
Battle of Austerlitz 524 Flight Commander2  $38

Battle of Chickamauga $38
Bltle of Chickamauga CDS42

Flight Crondr 2 Msn Bldr $19
Gary Gngsby Pacific War$19

Batlle of Layte Gulf 324 Gene Wars CD Saa
Ballle of the Allantic  $29 German Raider Allanlis $26
Baltle of the Bulge $39 Geltysburg $19
Battle of the Bulge CD' §42 Gatlysburg: 1A Bitle Sim §24
Bitlegrnd Geltysburg CD S44 Golan Front 29

Bitlegrnd: Ardennes 1 $44 Grey Seas, Grey Skies $29
Battles of Napoleon 815 Grigsby's War in Russia $19
Batlleship Bismark 326 Harpoon 2 535
Beyond Squad Leader $45 Harpoon 3 CD $39
Bin 3 WIN CD g24 High Command 819
Blitzkrieg Ardennes  S18 Iron Cross or CD $28
Blue & The Grey $38 Iron Cross 2 CD 539
Blue & The Grey CD 841 Kriegsmarnne 529
B Napoleon Invades  $24 Kursk Campalign s29
Carrier Sirke 320 Lasl Blitzkrieg or CD 841
Carrier Strike Exp Pak $19 Line in the Sand 516
Carriors at War 1 or 2§39 Long Lance s29
Charge of Light Brigade $16 MacArthur's War $16
CincPac: Midway or CD$39 Main Btile Tank C Grmny $28
Civil War No Grter Glory $19 Main Bttle Tank N Grmny $29
Civil War: 1861-64 CD $39 Main Battle Tank M East $29
Conilict: Korea 519 Malta Storm $29
Custer's Last Command $32 Man of War $36

D-Day ea

$39

Decision at Gelttysburg 318

Defend the Alamo
Dreadnoughts

519
529

Marianas Turkey Shoot $24
Moscow Campaign $36
Napoleonics $34
Northern Fleet $36

Circle Reader Service #68

$16

Operation Europe or CD $34 A-Train $16
Operation Overlord 536 AHB4-D Longbow S18
Pacific Storm Midway $29 Aces Over Europe S16
Pacific Storm Sclomon $36 Aces of the Deep §16
Panthers in the Shadows$42 Across the Rhina S18
Panzer Batltles 324 Advent Willie Beamish $10
Panzer General or CD  $39 Aegis:Guardian of Fleet $16
Prict General 2 SAM Ed $30 Aircombat Pacilic S18
Point of Attack §32 Al-Qadim §12
Prelude to Jutland $24 Allen Legacy 516
Red Sky Moming 336 Alone in the Dark 812
Return to Falklands ~ $28 Alone in the Dark 1& 2 $16
Rising Sun 24 Alone inthe Dark 3§16

Rommel at El Alamein  $38
Aommel al Gazala $36

Seventh Flesl $36
Sid Meir's Civil War CD $58
Stalingrad or CD $39

Stalingrad Campaign ~ $29
Steel Panthers CD s42

Tac Ops WIN $40
Task Force 1942 §19
The Great War $39
The Pure Wargame CD $29
Third Reich CD 534
Tigers on the Prowl  $42
To The Rhine 529

USS Ticonderoga CD 534
Viclory at Seaor CD 842
WW 2: 19391945 CD  $40
War Collega CD £38
War Machine CD $42
War in the Falkiands ~ §$24
Wrgme Construct Set 2 $39
Wrgm Cnstret Set 3 CD $42

Warpaint 236
Waterloo 519
White Dealh s19
World War 2 s21

Armaored Fist S16
Biotorge 517
Blackthome S16

Caslle Wolfenstein 3D 514
Caslle of Dr Brain $10
Champions of Krynn -~ §12

Civilization s16
Colonization $16
Computer Game Secrets S16

Conquests Robin Hood $10
Crusader: No Remorse $18
Curse of Azure Bonds 512

Cyberia S16
Cybermage s18
Cyclones $12
Dark Forces 818
Dark Sun1or2 $12
Day of the Tentacla s12
Dascent 516
Doom Battlebook $14
Doom 2 316
Doom 2 Survival 512
Dracula Unleashed 316
Dragon Lore $16

Dungeon Master 2 316
Dynamix War Planes  $16
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'WITCHAVEN'
Deep within the vok-
canic pit of the
Island of Char lies
the mystical lair of
Witchaven. There,
wilches older than
lime itsell cast a
shadow of evil
spells that shroud
your people in
never-ending dark-
ness. The power of
demons lester as
the sun sinks below
the horizon. CDS46

‘COMMAND
AND CONQUER'
In a real time
world where every
mave could trig-
ger a fast and vio-
lent countermave,
you must choose
whether to fight
for a secure future
for all mankind or
a dictatorship.
Join the Brother-
hood of Nod and
bring the world to
its knees. CD $48

‘MONOPOLY" This
dassic board game
comes lo your PCI
Buy and sell, pur-
chace houses and
holels and walch
your investments
grow! This Parker
Brothers real estate
trading game can
even be played
over the intemet! Do
nol pass up this
wonderful CD or
you might just end
upinjaill CD 841

‘CAESAR 2' has 2
levels of play, a
simple game of city
building or the full
challenge of man-
aging a province
while battling ene-
mies and building
an empire. In this
game the player
can expecl many
hours of gameplay
with 44 provinces
to conquer and 24
enemy armies to
subdue. CDS47

‘CARD PLAY-
ERS PARADISE'
Embark on a trip
full of adventure,
intrigue and
exploration as
you travel around
Ihe world playing
your lavorile
classic card
games. Each
exolic city has ils
own unique chal-
lenges lo provide
infinitea game
play. CD s29

‘THRUSTMAS-
TER PRO PLAY
GOLF' For the
first time, golfers
can now play or
practice with
their own clubs,
while playing 18
holes of Links
386 golf, or
viewing  the
swing analyzer
software to
improve your
swing right at
home. $5589

IBM HINT BOOKS IEM HINT BOOKS IBM HINT BOOKS IBM BUNDLES IBM BUNDLES IBM BUDGET

EcoQuest 310
Eye of the Beholder ea $12
Fade to Black 518
Fleet Delender $16
Frankenstein $16
Fred Pharkas Pharmacy $10
Front Page Sports Bsball$16
Front Pge Spris Ftbll ‘95 $16
Full Throttle §16
Gabriel Knight 510
Gene Wars 518

Global Conquest w/disk 521
Gobliing 1 or 2 ea 510

Gold Rush 86
Gunship 2000 316
Hand of Fate §12
Harpoon 2 318
Heimdall S8
Hell $16
Herelic S16
Inca 2 $10
Indi Junes 4 812
Indy Jones Great Adv  $12
Inharit the Earth s12
Jagged Alliance S16
Jot Fighter 3 $16
Joumeyman Project 2 516
King's Quest & $10
King's Quest 7 S18
Laura Bow 2 $10

Legend of Kyrandia 3§12
Lelsure Suit Larry 5 $10
Leisure Suit Larry 6 s10
Lemmings Chronicles $16
Lode Runner $16
Lord of the Rings 1 514
Lord of the Rings 2 $12
Machiovelli the Prince  $18
Magic Carpet 1 & 2 $18
* Masler of Magic 516
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Master of Orion $16
Matrix Cubed $12
Mechwarrior 2 316
Menzoberranzan $12

MetalTech: EarthSiege $16
M-Solt Golf Version 2.0 316
Microsoft Arcade $16
Microsoft Goll 2.0 816
Microsoft Space Sim 316
Might & Magic 3-5ea 516

Noctropolis §12
Qutpost $16
PGA Tour Goll ‘96 518
Pacific Strike 14
Panzer General 516
Perfect General 2 516
Phanlasmagoria 316
Pool of Radiance $12
Pools of Darkness §12
Power Monger 316
Privateer 514
Quast for Glory 3 310
Quest for Glory 4 $10
Quostbustors 1 s18
Questbusters 2 s18
Ravenlolt 1 or 2 s12
Realms of Arkania S16
Rebel Assault Insiders $16
Relentless w/ CD 519
Relurn to Zork $10
Return to Zork Advnture $16
Rise of the Triad $19
Sam and Max 12
Sea Woll 316

Secret Monkey Island 2 §12
Secrel Silver Blades  §12

Shadow Caster 314
Shadow of the Comat 16
Sherlock Holmes $16
Sim City 2000 s18

Sim Earth 516
Sim Farm Guide $16
Simlsle 516
SimTower 3516
Simlife $16

Simaon the Sorcerar 12
Skyrealms of Jorune ~ $12

Space Quest 6 $16
Star Crusadear 316
Star Trail $16
Star Trek TNG:F Unity $16
Star Trek:25th Annivrsry 512
Star Trek: Judge Rites $12
Stonekeep S18
Strike Commander $16
Subwar $16
Summaning 812
System Shock sz
Terminal Velocity $16
Tarra Nova 5186
The Darkening 518
Tie Fightar 816
Treasure Savage Front $12
Tunnels & Trolls S8
Ullima 7 316
Ultima 8 $16

Ullima Underworld 1~ 8§12
Ulima Underworld2 ~ $12
Under A Killing Moon ~ $18
Windows Game Program$33
Wing Commander3  §19
Wing Commander 4 $19
Wing Cmander Armada $12

Wings of Glory 17
Wizardry 6 12
Wizardry 7 816

X-Com: Terror from Dp 516
X-Com: UFQ Defonse  §16
X-Wing Collectors CD 516
X-Wing $16

71h Guest / Dune Bndle $36
ADAD Collectors Edil 2 $46
Aces Collection CD 548
Aces over Europe,
Aces over Pacific,
Hed Baron, Red Barron
Tank Klller,A-10 Tnk Killer
Air Combal Classics ~ $19
All Star Sport Collection $23

Attack Stack CD 529
Award Winning Wargme $38
Carrier Strike,

Grigsby's Pacific War
Clash of Steel
Grigsby War in Russia
Bullirog Compilation Pk $22
Cards, Puzzles, Words 525
Combat Classics 3 522
Comedy Collection CD §19
Day of Tenticle/Jones 4 344
Definitive Wargamas CD $34
Dynamix Bundle 1 $24
A-10 Tank Killer, Heart of
China, Staller 7
Electronic Arts Top Ten 532
Chuck Yagers Combal,
PCA Tour Golf
Ultabots, Financial
Warkshop,Wing Com 2,
Kasparov's Gambit,
Ultima 7, Seal Team,
Indianapelis 500,
Grand Slam Bridge 2
EA Top Ten Pack 2 CD §20
Fantasy Collection CO $19
Flegl Def w/ T-master $72
Ganster Bundle CD  $23
Indy Car Racing Collect 825
Jam Packed CD §55
King's Quest Anthology $54

Mindscape 10 Pack CD $34
Tony LaRussa Baseball 2,
NY Times Puzzle Master/
Crossword Creater

Five Fool Ten Pack V 1 $29
Kings Quest V, Stellar 7,
Time Man of the Year,
World Fact Book,

Best of Media Clips, World
Atlas, PC Kareaoke
Classics, CD-ROM of CD-
ROMSs, PC Animation
Festival, Doom: S-ware 1,
$100 in Coupons

Five Foot Ten Pack V 2 529
Sherlock HolmasV1,

Space Quest 4, Bat Ches,
PC Karaoke, Rock Rap'n
Roll, M-media, Jumpstart,
Muovie Select For MPC,
Home Medical Advisor 3
Arl & Lelters War Birds,
2000 Fonts by Fantasia

Mystery Collection CD 519
Casino Master, Software
Toolworks, World Atlas V4,
Sphtware T-works Presents
20th Cent. Almanack, Sports
Cardshop, Greal Naval
Ballles, Earth Invasion,
Megallux Runners,
Chessmaster 3000

Paolice Quest Anthology $48

SSI's Fantasy Fest CD 339
Stalongrad, Fantasy

Empires, Dungeon Hack,
Ultimate Adventures

Space Ques! Anthology S48

Star Control 1 &2CD  $19

Sirike Com / Privatoer  $43

30T WIN CD s12
7th Guest 2 Demo CD S6
A.T.P.Flight Simulator 88

Acquire $9
Alaska's Natural Wonder $10
Alien Breed $12
Allied Forces 59
Alone in the Dark s12
Assignment Miami 58
Banzal 59
Ballle Command 88
Best of Epic & Apogee S5
Bridge 7 s12
Caplain Blood 58

Caslle Wollenstein SW 56
Challenge of 5 Realms $12
Champions of Krynn~ $12
Chaos Continuum CD $12
Classic Boardgames  §12
Conquered Kingdoms  $12

Covert Action §12
Cyber Race 810
CyberStrike 512
Dark Queen ol Krynn §12
Demon Blue 56

Descent 2 S-ware CD S8
Descent Shareware 56
Dinosoft Typing Tulor  $10
Doom 1 & 2 Toolkit CD 512
Doom Episode 1 $6
Doom Heaven CDea  §12
Doomed on Arrival CD $5
Doomsday Collection  §12
Dr.Thorp's Blackjack 36
Dreadnoughts Bismark  $9
Dreadnoughts lronclads 86
Duke Nukem 3D S-ware 56

DynoQuest 59
ESPN Sport Shorts CD 512
EZ Sound s10
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OVERNIGHT SHIPPING in US S4-per order. Mall to'Canada; PR, HI, AK, APD, FRO §4 per
m. Handling $2 per shipmenl. Hardware orders may require
All sales final, Call lor details.

ordor. Worldwide airmail $6 per
additional shipping che

FREE GAME OFFER"

Visa, MC and Discover accepted. Checks held 4 weeks. Money Orders under $200 same as
cash. COD $8. Deleclives replaced wilh same product. Mosl ilems shipped same day.
Shipping times may vary. Price / availability may change.

‘MISSION CRITICAL' The United Nations has
degenerated into an evil, repressive regime that is
slowly squeezing the life out of what is left of the
planet, It is up to you to save it.

‘JET SKI RAGE’
A wave pounding
360° 3-D Iree for
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STRATEGY

Rhyme Of The

Ancien

t MechWarrior

Revealing Tales Of A Star-Colonel’s MECHWARRIOR 2 Tactics

by Martin E. Cirulis

ighteen standard years of train-

ing and discipline had brought

him to this place, to this scorched

tarmac. An angry Red Giant

filled one-filth of the sky, and its
tiny blue companion star burned brightly
on the horizon. Strange gravity pulled at
him, while the dust, the unending dust,
blew by him. The horizon, far too close
and narrow by the ancient Terran stan-
dard, stll seemed impossibly huge—the
(lat dunes lelt nothing to hold up the sky.
He longed for the perfect, walled world
of the Generation ships where he was
born.

His mood improved litde as he strode
across the huge staging base. Everything
was in motion. Raids against the crazed
Falcon would begin soon, and the Wolves
were restless; he was no exception. There
had already been skirmishes along the
border worlds, but tomorrow, for the first
time in nearly 300 years, there would be
all-out war amongst the clans. Tomorrow,
a lifetime ol training would be measured
out in crashing steel and plasma lire. To-
morrow, he would be good enough—or
dead.

He didn’t know which.

The warning call from a trans-
port snapped him out of his
brooding long enough 1o step out
of the monster's way. Squinting
against the dust kicked up by the
flathed, he stared at the transport’s
cargo as it rumbled by, less than a
meter away, He only caught a
glimpse of the fallen Warhammner,
but it was enough to catch the
soot-blurred woll insignia under-

“Hunker down here, Sparky,
and I'll teach you some
Inner Sphere tactics that
are worth listening to. And
don'’t be turnin’ your Clan
nose up at any of ‘em;

they work and they'll keep
you alive. It's not like you
get bonus points in Valhal-
|a for dying with a high

degree of difficulty.”
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neath the shatered cockpit. He didn't
catch the Sibko glyph, though, and could
only wonder il he had already lost a
[riend before the war had even heen de-
clared.

The voung MechWarrior shook his
head angrily and sprinted across the
road-lines ahead. His destination, a
scarred and dented Timberwolf, loomed
over the prefab huts, but was itself
dwarled by the artificial mountain of the
MechBay. Reclining against the ankle
housing of this 75 ton metallic behemoth,
reading a paperback instead ol a com-
plate, was the man he had come 1o see.
This was the man who might be able to
give him The Edge—or at least enough
knowledge to see the War through to its
end.

“Star-Colonel Hammerson, Sir!" he
barked, executing the rigid clan salute.

The older man continued to read for a
few seconds before turning the page and
folding the corner over. He closed the
book, his sigh lost in the roar ol base op-
erations, and slid down the foor of his
Mech to tower over the junior officer. He
returned the salute haphazardly.
“Something I can help you with,
pup? I booked off today, you
know.”

Conlronted by the reality of this
freeborn ollicer, the MechWarrior
suddenly reconsidered his plan.
The Star-Colonel was [reakishly
large for a Mech pilot; and the
younger man wondered how he
ever could [it into the cramped
cockpit of a mech. He was far oo
old to be a combat olficer—even
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taking into account the poor aging of
Freeborn, this man had to be at least 50
vears old. And yvet he continued to win
the rite ol leadership, year alter year.
With his silver hair pulled back into a
braid and the worn grey-on-grey fatigues
he wore, no Truebirth ignorant of this
man’s identity would have thought twice
about ordering him to start unloading
the ammo trucks. Yet this man had taken
down dozens of Clan Mechs, despite his
age and the backward technology of the
Inner Sphere.

The answers the young Warrior need-

If your ego can stand it,
squeeze out the extra five
tons and take a MadDog,
kid. Those LRM-20's will
tear the face off any in-

coming Bandits.

Y ey T T e — )
ed were here, but he suddenly felt riclicu-
lous pestering this legend. He bowed in
apology and began to step backward.
“Forgive me, Star-Colonel. Tt was wrong
of me to disturb you.”

“I've been disturbed for a long time,
pup. Now hold up a second.” The Clan
Warrior halted and came to attention.
Hammerson studied him through nar-
rowed eyes. “1 don’t know you, do I?”

“No, sir. I am MechWarrior Skyle of
Caanus Sibko.” He was caught now; there
was no path now except truth. “T am go-
ing out on my [irst mission tomorrow,
and I thought—I hoped—you would
honor me with your insights. It was a
foolish idea. Forgive me.” He bowed
again and waited for dismissal.

“At case, Sparky! Gods, you Clan types
are wound too damn tight, von know
thatz”

Skyle wasn’t quite sure what thal
meant, but agreement scemed the most
respectiul course,

THE EDGE
Hammerson

locked eyes.
“So...lookin” lor an
edge, eh, Sparky?
Think the old
Stravag Colonel
can give you a leg-
up on your tube-
mates with some
[nner Sphere
tricks, eh? Make
you a real little Ris-
tar? Get to be Star-

. AL "'l'l‘ M
leader in record

G CUSTOMIZE
time? EXIT LAD

The words were
harsh, mocking.

Skyle's ego wanted and can take the hig hits.

lo agree, to claim =
he only sought advantage, and deny the
doubt that scratched at the back door of
his mind—but again, the honor drilled
into his very cells allowed him only one
reply. “No, Star-Colonel, 1.1 do not want
to fail at what I was born to do. I don’t
want my life to have been pointless.”

[Hammerson smiled. “You don't want
to die.”

The uncalled-for insult stung, “A Clan
Warrior doesn’t fear death. Only dishon-
or!”

“Spare me the prop;lg;m(lu, Sp;n‘ky.
Only nutcases aren’t alraid to die; there’s
always something better to do than get
yoursell killed. Whether it's that little
honey from the Assault Lance, or chasing
there’s always
something sweeter than a good eulogy.”

Skyle nodded slowly, but “I don’t want
to fail,” was as close as he could come to
the sentiment.

“Fair enough. C'mon. I need to stretch
my legs a bit anyway, and an old man
likes to be listened to sometimes.” He
turned towards the Repair-bay, a line of
Mechs arrayed in front of the 30-meter
double doors.

*Yes, Star-Colonel Hammerson!” Skyle
smiled involuntarily, hurrying to fall in

Scotch with cheap beer

beside his unlikely teacher.,

“And I'm just a Colonel, Okayz I hate
all this ‘Star’ crap. Makes me feel like I'm
in some New Avalon musical,”
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'CALLSIGN: GEORGE JONES (60.00 T MAX)

TIMBER WOLF

“MECH"-ING THE GRADE

“If you gotta go light and fast, take a
FireMoth, but make sure you get a tech o
install jump jets in place of the SRM-4.
You can't allord to take even a single mis-
sile salvo dead on. The KitFax is 100
damned slow for a recon Mech, and the

Jenner is a bloody death trap. I never

liked those little chickens, even alter you
wunderkinds upgraded the model.”

Skyle looked at the extended cockpit of
a nearby Jenner with a jaundiced eye. He
had never been happy with the design
that placed the pilot out in front of the
Mech, and it was good to hear his bias
confirmed. “What about the mediums,
Sir? We were told the StermCrow is the
best choice, if you are unsure of what op-
ponents or task you are going to face.”

Hammerson snorted. “Never been im-
pressed with them mysell. You sacrilice
an awful lot for the extra ten klicks of
speed. No, if your ego can stand it,
squeeze out the extra five tons and take a
MadDog, kid. Those LRM-20’s will tear
the face ofl" any incoming Bandits, After
that, you can finish them off with the
lasers. That's the real meaning of versatil-
ity out in the field. Of course, if you know
you've got a close-range, knife fight com-
ing up, some place where the terrain cuts
the line-of-sight way down, ask for a Nova

and she'll bring you home every time
long as you keep moving. Just remember
that if you've only got a couple of spasms

ds

in you before you start to cook, make sure
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you're close and behind your Bandit.”

“Spasms,’ Sir?”

The Colonel looked back [rom where
he had been studying the mass of twisted
wreckage that hung from the shoulder
socket of a nearby HellBringer. “Oh, Sor-
1y, Sparky. You'd call it group. Definitely
a twitch kind of decision—but a spasm at
the right time, especially when you can
exceute a partial break away and cool ofl,
can bring down an enemy Mech in record
time. Just try and make sure it's a back
shot that you can't miss. Having to choos-
ing between shutting down and burning

The two most important
things to remember are:
a) LRMs are your friend.
Make sure to select them
in the 15 or 20 rack. And
b) the cycling time of a
weapon is often more im-
portant than the amount

of damage it does.

up, because you needed a second or third
burst to finish the job, is never fun.”

Skyle filed the tactic, and warning, in
the back of his mind. “You always pilot
the same TimberWolf, Colonel. Why?"

“Cause I like the way she lights and she
takes the hits. To bhe honest, as we move
into the 65- to 80-ton range, you and the
Bird-brains are working some real horri-
ble designs.” Skyle looked at him in
shock. “Get that Clan nose back in joint
and listen, Sparky! You boys may have all
the bigger, faster, and stronger toys, but
us Inner Sphere grunts have had 300-
odd years of warlare to work out the
kinks in our designs. By now, most of our

bad ideas have been ground into rust on
the battlefield.

“No, your Summoner, HellBringer and
Gargoyle basic models should go back o
the drawing board and lose those big
guns in vulnerable spots. The Rifleman
upgrade is nice but, damn, you better be
a crack shot—that heat load won't exactly
let you blaze away before you melt down
your reactor core. Me, I'll take the Timber-
Wolf every time. She's reasonably fast and
packs the LRMs. She has enough lasers,
spread over the body, that losing an arm
doesn’t kill you—and in case you ever
start to overheat in a knile fight, you can
cut to the dual machine guns and chew
up some enemy armor plate while things
cool down.”

MechWarrior Skyle accepted the point
and smiled carefully. “When I achieve the
necessary rank, 1 will make a point ol re-
questing my own TimberlWolf”

“Now you're getting it.”

METAL CASTE

As they approached the main doors of
the Repair-Bay, they let the hurricane of

industrial noise wash over them. Power
hammers, riveters, arc welders and high-
speed drills all performed in an orchestra
ol chaos, while
Techs swarmed
over damaged
BattleMechs
like monkeys
searching for
fruit in the
crannies  of
steel trees. The
air was thick
with ozone and
the bitter taste
of vaporized al-
loy. Just inside
the entrance, a
Star ol Elemen-
tals lifted the
damaged foot
ol a Marauder,
while a tech
pulled off a
buckled armor
plate and began welding the new one in
place.

Colonel Hammerson knew better than
to try and yell over the wall of sound, and
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motioned Skyle 1o pick up one of the
many headsets and put the earphones on.

“—an you hear me, Sparky?”

“Yes, Sirl"

“You see this bay around youz”

“Of course, Colonel.”

“Don't give me that snotty “Caste look.
What's going on here is the real reason
you've got a chance of reforming the Star
League on lerra.”

“This place?!” Skyle was incredulous.
He was a MechWarrior, the highest caste
in Clan Society. This was common work,
done by those unworthy even to be Ele-
mentals. “These are just technicians!”

Hammerson looked as if he were about
to take a swing at his charge. Skyle
dropped back a step, half-raising his
hands in an automatic defensive crouch.
“Exactly, you little twerp. You guys didn’t
knock us silly for the first year ‘cause of
your spiffy little test-tube soldiers, You
managed it because you've got ‘Techs and
spare parts oul the yin-yang. Back in the
old days of the Ghost Company, | was
lucky if' I could find somebody to help me
reload, never mind railoring my loadou
for every mission. Adaptability is real
power, and you Clan types have it in
spades.”

TURN AND BURN One tactic successful Mech jockeys must learn is to turn away
from a target before contact and use the turret to do the tracking.

Skyle thought hard about it, but again,
his cultural bias lelt him unable to come
to terms with the truth. Weapon selection
was something rarvely discussed by Mech-
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Warriors; the most they would deign to
do was select what variant might be ap-

propriate [or the mission. The details ol

the weapons themselves were a lesser per-
son's lask.

The Colonel swore loudly. “Look, just
try and remember what I'm gonna tell
you here. The way combat works these
days, the two most important things to re-
member are: a) LRMs are your friend.
Make sure to select them in the 15 or 20
rack. And b) the cycling time ol a weapon
is often more important than the amount
ol damage it does.

“A medium pulse laser can fire four
shots in the same amount ol time it takes
a PPC to come back on line.”

“I can see that, Sir, but that one shot
can be enough to cripple a smaller
mech.”

“Only if you hit, Sparky. Sure, if you're
duking it out with the big boys, you can
be pretty much assured a hit with a slow-
moving plasma bolt, most of the time.
But against higher-speed opposition, you
can get killed trying to maneuver [or that
perfect killing single shot. AC/20s may
look good and reinforce your masculinity,
but with a long cycle time and only live
shots per ton, you better have a patient
[inger on that trigger.”

“I think I see your point, Colonel
Hammerson.”

“No kiddin".”

They had to duck a dangling bundle of

myomer cable that was being carried
overhead by an auto-crane.

THE BIG Z0OM When bandits get within eyesight, zoom in and blast "em with

your Long Range Missiles.

“Given that I have a chance o assign
some of these Techs ro redesign work on
my behalf, what kind of loadout do you
suggest, Sir2"

“You want at least one big LRM rack

BACKSIDE MANEUVERS Instead of butting heads with your target, slip past

him and deliver a group shot right up his tailpipe.

with 15 or 20 missiles—two ol them if you
got a chassis over 60 tons. Take a couple
ol large pulse lasers il you're expecting
medium-sized trouble, and move up 1o
PPCs if you expect bigger, slower oppo-
nents, If you're not sure, it's a good idea
to pack at least one PPC for giant-slaying
and turret removal. Il you have the room

to spare, an SRM-4
Streak is handy, and
you definitely want a
couple ol machine-
guns so you aren't
completely helpless
in an overheat situa-
tion. Next, pack in at
least four medium
pulse lasers and
enough heat sinks 1o
keep fairly cool while
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running steady chain
fire. Try not to sacrifice
much armor for this;
‘stay within a couple of
points of maximum for
the body area. After all
this, if you have a [ew
tons of extra room lying
around, pul in jump
jets; even il they aren't
enough to lift you ofl
the ground, they’ll still
add enough thrust to let
you shake most of the
warheads in a locked-on missile salvo.”

Skyle tried desperately to commit this
all to memory, cursing himsell for not
bringing along a data-pad.

MIGHT VS. RIGHT

“And here's the tricky part, Sparky. T've
[ound over the years that you clan types
scem Lo enjoy concentrating fire on the
right side of a Mech. Nine times out of
ten, if you're gonna lose a limb or even a
torso in combat, it'll be on your right
side—so pack as many ol your weapon
systems and ammunition bays in your left
side as you can. Also, just in case you end
up losing hoth sides, try and put one of
the medium pulse lasers in your center
torso—at least it won't go until you do.”
Hammerson bent over and grabbed a
discarcled steel rod the length of his fore-
arm. "Now lets get out ol here before
some bitter lower caste ‘accidentally’
drops a Gauss Rifle on you.”

X'S AND O'S

Five minutes later, they were once
again outside, where the noise level had
dropped to the normal background roar
ol a Mech base. Hammerson found a
patch ol open dirt on the edge of a run-
way and squatted down heside it, tapping
the ground with the metal rod he had
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picked up.

“Hunker down here, Sparky, and I'll
teach you some Inner Sphere tactics that
are worth listening to. And don’t be
turnin’ your Clan nose up at any of ‘em;
they work and they'll keep you alive. It's
not like you get bonus points in Valhalla
for dying with a high degree of difficul-
1y."

Skyle wasn't too sure about that, but he
squatted next to the patch ol dirt anyway

The old man began to scratch X's and
O's into the dust. “These X's are you and
your star, and these circles are the ene-
my.”

He began to draw lines connecting the
symbols.  “"Now
watch. If you're in
close quarters or
protecting a static
objective, then you
want to keep your
Star tight, but if
you've got the [ree-
dom ro move and
some open terrain,
try this. As soon as
your targeting
computer reads ac-
tive bandits, order

sure to vary your speed as much as possi-
ble.”

Skyle smiled. While this tactic didn't
exactly conjure up the noble image of a
full speed charge, it would win the battle
quickly—or at least damage the Falcons
badly as they tried to close. He said as
much.

“Now you're getting it, Sparky.”

BACK STABEING

"Onee things end up in a knife fight,
there are a couple of things to try. First of
all, il you're in something relatively fast,
like a Nova, try the old Spin-n-Spasm.
Close on the enemy Mech at full speed,

attack  separate but an armless Mech can do you less harm.

Mechs  through

your own targeting system. Once they get
into range of their weapons, change their
orders to engage-al-will—that will let
them mix it up freely and slow the enemy
down. In the meantime, you'll be sitting
there with your LRM racks cued up, just
waiting for them to close to one klick. Se-
lect a bandit that probably won't have

Jump jets, go to maximum zoom to make

sure your buddies aren’t blocking the
shot, and unload. Then, throw your
Mech into reverse, wait for your racks to
cycle, and unload again. Repeat as neces-
sary.

“Now, you Clan hoys are real good at
straight-on, long-range shots with energy
weapons, but your ability to lead a target
sucks. The trick is to trn away from the
attack at 45 degrees before you begin your
retrograde movement, and then torso-
twist to bring your weapons to bear, The
Bandits will generally shoot at where you
are, not where you're going. And make
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trade a couple of shots, and then blow by
him as close as possible. As soon as you're
past, chop your throttle to zero and slam
your stick over hard. This should bring
you up against the back armor of your
opponent before they can even wrn to
face you, especially il they are bigger and
slower than you. Once in position, group-
[ire all your weapons twice and then get
the hell out of there to cool off. If you can
get this move down, you'll tear the back
out of the heaviest Mechs nearly every
time. Just don't miss, and make sure you
have a good idea where open ground is,
because this move will leave you a bit vul-
nerable.

Hammerson's impromptu student
nodded. “Clan wisdom dictates that we
concentrate fire on a Mech’s legs, neu-
tralizing the machine with a minimum of
damage and time. Does the Inner Sphere
agree?”

The Colonel rubbed thoughtfully at a
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couple of days’ worth of unchecked facial
hair, “Hmmm...Yes and no. It's great to
tear the legs off a target, but it's not an
easy shot on the move, and you'll waste a
lot of good fire tryin’. Plus, the target can
return fire until the very last moment.
On the other hand, if you're going to
pick a target, the arms are easier to hit;
and if you miss, hall’ the time your shots
will tear up the torso armor. Most Mech
designs are toothless if they lose their
arms. Remember, an enemy weapon ly-
ing on the ground is one less worry for
you. An enemy Mech on one leg may be
an easy target but it still shoots back.”

BATTLE MASTER

“Now here’s a trick that will bag you a
BattleMaster every ti—"

Hammerson was suddenly cut off by
the blare ol klaxons [ollowed by the com-
mand for various Stars to form up on the
runway and board their Dropships.

Skyle looked stricken for a moment,
but the older man merely shrugged. “I
thought they might get you guys into po-
sition early.”

Skyle managed a tight smile, “More
Inner Sphere tactics, Sir?”

“Could be.”

The ground began to shake with mulu
ton footlalls as Skyle snapped ofl a
salute. “Thank you for your time, Star-
Colonel Hammerson! I will endeavor not
to bring dishonor to my Sibko or you.”

The salute was returned, this time with
the same rigid control. *Good luck,
MechWarrior Skyle of Caanus Sibko.”

“Thank you again, Sir” And with that
he spun on his heel and began racing for
his Mech assignment. He was halfivay
across the tarmac when he heard a voice
yell.

“Remember what T told you, Sparky
and don’t get your prissy Clan buut
blown ofl. T need a junior officer in my
Command Star!”

Not knowing il" he had been heard or
not, the Colonel shrugged and began
the long walk back to his reading spot.
He dug the ancient volume out ol his
hack pocket and fipped through to find
his spot. With the base half’ empty after
the launch, maybe he'd have the time to
figure out who the hell that damn bell
was tolling for. %
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33501 M4 Shermon Tank WINDDWS

Coniral tower simulafion has you in the
controller's chair ot O'Hare, National &
March airports. Loaded with features!

H A= it O eo =
1 AR T FAK : 001-1-508-443:5645, Rt
CompusSeryel DTN IBHTRRELI it T,
o] 2 SRS B A b o THIBAR L EA

The Parker Brothers gaome you can now

IBM CD #40670

play worldwide over the internell Will you
poss Go and collect $200 or land in jail.

Plunge into a mysterious Mayan world &
risk your life freeing Pitfall HurrT from his

kidnappers! Sequel lo the Pitfall series.

WIN 95 #36773

35741 Master of Magic
31433 Master of O
31594 Motal & Loce ’G]l i

33223 Metol 8 Loce Upgrode Disk NR1 B .
37302 Matal Mu....... -
34698 Malglech
37023 Mataliech qu Smgu Speech Pock
38905 Mortal Kombat ll ... .....,...,
36997 MASCAR Focing SYGA. |

33215 MCAA: Rood to the Final Four
I5937 NFL'9S  WINDOWS,
39097 Mew Horizons

7763 One Mil

39101 Onslaught .

34451 Oparation Clwn:im WJNDOWS
33340 Cutpast

38548 Pac In Timn A
AO772 Panthars in tha Shadew

36480 Panzer Genegal

31958 Pax lmp
o UHD Fink

&5 IRRED !

Ster Trail Addon

. T W-m.'ulw:; 95
31 ¢30 Return
36598 Fwnlan

26936 Riv of th Tl
35236 Robinson's Requiem | . .
38636 Rolund MX 5 & Chonnel Mixer
35590 Subre Team :
39650 Sail ‘95 'N!NDJWS

1?9/9 Som & Max Hit llw Roc..d

34‘6% Sorf C r,a
35314 Serious Soccer
24033 Shiloh

24824 SimAnt Clussic
31457 SimCity 2000

Authentic replica of F-15 Strike Eagle
Fighter flight stick. Create configurations
for 4 games, use up lo 48 commands.

Hardware #39876

After a goddess tokes your soul for
safekeeping, Stonekeep sels out to save
the Universe and regain your human life.

IBM CD #36893

3.5” ENTERTAINMENT |Hm 3.5"” ENTERTAINMENT |.W

33915 SimCity 2000 Great Disasters,

38245 SimCity 2000 Urban Renewal Kit 'z?
31410 SimCity Classic ; 2 R
37042 SimClassic Collection ... ... ..., .. 37
24473 SimEarth Classic ! 21
1454 SimForm i 25
?5| 'I; Slmehh 23
3?593 SimTowar  WINDOWS e 3z
22085 Sclitgire Anticy WINDOWS, , ., .., ..., 18
37228 Sclitgire Deluxe  WINDOWS L 26
31454 Spoce Simulator i S
40123 SpnuWGrd Hal IV WINDOWS . . | 25
33342 Specte VR, | o - |
36483 Sralingrad . aad n POl |
J2245 Sn 15
26706 Star Trok 25th Annivarsary . . ibasiadh
31772 Star Trak: Juedgmant Ritas oo .. 35
31886 Stip Poker Professional a0
39005 Super Stront Fightar H Turbo 32
26041 Supar Tatris 19
39488 Suporkarts 44
.lU l?_d Te c|1 Vel-.-cl ity Shoreware ]
3(‘\?.!& T-e hghm Dofenders Z 20
25906 Tigers on the Prowl . 40
26142 Train Enginear WINDOWS 27
37084 Transport Tycoon  WINDOWS 25
38961 Tromsport Tycoon Sconario 15
36452 U Boal  WINDOWS as
40509 Ulimate Doom . . i a1
35021 Universal Nover Lock for Gomes . . aw
36041 Unnecessory Rovghness ‘95 S 3z

36708 Worcialt: Orcs and Humans i 40

Werld Huchoy 95

38343 X COM. Torror From the Deep
35215 X COM: UFO Dalersn

28941 X Wing

32034 X Wing. B Wing Tour of Duty
J0B99 X Wing; Imperial Pursuil
35923 After Dark 3.0 WIN

35924 After Durk MPC 3.0 €D,

40741 Amozing Writing Maching
37340 Animols: Son Diego Zoo MPC 2.0,
40682 Astronomica CD i
33"’70 BCB CD

A0BAL swund e i 35
AQ7 39 BodySaver LE Version 21
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IBM 3.5 9356452

Authentically recreates WWII's lethal
submarine. Accurcte reaktime simulation
that will have you feeling claustrophobic!

b

I"”m DEG RE

As Prast!culor in a murder case, can you

secrets, hidden motives to build and win
IBM CD #40898

kips/eamiy/HoME Nl kiDs/FAmity/HOME | MACINTOSH |

40846 Chop Sumy ... . ...
40624 Complons Interactive Em CD '96
37767 Cookworks: On the Menv 1.0 CD.
40781 Corel CD Croater . .
Wmer WIN

0 + €D
0714 Cybersiner

33549 Design Your Cwn luadxnpn WIN
40069 Dr. Seuss's ABC WINDS

40561 ESPM Interactive Fly Fishing

36174 Ensykays CD . . .

36760 Emparor’s Now Clathes €O

40653 Encanta '96 Encye. €D WINDS
40852 Encarta World Atlas CD WINSS |
40394 Freehand Competitive Um(ode 50
40537 Frequent Travel AIRMAX | _ .

40105 Gome Runner 2.0,

39553 Guinness CD of Recards. 1995

39045 12 Tat Multimedia .
40017 Inbernut Connection
37775 Internut Membeeship Kit 1.0 WINDOWS s
AQ3BB Internut Stortor Kit for MAC 2.0 .

yako ond the Lost Might . .

35615 Lion King Print Stedio WIN.

35281 M5 DOS Upgrade 6.22

37462 Managing Your Maney 95 2.0 WIN
40135 Mapline CD

34580 Mavis Boacan Teaches Typing 10cD
33528 Mayo Clinie Family nmr Lo+
34986 Mayo Clinic Pharmacist CD . |
36519 Mayo Clinie Sparts Healh CO .
39614 Madical House Call CD.

40852 Midi Warkshep

40851 Midi Werkshep

40810 Milk Cap Mazes

37136 Manty Phython's Complate Waste CD
40785 Muppet Calendar

-1-0850 MI.I!ICTIMO 20 MaC

40778 Mame IT

38207 MerCruiser Plus. :

40616 Morton Antivirus WINSS

40817 Meron Mavigatar  WINSS
40818 Morton Uilisies WINSS . .. .. ..
40851 Oceans.

40514 On Campus IBM CD

34828 Oregon Trail Il CO

34948 Page Mater CD

36538 Peopls va. O, Simpson CD

34999 Piana Coursa | w/ Midi Cable
40018 Plus for Windows '95

40543 Pacahontas Animated Stary

prove Murder One? You must unravel lies,

In this buzuue, alien 3- D waorld, whu is
friend or foe? Which path is sofo? What
happened to the missing Druid?

IBM CD #40457

Everything Sound Blaster owners need to
compose, edit and play back MIDI record-
ings! Record up to 64 tracks!

IBM CD #40852

The ullimate puzzle package with over
600 predesigned puzzles including 500
New York Times crosswords.

IBM CD #39290

MILEBNNTA

AL TEARED DESTING

§aamEn
2 ooe iNBIDE

Fierce batlle between a Russian KA-50
Werewall’ chopper and on American
RAH-66 Comanche. Two games in one box,

Joystick, control pad, and keyboard-all in
onel Play any compuler game-even
games withaut joyslick suppori!

Hardware #29441

Change history’s course! Travel back in
time to save 4 intelligent races from
annihilation by fierce Micraids!

IBM CD 240427

36030 Print Shop Deluxa WIN . 38569 Club Cybarlesque CD 30210 Godget CD

31527 Publisher 20WIN ... ... ... . : B? 40238 Coloniration CD : .zU 39172 Glider Pro 1.0 =
40719 Quarterdeck Inteenet Suite 45 33084 Crystal Calihum a4 38522 Go Digitel Volume 1 CD .,
49734 Ouarlﬁrduk Mosaic . . . 27 39173 Crysal Crozy 1.0 . = 25 15490 oy C £
39440 Dadk Forces CD 48 40422 Harpoon I . 35
36540 Qu-:\nn -1 a WiN " 20 39686 Donm i Hcll on ‘mm - . 39998 Horpoen ICD . .. ... .. - 40
34838 Guicken 8.0 DOS 42 A05( } 40644 IndyCor Recing 1CD | o vanagddd
34841 Guicken Doluxe 4.0 CD. . S 38910 D, Brain [|| cU cave 34 38721 Jehnny Moemonic €0 . ... ... veses i)
34842 Quicken Doluxe 4.0 WIN i il ADEZ0 Dr, Souna's ABC PDWER MAC 35 39999 Journoymon Project NCD . .. .. .. ... ... . 8]
40156 Rabbity ot Home PR | | 33702 Drogen's Lair €D . coveed 36298 Journayman Project Turba €O, .. ... ... .. 30
39744 Ram Doubler WHDOWS | 0 PR TR | 37227 Dengeon Master 2 e RIS b5 B e 37022 King's Guast VI CD 40
40779 Remove IT 2/Mame [T Bondle. ..., ...,.31 38464 Dungoon Masler 2CD, . ... o000 v e, 35 30946 L Zona CD. ... .. . . R+
.lO?Et.’j Hock N’ Roll \'our Own aiar ; b ADCJS Dust; Wired Went CD ., ... .. viawad0 33353 lawnmower Man CD a5 s a9
AT | Studyware CD 3 33534 Empire ' 25 40672 legend of Kryandia Il . . 28
32900 SAT NEW Purwnul 'ﬁmnlr 41 SR ‘0459 Emplre N1CD .. .. i i i 34 35257 links Pro w/ Harbortawn Coura 9
...... P—. 40613 F/A 18 Homet 2.0 44 40798 LinksFirestone Course 21
n WINDO! 56 40875 Fighting Irish . . £ az 40795 Llinks: Troon Nocth .
40687 Spnqd Doublar MAC. evr..85
40581 Spell h 3. % 30
36803 Spors NI, Swimsulr cp.. 26
36678 Stacker Multimadia 4.0 WINDOWS S Y S
37887 Star Trek: TNG Screan Savar WINDOWS . 30
34170 Star Wars Screen Saver WINDOWS . a0
36412 Treasurs Pack | CO . ; .32
36594 TriploPlayPlus! Spanith €D . . 54 &= i
40495 Unlnstaller 3.0 a9
21493 WinFax fro 4.0 WINDOWS 80
40149 Windows 25 185 4 4 3
awy 78 Gama Pak 2 €0 WINDS 179

d.DS'i? Windows 95 Home Pok CU WINDS ... ..
40139 Windows 95 Upgrade 3.5°
40000 Windows 95 Upgrade CD
34081 Windows Upgrada 3,11

4051_:1*1 Man Cartoon Maker CO

NOW ORDER 24 HOURS ext. 368

Complete on-line catalog with over 5000
software and hardware fitles.
Prodigy - Computer Express © CompuServe - GO Express
Internet - info@cexpress.com ©© AOL - Computer Express
© www - hitp://cexpress.com © eWorld - cexpress

Mo surchorge is added 1o credit card orders. PO's, wire transfers, personal and cashiers checks
occopled. Some items are not returnable. Returns require authorization # and are subject 1o 15%

33403 11th How CD . . .
34011 Absolute Zero CD
ABSEE Alice .

39398 Alone in the Dodk Il CD
39145 Apache CD

38912 Are of Doom €D

T oo Ao r.::l;' = 20 estocking fee. Allitems offered for salo are subject to availobility. We are nol responsibla for lypogroph
16588 Qoror-d aqucd eoder CO 42 ical errors. Shipping and handling chorges apply. Warldwide shipping!

38415 Bro All prices are subject to change without notice. rm
36789 Cm-no Paaor w/Kit CO 2% @E?ﬂ
25078 o fonamen i oo o3, COMPUTER Express % - =
el bR % 31 Union Ave. Sudbury, MA 01776 Info: 125 Fox
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800-228-7449

NOW ORDER 24 HOURS ext. 368

CUSTOMER SERVICE, CALL 508-443-6125 9am - 5pm EST

1,000 years of his}ory gecmp
science, arts & literaturel Digital movies
of live actors, animated 3.-D worldsl

MAC CD #40420

e

IBM CD #40414

Rediscover 15 Alari video gomes on
Windows: Barnstorm, Keystone Kapers,
Endure, and many more faverites!

WIN ‘95 #40728

70 years ogo, Henry Stouff committed murder
in his mansion. Reporter Robin Morales hos
now disappeared! You must save herl

MAC CD #33503 1BM CD #32903

Arc, throttle with trim contrals, 3 program-
mable swilches and a mini trackball. TQS
is fully progrommable through FLCS.
Hardwore #38156

Tee off at beautiful Bighom pro golf
course. Fealures Hyuvers “live” ga"ers,
dynamic conirol, plus much more
M.ll: CD £40&603 M CD §39396

THE GALACTIC CHALLERGE OF
“ EXPLORATION AND ENCOUNTER

A..SCENDANCC i/

As alien leader from an unknown goloxy,
cultivate resources, build inventions,
explore planets & meet other species,

IBM CD #40897

40644 IndyCar Rocing Il CD
38731 Johnay Mnemonic €O, .
19999 Journeymon Project 1 CD
16298 Journeyman Project Turbo o
18946 L Zone CD. |
33353 lawnmower Man CD,
406?2 lugcnd of hryand-u n
40?‘?& lmh rasene Cmrm
40795 links:Troon MNarth
35321 lode Runner
40208 Marathon CO
39013 Master of Qrion CO
40426 Maximum Rood Kill,
40420 Mission Code-Millennium MAC CD
408671 Monopoly .
32296 My €D . . .
36756 Nutional Lampogn Blind Date CO
40515 On Compus MAC CD
39102 Onslavght . ;
38594 Operation Crusoder
ADDBB Ponic in the Pork CD
35331 Phankosmagoria CD
40564 Pocoheonios Animated Slory
40577 Power Pefo ... ...
39729 Mimal Roge CO
35135 Princo of Persia Il |
34581 Rebel Axsoult CD | .
40243 R\T"\M le Bo:ommg Vel 1 CD.
40784 Rod H’ Rell Your Cwn
40517 SAT RoodTrip .
36935 Shodows of Caim CD
32616 SimCizy 2000
35754 SimTower .
35755 SimTown CD
22090 Soliraire Antics
38596 Swalingrad CD
36830 Star Trok: 25t Enhanced €D ,
39733 Sior Trek: Omnipedia CO. . .
A0219 Skar Trek: TNG "A, Final Unmy o .
34351 Sior Trek: THG Tech Manuol CD
38675 Super Wing Communder C0
34080 Top Ton Mac Pock CD
40239 Transpen Tycoon C0
40841 Tri Tryat MAC D,
40380 Virtwal Torct 2.0 CD
38174 Virkol \l'og](—l Velumo | €D
37195 Voywur C
Jg480 \’\ondcrtu:f cD
38234 Wordords Il . .
40743 Wharee in the World:Jur
40371 Wing Commander Il CD
37192 Wellenslein 3D . . i

COMPUTER CAMIMS WORLD MOV 1005

38178 Jumbo ISOMB INT Tape Bock Up .
38179 Jumbo 700MB INT Tape Back Up -
38554 lightring 540MB 1 1MS IDE_ . .
38555 Lightning 540MB 11M5 5C51 MAC.
38556 lightning 730MB 11M5 IDE .,
38557 Lighining 730MB 11M5 5051 MAC,
37824 5T 31200A INT 1GB Hord Disk . .,
38970 5T 3391A INT 341M8B Haord Disk , . .
37823 5T 5660A INT 545MB8 Hord Disk
38180 Trakker J50MB EXT Tope Backup
36181 Trakker 700MB EXT Tope Bockup

139
195

L
198
. 222

YOUR

NOW!?
Includes $10

Rebate!

IFHFSEF 1S Tu|on Tacl ul Stick
5 F 16 Com
dﬂﬁU) F |6 F:ther Stick .

40801 F 16 Flight Stick .

29442 FX2000 Fistol Grip
33226 Flight Stand

16437 Flight Stck.

31417 Flight Stick Pro 1BM . .
27914 Flight Stick Pro MAC |
31148 G Force Flight Yoke,

ORDER

CATALOG

37753 Gama Tappor

24017 GamaCard lll Automatic ?6
i1 A Auhomatic v
38124 GomeGun . . A4
29404 Grovis Anclog Pro Joyatick . 25
28364 Growis Eliminator Card ., . . s .. 20
39427 Grovis Firebird PC Controller e 58
27815 Gravis Gamepod  BM. . . )
30003 Grovis MoweStick I MAC . sa g ib]
38108 Gravis MHL Hockey ‘935 Pock 55
35133 Grovis Phoenix Control Symm vewensn B8
377135 lowstick (R L |
40585 loutick  Mac L
36886 Jayswirch. . .. oLty caad8
34542 Mannal Knybou:d S irie et SRR
35458 PC Goll System A Ciaamea AN
34876 Pro Pedals . . A - e ]
40803 Pro Throwle ... .. .. b= ! e
29441 SFX GemePad . ... ...... L
40401 Sidewinder . i P
40802 Sidewindae 3D PRO . . 56
30825 Thiusmaster ACM Gama Card 7
35104 Thrustmaster F 16 FICS 12
JB027 Thrustmoster FCS MKN 1BM 43
33344 Thiustmoster Formula T1 nz2
29522 Thiustmaster Pro FCS. . 104
40172 Thestmuster Pro Play 560
29843 Thrusimaster Rudder Pedals  |BM 104
33804 'Ihxu;lmmrm Ih,ddm Pedals MAC 101
2815 Q5 for FLCS Nz
33780 'Ihnu\lmrnmr WC"- Markl  MAC 41
31258 Thiustmaster WS Markll  1BM 93
JB950 Trockball PRO 73
38462 Virtual Pilot Pro 1]
29434 Vistol Pilot Yoke 8
36656 Wingman Extreme Joystick 43
A6655 Wingman Joystick. 24

SOUND CARDS

40155 Audiovotion Adapler 243
39030 Gravis UlhoSound Ace a2

26292 Grovis UlkoSound Max 168
3J?25 Gram UlkaSound M.d Adapt 35

3 1059 Po-r Al |n ‘st.und F"un . 142
32312 ReolMagic Multimedia Playbock 73
38352 Realmopic ST MPEG w/ Zork 423
38437 Rolond MCR 8 MIDI Controller 282
38444 Rolond MPU 401AT MIDI Interloc o7
32031 Roland RAF 10 Audio Producer 235
28019 Rolond SCC 18 G5 SoundCard 268
35480 Roland SCO 10 DB Sound Canvas CAlL

35628 Roland SCO 15 DB Seund Canvas - CAlL
40780 Roland SCP 55 5. Canvas PCMCIA 423
32531 Sound Bloster 16 SCSI 2. 172
32532 Sound Blastar 16 SCSI 2 ASP 197
34B07 Sound Blaser 16 Value Edition 93
37411 Sound Blaster 16/FREE Spacker 99
40436 Sound Blaster 32 IDE 154
37027 Sound Bloster AWEI2 Value Ed. 155
34881 Sound Blm'e-r i’uo Value Ed. . L)

0 Sound Bloy 52
3 SoundMan Wu\rl = 17
39674 Soundrcope 16 bit Cord . 142

39675 Soundscope DB Wuvnk:ble Upgld .85
394676 Soundscape Elite 16 bit Cord | . b

) oundscapa Soun tam 16
35553 Alphascon 15 15" Moniter . .
35554 Alphascan 178 17° Menitor. .
35556 Mphascan 17E 17° Menitor. .

35555 Alphascan LC 20" Maniter. . . 1094
35557 Alphascan IE 20° Manitar 1443
35552 Alphawcan Flus 14" Manitor 304
38151 Diomand Pro 15F5 157 Manitor 450
38153 Dromend Pro 177 Monitor 1064
37843 HL4BA0 14" SVGA Colar Manitor 267
A78464 HI7682 17" SVGA Color Manitar Tdb
37841 HMABIBP 14" SVGA Color Manitor 224
38390 MuliSyne 2V 14 Monitar aal
32896 MultiSync JFGE 15° Maaitar S04
38388 MulkSync Lens: 2V 52
JBIBS M nc lens: XE15 o¢ XP1S 7l
38070 My ync XE15 15° Manitar 579
38072 MultiSiyne XP15 15° Manitor &22
35059 SyncMaster 14GL 14" 2BMM as
35040 SyncMaster 15GL 15" 28MM 40